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Michael J Melchor 

SOCIAL MEDIA IS A WORK: COMPOSING A GUIDE FOR INDEPENDENT PRO 
WRESTLERS TO NAVIGATE THE DIGITAL LANDSCAPE 

 

"Social Media Is A Work: Composing A Guide For Independent Pro Wrestlers To 

Navigate The Digital Landscape" proposes a practical guidebook for independent professional 

wrestlers to use digital media to help build a sustainable career in pro wrestling. Recognizing that 

pro wrestling is a billion-dollar industry where performers function as independent contractors, 

the study argues that digital presence is as critical as in-ring ability for career advancement from 

regional independents to major companies like WWE and AEW.  

Employing a methodology grounded in Practice Theory and participant observation, this 

paper combines three years of experience as a Digital Media Manager for independent 

professional wrestling companies with literature reviews of marketing theories regarding 

storytelling, personal branding, and social media metrics. The findings delineate a four-tier 

industry structure and map a career trajectory where digital engagement correlates with upward 

mobility. Key insights emphasize that success requires consistent, authentic content creation that 

blends transmedia storytelling with professional conduct. The thesis gives basic overviews and 

strategic approaches based on the literature and incorporates other facets of business such as 

managing public relations crises and maintaining mental health while balancing the duality of a 

real self versus a wrestling persona.  

The implications suggest that independent wrestlers must treat their online presence as a 

core business function to attract promoter attention, secure bookings, and eventually negotiate 

lucrative contracts. By mastering these digital skills, performers can bypass traditional 
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gatekeepers, effectively turning their personal brands into viable economic assets within the 

evolving entertainment ecosystem. 
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Chapter I: Purpose Statement 

Professional wrestling is a unique form of entertainment – a spectacle where performance 

art meets combat sport. The key to the success of this artform lies in suspending the audience’s 

disbelief as they watch these larger-than-life personalities clash in wars of words and fists. While 

some of the world’s biggest wrestling companies employ television and streaming platforms to 

carry out their storylines, digital platforms are also prevalent in the world of pro wrestling. 

The use of digital platforms for public figures has grown from 970 million in 2010 to 

5.24 billion users in January 2025. (Backlinko) Movie stars, musicians and television actors use 

social media so their fans can keep up with various projects and ventures. Social media 

influencers and streamers build a following by engaging audiences online with their personality 

and interests.  

One of the results of the prevalence of digital platforms is the advent of the “personal 

brand.” Everyday people have become celebrities and learned to generate a regular income not 

by selling a product, but selling themselves as a persona. While research on social media 

influencers is still in its infancy, more than 64 million individuals currently identify as social 

media influencers (Spörl-Wang, et al). It has become its own cottage industry where those with 

no fame can achieve that status by gaining a large online following to sell products, information 

and many other goods and ideas to. 

The art of professional wrestling relies on the performers selling their personas as much 

as their muscles and athleticism.  Professional wrestlers are especially dependent on establishing 

and maintaining a digital presence to build their name and brand. 

Professional wrestlers selling their personas also have another aspect to consider. Pro 

wrestling has long been beholden to maintaining an illusion of reality.  For decades, those 
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practicing the art form were held to the tenet that, outside of the locker room, everything they did 

is “real.” In 1989, Vince McMahon, then-World Wrestling Federation Chairman, testified before 

the New Jersey Senate that pro wrestling was a performance more than a competition in an effort 

to avoid commission in the state. (Bixenspan) It is widely accepted today that pro wrestling is a 

form of storytelling set in a sports-like environment. It is this unique mix of the real world in a 

fictional setting that allows pro wrestlers to not just build their name and their brand, but to do so 

while practicing character development and world-building if so desired.    

This thesis is built as a book proposal - a guide for independent professional wrestlers on 

the best ways to create and utilize digital platforms. In doing so, I can help independent 

professional wrestlers build the foundation to attract a following to carry through their pro 

wrestling careers. The book is meant for those willing to turn pro wrestling into their career with 

the information herein being intended to help pro wrestling performers grow their digital 

platform as part of their business while helping them navigate and incorporate the fictional world 

of pro wrestling.  

Others using social media to further their brand can also benefit from this, as they will be 

able to understand the concept of selling an engaging persona by using social media and 

marketing. With pro wrestling being a unique realm in entertainment that employs charisma and 

creative storytelling, the traits needed to succeed in pro wrestling can translate to a wider 

audience online.  

This book will help professional wrestlers and others understand how to tailor their 

content and market around their personality. It will also inform them of the mechanics of various 

platforms and which tools can be used to do so most efficiently. Strategies will be discussed to 

use those digital platforms to present the outlandish world of pro wrestling in a consistently 
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entertaining and engaging fashion, as well as maintaining online security and mental health. All 

of this will enable pro wrestling performers to forge their own path to success by enhancing their 

character and stories, promoting themselves, managing their careers and enabling them to be 

their own boss. 

 

Breakdown of the Professional Wrestling Industry 

While widely viewed as a pop culture niche, pro wrestling is a billion dollar industry. 

Netflix paid $5 billion dollars for the right to stream “Monday Night Raw,” the weekly flagship 

show of World Wrestling Entertainment (WWE), beginning in January of 2025. (Pandey) It was 

then announced in August of 2025 that ESPN would pay WWE $325 million per year over a five 

year period to carry WWE’s “Premium Live Events” such as WrestleMania and the Royal 

Rumble starting in 2026. (Sherman) 

While WWE may be the largest professional wrestling company in the world, it is not the 

only one making big money. WWE’s closest competitor, All Elite Wrestling (AEW), signed an 

estimated $185 annual deal with Wartner Bros. Discovery to renew the pro wrestling company’s 

television presence on the TBS and TNT cable networks. (Otterson).  

If a comparison is to be made to the movie industry, WWE and AEW can be seen in the 

same category as major studios such as Warner Brothers or Paramount Pictures. These are the 

home of the big budget productions that draw the biggest box office stars. Just as Hollywood has 

independent movie studios and productions, pro wrestling has many smaller, independent 

companies and performers producing this art on a regular basis.  

WWE and AEW – known as “Major Companies” – count on television rights revenue 

from streaming platforms and entertainment companies as their main sources of income. The tier 
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below this can be called the “Mid-Majors.” Mid-Major is used to define companies that are 

televised, but on networks with a smaller reach. Examples of this would be Major League 

Wrestling (MLW), which aired on specialty sports channel BeIn Sports, and Total Nonstop 

Action (TNA), which airs on expanded basic cable station AXS TV. This tier lies in-between 

multi-million dollar companies such as WWE and AEW and Independent promotions. The 

revenue of these companies relies more on monetizing digital platforms such as YouTube, or in-

house streaming service, such as TNA+. 

Finally, there are Independent pro wrestling companies. Some independent companies 

generate revenue from specialty streaming platforms. Game Changer Wrestling (GCW) was 

initially paid $1,000 to air some of its events on TrillerTV. (Russell, et al) Other companies such 

as Beyond Wrestling earn a share of revenue based on the number of views it has on Independent 

Wrestling TV (IWTV.com). (Barrasso ) These can be called “Streaming Independents.”  

The majority of smaller Independent companies, however, are dependent on event ticket 

sales and local sponsorships for their income. These can be referred to as “Regional 

Independents”. These four established levels – Regional Independents, Streaming Independents, 

Mid-Majors and Major Companies – are important to establish when we discuss how 

professional wrestlers can progress.  

 

The Career Trajectory of Professional Wrestlers 

It is important to note that the typical career path of a professional wrestler may not be 

typical at all. Some athletes are chosen and signed immediately after college by WWE to 

participate in that company’s Next In Line (NIL) program “that provides a clear pathway from 
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collegiate athletics to WWE.” (Staff) The NIL program develops athletes from the ground up to 

be ingrained into the WWE system as a potential long-term performer there. 

WWE also periodically holds tryouts, much like Hollywood productions hold auditions 

for film roles. (WWE) Independent professional wrestlers may be signed to a WWE contract 

from one of these tryouts. At one time, WWE partnered with several Regional Independents all 

across the United States and in Puerto Rico to help develop talent in the hopes of eventually 

signing them to a WWE contract. (Melchor) 

Other professional wrestlers may gain enough popularity in a short enough time to bypass 

some of the tiers and be signed to a contract from a larger company outright. Several AEW 

performers including Action Andretti, Brody King and Lee Moriarty were signed to talent 

contracts while they were performing on Regional and Streaming Independents due to the 

grassroots popularity surrounding them (Lovell).   

There is not one clear path from first becoming a professional wrestling performer to 

being a featured performer for a Major Company. But throughout pro wrestling’s history, 

performers have typically traveled outward from their home starting point and built their name 

until ultimately signing a contract with a Major Company (Toplack). Most professional wrestlers 

begin their careers performing in Regional Independents. These local smaller markets are where 

performers can develop their craft after they have been fully trained. While working on their 

skills in the ring, this is where they can also begin to promote themselves in the hopes of being 

seen by a larger company.  

As their performances and promotional abilities improve, their popularity grows. This 

enables them to be noticed and booked on shows for bigger companies. They may work for one 

or more of the Streaming Independents, increasing their visibility and, as a result, gaining a 
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larger following. From there, they may be gain work for a Mid-Major company. They may play 

smaller enhancement roles for a company’s regular performers, but can move up the ranks to be 

a featured performer themselves. The ultimate goal of a pro wrestler is to be signed to a lucrative 

contract with a Major Company such as WWE or AEW, allowing them the financial security.  

 

Importance of Digital Presence for Career Growth 

The connection with the audience in a physical setting as well as via video or other digital 

means is vital to professional wrestling as a whole. Pro wrestling is a unique artform that 

presents physical storytelling in a live environment with elements of status competition, family 

dynamics, morality psychology, and betrayal and trust. (Lemco) Pro wrestling has been 

described by scholars as, “an unusual mix of athletics, drama, and comedy, played out by a 

largely testosterone-fueled cast in front of an audience of often rowdy fans. With its scripted 

outcomes, it is not entertainment in the traditional sports sense, but rather entertainment in the 

tradition of theatre and film, whether one sits in the audience at a live event or experiences it on 

television in the comfort and privacy of their home.” (Salmon, 122) Pro wrestling's enduring 

success isn't about violence - it's about how well the relationships, conflicts and characters tap 

into essential human nature. 

It is vital for independent professional wrestlers to understand the concept of employing 

social media to maintain the same kind of connection with an audience that they would have in a 

live setting. That connection is the key to their future success and to reaching that top tier of 

professional wrestling stardom. A study by Jack Karlis shows that fans use social media to 

satisfy their needs regarding professional wrestling online in several ways. Fans socially interact 

with other fans, use specialty online media outlets to gain a better understanding of the "behind 
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the curtain" mechanics of the industry, curate their identities as "wrestling fans" and use their 

social media feed as an extension of the wrestling text itself. The "story" is no longer just the 

match; it is the tweets, the memes, and the fan reactions that happen simultaneously. (Karlis, 

234) 

It is that strong connection that fans have with pro wrestling both in the arenas, on 

television, and online that has to be taken into consideration as a whole in order to create and 

continue the connection from the live audience setting to the digital world. It is a requirement in 

modern day to utilize social media and digital platforms to reach consumers where they reside, 

catch their attention, and convince them to spend money to see that performer in a live setting or 

to buy their merchandise.  

In his paper "The Use of Social Media as Part of a Transmedia Storytelling Strategy in 

WWE’s Professional Wrestling", Eliseo Sciarretta details an important detail that explains the 

uniqueness of pro wrestling storytelling in a digital format and how it may help independent 

wrestlers build their platform. Sciarretta explains that "professional wrestling is by its nature a 

fantastic example of transmedia storytelling, thanks to the unique participation of the audience, 

which differentiates the product by a TV series or a book, for example...Transmedia storytelling 

is the use of multiple platforms to tell a cohesive story, where each piece adds to the story to 

create a better overall story." (Sciarretta, 561) By participating in the stories being told in the 

promotions that pro wrestlers work in, they are given an inherent opportunity to build on their 

own personas by helping tell these stories over various types of media on different platforms. 

Building a brand is more than just a wrestling match, it's connecting with their audience 

online as well. Digital platforms, including social media and content platforms, now allow 
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professional wrestlers to connect with anyone, anywhere. Current technology allows professional 

wrestlers to reach past geography and engage a worldwide audience.  

For professional wrestlers, creating and maintaining a digital presence includes having a 

line of contact with their fans, utilizing content to establish their personas, and drawing attention 

to their upcoming matches and further the stories being told by the companies they perform for. 

Professional wrestlers can also offer and sell character-specific merchandise to willing 

consumers. (Colla) 
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Chapter II: Methodology 

How do professional wrestlers build a personal brand? That is the question being 

answered herein. One of the main methods employed to answer this question will be the use of 

Practice Theory.  "Practices are the embodied sets of activities that humans perform with varying 

degrees of regularity, competence and flair." (Postill, 1) The theory itself help describes the 

everyday actions of people as a means of helping define culture by way of structure and 

individual agency. The book Theorising Media and Practice, which links media studies with 

practice theory to provide "a link for practice theorists wishing to travel...towards media research 

and theory, an area of scholarship largely overlooked by practice theorists." (Postill, 1) It is that 

book that discusses some of the foundation being used here, where practice theory and media 

studies also intersect. 

To help answer the question of how pro wrestlers can build a personal brand in digital 

spaces, the literature chosen to help shape how this book will be written primarily focuses on the 

following topics: the intersection between business and creative results; character and world-

building on digital platforms; overall popularity of the pro wrestling industry; cybersecurity; 

digital platforms and mental health; and best practices for promotion. 

 The first step in writing this book is to mine previous presentations and seminars that I 

have given on this topic to examine how they were organized. The flow of information and what 

order things should be presented in is important because this book will ultimately become an 

informational manual.  
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Participant Observation - Past Work 

The research method being employed is participant observation, based on prior and 

current experience. I spent two years in Florida filming wrestling events for independent 

promotions owned by Frank Goodman. That time helped me prepare for more extensive 

experience in the Louisville, Kentucky area, where I am now based. 

I worked for three years as Digital Media Manager for Ohio Valley Wrestling, based in 

Louisville, Kentucky, from November of 2019 to November of 2022. During this time, I 

managed the company’s social media channels (Facebook, Twitter, Instagram and YouTube) and 

its website. In May of 2022, I also began my tenure as Digital Media Manager at Grindhouse Pro 

Wrestling, based in Jeffersonville, Indiana. I currently serve in that role, managing Grindhouse 

Pro Wrestling’s social media channels (Facebook, Twitter, Instagram and YouTube) and 

website.  

Both companies are training schools for professional wrestling, with OVW Academy (the 

training school for Ohio Valley Wrestling) being the first accredited trade school for pro 

wrestling in the world. (Ohio Valley Wrestling). I also served as the first Digital Media & 

Marketing instructor for the OVW Academy in 2019. 

Both companies also present wrestling events to give their students more experience in 

the ring and as physical storytellers. Consequently, these events are promoted mostly in digital 

spaces such as social media. Much of my role as Digital Media Manager is to manage the online 

promotion of these events, as well as coaching the talent to help promote the events as well as 

themselves. Developing characters and world-building is part of the work that goes into helping 

promote an event produced by a pro wrestling training academy.  
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It is that experience that I am also relying on in writing this book, as well as the notes and 

observations of the professional wrestlers and trainees I have seen in both of those promotions.  

There are also prior presentations and seminars I have presented, as well as the research 

done for those, that will also help inform this material. A prior presentation done for the IU 

Southeast Student Conference was built around a narrative thread. “How Social Media Led to the 

Creation of Another National Pro Wrestling Company” told a story of the creation of All Elite 

Wrestling and how the use of digital platforms largely made it possible. While there is some 

good information in that presentation, the idea of writing this book as a narrative story is not 

feasible. The main portions of this presentation and the research from it speaks more to the 

effects on social media on fans in addition to other business factors. 

The aforementioned presentation also speaks to the idea of the practice theory in media. 

In real time, a group of performers were able to cultivate fan dissatisfaction with one of the 

major companies (in this case, WWE) and use digital media to use that dissatisfaction to grow 

demand for an alternative product that soon became in the form of another major company’s 

formation (AEW). This was made possible because of a shift in how performers cater to fans’ 

desires to consume more media about their chosenfandom. In the last 10-15 years, fans not only 

engage in the media presented to them, but also in peripheral content such as media 

commentaries, social media, messaging boards and other manner of connected digital media "in 

an articulation that is anything but static and linear." (Bird, 89) 

A separate presentation given in 2022, the “Social Media and Marketing Seminar” that I 

conducted for Grindhouse Pro Wrestling, will largely inform how this book will be written. As 

this was an informational presentation, much of the information was gathered, organized, and 

presented as an instructional course rather than telling a story. The seminar’s structure aligns 
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with the informational structure of the book, thus making the seminar a key source for the outline 

of information within the book. While some of the topics have changed and information updated, 

much of the literary research used for that seminar has been retained and added to for the 

purposes of expanding those topics for this book. 

 

Literature Review 

In looking through literature for this thesis (and future book), what becomes evident is 

that there are many pieces on specific aspects of professional wrestling. Many of these pieces, 

however, focus only one aspect of pro wrestling, be it the characters, business, companies or the 

Independent wrestling scene. There is little out there that brings all of these facets together as it 

relates specifically to the pro wrestling industry. 

This is important because an overview of the pro wrestling industry and its different 

levels must be defined to establish baselines for professional wrestlers in terms of career growth 

and success. Many scholarly pro wrestling articles naturally use WWE as a point of reference for 

pro wrestling. While WWE is the largest of these companies, it can potentially present a 

somewhat skewed viewpoint, as if this multi-billion dollar company is the norm.  

Therefore, the premise of how independent pro wrestlers can use digital platforms to help 

grow their careers and business are rooted in three main general areas of marketing that scholars 

have heavily researched: storytelling (constructing meaning through emotional narrative), 

personal branding (identity and authenticity) and social media best practices (spreading meaning 

through networks and algorithms). My research has focused on these three ideas in context to 

professional wrestling.  
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From a storytelling perspective, the work of Arch G. Woodside, Suresh Sood, and 

Kenneth E. Miller is discussed, specifically in their case studies detailed in "When Consumers 

and Brands Talk: Storytelling Theory and Research in Psychology and Marketing." In their case 

studies, they introduce a consumer storytelling theory that includes core propositions of 

consumer storytelling. The important ones to highlight here are narrative thinking (that people 

think in stories, not arguments), episodic memory (how people process information in the forms 

of inciting incidents, actions, and outcomes), and archetypal fulfillment (how individuals 

experience - and live through - archetypes and, consequently, receive catharsis). These are 

important facets to understand for marketing in terms of pro wrestling, as it is a narrative 

medium. The book will aim to teach pro wrestlers the importance of employing these elements 

both in a live environment as well as in a digital medium.  

In terms of personal branding, the work of Manel Khedher and his paper "Personal 

Branding Phenomenon" published in the International Journal of Information, Business and 

Management, 2014. In this paper, Khedher developed a three-phase model for developing a 

personal brand. The model includes defining a brand identity, communicating that to a target 

market to position your brand, and evaluating brand image by analyzing results to see if the 

market perceives your messaging correctly. This is especially important for pro wrestlers, as they 

will spend their entire careers - from the Regional Independents to the Major Companies - as 

independent contractors. As the wrestlers themselves are their brand, this work speaks to having 

a framework for developing their persona and brand online. Discussion of executing these tenets 

of personal branding and the work of Gary Vaynerchuk – specifically his book, Jab, Jab, Right 

Hook – are discussed in detail later in this paper in “Part I Sub-Section: Strategizing.” 
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Social media best practices are also discussed within the body of this paper (as they will 

be in the book). "Social Media Metrics — A Framework and Guidelines for Managing Social 

Media" by Peters, Chen, Kaplan, Ognibeni, and Pauwels (published in the Journal of Interactive 

Marketing, 2013) provides insight as it relates to this paper (and subsequent book) as it outlines 

how social media requires a more distinct measuring approach due to its dynamic nature. The 

paper applies the psychological Stimulus-Organism-Response model to marketing and lays out 

guidelines for metrics and dashboards that have become foundational in terms of digital 

marketing. The Kerkhof & Beugel study from 2011, "Crisis PR in social media: An experimental 

study of the effects of organizational crisis responses on Facebook," and its findings are also 

discussed in this paper in the section "Sub-Section: Public Relations," as they will be in the book. 

Some articles specifically about pro wrestling focus on the journeys of performers at the 

Regional Independent level. For example, in “Fake It ’Til You Make It: A Conversation with the 

Performers of Smash Wrestling” Wai Ting interviewed several members of the Smash Wrestling 

roster in Canada including Tyson Dux, Rosemary, and “Psycho” Mike Rollins. Their viewpoint 

further illustrated the uniqueness of pro wrestling as a form of entertainment as well as 

illustrating life as a pro wrestling performer on a smaller scale. This gives an interesting look at 

the journey of independent professional wrestlers aspiring to make it to that highest tier, some of 

whom have made it to one of the Mid-Majors. One of the performers interviewed in “Fake It ’Til 

You Make It,” Courtney Rush, is currently a performer in TNA (as “Rosemary”). This article 

also gives some idea of the level of performance quality and character work required at the 

Regional Independent level to progress, including how characters are built (gimmicks, arcs, 

alliances) and how performers balance consistency of character with improvisation in response to 

crowds. 
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One of the most important articles in regards to this project is Sam West’s “Cults of 

personality: the micro-celebrity work of independent professional wrestlers.” The article 

discusses two very important points in building this book. First is the theory of micro-celebrity, 

which states that, while fame can be more niche and social-media driven on a smaller scale, it is 

still meaningful as a measure of fame. Independent pro wrestlers, whether in their local area or 

on a larger scale on social media, experience this level of celebrity. The tenets that West 

discusses in his article include self-presentation, constant maintenance of persona, interaction 

with fans, and managing one’s image strategically. This piece is particularly important in 

establishing the level of fame an independent pro wrestler may encounter early in their career, 

which necessitates developing strategies in utilizing and, if need be, coping with levels of fame 

in navigating their journey. 

West brings the theory of micro-celebrity to independent pro wrestling, which the article 

states is, "a distinct sub-genre which has largely been overlooked in scholarship"). (Crowley) Pro 

wrestlers typically have more freedom to craft their image online, but fewer of the built-in 

support structures that Major Companies offer. Therefore, independent pro wrestlers should view 

their public image or persona (both in the ring and online) as part of their work. Promotional and 

social media work are essential for visibility, securing bookings, and building a fanbase. Where 

pro wrestling is unique (especially compared to influencers or other marketing strategies) is in 

the fact that performances in an arena and the online ("backstage access") content bleed into each 

other. How a wrestler behaves on social media can affect how their in-ring character is perceived 

because fans expect authenticity and consistency across both spaces.  

“Professional Wrestling and Identity Construction in the Realm of Social Media” by 

Stanul Grozev is another piece that looks at where social media and professional wrestling 
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intersect. Grozev analyses the perspectives of professional wrestling performers and companies 

and their uses of social media separately. With performers, there is discussion of choosing 

whether to use social media for marketing purposes or not, as well as keeping their public 

persona and their private lives separate. This can help pro wrestlers develop how they choose to 

present themselves in a digital realm: either purely as their wrestling persona, or purely as their 

real; personality presenting their journey, or a mixture of those. This is also another important 

topic that broaches the topics of mental health and self-care. 

 Nancy Flynn’s 2012 book The social media handbook: policies and best practices to 

effectively manage your organization's social media presence, posts, and potential risks set a 

baseline for social media practices including setting a company policy, legal compliance, 

privacy, security and much more. While digital platforms have grown and changed faster than 

most people can keep up with them, there is still some information in Flynn’s book that can be 

applied in a broader sense. 

In the book Emotions in Sport and Games, Lisa Jones breaks down the presentation of the 

world of pro wrestling in her chapter “All Caught Up In The Kayfabe: Understanding and 

Appreciating Pro-Wrestling.” This piece explains the stigma of pro wrestling’s inauthenticity as 

a real sport and counters that point by emphasizing pro wrestling’s “narrative, dramatic and 

fictional aspects, showing it to be a complex representational work.” (Jones, p. 276)  

The book #WWE : professional wrestling in the digital age (edited by Dru Jeffries) 

discusses another uniqueness about pro wrestling that speaks to independent pro wrestlers and 

their digital platforms. The book focuses on WWE, one of the Major Companies (in fact, the 

largest pro wrestling company in the world) but contains information relevant to independent 

performers. The stories presented on WWE programming have increasingly interwoven real-
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world events with scripted fiction, which has left viewers more room to question if what they are 

seeing is simply part of the story or if it is “real.” This is the type of fan perspective that 

independent performers need to keep in mind as they promote their personas and tell their stories 

online. 

And finally, Simone Janson discusses the basics of becoming a social media influencer in 

“Become an influencer: get noticed & visible through online communication & social media, 

more impact in self-marketing public relations & positioning, inspire people with charisma.” 

Many of Janson's key tips are relevant to pro wrestling performers in creating and maintaining a 

personal brand online: being intentional about their personal brand; using emotions and 

storytelling; choosing the right platforms and media; making content high quality, appealing and 

visual; and focusing on public relations and positioning. Much of what Janson presents are 

considered best practices for social media influencers and those guidelines are customized for 

independent pro wrestlers. 

 

Measuring Success 

 Determining a successful outcome for pro wrestlers is a tricky measure as it mainly 

depends on the individual. As described in this thesis and in the proposed book, typically a 

successful outcome for a performer would mean signing anywhere between a six-to-eight-figure 

contract to work for a Major Company as an independent contractor.  

 Documents prepared for a WWE board meeting in 2023 revealed that, in 2022, "WWE 

spent $195 million on talent, including developmental wrestlers, which was about 15% of the 
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company’s overall revenue of $1.29 billion." This works out to an average of each pro wrestler 

under contract to WWE making an average of $1.5 million per year. (Thurston) 

 In terms of becoming an influencer, Karen Freberg of University of Louisville detailed 

the tiers of social media influencers in her book Discovering Public Relations : An Introduction 

to Creative and Strategic Practices:  

 

 By Freberg’s charting, a pro wrestler would start as a nano-influencer. Success in terms 

of an online following would equate to a performer working up to higher tiers (such as “Micro,” 

“Mega,” and “Celebrity”) by gaining more followers. Ultimately, this growth of followers should 

also correlate with a performer working up to higher tiers of wrestling companies – from 

Regional Independents to Streaming Independents, then to the Mid-Majors and, ultimately, to a 

Major Company. 
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Chapter III: Book Outline 

The proposed book will be presented in sections. The first gives some basics about the 

uses of digital platforms then moves into recommendation of a broader strategy designed to 

engage the audience before pitching sales based on the three main areas of marketing 

(storytelling, personal branding, and social media best practices) discussed in the previous 

"Literature Review" section.  

The section then breaks down how these basic strategies can be tailored to pro wrestling 

and specific use cases such as whether a performer chooses to fully market their performing 

persona only or to present their more authentic self – the “real person” behind the persona. 

The second part will focus mostly on some helpful tools to use in content creation, 

concentrating on low-cost or free options. The discussion then bridges into discussing tactics to 

use for creation depending on not only its form (video, images) but also best practices for 

presenting content on different platforms using the works of Gary Vaynerchuk to illustrate those 

best practices. 

The third section – the bulk of the proposed book – will cover how to best navigate the 

road from the Regional Independents through to the Major Companies. Everything from best 

practices for content creation and professionalism and networking to cybersecurity, the privacy 

of the person vs the performer, and tactics that can be used for maintaining mental health are 

discussed in this section.  
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Part I: Marketing 

The first section will focus applying the research behind marketing and content strategies 

in the context of pro wrestling. It is designed as a basic primer for marketing in digital platforms 

with information useful to content creators and influencers in general. 

Part I Sub-Section: Things to Know Immediately 

What is discussed immediately are the work, hours and consistency that go into building 

a following. Basing a digital strategy on “going viral” is not a good practice as there is no 

guarantee or even data to show what meets the criteria or the effect it has. (Wynne) According to 

an analysis of more than 5,000 social videos that were created by more than 100 publishers 

between March and May 2017, "[o]nly 1 percent of videos posted to Facebook actually end up 

going viral." (Schmidt) Much like training in the ring and honing their craft as a performer, 

social media and pro wrestling both take work, experimentation and connecting with your 

audience to build a following and a brand. 

Part I Sub-Section: Uses for Digital Platforms in Pro Wrestling 

 This sub-section of the book will cover five main uses of digital platforms for 

marketing. The first, engaging your audience, suggests that performers develop their persona and 

build engagement to develop a following. The second is to promote their business, which not 

only includes their own merchandise but also upcoming matches & appearances. The third is to 

promote the product, which speaks to promoting not just themselves but the companies that are 

willing to have them perform on their events. All of these phases and the surrounding discussion 

will relate to Khedher’s theory on developing a three-phase model for developing a personal 

brand. 
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The fourth discusses giving access to fans in the form of videos, podcast appearances and 

tailor-made content for their audience. This gives the pro wrestler a chance to participate in 

satisfying the audience’s reasons for using social media in terms of social interaction, 

information seeking, personal integration, and participation in transmedia storytelling. (Karlis) 

This also allows the pro wrestler to practice transmedia storytelling as outlined by Sciarretta.  

And finally, the fifth tenet discussed involves networking, which is the art of using social 

media to communicate with other wrestlers and promoters with the goal of getting booked with 

other promotions and showing their value. Referenced herein is the work of Luangrath, et al. in 

regards to text-based paralanguage (TPL) and the importance of written communication in 

marketing. 

The basic ways to achieve each of these objectives are discussed here, with more detail 

given throughout the book. 

Part I Sub-Section: You are Your Own Business and Always Will Be 

 The idea discussed here are that, at every level (including WWE), pro wrestlers are 

considered “independent contractors” rather than employed talent. (Hill, 196) What this means is 

that any professional wrestler is their own business. This section introduces this very important 

idea and how it will affect their career at every level. 

Part I Sub-Section: Strategizing 

The main idea presented here borrows points from Gary Vaynerchuk’s book, Jab, Jab, 

Right Hook. In this book, Vaynerchuk introduces the idea of creating demand by entertaining an 

audience and getting their engagement before asking them to spend their money on you. I believe 

this idea is especially important for professional wrestlers.  
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Interaction with the audience can vary depending on the pro wrestlers' persona. Pro 

wrestlers may want to play up their persona on social media much the same way they would 

interact with them in person at a show. However, if their persona is such that it wouldn’t make 

sense to interact with them, then it is suggested that they don’t. This speaks to the authenticity 

needed to succeed both as a pro wrestling persona and in digital marketing – which is important 

to note because, "in the limited research that considers professional wrestling and digital media, 

the framing has overwhelming been from a fan studies approach, with an emphasis on 

authenticity." (Lingel, 2) 

 

Part I Sub-Section: The Digital Landscape vs The Real World 

The digital landscape is not very different from the real world in terms of how pro 

wrestlers can build a following. Whereas a live setting is where pro wrestlers mainly perform, 

the same idea can also be applied to content creation. Pro wrestlers are selling their personalities 

both in a wrestling ring and on digital platforms. The latter gives them the means to build their 

persona as well as promote upcoming matches and appearances. 

Pro Wrestling and social media have several things in common when it comes to building 

an audience. Practitioners of both play to a crowd for a reaction, which leads to connecting with 

an audience while portraying a specific persona. Both also inherently contain the ability to 

experiment and work on ideas.  

Where this idea differentiates with pro wrestlers is the idea that growing an audience on 

social media is different than having a real-world audience willing to pay to see you perform. For 

pro wrestlers, it may be tempting to lean on the "sales" aspect of social media - what Vaynerchuk 

would consider the "right hook."  Having a real-world audience paying to see you perform is 
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important, and the primary goal of utilizing digital platforms. The ideal way to cultivate that 

audience is to engage a public to the point that they will spend money on pro wrestling 

performances and merchandise featuring that persona. 

 

Part I Sub-Section: Authenticity 

 This section briefly touches on the paths a pro wrestler can take with their online 

presence – presenting themselves purely as their persona, as their normal selves or a mixture of 

these – as an introduction to the possible ways to present themselves in digital spaces. The main 

idea, after introducing these options, is to implore that authenticity is key no matter which path is 

chosen. “Audiences seek brands and personalities that are genuine, transparent, and true to their 

values.” (Blank) Even with the fiction inherent in pro wrestling, this tenet especially holds true.  

No matter which direction a pro wrestler chooses to take their digital presence, the 

suggestion is for them to keep their presentation authentic. Just as they perform in the ring, the 

more audience engagement stems from believing the authenticity of the performer, the more 

likely that audience will be to pay to see that pro wrestler in person or purchase their 

merchandise. 

 

Part II: Creation / Publishing Tools 

This section primarily introduces and breaks down various tools that can be used for 

content creation, editing and analytics. Most of the subsections here are dedicated to introducing 

the individual tools and the pros and cons of using each one: Adobe Express (for image and 
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video templates), Canva (for image and video templates), Buffer (social media planning and 

analytics), Davinci Resolve (desktop video editing) and CapCut (mobile video editing).  

At the Regional Independent level and possibly up to the Mid-Majors, pro wrestlers are 

typically wrestling shows on weekends and creating promotional content during the week around 

other responsibilities such as holding a regular job and supporting their families. (Fourneau) For 

these and various other reasons, it is wholly possible that pro wrestlers may not have money to 

spend on professional-grade tools or monthly subscriptions for those tools. Hence, the focus here 

is on tools that pro wrestlers can use at little or no cost. 

The ending sub-section here also covers best practices and tips on the types and 

formatting of content. 

 

Part II Sub-Section: Adobe Express 

The Adobe Express free plan includes templates, design assets, Adobe Stock royalty-free 

photos, and more. It can be used on a PC web browser and on a mobile device. It is also 

completely free to use with no credit card required. (Adobe) 

 

Part II Sub-Section: Canva 

 Canva is an online design and publishing tool with a mission to "empower everyone in 

the world to design anything and publish anywhere." (Canva) It includes a free plan and an 

additional Pro plan available that costs approximately $120 per yr). (Canva) 
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Part II Sub-Section: Buffer 

 Buffer is a multi-purpose social media marketing software tool that enables the ability to 

draft and schedule posts for sharing across multiple social networks including Facebook, 

Instagram, Twitter, YouTube, TikTok and others. The free plan includes support for up to 3 

"channels," which can consist of separate social media platforms or separate pages or accounts 

on those platforms. For example, two separate Facebook Business Pages would count as two of 

the three available channels. Buffer also has the ability to track analytics on posts, but advanced 

analytics are only available with paid account. (Buffer) 

 

Part II Sub-Section: DaVinci Resolve 

 DaVinci Resolve is a completely free, free full video editing suite for desktop. There is a 

mobile version available only for iPhone users. There is also a “Studio” (paid) version that offers 

professional-grade tools like Higher than 60fps renders, HDR and IMF delivery, Immersive 

audio, Encoder plugins and more, but it is not necessary for editing videos to be published on 

any given digital platform. (Blackmagic Designs) 

 

Part II Sub-Section: Tactics for Digital Content in Pro Wrestling 

 Along with breaking down individual tools, tactics for correct usage and formatting are 

introduced. This section covers two main forms of content most often used in pro wrestling 

marketing. 

Sub-Section: Video 

 This section deals with best practices for video formatting, depending on its use. A 

vertical format is recommended for shorter videos meant to grab immediate attention as nearly 
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70% of audiences in the United States consume video content on their smartphones. (Statista) A 

horizontal format is recommended for presenting longform content, such as YouTube 

“webisodes” or livestreaming. (Sparks) 

Subsection: Photos 

 This section emphasizes the use of action shots as a means for grabbing attention and 

posed photos for more professional reasons, such as selling merchandise and partnering with 

photographers. (West) 

 

Part III: The Journey 

After covering basic beginning advice and tactics, the main content of the book is in this 

section. This is where the career path of an aspiring pro wrestler is discussed in terms of best 

practices for creating and maintaining a digital presence.  

Part III Sub-Section: Training / First Matches 

It is at this stage that a pro wrestler is just beginning to learn the art of performing in the 

ring. It is entirely uncertain if the pro wrestler has thought of a persona this early on. It is also 

entirely possible that they have fully developed that persona as it is something they have 

dreamed of since childhood. All of that is dependent on many factors: how long they have 

wanted to pursue their dream of being a pro wrestler; how early they have been able to get the 

money together to begin training; how long it has taken to find a reputable school to train at.  

All of this is to say that one of the first things mentioned in this section is that a proper 

social media presence doesn’t have to be built and planned this early because there may be some 

uncertainty as to what it will be based on. A pro wrestler beginning training may or may not have 
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an idea of what their performing persona may be. As a result, content ideas may be very limited 

at this stage. It is in no way required to begin to establish a digital presence this early on.  

That having been said, many pro wrestling marketing specialists have stated that getting 

started early is very helpful in establishing your presence. Justine Colla, a marketing specialist at 

Atomhawk and RIPTIDE Wrestling, posits that, "Your role as a wrestler is that of a marketer. 

It’s not only your job to put on great matches, but it’s also to sell tickets to the shows you’re 

booked on purely for being you. That means you need to appeal to people, ideally as early in 

your career as possible. Marketing is considering what’s appealing, integrating that into your 

product, and demonstrating that appeal. In this case your ‘product’ is you, the wrestler." (Colla) 

When it comes to discussing and identifying how personas can translate to the pro 

wrestling world and its digital spaces, identity also must be discussed. In terms of race and 

gender, Lucas's "An Exploration of the Race and Gender Representations in Professional 

Wrestling in the United States: A Qualitative Case Study" is discussed as it breaks down 

stereotypical barriers such as women being potentially relegated to secondary roles, 

objectification of women, male superiority, white male privilege, and reinforcement of dominant 

social structures (Lucas). "non-white male wrestlers are ‘significantly less likely to pitch ideas’ 

(Bevan, 2021). In terms of LGBTQ community, Sam West posits in "Bodies of Work: The 

Storytelling Art of Independent Professional Wrestling" that, "women, people of colour and 

LGBTQIA+ people ‘haven’t been valued in the industry’, which leads to a lack of confidence in 

making their ideas for stories heard." (West, 150) These discussions must also be had in 

discussion creating and marketing a pro wrestling persona. 

For those that wish to establish their digital imprint at this early stage, one suggestion 

made is to start documenting their story in pro wrestling. This can be done as a longform 
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documentary in the form of YouTube episodes or video log (“vlog”) or in discussing their 

experiences on a livestreaming platform such as Twitch. More dynamic content, such as quick 

training footage or other ideas, can be done in short form as Instagram Reels or possibly on 

TikTok. Eric Turner, editor of Samaritan Journal, Building Slant.co, Inverse Culture, and Just 

Mixtape, suggests that pro wrestling fans are eager to meet new characters, and that one of the 

best means of introduction is in the form of short, video vignettes that give the viewer a snap-

shot of that pro wrestler's persona (Turner). 

These early stages afford pro wrestlers time to generate and work with some ideas in 

terms of producing content and measuring its engagement. Ideas for content to be used later can 

also be logged at this stage. 

Part III Sub-Section: Working Regularly 

As a pro wrestler is starting to branch out and acquire some bookings in their regional 

area in addition to working regularly at their “home” promotion (typically where they were 

trained), this is the ideal time to develop a proper digital presence.  

At this point, a performer’s persona is typically 85-90% developed. What does that look 

like on social media and other content platforms? Would it present better fully "in character" 

(portraying their wrestling persona) or as themselves? Perhaps a combination thereof? This is, 

ideally, when many of those decisions are made.  

Other important factors to start considering now and going forward the similarities and 

differences between pro wrestlers and other content creators and online influencers. Content 

creators and online influencers are mostly selling their personalities, albeit in creative methods 

that center around their passions. (Miner) Pro wrestlers are doing very much the same thing, but 
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the difference comes in that pro wrestlers are most likely selling a persona that they have created 

in the realm of pro wrestling rather than their authentic selves.  

Pro wrestling personas are often exaggerated portions of the person’s personality or a 

physical incarnation of an area of interest for that performer. Depending on the persona being 

part of the performers personality or an embodiment of an area of interest is what can separate 

the creative nature of the content of that performer. An example may be that, if they are 

portraying a supernatural or a horror based persona, much of the content can be influenced by 

things such as horror movies or television shows. Conversely, if they are employing a part of 

their personality, it may be wise to keep all of the content centered around the idea and emotions 

that they are looking to portray concerning that part of their personality. 

The key to success for content creators, online influencers and pro wrestlers alike lies in 

authenticity. The more an audience believes someone is presenting authentically, the more 

inclined they are to follow and support that person's endeavors. Despite the fact that pro 

wrestlers may be portraying a persona, this is no different for them.  

There is a stark similarity between what a pro wrestler does in an arena during their 

performance and what they do online insofar as making what they do completely believable. 

Going back to the horror example, not many people will believe that a person may spend their 

time out in a cornfield looking for hapless victims to wander in off the road. However, if that 

performer can make someone suspend their disbelief during their performance or match - or in a 

short video clip online - to the point that the viewer has a brief, fearful reaction much like they 

would watching a horror movie, then that authenticity is achieved. Ideally, that is what a pro 

wrestling performer should strive to achieve in an arena and online: authenticity to the point of 

being able to suspend a viewer's disbelief. 
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The most successful personas throughout pro wrestling’s history have been an extension 

of the personality of the person portraying the pro wrestling persona. (Ward) A prominent 

example of this is “Stone Cold” Steve Austin, one of the most popular wrestlers of the late-1990s 

and early 2000s. Pro wrestler Steve Williams has said that his wrestling persona, “Stone Cold” 

Steve Austin, is very much himself “with the volume turned up.” (Slam! Wrestling)  

This stage of an aspiring pro wrestler’s career allows the most room for experimentation. 

Performers can produce content across various platforms and see which format and type of 

presentation works best for them. They can do so as their persona or as the real life person 

behind that persona. They can even do a mixture of both where they are chronicling their 

journey, as well as advertising and promoting their appearances and matches. It is also possible 

for a performer to still be in the “documenting ideas” stage (as noted in the above sub-section). 

Experimentation can also happen in the format of their content and what platform it will 

appear on. If they choose to post short videos on Instagram Reels or YouTube Shorts; if they 

choose to do longer form videos, such as posting documentary-style footage or a scripted piece 

on YouTube; whether they choose to share photographers’ images of them at a show on 

Instagram; whether they choose to do it as a blog on a platform such as Substack; or if they 

decide to live stream their performance from an event or as a travel video log (“Vlog”) on 

Twitch. 

All of the ideas above are just that: ideas. As discussed earlier, there is no surefire way to 

build an audience other than steady work and dedication. The only correct or incorrect ways to 

do it are the ones by which you gain or lose followers. At its peak, Twitter was the most popular 

social media app for independent pro wrestling companies and performers alike. Now, many of 
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those performers coming up a decade later choose to use a more visual-based platform like 

Instagram over more text-based platforms like X (the former Twitter). (Williams)  

Potentially, this stage affords the most fertile creative ground for independent pro 

wrestlers. As they are just starting to develop their name and have their persona mostly created in 

full, this is a key time for developing ideas and potential strategies to advertise their persona and 

their business in an effort to gain more bookings and more work. 

Part III Sub-Section: Regional Independents 

An aspiring pro wrestler’s career will typically progress from working mainly at their 

home promotion and a handful of nearby promotions to working nearly every weekend in the 

regional area. Typically at this stage, word has gotten around about the performer to the point 

that other promoters in the area have taken notice and started to book the performer on their 

shows on a regular basis. 

There are several factors that can contribute to that progression in a pro wrestler’s career. 

One of those factors is professionalism and networking, which will be discussed later in this 

section. But another is also the digital media presence of that aspiring pro wrestler. Even if they 

may have been mainly experimenting, some of that content can catch the attention of promoters 

looking online for talent to book at their shows to bring in more fans. 

The value of maintaining and continuing to work on an online presence is covered. 

Promoters pay attention to how much wrestlers promote themselves and the other companies that 

book them. Honing their persona and make their online presence more cohesive is a great way 

for pro wrestlers to take advantage of this.  
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On a Regional or local level, the reason why Facebook is one of the best places to 

promote appearances and post content relevant to those regional shows is discussed. Despite 

having 4 billion active monthly users, most Regional Independent companies tend to market here 

as this is where their local audience follows them the most. (Indy Wrestling Products) 

There are two other factors discussed in this sub-section that speak to the business and 

career aspects of a pro wrestler’s digital presence outside of creative endeavors. This section of 

Part III ends with discussions of professionalism and public relations, both of which an aspiring 

pro wrestler needs to think more about at this stage. 

Sub-Section: Public Relations 

Discussed in this sub-heading of the " Regional Independents" sub-section is the concept 

of micro-celebrity, or the "state of being famous to a niche group of people." (West, 77). It is at 

this stage that, as a wrestler grows their following and gains more attention inside the micro-

public of pro wrestling fandom, that there will be more scrutiny placed on what they may say. It 

is imperative to be ready for others to respond, as social media is a place of constant discourse. 

Discussed herein is the study "Crisis PR in social media: An experimental study of the 

effects of organizational crisis responses on Facebook" conducted by Peter Kerkhof and others at 

the University of Amsterdam that measured methods of crisis communication and response. 

(Kerkhof, et al). This study of public relation crisis responses specific to Facebook found that 

apologies are more effective for credibility, whereas denial of wrongdoing was generally less 

effective and produced lower success rates (Kerkhof, 2). 

In addition, public relations best practices developed by Matthew Seeger (as outlined in 

the Journal of Applied Communication Research from August of 2006), early communication 

with your audience in the event of a public relations crisis prevents others from framing the crisis 
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narrative for you. Honesty and transparency are important to communicate, as "honesty is 

necessary to build credibility and trust before and during a crisis." (Seeger, 239). Also important 

is focusing on the matter at hand. Context matters much more than using a "cookie-cutter" 

approach. 

In addition to these basic tenets of crisis management and basic public relations, another 

important note of discussion herein is that pro wrestlers will likely not be able to afford someone 

to hand social media / PR for them at this level. This is a reason much of this is discussed early 

on in this book as to impart the importance of public relations to a brand. 

Sub-Section: Professionalism 

 While public relations broaches how fans may pay attention to what is said, 

professionalism deals with how promoters (the owners of smaller, regional wrestling companies) 

pay attention to how wrestlers act. The importance of following up on requests for work, tone of 

communication and setting a professional standard before working a show are covered here. 

At this point, networking will be a big help as pro wrestlers branch out from their home 

promotion. Networking can be done in-person as wrestlers get to work more shows for more 

Regional Independent companies, but it can also be done online. A review of Luangrath’s 

framework for use of textual paralanguage in marketing is given here, which emphasizes that 

"messages are often imbued with nonverbal cues that signal individual characteristics, attitudes, 

and emotions." (Luangrath, et al., 98) 

 

Part III Sub-Section: Streaming Independents (GCW, Beyond) 

 By now, it is likely that a pro wrestling performer has found their niche in terms of their 

audience and the type of content that audience prefers to consume. Consequently, that pro 
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wrestling performer will have built a sizable following at this point. A wrestler's online profile is 

one of the main things that will get an aspiring pro wrestler to this stage of traveling and 

performing regularly.  

One of the main reasons a pro wrestler will get noticed outside of his regional area is 

their online following. The greater the size and devotion of that following, the more promoters 

are betting on the fact that those online fans will pay and / or travel to see that performer live. 

Promoters will notice a performer who engages with an audience to the point that they will pay 

to see you perform and buy your merchandise because of how their company is marketed and 

presented. 

Promoters book pro wrestlers to work at their companies based on how many paying fans 

that wrestler will bring to the show. This is also true for Streaming Independents, which are 

companies that generate revenue from a combination of streaming platforms and ticket sales. 

(Reddit). For example, a company putting their events on the streaming platform Independent 

Wrestling Television (IWTV) typically make about $0.30 per hour that is streamed on the 

platform. (Reddit) 

That revenue can ebb and flow based on the nature of the event presented and how many 

people watched during a peak time or on a regular basis. However, that revenue supplements the 

amount they make in tickets, concessions and merchandise sales for their events. For that reason, 

owners of Streaming Independent companies are looking for performers that can not only move 

and sell tickets in a local market, but also have a large enough following that people who do not 

live in that area will want to tune in and watch that performer on a streaming platform. 
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The discussion points of professionalism and public relations that were touched upon in 

the prior section will also be touched upon here. Those facets become more important as a pro 

wrestler's profile grows due to the nature of micro-celebrity. If a pro wrestler has enough 

awareness online to gain a following to want to be seen in various parts of the country, it is safe 

to say that they have become a public figure. It is here that those two facets are touched upon, as 

well as a greater overall discussion on the idea of micro-celebrity. (West) 

 

Part III Sub-Section: Mid-Majors (TNA, MLW, NWA) 

 This sub-section will serve as a continuation of the prior section on Streaming 

Independents.  Mid-Major is used to define companies that have a cable television presence, 

albeit on networks with a smaller reach typically available in expanded cable packages. Specialty 

networks like BeIn Sports and AXS TV may carry programming such as Major League 

Wrestling (MLW) or Total Nonstop Action (TNA), respectively.  

The two biggest factors that differentiate Mid-Majors from Streaming Independents are 

the size of their overall audience and the size of their broadcasting partner (from which they are 

generating revenue). The actual amounts of both of those can widely vary, but may not be very 

much different from Streaming Independents.  

Wrestling companies airing on niche cable networks such as this may be making more 

money than on a streaming platform, but the difference may also be negligible depending on the 

nature of their television deal. For Example, TNA Wrestling recently announced a new television 

deal with the A&E Network. This deal will increase their revenue by an estimated $10 million 

per year. (Harris) – which, while of great benefit to the company, is more indicative than the 

billions commanded by Major Companies like WWE.  
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For those reasons, mid major companies are also still relying on live event tickets and 

merchandise sales to make up the other portion of their revenue. Therefore, much of what was 

said about Streaming Independents also applies here. 

For performers, this may be a time to start thinking about “Paywall” platforms (Patreon, 

Cameo, etc). Chances are, the work involved in maintaining these platforms and the reward tiers 

compared to the income generated by subscriptions may not be worth it before this point. But if 

you’re being seen by this wide of an audience, chances are you may be in enough demand to 

supplement your income.  

There is also a reminder here for performers to be mindful of the content they produce 

and what they say online, based on their aspirations. Major companies are paying attention to 

performers at this level. If the goal is to land a contract with a major company, the wrong kind of 

content can ruin those chances. 

 

Part III Sub-Section: Major Companies (WWE and AEW) 

 Working for Major Companies are the ultimate goal of an aspiring performer looking to 

make a career in pro wrestling. Major Companies are those that count on television rights 

revenue from streaming platforms and entertainment companies as their main sources of income. 

 While this section may be lighter as it speaks to the final goal, there are points to be made 

here about how a pro wrestler’s digital presence helped get them here and why it is important to 

maintain the aspects of professionalism and public relations spoken about earlier.  

Major Companies sign talent based on their ability to entertain fans as well as to sell their 

personas. While the primary source of revenue for WWE and AEW is in television and 
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streaming rights deals, these companies also earn revenue from live events and merchandise 

sales. AEW's "All In: Texas" pay-per-view event in July of 2025 was purchased by 175,000 

viewers at an average price of $49.99. The event also earned $725,000 in merchandise sales at 

the event, held at Globe Life Field in Arlington, Texas. (Thomas) 

The concepts of micro-celebrity and avoiding controversy online also come into play 

here. Chances are, if a Major Company is looking to sign a pro wrestler as an independent 

contractor, they have already combed their digital profiles, ensuring that their potential 

investment in that talent will be free of any baggage carried over from prior controversies online, 

or any that may come to light after they have been signed. Cited examples of the latter include 

Mandy Rose (Currier) and Trey Miguel (Chakrabarti).  

The final section of the book ties in all of the facets pointed out throughout regarding 

establishing and maintaining a digital presence throughout a pro wrestler’s career, and how that 

digital presence will be seen and maintained once they have achieved their goal of working for a 

Major Company. 
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