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This presentation (“Presentation”) has been prepared by eSports Mogul Asia Pacific Ltd (“ESH” or “Company”). You must read and accept the conditions in this notice before considering the information set out in or referred to in this Presentation. If you do not agree, accept or understand the
terms of this Presentation, or if you are subject to the laws of any jurisdiction in which it would be unlawful to receive this Presentation or which requires compliance with obligations that have not been complied with in respect of it, you must immediately return or destroy this Presentation and
any other confidential information supplied to you by ESH. By accepting this document, you acknowledge and agree to the conditions in this notice and agree that you irrevocably release ESH from any claims you may have (presently or in the future) in connection with the provision or content
of this Presentation.

No Offer

This Presentation is not a prospectus, product disclosure statement or other offering document under Australian law (and will not be lodged with ASIC) or any other law. This Presentation is for information purposes only and is not an invitation or offer of  securities for subscription, 
purchase or  sale in any jurisdiction (and will not be lodged with the ASIC). This Presentation does not constitute investment or financial product advice (nor tax, accounting or legal advice) or any recommendation to acquire shares of ESH and does not and will not form any part of any 
contract for the acquisition of shares of  ESH.

Summary Information

This Presentation contains summary information about ESH, its subsidiaries and their activities which is current as at the date of this Presentation. The information in this Presentation is of a general nature and does not purport to be complete nor does it  contain all the information which a 
prospective investor may require in evaluating a possible investment in ESH or that would be required in a prospectus or product disclosure statement prepared in accordance with the requirements of the Corporations Act.  While ESH has taken every effort to ensure the accuracy of the 
material in the presentation, neither the Company nor its advisers have verified the accuracy or completeness of the information, or any statements and opinion contained in this Presentation.

Not Investment Advice

Each recipient of this Presentation should make its  own enquiries and investigations regarding all information in this Presentation including but not limited  to  the assumptions, uncertainties and contingencies which may affect future operations of ESH and the impact that different future 
outcomes may have on ESH.  This Presentation has been prepared without taking account of any person's individual investment objectives, financial situation or particular needs. Before making an investment decision, prospective investors should consider the appropriateness of the  
information having regard to their own investment objectives, financial situation and needs and seek legal, accounting and taxation advice appropriate to their jurisdiction. ESH is not licensed to provide financial product advice in respect of  ESH shares

Investment Risk

An investment in ESH shares is subject to known and unknown risks, some of which are beyond the control of ESH. ESH does not guarantee any particular rate of return or the performance of ESH nor does it guarantee any particular tax treatment. An investment in ESH should be
considered as Highly Speculative and High Risk due to the start up nature of the Company and its proposed business.

Financial Data

All dollar values in this Presentation are in Australian dollars (A$ or AUD) unless otherwise stated.

Forward-Looking Statements

This Presentation may contain forward looking statements. The Australian words 'anticipate', 'believe', 'expect', 'project', 'forecast', 'estimate', 'likely', 'intend', 'should', 'could', 'may', 'target', 'plan' and other similar expressions are intended to identify forward-looking statements. Indications of, and 
guidance on, future earnings and financial position and performance are also forward-looking statements. Forward-looking statements are subject to risk factors associated with the Company’s business, many of which are  beyond the control of the Company. It is believed that the expectations 
reflected in these statements are reasonable but they may be affected by a variety of variables and changes in underlying assumptions which could cause actual results or trends to differ  materially from those expressed or implied in such statements. There can be no assurance that actual 
outcomes will not differ materially from these statements. You should not place undue reliance on forward-looking statements and neither ESH nor any of  its  directors, employees, advisers or agents assume any obligation to  update such information.

Disclaimer

None of ESH’s respective advisers or any of their respective affiliates, related bodies corporate, directors, officers, partners, employees and agents, have authorised, permitted or caused the issue, submission, dispatch or provision of this Presentation  and, except to  the extent referred to in this 
Presentation, none of them makes or purports to make any statement in this Presentation and there is no statement in this Presentation which is based on any statement by any of them.

To the maximum extent permitted by law, ESH and its respective advisers, affiliates, related bodies corporate, directors, officers, partners, employees and agents exclude and disclaim all liability, including without limitation for negligence or for any expenses, losses, damages or costs incurred by 
you as a result of your participation in an investment in ESH and the information in this Presentation being inaccurate or incomplete in any way for any reason, whether by negligence or  otherwise.

To the maximum extent permitted by law, ESH and its respective advisers, affiliates, related bodies corporate, directors, officers, partners, employees and agents make no representation or warranty, express or implied, as to the currency, accuracy, reliability or completeness of information in this  
Presentation.

Statements made in this Presentation are made only as the date of this Presentation. The information in this Presentation remains subject to change without notice.

DISCLAIMER
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PUBG – Player Unknown’s Battlegrounds,  
PC game. 

PC – Personal Computer.

Satellite – a tiered structure of 
tournaments that grants winners entry to 
the next stage of an event. 

SC – StarCraft II, a PC game. 

SEA – South East Asia.

SEM – Search Engine Marketing.

Semi Automated – some player input is 
required for tournament to function.

RL – Rocket League.

UX – User experience.

UI – User Interface. 

VTC – Vietnam Multimedia Corporation.

WoT – World of Tanks, PC & console game. 

API – application program interface, specifies 
how software interacts.

Automated – all tournament function occurs 
without player input.

CAGR – compound annual growth rate. 

CF – Crossfire, a PC game.

Cloud – scalable server instance hosted by 
Amazon or Google. 

CRM – Customer Relationship Management. 

CS:GO – Counterstrike:Global Offensive, PC 
game. 

DB – Database of user details.

DOTA – Death of the Ancients 2, PC game.

ESM/ESH – Esports Mogul. 

GLOSSARY

Esports – competitive gaming. 

FPS – First person shooter, game format. 

GDP – Gross Domestic Product.

LATAM – Latin America.

LoL – League of Legends, a PC game.

MA– Mogul Arena tournament platform. 

Mineski – a large SEA based esports 
organization with a network of gaming cafes. 

ML – Mobile Legends, a mobile game.

Moba – Multiplayer online battle arena,  
game format.

Monetization – earning revenue from paid 
player activity. 

NewZoo – esports data services company.
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➢ eSports is a subset of the estimated US$116bn+ global video games market
➢ Millennial audience (81% are 18 to 34 years old), male target group with a high income 
➢ Revenues will grow with a CAGR (2015-2020) of +35.6% to reach $1.5bn by 2020 (optimistically $2.4b, with CAGR of 55%)
➢ Year on year audience and participation growth
➢ Fan spending is still low compared to traditional sports ($54 is the average revenue per fan of all sports put together)
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MARKET OPPORTUNITY – BOOMING ESPORTS GROWTH



ABOUT ESPORTS MOGUL
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➢ Esports Mogul is an ASX listed (ASX: ESH) esports media and software business leading the innovation of competitive gaming online

➢ Strategic relationships with world leading gaming companies such as Razer, Twitch and Mineksi delivers esports for everyone

➢ Our GameGeek digital media and games news site keeps gamers immersed in all the latest gaming news
➢ Deep gaming content includes articles and reviews on new games, esports events and streamers
➢ Offers gamer engagement through streams, chat rooms and Geek of the Week
➢ GameGeek provides brands with advertising reach into the gaming community and strong cross-promotion with 

Mogul Arena and our strategic partners

➢ Mogul Arena's world class technology enables esports fans to compete and organise tournaments easier 
➢ Fans can follow streamers and elite esports results from around the globe 
➢ The platform deeply integrates with game title APIs and rich features provide gamers with the best UX:

➢ Automated Gameplay Experience
➢ Multiple Tournament Modes
➢ Friendly Esports Communities
➢ Lifetime Player Stats

➢ Achievements, Ranks and Rewards
➢ Match Reminder Notifications
➢ Easy Tournament Administration

What we do

Mogul Arena (https://mogularena.com/) 

GameGeek (https://gamegeek.gg/) 

https://mogularena.com/
https://gamegeek.gg/


ESPORT MOGUL - COMPANY STRUCTURE 

ESPORT MOGUL ASIA PACIFIC LTD (ASX:ESH)

SEA ESPORTS PTE LTD
(SINGAPORE)

Mogul Arena
Competitive skilled gaming 

tournament platform and elite 
esports calendar, results, streaming. 

100% wholly-owned

GameGeek.gg
Localised esports portal for mid to 
hardcore gamers. Provides insider 
content and commentary for the 

esports community. 

70% owned

GAME GEEK PTE LTD
(SINGAPORE)
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Building Multiple Cross Promotion and Profit Centres



ACHIEVEMENTS AND VALIDATION

ESPORTS MOGUL APRIL 2018

1. Global esports tournament strategic partner in Hong Kong listed Razer Inc. (A$5.5bn market capitalisation)

2. Mogul Arena tournament platform 
i. Deeply integrated with 3 the biggest esports game titles (CS:GO, League of Legends & DOTA2)
ii. 300,000+ registered users  
iii. Esports Elite – innovative professional esport match voting – 14,000 votes a day
iv. Global platform
v. Best in class technology 
vi. Best social features and user experience
vii. Scalable
viii. Commenced monetisation product development

3. Proven delivery of tournament platform to publisher, event organisers and streaming media companies
i. Riot
ii. Valve
iii. Super Evil Megacorp
iv. Mineski
v. Twitch 



STRONG PARTNERSHIP WITH RAZER INC. 

PARTNERSHIP ACHIEVEMENTS
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➢ Licensee of former Razer Arena portion of codebase 
➢ Hired ex Razer engineering, UI, product and marketing staff
➢ Razer ID integrated as the #1 single click signup/sign on authentication
➢ Razer MOL payment processing to launch in Q2 2018
➢ zSilver integrated as loyalty/rewards currency
➢ Re-activate Razer Arena users onto Mogul Arena 
➢ Razer Chroma functionality integrated into Mogul Arena
➢ Razer is the exclusive hardware partner to Mogul Arena
➢ Razer products offered as tournament prizing
➢ Joint Sponsors of Vainglory World Championships
➢ First mover advantage to be give to Razer phone when Mogul Arena mobile app and functionality is released

➢ Develop commercial initiatives with Razer, engaging with their brands (e.g. Razer mobile phones) and their corporate partners
➢ Razer support will assist global expansion, their company has a global footprint with 9 offices worldwide, recognised as leading

brand for gamers in US, Europe and China 
➢ Establishes pathway with Razer's venture arm zVentures for potential commercial, joint ventures, investment opportunities 

FUTURE PARTNERSHIP OPPORTUNITIES 

➢ Razer Inc. is a Singaporean founded gaming company with dual headquarters in Singapore and San Francisco -
www.razerzone.com.  Listed in Hong Kong since November 2017 with market capitalisation of HK$34B (A$5.5B)

http://www.razerzone.com/


Fully Automated Tournament 
Platform
Scoring, best-of series, map voting, 
forfeits, match players & reams, and 
focus on tournament 
administration.

Automated Logic for Bracket 
and Tables
Supporting Single & Double 
Elimination Brackets, and Swiss & 
Round Robin Table including feeder 
events with qualifiers and playoffs.

Player Matchmaking 
Engagement
Ability for customized and 
automated player engagement with 
constant matchmaking matches 
with all automated Arena features.

Team Management
Fully supports and manages 
grassroots or professional teams, 
including ease of team finding and 
holding player training or try-outs.

MOGUL ARENA

➢ Mogul Arena is the world’s best esports tournament platform offering not only full tournament automation 

but also state-of-the-art esports empowering social features

➢ Top of class technology stack enables esports fans to compete and organise tournaments with ease

➢ Esports enthusiasts can follow streamers and elite esports results from around the globe

➢ The platform deeply integrates with game title APIs and rich features provide gamers with the best UX, 

including:
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What is Mogul Arena?

➢ Automated Gameplay Experience
➢ Multiple Tournament Modes
➢ Friendly Esports Communities
➢ Lifetime Player Stats

➢ Achievements, Ranks and 
Rewards

➢ Match Reminder Notifications
➢ Easy Tournament Admin



MOGUL ARENA – PLATFORM FEATURES 
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Brand Takeovers –

including content, 

media and social

Fully Automated 

tournament and 

bracketing logic

Messaging, Chat, 

Notifications and 

Friends
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MOGUL ARENA – STATE-OF-THE-ART SOCIAL 
ENGAGEMENT 

Admin Panel enabling gamers/partners to setup their own 

tournaments with bespoke structures 

Achievements, 

Ranks and 

Rewards

Fully supports and manages grassroots or 

professional teams



MOGUL ARENA – ELITE SPORTS FEATURE
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Follow professional 

esports teams and 

leagues from around 

the globe

Vote on professional 

matches, compete 

with friends and win 

prizes

Watch live streams 

of professional 

matches in 

conjunction with 

Twitch



DEEPLY INTEGRATED GAME TITLES
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Mogul Arena is deeply integrated with and currently provides 

fully automated tournaments for three of the major global 

esports titles:

➢ League of Legends

➢ DOTA 2

➢ CS:GO

Mogul Arena can provide semi-automated brackets for any 

game including mobile (e.g. Vainglory) and console (e.g. NBA2k) 

titles for strategic partners and brands. Game Revenue:
Registered Users:

Monthly Users:

$260m
34m+
11m+

Game Revenue:
Registered Users:

Monthly Users:

$250m+
115m+
12m+

Game Revenue:
Registered Users:

Monthly Users:

$1.7bn
100m+
100m+

Mobile game integration will become an ongoing focus by developing a native mobile 

application allowing for:

➢ Mobile esport game integration

➢ Regionally specific popular game titles

➢ Match scheduling and result reporting



Mobile

Desktop

Tablet

14 - 17 yrs

18 - 24 yrs

25 - 34 yrs

35 - 65 yrs

Average Age

26 Years

Main Platform

Mobile

➢ Gamegeek is an online esports lifestyle brand. The platform launched in Thailand and is being rolled out to Australia, SEA and 
LATAM.

➢ The majority of visitors on the Gamegeek websites are male, employed, spend more than 20 hours per week gaming and live in 
capital cities. Their main interests are movies, sports, anime, food and technology.

➢ GameGeek provides brands with advertising reach into the gaming community and strong cross-promotion with Mogul Arena and 
our strategic partners.

➢ With a strong social focus, GameGeek has already started monetizing through advertiser and sponsor engagement  
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GAMEGEEK – DIGITAL CONTENT AUTHORITY



SOUTH EAST ASIA
Fastest Growing Region Globally

LATIN AMERICA
2nd Fastest Growing Region

MOGUL ARENA & GAMEGEEK MARKET ROLLOUT
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AUSTRALIA
Local Market

➢ Strategic relationships
➢ High monetization potential
➢ Government support 

Why?
➢ The number of esports enthusiasts in 

South East Asia is already 10m+ and will 
grow at +36% to 2019

Why?

➢ Emerging market, with 64.5m gamers, low 
CPA

➢ Axeso5 relationship – 7,000+ cafes
➢ 14m esports fans, across just 2 languages
➢ Significant monetisation potential

Why?



MONETIZATION INNOVATIONS 
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Paid 
Tournaments

Sponsored 
Tournaments

Subscriptions
Enterprise 

Solutions & 
Management

Affiliate & 
Advertising 

Revenue

Programmatic 
Advertising

Sponsorship

Strategic 
Partner 

Promotions

Content 
Syndication

➢ Monetisation Product Development Commenced 

➢ Targeting May 2018 Launch 



COMPETITIVE LANDSCAPE

Multiple Automated Tournament 
Modes

Multiple Fully Integrated Games 

Open API for Game Developers

Player Admin Functionality

Brand Sponsored Tournaments 

Language Localisation

Prized Tournaments

Global Platform

Automated Logic for Bracket and 
Tables

✓

✓

✓

✓

✓

✓
✓ ✓

✓

✓ ✓
✓ ✓

✓

✓
✓

✓

✓

✓

✓
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RAZER INC. STRATEGIC PARTNERSHIP

PARTNERSHIP HIGHLIGHTS

WHAT WILL THE PARTNERSHIP DELIVER?
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➢ Razer Inc. is a Singaporean founded gaming company with dual headquarters in Singapore and San Francisco - www.razerzone.com 
➢ Listed in Hong Kong since November 2017 with market capitalisation of HK$34B (A$5.5B)
➢ The world's leading lifestyle brand for gamers, one of the most recognised brands in esports communities 
➢ With a fan base that spans every continent, the company has built the world's largest gamer focussed ecosystem of hardware, software and services 
➢ zVentures is Razer's corporate ventures arm; in addition to capital they allow investment companies access to Razer's networks - www.zvntrs.com
➢ Esports Mogul successfully chosen by Razer to take over their technology and as their only global esports tournament strategic partner

➢ Only tournament platform with strategic partnership with Razer 
➢ Significantly enhance ESM business model via acquisition of Razer Arena tech; 100% IP & revenue ownership globally 
➢ Esports Mogul now an esports media and technology business
➢ Tech team hired from Razer to enhance the technology stack with further development – re-launched as Mogul Arena
➢ Rights to market and re-activate Razer Arena users onto Mogul Arena 
➢ Rights to market Mogul Arena to global Razer ID users (over 20m active users globally)
➢ Develop commercial initiatives with Razer, engaging with their brands (e.g. Razer mobile phones) and their corporate partners
➢ Razer support will assist global expansion, their company has a global footprint with 9 offices worldwide, recognised as leading brand for gamers in US, 

Europe and China 
➢ Inclusion of Razer's zGold virtual currency as one method in our payment gateway implementation
➢ zGold allows gamers to purchase virtual goods and items from over 2,500 different games
➢ Establishes pathway with Razer's venture arm zVentures for potential commercial, joint ventures, investment opportunities 

http://www.zvntrs.com/


AXES05 STRATEGIC PARTNERSHIP

PARTNERSHIP HIGHLIGHTS

WHAT WILL THE PARTNERSHIP DELIVER?

➢ Axeso5 is an Argentinian company founded in 2008
➢ Has grown to become the most relevant gaming brand in Latin America
➢ Axeso5 operates the largest online gaming and entertainment platform in the region and is the first platform to offer online massive multi-player 

games (MMO’s) in Latin America
➢ Axeso5 has more than 14 million registered users and a network of over 7,000 cybercafes across more than 20 countries in the region including 

Mexico, Brazil, Argentina, Peru, Colombia and Venezuela
➢ The Axeso5 platform is available in Spanish and Portuguese and has its own virtual currency, Axesocash, which is sold across the region, covering a 

population of 600 million
➢ Axeso5 also hosts the major annual Axesofest gaming event in Peru which attracts more than 5,000 people, plus other esports events on a weekly 

basis

➢ The Partnership will immediately give ESM access to an existing community of over 14 million gamers in the second fastest esports growth 
region globally

➢ An online series of ESM esports tournaments will be rolled out to the existing Axeso5 distribution network of both an online platform and 
7,500 internet cafes with integrated payments

➢ Monetising the online esports audience across the most popular esports and Axeso5 titles from paid tournament fees, subscriptions and 
merchandise

➢ Revenue from Mogul Arena user purchases
➢ Revenue from selling broadcast content to Enterprise level media 
➢ Mogul Arena branding exposure across all of Axes05 7,500 internet cafes and influencer channels
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MINESKI STRATEGIC PARTNERSHIP

PARTNERSHIP HIGHLIGHTS

WHAT WILL THE PARTNERSHIP DELIVER?

➢ Mineski are the premier esports organiser in South East Asia
➢ Mineski run a broadcast and live event production company, as well as a network of internet cafes in the Philippines, 

Malaysia and Indonesia
➢ Mineski also own professional esports teams
➢ ESM is partnering with Mineski to deliver a series of weekly online Dota2 & CS:GO events throughout the region in 2018
➢ Monthly finals will be broadcast via online streaming (and potentially TV) to create content for further fan engagement 

and fan participation

➢ Expected new users directly acquired via this partnership is expected to be more than 150,000 in the first year for an 
initial investment of less than $50,000

➢ User revenue from paid tournament fees, subscriptions and merchandise
➢ Affiliate Revenue from Mogul Arena user purchases
➢ Revenue from selling broadcast content to Enterprise level media (Garena, Astro and Fox Sports) 
➢ Mogul Arena branding exposure across all of Mineski’s social and influencer channels, including:

➢ ~1.95m+ Facebook fans
➢ 95,000+ Mineski YouTube Channel Subscribers
➢ 25m Twitch Views
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VAINGLORY STRATEGIC PARTNERSHIP

PARTNERSHIP HIGHLIGHTS

WHAT WILL THE PARTNERSHIP DELIVER?

➢ ESM’s Mogul Arena was the exclusive tournament platform provider of the 2017 Vainglory World Championship in Singapore 
from Dec 14-17 

➢ Vainglory is the world’s #1 mobile esport video game for both iOS and Android smartphone and tablet devices 
➢ It’s a Multiplayer Online Battle Arena (MOBA) type game, similar to its PC counterparts Dota 2 and League of Legends, but with a 

shorter game time

➢ Represents an initial leap into the rapidly growing 
mobile esport industry

➢ Significant brand exposure, broadcast on Twitch, 
YouTube, Facebook and other regional channels in five 
languages, as well as being streamed live on 
MogulAreana.com

➢ 2.5+ million unique viewers will tune in for over 40 
minutes at a time 

➢ 1,000+ fans attending the live event
➢ Social impressions are expected to exceed 25 million
➢ Networking relationships for future game integrations
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TWITCH STRATEGIC PARTNERSHIP

PARTNERSHIP HIGHLIGHTS

WHAT WILL THE PARTNERSHIP DELIVER?

➢ Twitch is integrated with Mogul Arena
➢ Twitch is a live streaming video platform owned by Twitch Interactive, a subsidiary of Amazon.com
➢ Twitch is the world’s leading social video platform and community for gamers with 100m monthly community 

members gathering to watch and talk about video games, with more than 2 million streamers
➢ Twitch’s video platform is the backbone of both live and on-demand distribution for the entire video game 

ecosystem 

➢ User Acquisition 
➢ Mogul Arena branding exposure
➢ Affiliate Revenue from Mogul Arena user purchases
➢ Revenue from selling broadcast content to Enterprise level media (Garena, Astro & Fox Sports) 
➢ Contra Advertising
➢ Cross Promotion Marketing 
➢ Access to influencers

ESPORTS MOGUL APRIL 2018



BOARD AND ADVISORY

➢ Entrepreneur, innovator, 
advisor and business
consultant

➢ Founder and Chief Steward 
MiVote Democracy 
Movement 

➢ 20+ years global history 
starting fast growth 
businesses in sport and 
media

➢ Master of Entrepreneurship 
(Cambridge) 

➢ Entrepreneur and life 
long gamer with 
significant success in 
online poker 

➢ 16+ years corporate 
advisory experience 
working across gaming, 
poker and resource 
sectors

➢ Bachelor of Law and 
Commerce with Hons in 
Finance (UWA)

Adam Jacoby
Non-Exec Chairman

Gernot Abl
Managing Director

George Lazarou
Non-Exec Director

➢ 20+ years experience as 
a chartered accountant 
across industry 

➢ Extensive experience in 
M&A, valuations and 
advisory

➢ Adviser to start-ups and 
growth businesses in 
sports, media, 
entertainment and 
technology 

➢ Held senior roles at 
NOVA, Cricket Australia 
and Dainty Group

Mick O’Kane
Strategic Adviser
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MANAGEMENT AND TECHNOLOGY TEAM

➢ Entrepreneur and 
experienced digital 
software and marketing 
executive 

➢ Chief Product Officer and 
Commercial Director for 
Ladbrokes – invented 
worlds first “Odds Boost” 
product

➢ COO for online poker and 
casino business Poker.com 

➢ 18+ years gaming industry 
experience 

➢ Senior Software Manager 
with Razer Inc. 

➢ Provided engineering 
solutions for the FBI

Kris Robinson
Chief Operating Officer

Travis Howle
Principal Software Engineer

Rob E Connolly
Product Director

➢ 10+ years managerial 
experience in the gaming 
industry 

➢ Product Manager and 
Product Developer for 
Razer Inc. 

➢ 5+ years working with 
major technology 
companies  

➢ Primary front end UI/UX 
Software Engineer with 
Razer Inc. 

Tobias Guse
Senior Front End Software Engineer
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FUTURE MILESTONES

➢ Marketing to drive user acquisition initially in Australia, Singapore, Thailand and Philippines then LATAM 

➢ Invest in expansion of innovative monetisation products both B2C and B2B

➢ Planning for next growth phase including mobile expansion

➢ Complete deals with major gaming groups and brands to build brand awareness and user growth in 
communities

➢ Product enhancements including:
➢ User generated tournament functionality and social sharing
➢ Establish payment gateways
➢ Complete language localisation into 7 languages
➢ Testing paid tournaments
➢ Preliminary study of crypto currency opportunities and blockchain opportunity
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INVESTMENT HIGHLIGHTS

➢ Focus now on user acquisition and monetisation 
➢ Esports is huge now and growing rapidly - Newzoo CAGR forecast 54% to as high as $2.4bn global 

revenue by 2020
➢ Australia's first ASX listed esports business
➢ 100% ownership of Mogul Arena IP and revenue globally; deep game title API integration positioned for 

scale
➢ Strong relationships with publishers, event operators and media
➢ Experienced team with strong history of innovation in online gaming, poker and betting
➢ Business well positioned to take advantage of industry convergence involving traditional media, 

entertainment, telecom and sports companies
➢ Mogul Arena tournament platform - best in class tech and user experience – scalable and proven
➢ Only tournament platform with strategic partnership with Razer Inc. - world leader in high performance 

gaming hardware, software and systems 
➢ Global reach and multiple revenue streams planned for B2B and B2C
➢ GameGeek digital media and games news site keeps gamers immersed in all the latest from the world of 

gaming
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Contact:
Gernot Abl
Managing Director
eSports Mogul Asia Pacific Limited
M: +61 419 802 653
E: gernot@esportmogul.com
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Contact:
Peter Nesvida
Corporate Affairs & International 
Investor Relations
eSports Mogul Asia Pacific Limited
M: +61 412 357 375
E: peter@intuitiveaustralia.com.au


