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INTRODUCTION



1. E-SPORTS MARKET RESEARCH
1.1. MARKET AND AUDIENCE
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1.1.1. EXPECTED AUDIENCE

Growth: 15.6%
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1.1.2. TURNOVER FORECAST

Cagr: +27.4%
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1.1.3. MAIN TRENDS
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1.2. INDUSTRY FORMATION AND POTENTIAL

2017 2018 2019 2020
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1.2.1. TEAMS
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1.2.2. BRANDS
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1.2.3. TOURNAMENTS AND PRIZE MONEY
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2. RANGE OF MARKET ISSUES

2.1. THE PROBLEM OF FINDING INITIAL INVESTMENT FOR THE PROFESSIONAL
DEVELOPMENT OF A CYBERATHLETE




2.2. HIGH BARRIER OF ENTRY FOR BEGINNER CYBERATHLETES
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2.3. BEGINNER CYBERATHLETES OFTEN RECEIVE A SMALLER PART
OF THEIR REWARD DUE TO POORLY DESIGNED TERMS OF COOPERATION
IN CONTRACTS WITH TEAM MANAGERS OR THEIR ABSENCE

WHAT ARE THE BENEFITS OF APPLYING
SMART CONTRACTS?
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2.4. THE PROBLEM OF NON-PAYMENT OF PRIZE MONEY
T0 THE WINNERS OF THE TOURNAMENT

2.5. THE ISSUE OF GUARANTEEING THE COMPLIANCE WITH THE CONDITIONS
OF THE TOURNAMENT, AS WELL AS REFUNDING CONTRIBUTIONS
IN CASE OF TOURNAMENT CANCELLATION.
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2.6. ORGANIZING YOUR OWN TOURNAMENT IS EXPENSIVE AND
IS AFFORDABLE ONLY FOR LARGE COMPANIES.



3. DESCRIPTION OF THE PLATFORM
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4. TOKENS USED ON THE PLATFORM
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4.1. GAMESTARS TOKEN



4.2. CYBERATHLETE'S TOKEN



5. CYBERATHLETE INITIAL COIN OFFERING (CICO)



SCENARIO #1. PAYMENT FOR THE SMART CONTRACT
IS CARRIED OUT BY THE PLAYER HIM/HERSELF

BASIC

30% 20% 00%

PLAYER TEAM INVESTORS



PROFI

MIN 20% - MAX 80% MIN 10% - MAX70%  MIN 10% - MAX 70%

PLAYER TEAM INVESTORS



SCENARIO #2. PAYMENT FOR THE SMART CONTRACT
IS CARRIED OUT BY THE GAMESTARS PLATFORM

BASIC
20% 20% 10% 00%
PROFI

MIN20% - MAX 70%  MIN 10% - MAX 60% 10% MIN 10% - MAX 60%
PLAYER TEAM GAMESTARS INVESTORS
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SCENARIO #3. PAYMENT FOR THE SMART CONTRACT IS CARRIED OUT BY AN EARLY INVESTOR

BASIC

30% 20% 10%

PLAYER GAMESTARS

PROFI

_ ] MIN 10% -
MIN20% -MAXT0%  MIN10%-MaX6oy  MIN 0%

PLAYER TEAM EARLY INVESTOR

40%

INVESTORS

MIN 10% - MAX 60%

INVESTORS



SCENARIO #4. PAYMENT FOR THE SMART CONTRACT IS CARRIED OUT BY THE PLAYER'S TEAM

BASIC

20% 30% 50%

PLAYER INVESTORS

PROFI

MIN 20% - MAX 70% MIN 10% - MAX 60% MIN 10% - MAX 60%

PLAYER TEAM INVESTORS



6. TOURNAMENTS USING SMART CONTRACTS

6.1. TOURNAMENT ALGORITHM
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6.2. TEAM TOURNAMENTS 5V5




6.3. TOURNAMENTS ORGANIZED BY THE GAMESTARS PLATFORM



6.4. TOURNAMENTS ORGANIZED BY THE SPONSOR




1. INTERNAL EXCHANGE OF CYBERATHLETES' TOKENS
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8. PLATFORM ARCHITECTURE
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9. TOKEN SALE
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9.1. DISTRIBUTION OF TOKENS AND RAISED FUNDS






9.2. PRE-SALE

Start time

End time

Number of tokens on sale
Price per 1 GST

Bonus system

Freeze bonus system

Minimum transaction amount

Maximum amount

9.3. TOKEN SALE #1

Start time
End time

Available tokens

Bonus per week

Minimum transaction amount

Maximum amount

3 May 2018 (12:00 PM, UTC+0)

70 May 2018 (12:00 PM, UTC+0)
25,000,000 GST (5% of total supply)
0.035USD

35-50% (depending on transaction amount)

Bonus tokens are immediately transferred to the

investor's e-wallet

TETH

Unlimited

10 May 2018 (12:00 PM, UTC+0)
02 July 2018 (17:00 PM,UTC+0)
300,000,000 GST (60%)

Bonus 30% - stage 1

Bonus 20% - stage 2

Bonus 10% - stage 3

0,01 ETH

Unlimited
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9.4. BONUS SYSTEM

Bonus

35% if theinvestment sum is 1-10 ETH
40% if the investment sum is 10-50 ETH
50% if the investment sum is 50+ ETH

30%
20%
10%

Duration

Pre-Sale

During the whole Pre-Sale

Token-Sale

Stage #1-10.05-27.05
Stage #2-27.05-13.0e
Stage #3 - 13.0e - 02.07
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10. ROADMAP
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11. CONTACTS

gamestars.ie
infe@gamestars.ie

Glebal Gateway 8, Rue de la Perle, Previdence, Mahe, Seychelles.
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