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1. INTRODUCTION
The idea for this project was born while I was watching this short video of Vitalik Buterin, 

the creator of Ethereum. In it, he explains what Ethereum is and what it can do. The last 

question in the video didn’t let me sleep for a long time…

”What would you build on top of Ethereum?“

Being an avid gamer and also a member of a team made up of serial startup 

entrepreneurs who have generated sales of more than 100 million Euro over the 

years, I wanted to take advantage of this brilliant new technology and find a business 

opportunity in the world of computer games. Thorough research has led me to 

electronic sports (eSports), and the discovery of a huge market that’s sitting at a 

crossroads and is perfectly suited for the arrival of blockchain technology. Which is why 

we’re launching this token sale. Let us get started and create something truly big and 

unique...

Artem Morgunov,

Co-founder of Gaming Stars and passionate eSports gamer

https://www.youtube.com/watch?v=TDGq4aeevgY
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”I could either 
watch it happen 
or be part of it.“
Elon Musk
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2. SUMMARY
Gaming Stars is an upcoming decentralized eSports platform built on top of Ethereum. 

Its founders are two business men and avid gamers from one of the most important 

hotspots in the world of electronic sports – Berlin.

As the only platform of its kind so far, it will offer a complete solution for the most 
demanded services of the booming eSports audience, which is expected to surpass 

500 million people by 2020.

These services include:

• The possibility to compete in skill based PC games in a unique game mode

• eSports betting

• Skin gambling with lotteries, dices and coin flips

It is our vision to become “the PokerStars of eSports” by revolutionizing the entire 

industry. We have invented a groundbreaking new game mode called cash per kill that 
applies the concept of Poker cash games to eSports and therefore creates a totally 
new market with enormous potential.

The currency of this first completely decentralized eSports economy is Gaming Coin 
(GAMES).

It can be used for all activities on the platform and solves the problem of many gamers 

who would otherwise have to use multiple currencies and sites.

Smart contracts will guarantee a secure, reliable and provably-fair process without 

the risk of third-party manipulations, because they act as anonymous agents and 

automatically reward the key contributors of the system.

This makes Gaming Coin a reliable and much needed solution for a big problem of a 

multi billion-dollar industry and therefore, a huge business opportunity.
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3. MARKET SIZE
For a proper understanding of the global eSports market, it is necessary to divide it 

into several submarkets. The information below should provide an overview of the most 

important statistics of the industry.

For a complete analysis, potential investors should read the global eSports market 

report of Newzoo, a research company specialized in the gaming industry.

3.1 COMPETITIVE ESPORTS

In 2016, the global prize money of professional eSports tournaments was $93 million, 
an increase of 50% compared to 2015. The event that paid out the most to participants 

was “The International 2016”, a partly crowd funded Dota 2 tournament with a prize 

pool of more than $20 million.

The biggest Counter-Strike: Global Offensive (CS:GO) tournament worldwide was the 

World Electronic Sports Games 2016, which had a prize pool of $1.5 million.

Worldwide, the are more than 385 million people watching eSports events online and 

Newzoo estimates that by 2020 there will be 585 million eSports viewers. The most 

watched games are League of Legends, Dota 2 and CS:GO.

3.2 ESPORTS BETTING

When big events meet a loyal and passionate community, betting is sure to arise. 

The viewers of high prized eSports tournaments love to bet on their favorite teams to 

increase the thrill.

Newzoo predicts that total revenues of eSports betting will grow from $325 million in 
2016 to $1.488 billion in 2020 — a CAGR of 35.6 percent.
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JAN 2010
FIRST EVER
ESPORTS BET

NOV 2015
2,000,000

5,000,000
JUN 2016
3,000,000

OKT 2016
4,000,000

ESPORTS BETS

10,000,000

FEB
2017

JAN
2018

Pinnacle, the biggest betting site operator worldwide, reported that it had taken its five 

millionth eSports bet and forecasts to double that within the next year.
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3.3 SKIN GAMBLING

Skins are in-game items that allow players to customize their visual experience and 

make it unique. They are cosmetic elements with no direct impact on gameplay, that 

can change the appearance of a weapon or a character for example. Skins have 

become a valuable asset within the gaming community and can be used on skin 

gambling sites.

There are many different types of skins and some of them are very rare and highly 

prestigious within the gaming community. This makes them a valuable trading good. It is 

estimated that 80% of all available skins are from the game Counter-Strike: 
Global Offensive (CS:GO). 

Skins can be earned for in-game achievements, but can also be a reward for viewing 

certain events or tournaments. Furthermore, they can be exchanged between players 

or bought on certain market places.

According to Narus Advisors, the global skin gambling market size is $7.4 billion 
while 92.5% of all bets are placed using skins instead of cash. 

Valve, the publisher of CS:GO, noticed this non-regulated betting market and interfered 

because it attracted many shady websites who basically operate a casino without any 

license, as skins are not considered a real currency and therefore provide a grey area. 

These shady operators did not use any Know Your Customer (KYC) policy and it was 

possible for under aged users to gamble. Moreover, these operators often stole funds 

and/or fixed the outcome of the casino game highly in their favor. Many scandals 

became public and shocked the community. All this was possible because these sites 

are centralized and therefore can easily be manipulated by the site owner.

The Isle of Man, one of the most respected online gaming jurisdictions worldwide, is the 

first country that offers a gambling license that explicitly covers skins. Therefore, 

Gaming Stars will be one of the very few companies worldwide offering licensed skin 

gambling in a transparent way fulfilling all legal requirements.

While Valve does not want skins to be used as currency in non-regulated casinos, it is 

not against their terms and conditions to exchange skins for a virtual currency and then 

place bets using this currency.

This multi billion Dollar market is forecasted to grow even further when skins of 
new games such as PUBG enter the scene and provides a great opportunity for a 
decentralized platform.
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3.4 SUMMARY OF THE MARKET

The eSports market is a booming multi billion dollar one that offers tremendous 

business opportunities for an Ethereum based decentralized application with smart 

contracts.

Because of the negative image and the recent scandals of many centralized site 

operators, the target audience will be open for a revolutionary platform that cannot 
be manipulated and also provides many other valuable services for the gaming 
community.

By combining provably-fair skin gambling and betting on a single platform with its 

own currency, huge synergistic effects can be offered to the users. Coupled with the 

possibility to play games against each other for Gaming Coins, this platform is 
exactly what the eSports market is waiting for.
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4. PROBLEMS OF ESPORTS
PLATFORMS

When we first started the project, we quickly realized that a standard centralized 

website where gamers can play League of Legends, Dota 2 and CS:GO for real money 

has a number of problems. Many competing eSports companies either do not fully 

understand these problems or do not communicate them correctly with potential 

investors.

4.1 THE TRADITIONAL BUSINESS MODEL

One of the major problems when arranging games for money between two individuals 

is to find the optimal game mode for each PC or console game. This is crucial when 

money is on the table.

Let’s take a look at CS:GO or any other shooter game, for example. In such games, 

there are usually two teams playing against each other. Each player gets randomly 

connected to other players who join the team. This is done by the match-making system 

of the game.

When two teams play against each other, there are different game modes and each 

has different rules or goals, like conquering certain areas. It is also possible to play only 

with your own team, consisting of your friends, and no one else. Such teams usually play 

on a higher skill level because their members spend a lot more time playing together, 

compared to solo players. There are many such teams but they represent a relatively 

small percentage of the total number of players.

So, if two players meet online on an eSports website and decide to play a shooter game 

against each other, what is the best game mode?

If players are part of a random team assigned by the match-making system, they 
are usually not willing to play for real money because their teammates may not be 

doing the same thing. The situation is different however when two premade teams are 

playing against each other. In such a case, a game for money makes sense and can be 

arranged, but for a 5 vs. 5 match 10 players need to be online at the same time. Only 

then can the game take place.
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These games are usually part of organized tournaments, and are not well suited for 

casual gamers, who want to be able to play anytime against others for a few dollars. 

Only premade teams can participate in such tournaments and this excludes the vast 
majority of solo players who account for more than 80% of all gamers.

The same problem occurs for other highly popular eSports such as League of Legends 

or Dota 2.

These Multiplayer Online Battle Arena games (MOBAs) are the most played on the 

market but their multiplayer nature (5 vs 5) makes it hard for casual solo players to 
arrange games for money anytime without depending on others.

Another weakness is that such games usually last 20-60 minutes. Companies who 

offer traditional eSports competitions usually earn a commission for each match being 

played. Obviously, the faster the game ends, the more games will be played and the 

more money the company can earn.

We can use the revenue stream of Poker sites for illustration. Poker sites either have a 

participation fee for each player in a tournament or take a percentage (rake) of each 

played pot in so called cash games.

Poker sites earn much more money with rakes from cash games because of the 

much higher speed with which revenue is generated. It takes hours to end a complete 

tournament but only a few seconds/minutes to play a pot.

If each PC match takes 20-60 minutes to finish, it makes a scalable monetization for 

companies that offer eSports competitions very hard, especially if 80% of the players 

are excluded.

This is the main reason why companies who offer eSports competitions for amateur 

gamers aren’t successful. The only profitable ones are those that organize tournaments 

for professional teams, but these teams account for only 0.1% of all gamers.
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Therefore, the challenge is to find the perfect game mode for gamers who want to be 
able to play:

• alone

• anytime

• against opponents of similar strength

• for any amount they wish

Gaming Stars has invented such a revolutionary game mode for CS:GO, an electronic 

sport that has sold more than 27 million copies. This game mode is called “cash per kill” 

and the smart contract backed implementation is explained in detail in section 5.

4.2 CENTRALIZED SYSTEMS

All current competitive eSports platforms where users can play for real money 

are centralized. All major centralized eSports platforms are subject to the risk of 

manipulation and hacking. Because these platforms do not use blockchain technology 
and are run by an organization, members of that organization can influence the 
system and its outcomes. This happened a lot in the past, especially in the skin 

gambling industry.

Moreover, as these sites hold the entire deposits of all players, they are a great 

target for hackers.

4.3 NO TRUST

Trust is a huge problem whenever there is money involved. In particular, the 

gambling industry attracts many dubious characters who try to manipulate the 

system in their favor for fast and easy money. There are numerous examples of 
gambling sites that scammed their customers.

Therefore, an optimal system must be created in a way that eliminates customer 

concerns and the need for trust, simply because there is no way to manipulate the 

system.
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4.4 CHEATING

Not only the betting industry attracts people who want to scam others. Cheating 

in competitive eSports gaming is one of the biggest problems. Modern cheating 

software is getting more and more sophisticated and can influence the game outcome 

immensely.

Therefore, the best anti-cheating software must be used for a fair and 
transparent gaming environment.

All major eSports platforms ask for proof when two players have a dispute over a 

game result. This can be a screenshot, for example. However, it is very hard to prove 

any cheating claims this way.

4.5 NON-REGULATED SKIN GAMBLING

skin gambling sites basically operate an online casino. As they use a virtual currency 

(skins), the site operators do not need a license and are therefore not regulated.

No one controls these sites and because there are huge amounts of money involved, 

scams are bound to occur.

4.6 MARKETING

The market is full of eSports websites that compete for viewership. It can be hard and 

expensive to attract new customers in the gaming industry.

Marketing is one of the biggest challenges for any company. The costs of getting a 

newcustomer are very high and are forwarded directly to the customer base in the 

form of higher fees or lower payout ratios for the bets being placed.
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”People don´t know 
what they want 
until you show it to 
them.“
Steve Jobs
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5. OUR SOLUTIONS
The team of Gaming Stars has identified the biggest problems for a startup in the 
eSports segment. By creating a platform capable of offering not only competitive 

gaming services, but also skin gambling and  eSports betting from one hand, we 
want to serve the identified needs of our users and create revenue streams from 
different services at the same time.

5.1 NEW AND UNIQUE ESPORTS BUSINESS MODEL

Gaming Stars has invented a highly innovative business model for competitive 

eSports gaming, called “cash per kill”. As explained in the previous section, most game 

modes are not optimal for competitive gaming unless they are played by teams. 

Therefore, we created a game mode that overcomes these problems for CS:GO. We 

have a working prototype of the cash per kill game that we can demonstrate. This 

clearly differentiates us from many other token sale projects that are currently 

nothing more than an idea. We have the product and are looking for investments to 

monetize it on a big scale for us and our investors.

The idea behind it is quite simple. The gamer exchanges Ether, Bitcoins or fiat 

currencies for Gaming Coins. 

To get started, the user first selects the stake per kill. This is the sum that the gamer 

will earn when he/she kills any opponent during the game.

If the player gets killed, the same sum is deducted from the account. It is possible to 

play for stakes in GAMES equivalent to $0.1-$1 per kill.

Gaming Stars rents its own servers for each stake size. Players who compete for the 

same stake size are automatically connected by the matchmaking system.

Each level or map has 12 players who compete against each other. There are two 

game modes players can choose between. They can either compete in a team vs. 

team format or in the Free-For-All mode, where there are no teams and each player 

is on his own.
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In both game modes, the only purpose is to kill as many opponents as possible while 

getting killed as seldom as possible. If a player loses all his deposited money, he/she is 

asked for depositing more Gaming Coins to continue the game. Otherwise, the player is 

automatically removed from the server and replaced by a new player from a queue.

Gaming Stars rents the servers only for one purpose. We want to connect players who 

compete for the same stake. This is technically much easier if we rent our own servers 

and simply share the IP of this server with our players. They can easily join this server 

with only one in-game command.

Server costs are relatively low and differ from supplier to supplier. Generally speaking, it 

is possible to rent a server for $0.5 per month per player.

Of course, there will be a lot of different servers rented because we want more than 

just 12 players to compete against each other simultaneously. Just as an online casino 

has many different tables for different games and stakes, Gaming Stars needs to rent 

many different servers.

Gaming Stars has no influence on the game outcome, nor does it take any action. We 
just connect players for a game, just like a casino provides a table for Poker players.

If all players within one level play for money, scams between the gamers are not 

possible anymore. For example, if only 2 out of 12 players compete for cash while others 

do not play for money, one player can simply kill a partner who does not play for cash to 

win money.

Scams like this can be prevented when all players play for the same stake size on a 

secure server.

Smart contracts act as decentralized escrows and automatically handle the reward 
settlement in cash per kill games.

All Gaming Coin holders can help to determine match outcomes (i.e. kills) by acting as 

witnesses if they run automated witness node software. These nodes are curators of 

matches and are requested before any reward is paid out.
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The witness node software can connect to Valve’s game API for the respective match to 

check the results and then forwards the results to the blockchain where everybody else 

can see it.

As this is a very valuable service, witness nodes receive Gaming Coins for it in exchange. 

This also has the advantage that each game will have a few different witnesses 

who are selected by a random system based on the amount of Gaming Coins each 

participant holds.

However, the likelihood of each witness to be selected is capped to one percent even 

if a potential witness holds more than one percent of all Gaming Coins. This should 

further prevent potential fraud in case that some participants own a high percentage 

of all issued Gaming Coins.

It is important to mention that this process is automatically handled by the software 

without any required action from any humans who run the witness node software.

It serves purely the function to prevent false game result reporting by applying a 

decentralized system connected to the game publisher’s API.

Valve (the game publisher of CS:GO) allows outside parties to pull all necessary data 

from players such as kill statistics with their freely available API.

Therefore, witnesses get the results directly and automatically from the game publisher 

itself.

Smart contracts basically reward players for a kill automatically and vice versa. The 

API data is necessary for such smart contracts and the connection and data exchange 

between Valve’s API and our decentralized application will be handled by Oraclize.

In case the system detects different reported match outcomes, a jury is selected by the 

same random process used in the case of witnesses.

As the entire game on the server is recorded, jury members can access the recordings 

and all other available evidence to give a final verdict that will trigger the reward 

settlement to the winner.
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Compared to other forms of eSports competitions, the cash per kill game mode is much 
more profitable because it creates revenue with each kill, i.e. every few seconds. The 

commission for each kill will be equally divided between participants.

This game mode is very competitive and perfectly suited for casual solo gamers who 

want to be able to play:

• alone

• anytime

• against opponents of similar strength

• for any amount they wish
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20 GAMES
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...100
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CASH PER KILL GAME MODE



2 1

5.2 DECENTRALIZED

As mentioned earlier, all current eSports platforms are centralized and face multiple 
problems. By offering a DApp (decentralized application) coupled with a unique game 

mode that is perfectly suited for it, Gaming Stars will avoid the challenges of current 

providers. These include the great limitations that all traditional team game modes 

bring with them.

We’ve found a great way for players to compete in a secure but thrilling game mode 
where only their own skill level is relevant and the payout is handled automatically 
with the use of smart contracts.

Furthermore, we will also offer other services to the eSports audience, such as betting 

and skin gambling with a decentralized system. The decentralized solution is of huge 

value here because it overcomes the general trust and risk of manipulation problem.

The exact technical process regarding the betting services we will offer is described in 

more detail in a later section.

5.3 TRUST

The trust problem of skin gambling and eSports betting site operators will be 

eliminated because in a decentralized system no one can influence the system 

and every aspect is solved with smart contracts that automatically take the necessary 

actions, making everything transparent. There is no need to trust anyone because of 

the nature of the system.

Therefore, decentralized systems are perfect for the competitive gaming and 
skin gambling industry and have the potential to be a game changer for the 
entire industry.
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5.4 HIGH ANTI-CHEATING STANDARDS

Another huge advantage of renting our own servers for cash per kill games is that we 

can make sure that all players use the same anti-cheating software. For a fair game 

it is necessary that all players use the same software from the most sophisticated 

supplier. Otherwise, they can not join the game.

Gaming Stars will use the exact same anti-cheating software that is used at the 
biggest eSports tournaments worldwide.

5.5 PROVABLY-FAIR SKIN GAMBLING

Gaming Stars wants to offer three easy yet extremely popular casino games that 

account for the majority of skin gambling evenue:

• Jackpot lottery games

• Dice rollers

• Coin flips

Users can exchange their CS:GO skins for Gaming Coins on our site via Valve’s API. 

More games, such as PUBG, are also allowing to deposit their skins to third party 

websites and we expect this industry to grow exponentially in the near future. More 
skins from new games will lower Valve’s current dominant market share. Each skin 

has a certain value that is based on how rare the respective skin is. The value is 

transparently displayed on our website.

Users can bet the GAMES in the games mentioned above. If they win, they can use the 

GAMES for other services on our platform (like eSports betting or as stake for CS:GO 

cash per kill games) or get paid out in the equivalent value of skins.

The huge advantage of a decentralized skin gambling ite is that provably-fair games 

are offered. Due to the very bad image of skin gambling providers and recent 

scandals, many users are looking for games that can not be influenced or 
manipulated by third-parties.
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5.6 HOW RANDOM NUMBERS ARE GENERATED

The principle of casino games where people can bet on numbers is simple. Players bet 

on a number that ranges between 0-49, for example. The likelihood of each number 

is 2% if the outcome is equally unpredictable for all parties involved. However, the 

payout ratio is not 50 times the stake, but only 48 times. This would give the house an 

advantage of 4% in the long run.

The same principle applies for dice rolling when two dices are rolled and people can bet 

on the sum of the dices.

This is the basic idea behind a lottery, dice rolling or coin flips and can be perfectly 

applied to skin gambling. Skins are a great currency for betting because many players 

get them for in-game achievements and often, they own the same skin more than once 

or are not interested in the skin because it is not rare. Therefore, many players are 

willing to use them for betting.

The most important aspect of a provably-fair lottery is an algorithm for a random 
number generator that is maximally decentralized and does not allow anyone to 
intervene.

Basically, there are two methods for creating a random number: the internal and the 

external. The internal method is not considered to be secure as it can be manipulated. 

The external method gets the value from an external source such as a random number 

generator.

It is possible to get random values for our lottery, dices and coin flips from random. org 

through Oraclize.it by using a technology that proves the number was not changed 

after the request from random.org. This guarantees a totally random number, 
unpredictable for all parties involved.
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“In reality, most random numbers used in computer programs are 
pseudo-random, which means they are generated in a predictable fashion 
using a mathematical formula. This is fine for many purposes, but it may 
not be random in the way you expect if you‘re used to dice rolls and lottery 
drawings.

RANDOM.ORG offers true random numbers to anyone on the Internet. 
The randomness comes from atmospheric noise, which for many purposes 
is better than the pseudo-random number algorithms typically used in 
computer programs.”

The operation cost of such decentralized skin gambling games are lower than for all 

centralized traditional online casinos. This cost advantage can and will be forwarded to 
our users in the form of higher payouts. On top of the decentralized nature of our 

system, Gaming Stars will hold a gambling license from the Isle of Man to fulfill the 

highest standards and transparency requirements.  
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5.7 A PLATFORM FOR WHICH AN TOKEN SALE MAKES SENSE

The banking system has many bureaucratic requirements for companies from the 

gambling industry. Cryptocurrencies avoid these restrictions and their low 
transaction costs for micropayments and the speed of the blockchain technology 
make them the optimal solution for the problems of the gaming industry. 

There are only a few exceptions where new cryptocurrencies really make sense. In our 

opinion, the more meaningful the services that can be purchased/exchanged for the 

new cryptocurrency, the higher the real demand for it and the more it makes sense.

Therefore, decentralized platforms should focus on identifying the real needs of their 

community and create many different products and services for it. That will create a 
decentralized ecosystem of real value for all participants and a high demand for the 
currency.

In contrast to all other eSports sites, Gaming Stars offers many different valuable 

services for the gaming community from one hand. Therefore, users do not need to be 

registered on multiple sites in order to get what they need. This means there is a high 

potential for us to become the first large decentralized platform with millions of users. 

As the total amount of issued Gaming Coins is limited, the value of the cryptocurrency 
will heavily increase as the platform increases its user base.

Another way to create an incentive to use Gaming Coins is to find eSports or gaming 

related sites that accept it as payment. Perfect examples are Twitch (for their 

premium membership) or STEAM, where games can be purchased online.

There is no doubt that players who will own Gaming Coins will also be highly interested 

in the above products. Therefore, it can make a lot of sense for  these websites to 

accept the first major eSports currency if enough people are using it.

5.8 ESPORTS BETTING

It is important to briefly cover how exactly traditional bookmakers operate to 

understand the huge business opportunity of eSports betting.

Each team that competes in a game has a certain probability of winning. This 

probability depends on several factors such as general team strength (favorite or 

underdog), recent performances and much more. Bookmakers have statistical 

models that calculate the true probabilities of future game results in a reliable 
way. However, 
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they offer odds that are lower than the true probability and therefore have an 

edge over the bettor which is called vigorish or “vig” and can be compared to the house 

edge of casino games. 

It is the goal of a bookmaker to make a profit no matter which team wins by 

accepting equal bets on all outcomes. For this purpose, bookmakers constantly adjust 

the odds and/or “insurance” themselves against potential losses.  

The recent technological progress changed the betting world by adding so called live-
betting which makes it possible to bet during the game on upcoming results such as 

the next goal during a football match, for example. As a result, the turnover of live-

betting surpassed the pre-match betting in almost all sports during the last years. 

Another major development is the constant shift towards mobile betting.

ESports betting with skins, cash or cryptocurrencies is forecasted to be the fastest 
growing market in the betting industry.

Studies by Newzoo forecast that by 2020, there will be roughly 300 million eSports 
enthusiasts worldwide and industry experts estimate that up to 70% of them will 
bet on major eSports events. 

The cash betting turnover of eSports (without skins) will reach almost $30 billion. Most 

eSports enthusiasts will not bet on traditional sports betting websites and 

prefer a dedicated eSports betting site. Therefore, a huge global market is 
developing in the next years. 

Unikrn is probably the most known eSports betting company. Gaming Stars wants to 
compete against Unikrn in this highly lucrative market with an approach that 
goes beyond betting. By additionally offering the skill-based cash per kill game mode 

and skin gambling, we want to reach more players by offering a broader range of 
services.

For this purpose, we cooperate with Betradar, a leading eSports data company that 

allows us to instantly enter the betting market with reliable odds and the entire 

necessary backend structure. This saves us a lot of time and guarantees to cover pre-
match and live-betting markets for the most popular eSports titles from the 

beginning.  

Unikrn has a similar cooperation with Betgenius but we are convinced that Betradar 
is superior as it works with industry leaders such as ESL to get the data.

We have chosen the  Isle of Man as the jurisdiction for our token sale because it 

has the best legal framework complied with all Anti Money Laundering and 
Know Your Customer policies. Moreover, it has a highly respected  gambling license 
that covers cryptocurrency as well as skin gambling. This license will allow us to 

immediately  



expand to almost all countries of the European Union which is by far the biggest 
regulated eSports betting market. Other big markets, like the US or China, currently 

prohibit online eSports betting.

It is important to mention that Unikrn received their gambling license just at the end 

of 2017 in Malta, a jurisdiction with a worse reputation due to recent Mafia related 

scandals in the betting industry. Before receiving their Malta license, Unikrn operated 
as a sub-licensee of an Australian betting operator that went recently out of 
business.

We expect that we can get the Isle of Man license and start accepting the first bets 
within 6 months after the token sale.

2 8
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6. POTENTIAL
6.1 CASH PER KILL

The financial potential of the eSports market is enormous. It is always very hard to 

estimate revenue streams, but it is crucial for investors. Gaming Stars will generate 
revenue from a number of different related markets.

The first is the CS:GO cash per kill game mode. It generates revenue via a commission 
we take for every kill being made during a match. Therefore, it is important to estimate 

realistically how long each active player will play the game.

We have estimated that an active player spends one hour a day and commits on 

average 80 kills  in our cash per kill game mode. Please be aware that we will create 
unique and relatively small CS:GO levels for more action and therefore more kills.

It will be possible to play for the following stakes per kill (in USD for illustration). We also 

estimated what percentage of active players will play for which stake to calculate the 

total average stake for all players.

$0.1 – 60% of players 
$0.2 – 20% of players 
$0.3 – 10% of players 
$0.4 – 2.5% of players 
$0.5 – 2.5% of players 
$1 – 5% of players

Therefore, the total average stake per kill is estimated to be around $0.2.

The following table gives an overview of the revenue. For illustration purposes we have 

generated the table with a 10% commission.

Based on the above estimates, our average client generates a daily revenue of $1.60 

(80 daily kills x $0.2 stake x 10% commission).

The commission will be split between the witness nodes and the platform.
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Active Players Per Day* Per Month* Per Year*

1.000 1.600 48.000 576.000 

5.000 8.000 240.000 2.880.000 

10.000 16.000 480.000 5.760.000 

20.000 32.000 960.000 11.520.000

50.000 80.000 2.400.000 28.800.000 

100.000 160.000 4.800.000 57.600.000 

1.000.000 1.600.000 48.000.000 576.000.000

* Revenue in USD

6.2 SKIN GAMBLING AND ESPORTS BETTING

The market size of skin gambling is $7.4 billion and it is estimated that it will continue to 
grow. This includes the eSports betting market where players can bet on their favorite pro 

teams in major events viewed by millions of people.

Indeed, the betting revenue is the biggest channel with 44% of the total revenue.

It is very hard to exactly estimate Gaming Star’s future market potential but it is our mid-term 

goal to reach a global skin gambling and eSports betting market share of more than 10%.

As mentioned earlier, skin gambling has suffered enormously from scams and therefore, 

an established and licensed company coupled with a decentralized system to guarantee 
provably-fair games is likely to attract a lot of users.

Gaming Stars will attract a passionate eSports community that not only likes to 

compete in the game but also place bets using skins.
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”In a world that´s 
changing really 
quickly. The only 
strategy that is 
guaranteed to 
fail is not taking 
risks.“
Mark Zuckerberg
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7. TOKEN SALE
The crowdsale of Gaming Stars and the underlying token creation will be organized 

around smart contracts running on the Ethereum platform. 

Investors who want to support the venture can send Ether to the designated address 

and immediately get Gaming Coins for ETH, at the rate of 1,000 GAMES per 1 ETH. 

The token sale ends on April 31, 2018 or when the maximum amount of $25 million, 

equivalent in Ethereum, is raised 50% of all issued tokens will be used for the 
crowdsale while 20% are reserved for the team and advisors and 30% are reserved 
for for future investments, cooperations and the betting pool. If the token sale 

reaches less than the minimum goal, equivalent to $1 million, equivalent in Ethereum, 

all funds will be returned automatically to the GAMES holders via a smart contract. 

7.1 TOKEN SALE DETAILS OVERVIEW

Token Sale Start Date: 31 March 2018 12:00 UTC 

Token Sale End Date: 31 April 2018 12:00 UTC 

GAMES Tokens for Crowdsale: 50%

GAMES Tokens for Reserve: 30%

GAMES Tokens for Team & Advisors: 20%

Token Exchange rate: 1 000 GAMES = 1 ETH. 

Min. Cap: $1 million, equivalent in Ethereum

Soft Cap: $25 million, equivalent in Ethereum* 

Discount: 25% Tokens Bonus For First 2 Days

* Once the soft cap is reached, the token sale continues for 48 hours and then

closes.

The cap will be measured in Ether and set in the token sale smart contract to a 

value approximately equal to $25 million USD based on the ETH/USD price at the 

start of the token sale. 
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7.2 TOKEN SALE BONUS STRUCTURE

Gaming Stars uses a bonus structure to attract and reward early investors. In the 
first two days, the participants will get a 25% tokens discount. After those days, 

there will be no further discounts during the token sale.

7.3 TOKEN SALE FUNDING BREAKDOWN

DEVELOPMENT

MARKETING

GENERAL EXPENSES

SPONSORING

LEGAL

SECURITY

BOUNTY*

FUNDING
BREAKDOWN 50%

20%

10%

10%

5%

If we achieve to raise $5 million or more, we will not use the above percentage figure 
for the development. 

In this case, we will shift the capital towards marketing and use more than 20% for it. 

This will help us to establish a powerful global eSports brand. 
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Our experts will develop a multi-channel marketing campaign that is focused on social 

media, event and team sponsorship, and targeted advertising with highly entertaining 

CS:GO gameplay videos. 

Once the eSports platform is online, marketing is the most important aspect of the 

entire project. 

The more money we raise, the more we can use for viral marketing that will create 

awareness within the gaming community and attract thousands of new players.
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7.4 BENEFITS FOR INVESTORS

Since Gaming Coin will be the currency of our entire eSports ecosystem, its value will 

grow immensely as we develop a loyal customer base, sponsor important eSports 

events and make Gaming Stars the first, best and most reliable full-service platform 

in this multi-billion dollar industry. Our target audience is already massive, passionate 

about eSports, and willing to go through a lot of trouble in order to access betting and 

competitive gaming services. What we want to do is to bring the light of blockchain 
technology to a shady market and offer people one platform that answers their 

deepest gaming needs. This will increase the demand for Gaming Coin and make its 
price soar.

Being blockchain enthusiasts and investors ourselves, we understand the importance of 

giving our own backers the possibility to get a return on their invested capital as quickly 

as possible. Subsequently, as soon as the token sale is over we will seek to get Gaming 
Coin (GAMES) listed on a reputable exchange such as Bittrex. Whether you firmly 

believe in our project and intend to stay with us for the long run, or simply want to 

make a decent profit off the back of a successful token sale, we want to stay true to the 

core values of blockchain technology and give you the power of choice as early into the 

process as possible.
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8. ROADMAP
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”Great things 
in business are 
never done by 
one person. 
They´re done 
by a team of 
people.“
Steve Jobs
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9. VISION
The vision behind Gaming Stars is to create the first major decentralized eSports 
platform worldwide and become the “PokerStars of eSports”.

By offering a truly unique gaming mode, the most popular skin gambling games and 

betting services, we want to create a unified solution for three different multi 
billion dollar markets. and revolutionize the entire eSports industry.

Over time, we want to add more popular PC games for competitive gaming to 

attract even more gamers from all over the world.

We want to turn Gaming Coin into the first and most used cryptocurrency in the 
eSports industry.

Gaming Stars aims to establish a powerful eSports brand by sponsoring highly 

popular teams and events.

For this purpose, we will create additional demand for GAMES by establishing it 
on gaming-related partner websites as a payment option. The higher demand 
will result in a price increase for our tokens because the supply is limited. 
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10.TEAM
The team consists of two founders, coders, marketing experts and legal advisors.

Both founders have vast experience in launching new companies and together have 

generated revenues in excess of 200 million Euro over the years.

Alexander Büchler – Co-founder

Alexander is the founder of Def-Shop, an online fashion store with more than 

25,000 articles. Moreover, he has 9 fashion labels of his own, such as DEF, Thug Life 

and Dangerous Goods. He is also a shareholder at Optimus Prep (a test prep and 

admissions consulting company) and a majority shareholder at Evidanza (a German IT 

company).

Learning by doing is Alexander’s motto. He founded Def-Shop more than 10 years ago 

and turned it into one of the leading urban fashion online stores in Europe with yearly 

sales of more than 60 million Euro. Alexander became an online marketing expert on 

this journey and his experience will be of great value for Gaming Stars.

Very recently, Alexander sold Def-Shop to an investment group and is now working on 

new projects such as Gaming Stars. He is the father of two children and lives in Berlin.  

A true entrepreneur, his passion is to build companies from scratch.

Artem Morgunov – Co-founder

Artem was born in Ukraine in 1986 and throughout his entire life has exhibited a unique 

and committed passion for efficient studying techniques, making complicated concepts 

easily understandable. Having moved to Berlin, Germany at the age of 5, Artem has 

grown up within a duality of cultures that continues to inform his depth of experience 

and worldview today. Speaking Ukrainian, Russian, German and English has given 

him a tremendous ability at a very young age to communicate with many business 

communities and groups across the European continent.
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This has proved to be an immense advantage for him, both in his career and personal 

life. Having studied International Business Management and obtained a GMAT score of 

750, Artem has been involved in the foundation and day to day running of a number of 

startups, from online shops to leading discount card providers for students in Germany. 

He is the founder of Optimus Prep, a German based admissions test prep provider. In 

his spare time, Artem is an ongoing observer of the stock market, and a fan of chess, 

sports and eSports.

Artem has been heavily involved in the Counter-Strike scene since childhood. He never 

misses a tournament and has always dreamed of creating an eSports company that 

would revolutionize the industry. So when he read about ICOs and how they can help to 

fund a venture, he immediately knew that this was the perfect chance to start Gaming 

Stars..

Alex – Full-stack developer

Alex is a passionate gamer and a veteran in building applications for the eSports 

industry, having assisted in the creation of multiple eSports betting websites.

His experience will be of tremendous value for the project.

Ryan – Industry expert, communications manager, content strategist

Ryan has been an eSports content creator for many years. He’s written guides, eBooks, 

news articles, betting tips etc. for a variety of titles and top websites operating in this 

industry. He will devise our content and content marketing strategy. With his help, we 

can offer top quality content to our target audience and stand out from the crowd.
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Lucas – Social Media

Lucas was the head of marketing at a start up incubator in Berlin and handled a multi 

million Euro budget.

He is an expert in all aspects of a successful marketing campaign. If we manage to build 

the Gaming Stars platform, Lukas will attract numerous eSports players with the use of 

highly effective marketing techniques.

Lukas plays PC games since the age of 10 and is part of the growing eSports 

community.

Melanie – Design

Melanie has developed a true passion for Bitcoin and invested many years ago a few 

thousand Euro of her savings. 

Her in-depth understanding of Ethereum is the result of the numerous hours she spent 

reading and watching blockchain related content. 

Melanie has mastered the art of graphic design. She will create all banners, graphics 

and layouts for the website and the marketing department.

Andreas Schaetzke - eSports Advisor

Andreas Schaetzke is an eSports veteran and Managing Director of Penta Sports, one 

of the leading eSports teams worldwide.

Andreas is well connected within the eSports community and brings in his great 

experience and knowledge of it. He has numerous contacts with players, teams, 

organizers and sponsors, and can help us leverage the project.

Axel Hellinger - Legal Advisor

Axel Hellinger is the leading blockchain lawyer in Germany and also a chartered tax 

advisor with a focus on tax law, corporate law, ODR and cryptocurrencies.

Axel was the legal advisor for the ICO of Lisk, one of the biggest cryptocurrency 

projects worldwide with a current market capitalization of more than 750 million 

dollars.

He will oversee the entire ICO and also set up a German foundation that will hold the 

Gaming Coin tokens.
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