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DISCLAIMER 
 

NOTHING IN THIS WHITEPAPER CONSTITUTES LEGAL, FINANCIAL, BUSINESS OR TAX ADVICE AND YOU 

SHOULD CONSULT YOUR OWN LEGAL, FINANCIAL, TAX OR OTHER PROFESSIONAL ADVISER BEFORE 

ENGAGING IN ANY ACTIVITY IN CONNECTION HEREWITH. NEITHER GLORY CHAMPION TECHNOLOGY 

LTD. (THE GLORY), ANY OF THE PROJECT TEAM MEMBERS WHO HAVE WORKED ON THE MTGAMER 

PLATFORM OR PROJECT IN ANY WAY WHATSOEVER (THE MTGAMER TEAM) NOR ANY THIRD PARTY 

SERVICE PROVIDER SHALL BE LIABLE FOR ANY KIND OF DIRECT OR INDIRECT DAMAGE OR LOSS 

WHATSOEVER WHICH YOU MAY SUFFER IN CONNECTION WITH ACCESSING THIS WHITEPAPER, 

MATERIALS PRODUCED BY THE FOUNDATION, OR ACCESSING THE WEBSITE AT 

HTTPS:// WWW.MT.CASH OR ANY OTHER MATERIALS PUBLISHED BY THE GLORY. 

All contributions will be applied towards the Glory's objects, including without limitation promoting the 

research, design and development of, and advocacy for a new set of digital asset infrastructure based 

on agreed-upon protocols, which is able to create a shared economy ecosystem which achieves 

consensus with every co-builder in the digital asset ecosystem, to co-create an equal and open 

blockchain data platform, for each and every user to list its digital asset. 

This Whitepaper is intended for general informational purposes only and does not constitute a 

prospectus, an offer document, an offer of securities, a solicitation for investment, or any offer to sell 

any product, item or asset (whether digital or otherwise). The information herein below may not be 

exhaustive and does not imply any elements of a contractual relationship. There is no assurance as to 

the accuracy or completeness of such information and no representation, warranty or undertaking is or 

purported to be provided as to the accuracy or completeness of such information. Where this 

Whitepaper includes information that has been obtained from third party sources, the Glory and/or 

the MTGAMER team have not independently verified the accuracy or completion of such information. 

There is no assurance as to the accuracy or completeness of such information and no representation, 

warranty or undertaking is or purported to be provided as to the accuracy or completeness of such 

information. 

This Whitepaper does not constitute any offer by the Glory or the MTGAMER team to sell any MTC (as 

defined herein) nor shall it or any part of it nor the fact of its presentation form the basis of, or be 

relied upon in connection with, any contract or investment decision. Nothing contained in this 

Whitepaper is or may be relied upon as a promise, representation or undertaking as to the future 

performance of the MTGAMER Platform. The agreement between the Glory (or its affiliate) and you, in 

relation to any sale and purchase of MTC is to be governed by only the separate terms and conditions 

of such agreement. 

By accessing this Whitepaper or any part thereof, you represent and warrant to the Glory, its affiliates 

and the MTGAMER team as follows: 
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(a) you acknowledge, understand and agree that MTC may have no value, there is no guarantee or 

representation of value or liquidity for MTC, and MTC is not for speculative investment; 

(b) none of the Glory, its affiliates, and/or the MTGAMER team members shall be responsible for or 

liable for the value of MTC, the transferability and/or liquidity of MTC and/or the availability of any 

market for MTC through third parties or otherwise. 

(c) in any decision to purchase any MTC, you have not relied on any statement set out in this 

Whitepaper; 

(d) you will and shall at your own expense ensure compliance with all laws, regulatory requirements 

and restrictions applicable to you (as the case may be); and 

(e) you acknowledge, understand and agree that you are not eligible to purchase any MTC if you are a 

citizen, national, resident (tax or otherwise), domiciliary and/or green card holder of a geographic 

area or country in which access to or participation in the MTC token sale or the MTGAMER 

Platform is prohibited by applicable law, decree, regulation, treaty, or administrative act (including 

without limitation the U.S., tŜƻǇƭŜΩǎ wŜǇǳōƭƛŎ ƻŦ /Ƙƛƴŀ ŀƴŘ ǘƘŜ wŜǇǳōƭƛŎ ƻŦ YƻǊŜŀύ 

The Glory and the MTGAMER team do not and do not purport to make, and hereby disclaims, all 

representations, warranties or undertaking to any entity or person. Prospective purchasers of MTC 

should carefully consider and evaluate all risks and uncertainties (including financial and legal risks and 

uncertainties) associated with the MTC token sale, the Glory and the MTGAMER team. 

The information set out in this Whitepaper is for community discussion only and is not legally binding. 

The agreement for sell and purchase of MTC shall be governed by a separate Token Purchase 

Agreement setting out the terms and conditions of such agreement (the Token Purchase Agreement), 

which shall be separately provided to you or made available at https://www.mt.cash prior to the sale 

of any MTC. In the event of any inconsistencies between the Token Purchase Agreement and this 

Whitepaper, the Token Purchase Agreement shall prevail. 

All statements contained in this Whitepaper, statements made in press releases or in any place 

accessible by the public and oral statements that may be made by the Glory and/or the MTGAMER 

team may constitute forward-looking statements (including statements regarding intent, belief or 

current expectations with respect to market conditions, business strategy and plans, financial 

condition, specific provisions and risk management practices). You are cautioned not to place undue 

reliance on these forward-looking statements given that these statements involve known and 

unknown risks, uncertainties and other factors that may cause the actual future results to be materially 

different from that described by such forward-looking statements. These forward-looking statements 

are applicable only as of the date of this Whitepaper and the Glory and the MTGAMER team expressly 
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disclaims any responsibility (whether express or implied) to release any revisions to these forward-

looking statements to reflect events after such date. 

This Whitepaper may be translated into a language other than English and in the event of conflict or 

ambiguity between the English language version and translated versions of this Whitepaper, the 

English language version shall prevail. You acknowledge that you have read and understood the English 

language version of this Whitepaper. 

No part of this Whitepaper is to be copied, reproduced, distributed or disseminated in any way without 

the prior written consent of the Glory. 
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1. Introduction of MTGamer  

1.1. Background 

MTGamer.com, a professional eSports platform serving worldwide market. 

MTGamer introduction: 

Å Date of Launch:  

Å Taiwan, Hong Kong, Macau: June 2015  

Å Mainland China: March 2017 

Å Languages:  Cantonese, Mandarin, Traditional and Simplified Chinese 

Å Content: Traditional and Simplified Chinese 

Å Platform Coverage: Website, mobile app (iOS & Android),  WeChat, Facebook 

 

MTGamer Positioning: 

Å A professional eSports platform serving Chinese worldwide.  

Å Organizer online and offline eSports tournaments. 

Å Content producer of live broadcast and videos. 

Å News media of eSports.  

Å Supports various social features including live broadcasting, group chattingΣ ŀƴŘ ǎƘŀǊƛƴƎΧŜǘŎΦ 

Å Data synchronization among official websites, mobile app, and social media  (Facebook, 

WeChat, etc.) 

Å SDK for MTGamer member direct login.  

 

Operation Data: 

Å Monthly Active User over 1.4 milion.  

Å Page View over 3.5 million per month.  

Å Approx. 2,000 players participated in MTGamer eSports tournament offline 

Å Online players and viewers of MTGamer tournaments reach over 100,000 persons. 

Å User aged mainly from 18 to 34 

Å Highest global ranking at 14,870th 

 

 

“The only boundaries for you are those, you place in yourself. " 
 

Zoltan Andrejkovics, The Invisible Game:The Mindset of a Winning Team 
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1.2. Global eSports Market 

Global eSports market is not only growing exponentially as a new independent business and industry, 

but also accelerating the convergence of various established industries. For brands, media, and 

entertainment companies, the growth of eSports has been recognized as a chance to capitalize on the 

favorite pastime of digital natives and Millennials. Since the widespread of live streaming  and 

championships, eSports has entered the realm of broadcasting and media that advertisers now can 

apply their advertising business model to a never-been-reached market. 

 

In South Korea, the estimated annual wage of Faker, the most popular eSports player, is at least 2.79 

million in US dollar, remuneration from sponsorship and advertisement is yet counted. His annual 

income is claimed to be even higher than the income of NBA players. 

 

1.2.1. More people watched eSports than traditional sports  

In 2017, more than 360 million unique viewers watched League of Legend Mid-Season Invitational, 

while 111.3 million people watched Super Bowl and only 30 million watched the NBA Finals. 

 

1.2.2. MNC Sponsorship on eSports 

MNCs such as Mercedes Benz, !ƳŀȊƻƴΣ [ƻƎƛǘŜŎƘΣ {ŀƳǎǳƴƎΣ wŜŘ .ǳƭƭΣ bƛǎǎŀƴΣ LƴǘŜƭΧŜǘŎΣ are willing to  

sponsorship on eSports tournaments, players, teams, and live broadcastŜǊǎΧŜǘŎ. in recent years. 

 

1.2.3. 2022 Asian Games 

In April 2017, Olympic Council of Asia announced its intention on permitting eSports as a medal event 

at 2022 Asian Games. 

 

1.3. eSports Among Nations 
China 

In 2003, General Administration of Sport of China officially listed eSports as the 99th sport of nation. In 

2017, the Olympic Council of Asia announced eSports will become a medal event at the 2022 Asian 

Games in Hangzhou, China. The market value of eSports in China reached USD 27.5 billion and over 220 

million eSports players  

 

Hong Kong 

eSports has been developing relatively slow comparing with neighboring countries. The input is much 

less than the huge demand in Hong Kong market. Nonetheless, the Government of HKSAR has 
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announced some means to assist the development of eSports industry, with the opportunity of 2022 

Asian Games of Olympic, eSports market of Hong Kong will grow rapidly and beneficially. 

 

Taiwan 

Executive Yuan, Republic of China (Taiwan) files an investigation on eSports and proposes eSports as 

ά{ƪƛƭƭǎέΣ ¢ŜŎƘƴƻƭƻƎȅ ƛƴǎǘƛǘǳǘŜǎ ŀǊŜ ǇŜǊƳƛǘǘŜŘ ǘƻ ŦƻǊƳ ŀƴ ŀŎŀŘŜƳƛŎ ŎƻǳǊŎŜ ƻŦ Ŝ{ǇƻǊǘǎΣ ŀǇǇƭȅ ǎǳōǎƛŘȅ ŦǊƻƳ 

the Government, and contribute on domestic eSports industry. In 2008, Taiwan eSports League (TeSL) 

is founded and start its class A league of eSoprts in 2010. 

 

South Korea 

Established Korea eSports Association (KeSPA) in 2000, aiming to help developing domestic eSports 

industry. With the support of the association, S. Korea has built a mature ecosystem of eSports and 

nurtured several champion winners 

The Government of S. Korea admits eSports as official sports and assigns eSports as one of the official 

games in Asian Indoor and Martial Art Games 2013. 

 

Britain 

British eSports Association (BEA), belonging to the Department for Digital, Cultrue, Media & Sport,  is 

founded in 2016. It aims to support eSports players, facilitate the construction of eSports training 

center, promote local eSports, and nurture eSports talents. 

 

France 

In 2016, the government admits eSports is an official career. eSports athletes are qualified for tax 

concession, medical benefit, and unemployment protection. eSports Association also founded to help 

game developers and tournaments in France. 

 

The United States 

Since 2013, US Citizenship and Immigration Services (USCIS) has recognized eSports players as 

professional athletes; foreign players may apply official visa as same as sports athlete to play eSports 

tournament in the US. Nowadays, the US is the nation holding the most eSports championships; in the 

meanwhile, the figure of eSports audience has already exceeded the one of NBA. 

 

1.4. Blockchain 

Blockchain technology is still in rapid growth. The earliest blockchain technology is Bitcoin project, 

whose blockchain records all transactions in a distributed ledger. Bitcoin network has been stably 

operating  for nearly eight years, storing massive transaction records, and performing without critical 

valnerabilities.  
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Satoshi Nakamoto (claimed), designer and creator of bitcoin, published an essay describing the bitcoin 

ŘƛƎƛǘŀƭ ŎǳǊǊŜƴŎȅ ƛƴ нллуΦ Lǘ ǿŀǎ ǘƛǘƭŜŘ ά.ƛǘŎƻƛƴΥ ! tŜŜǊ-to-tŜŜǊ 9ƭŜŎǘǊƻƴƛŎ /ŀǎƘ {ȅǎǘŜƳέΦ 

 

1.5. Implementation of Blockchain Technology Could into eSports 
eSports is one of the fastest growing industry in the world. Its revenue reached $696 million in 2017. 

Estimated revenue of 2020 is about $1.5 billion, which is over 10-fold as of the revenue in 2012. 

 

Blockchain could be implemented into various applications in eSports industry and bring a revolution 

on the current operation of eSports. Given its nature of decentralization, rapid validation on 

transaction, advanced durability, transparency, and user empowerment; our blockchain-based MTC 

platform has an unique advantage rather than other eSports projects.  

 

On blockchain, transaction cannot be tampered or deleted post-execution. Every individual user is 

directly in control of his/her information and transaction history; however, all changes on public 

blockchains are publicly viewable. 
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2. Solution of MTGamer 

2.1. To solve the problem, we: 

 ̧ Build a system to prevent distortion and provide accurate eSports data for public. 

 ̧ Invent a decentralized platform handling data of player passports and tournaments. 

 ̧ Create a highly secured database with data of eSports against being tempered or deleted. 

 ̧ Develop a credible and effective system for players and clubs to form teams. 

 ̧ Setup an authorized eSports stage for potential players and amateurs to show off. 

 ̧ Open a gateway to legal betting channels of eSports. 

 

We observed that various platforms are delivering latest information of eSports and allowing  

eSports players to join tournaments nowadays. Due to untrustworthy sources or human error, the 

data and information may be distorted or incorrect. Hence, MTGamer aims to revolutionize the 

eSports industry by creating a decentralized platform with blockchain technology implemented. In 

the meanwhile, financial returns can be achieved by applying Token Incentive Model (MTC). 

 

MTGamer has long been official authorized, by game owners as well as licensers, to host and 

organize eSports tournaments in Asia. We brought up our first official tournament, Glory Cup, 

along with registration system, in 2017, which by upgrading with blockchain technology will 

become securer and more efficient for tournament operation. 

 

To create the decentralized platform and multibillion ecosystem, we will: 

 

i. Create decentralized Player Passport by blockchain technology. 

ii. Establish a transparent and reliable Social Network where executes rules of interaction and 

transaction by Smart Contract.  

iii. Form a secured eSports Database to store the data of players, tournaments, and 

transactions. 

iv. Organize licensed eSports tournaments to generate and collect the data of eSports. 

v. Develop MTChain, a system with efficient performance by adopting an effective 

development framework at application layer, to conduct transaction with high speed, low 

cost, and strong security. 

vi. Raise the users and rich the system by compensating token to all parties contributed the 

decentralized platform 
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3. Product Details 
 

3.1. What MTChain can do? 

 

Decentralized Player Passport and User Management System 

1. MTGamer User Management Platform, similar to cryptocurrency exchange platform, consists of 

semi-centralized user management system MTUMS and decentralized storage named MT 

Chain. 

 

2. Core User Management System will record the activities, comments, and change of points 

among different users in real time approach. The transmission of MTC will apply encrypted 

digital signature to verify if the transactions are irreversible. It also prevents MTC from being 

repeatedly used to maintain its steady supply and stable value. 

 

3. To lower the transaction cost, all transactions are packed and executed altogether on the main 

chain in chronological order. This structure balances the security and efficiency on main chain 

traffic so that allows users to make transaction continuously. 

 

 

 

 

 

 

 

 

 

 

 

 

 

Decentralized eSports Database 

1. MTGamer will apply MT Chain and IPFS as two-tier architecture to record the data of 

tournament. 

 

2. The data of all users and tournaments will be stored in MT Chain which secures the data against 

Transactions  MTGamer  

Account server  

MTChain  
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distortion. All related videos, game records are stored by different nodes in assigned IPFS by 

MTChain. 

 

3. LtC{Ωǎ ŘƛǎǘǊƛōǳǘŜŘ ŦƛƭŜ ǎǘǊǳŎǘǳǊŜ ŜƴǎǳǊŜǎ ǘƘŜ ƳŜŘƛŀ ǊŜŎƻǊŘǎ ǘƻ ōŜ ǎǘƻǊŜŘ ǇŜǊƳŀƴŜƴǘƭȅ ŀƴŘ 

accessible anytime anywhere. Further, MTGamer will provide RESTful API for partners and MTC 

holders to access the tournament records for reference and training purposes. 

 

Decentralized Social Network and Application of Smart Contract 

1. Crowdfunding for Tournament Sponsorship ς Players can raise the crowdfunding campaign for 

tournaments, and create rules to reward users by gift or prize. 

 

2. Battle by Smart Contract ς Players can create rules and challenge others for a specific reward. 

The system will execute the rules and allocate the prize according to the result of the battle. 

 

3. eSport Betting ς Users can place a bet on the tournament at our partners with legal betting 

licenses. The platform will reward the users according to the result of the game and the bet. 

 

4. Ad Revenue Sharing ς MTGamer will share advertising revenue with qualified content 

contributors by rewarding corresponding value of MTC . The content contributors could be any 

users on the platform. 

 

-4#ÈÁÉÎ -4' )0&3 
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3.1.1. TOKEN DETAIL (MTC) 

MTC is issued on the latest version of open-source Ethereum technology and compatible to ERC20 and 

ERC223 standard. Our experienced blockchain specialists and Mathematicians develop another private 

chain named MTChain to perfectly implement Practical Byzantine Fault Tolerance (PBFT) for 

accelerating the production of consensus speed. 

 

 

3.2. MTGamer Ecosystem 
 

With our exclusive eSports content, such as latest information, licensed tournaments, game analysis, 

live broadcasts, and video production, MTGamer offers omni-feature on our decentralized platform: 

 

 ̧ Decentralized database 

V Player Passport 

V eSports Team / Club 

V KOL / Anchor 

V Games 

V Fans / Viewers 

V Sponsors / Advertisers / Supporters 

 

 ̧ Social Network Modules 

V Fans page 

V News 

V Ecommerce 

V Game matching 
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V Virtual item trading 

V eSports training 

V KOL streaming 

 

 ̧ Account System 
V Wallet 

V Awards 

V Token management 

 

 ̧ Smart Contract 

V Team sponsorship 

V Broadcasting rights of the tournament 

V Betting odd 

V Advertising 

 

 ̧ Developer Platform 
V Games 

V Mini-games 

V SDK for direct login 

 

 ̧ Advertising system 

V Advertisement / Sponsorship 

V Fans / Followers 

V Teams / Clubs 

V CPC/CPM Advertising 

 

3.3. MTGamer Product Highlights 

3.3.1. User Management System 

MTGamer User Management System is a decentrallized system  monitoring the data of users including 

ǇƭŀȅŜǊǎΣ ǘŜŀƳǎΣ ǎǇƻƴǎƻǊǎΣ ŎŀǎǘŜǊǎΣ ǾƛŜǿŜǊǎΧŜǘŎΦ ¦ǎŜǊǎ Ŏŀƴ ǊŜƎƛǎǘŜǊ ƻǳǊ ǎŜǊǾƛŎŜǎ ǎƛƳǇƭȅ ǘƘǊƻǳƎƘ ƳƻōƛƭŜ 

number or email address. The system will assign an unique digital identity and digital wallet to every 

single registered user, and store those data into the blockchain network of MTChain. With the unique 

digital identity, users can enjoy our services within the MTChain ecosystem. 
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3.3.2. Decentralized Database 

eSports industry is sustainly expanding its coverage in the area of sponsorship acquisition particularly. 

The importance of data accuracy is spotted, and reliable information is highly demanded. 

 

To satisfy the market request, MTGamer is developing a decentralized database named MTChain. We 

implement the technology of IFPS to address the data in the meanwhile. This system will save a variety 

of data including personal information, tournament results, player and team records, history of 

ǎǇƻƴǎƻǊǎƘƛǇΣ ŀƴŘ ǘǊŀŎƪǎ ƻŦ ŀŘǾŜǊǘƛǎŜƳŜƴǘΧŜǘŎΦ 

 

Once all the data storing on the blockchain is secured and accurate, marketers and advertisers would 

gain confidence on putting more resources on eSports market. This is the foundation of MTC and the 

difference from other platforms. 

 

3.3.3. Advertising and Sponsorship System 

As same as athletes of tranditional sports, eSports players need monetized supports from the public to 

maintain their daily life and quality of training infrastructures. However, in the past, some teams could 

exclusively benefit from sponsorships, as the result in long run, teams who have hardly got sponsored 

could hardly get well trained as the teams who have got most resources.  

 

By using decentralized database to create a fair and limitless platform for sponsorship with MTC, 

individual players and teams may create a tournament on the platform, interact with audience, gain 

more experiences, and partner with some broadcasters to promote themselves for earning 

sponsorship. 

 

MTC is the currencry used on the platform. It can be used for purcahsing eSports equipments and 

exchanged to practical currency in the future. Users could pay training fee by MTC at the platform 

when more features open in the future. Thus, MTC will be widely used on the platform. 

 

Besides personal sponsorship, the Platform integrates advertising platform from the third parties, all 

advertising income will be converted into MTC, and compensate the content contributor, including 

players, broadcasters, media, or any other users promoted the tournaments. 

 

Every advertiser can select any tournaments or videos to place the advertisements and banner in the 

service  of CPC / CPM model. 

3.3.4. Social Network 
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Social Network is the fundamental feature of MTGamer, it handles the 

composition and presentation of the content published by users. Social 

Network consist of seven components:  

 

 ̧ Social Engagement↨ 

Engagement module includes Like, comment, donation, forwarding, 

ǎǳōƳƛǎǎƛƻƴΣ ǎƘŀǊƛƴƎΧΦŜǘŎΦ 

 

 ̧ Fans Page  

Fans Page feature is like the one on Facebook or WeChat. Every player, 

team, or club is able to create own Fans Page and present its own 

performance and record. Also, the owner may broadcast the live of 

training that generates advertising income. MTGamer will share the 

revenue as royalty in the form of MTC. 

 

This fans page also plays as the role of fundraising. For instance, players 

may share the fans page to social network, and reach potential brands and organization 

interested in sponsoring. 

 

 ̧ E-Commerce 

Retailers may setup an e-store on the platform to draw business. eSports players may also 

through the platform franchise their own patents or portrait rights, sell their merchandise in own 

brands.  

 

 ̧ Battle Matching 

The platform opens for users to create and enroll any championships. Teams and players are free to 

take challenges as wish. Prospective sponsors and advertisers may  

 

Some tournaments may require special rules for players enrollments to control the fairness and 

ŜȄŎƛǘŜƳŜƴǘ ƻŦ ǘƘŜ ƎŀƳŜǎΦ {ȅǎǘŜƳΩǎ !L ŜǾŀƭǳŀǘŜs and matches the capability of players, then invite 

players having close preferences and skills to join the tournament.  

 

 ̧ Virtual Item Trading 

Users may trade their virtual items or goods on the platform. By applying Smart Contract, buyers 

and sellers can enjoy the safest transaction process during the trade.  

 

Trading Procedure 

1. Buyer pays MTC, smart contract made. 
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2. Seller uploads account information to smart system 

3. After MTC recognized, smart contract is executed and deliver the goods to the buyer. 

 

Service Fee 

A week since launch of commissioned sales service is scheduled as Beta period; free of charge for 

any transactions made during the Beta. When the service is fully operating, the Platform would 

charge the service fee in the unit of MTC. The time and price will be announced on the designated 

official page. 

 

 ̧ Other prospective features 

V eSports Training 

V KOLΩs Live Broadcasting 

V Latest News 

 

3.3.5. Smart Contract 

The Platform is compatible with the variety of Smart Contract kinds: 

 ̧ Sponsorship of Clubs or Teams 

 ̧ Broadcast Rights of Tournaments 

 ̧ Game Betting 

 ̧ Advertising 

 

3.3.6. Developer Platform 

RestFUL API is provided and open for: 

 ̧ Applications 

 ̧ Games and Mini-games 

 ̧ SDK for Direct Login 
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3.4. Technical Realization 

Three layers included in the overall technical architecture of MTC are Client, MTChain Core, and 

Blockchain 
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4. Overall Technical Architecture 
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4.1. Client 

MTGamerΩǎ ŀǇǇƭƛŎŀǘƛƻƴǎ are compatible with the following systems and devices: 

V iOS 

V Android 

V H5 

 

4.2. Developer Platform 
In addition to MTGamer official applications, RESTful API is also provided for partners and developers 

to build their own applications as wish.  

 

The module of Player Passport is the fundamental service inside MTGamer ecosystem. As an advantage 

of unified MTGamer account, not only could users navigate the social network to get information by 

ƻǳǊ !ttǎΣ ōǳǘ ŀƭǎƻ ōŜ ŀōƭŜ ǘƻ ƛƴǘŜǊŀŎǘ ǿƛǘƘ ƻǘƘŜǊ ƴŜǘǿƻǊƪǎΣ ƎƛǾƛƴƎ ŀ ά[ƛƪŜέ ƻǊ ƭŜŀǾƛƴƎ ŀ ŎƻƳƳŜƴǘ ŦƻǊ 

instance. 

 

The functionality of Statistics module is to record the logs of core operations, so that the data can be 

analyzed. Data analysis involving measures of social activeness, user contribution, and royalty of 

developer, etc.  

Thus, MGamer is building a developer platform; developers could develop any third party applications 

proper to the ecosystem by using the interface provided. While the launch of Developer Platform, 

MTGamer will supply the entire technology and demonstration so that third party developers can 

easily get used to it. 

 

4.3. Blockchain Layers 
MTGamer will apply MTChain and IPFS as two-tier architecture to manage the data of eSports profiles 

and tournaments. 

 

4.3.1. MTChain 

The data of all users and tournaments are stored in MTChain which secures the data against distortion. 

All related videos and game records are stored in different nodes of IPFS assigned by MTChain. 

 

4.3.2. IPFS 

InterPlanetary File System (IPFS) is a protocol and eponymous network designed to create a content-

addressable, peer-to-peer method of storing and sharing hypermedia in a distributed file system. 
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Game related videos and multi-media files will be stored in the IPFS, and the immutable and 

permanent IPFS links are placed into MTChain.  
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5. Incentive Mechanism 

MTGamer encourages eSports players to actively participate in and contribute to the Social Network, so we have 

founded eSports Social Incentive Fund, which offers users ERC20 Token as reward. To effectively and fairly 

motivate the users, MTGamer has invented two algorithms, POI (Proof of Influence) and POP (Proof of 

Participation), for measuring the contribution from as well as giving the corresponding rewards to organizers 

and participants. 

 

a¢DŀƳŜǊΩǎ wŜǿŀǊŘ 5ƛǎǘǊƛōǳǘƛƻƴ {ȅǎǘŜƳ ǎŜǘǘƭŜǎ ǘƘŜ ǊŜǿŀǊŘǎ ŜǾŜǊȅ нп-hour; then, Reward Wallet immediately 

deposits the rewarded MTC to personal wallet of all qualified participants. 

 

5.1 Reward Wallet 

Reward Wallet is a digital wallet specialized for saving Social Incentive Token. The Social Incentive System, 

according to the amount of reward given and social benefit, recharges the Reward Wallet in 24-hour basis. 

  

5.2 Proof of Influence (POI) 

Algorithm of POI, part of Reward Distribution System, measures the influence created by content producers, 

ǇƭŀȅŜǊǎΣ ōǊƻŀŘŎŀǎǘŜǊǎΣ Yh[ǎΧŜǘŎΦ Lǘ ŘƛǎǘǊƛōǳǘŜǎ ǘƘŜ ¢ƻƪŜƴ ŦǊƻƳ ǘƘŜ wŜǿŀǊŘ ²ŀƭƭŜǘ ǘƻ ǘƘŜǎŜ ǳǎŜǊǎ ōŀǎŜŘ ƻƴ ǘƘŜ 

influence generated. 

 

In every 24-hour basis, the system measures the factors, such as DAU, visitors, Likes, comments, shares, dwell 

time, concurrent users, new registers, and sponsored Token, of each page to evaluate the value of influence. 

άAƳέ ŀǎ ǘƘŜ ǾŀƭǳŜ ƻŦ ƛƴŦƭǳŜƴŎŜ ŜŀŎƘ ǇŀƎŜ ƎŜƴŜǊŀǘŜŘΦ 

 

Definition: 

Å k as all the factors 

Å Fi as the POI value obtained by using regression equation 

Å Bi as the weight of identical factors 

 
 

If R indicated the daily amount of distributed Token, by evaluating all pages in monthly basis, the reward Rm of 

each page owner is:  
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Å n as the number of new pages created in last 30 days. 

 

20% of the daily Token gained is distributing to participating users. Content contributors have the rights to 

adjust the proportion of reward less than or equal to 30%. The remaining Token is rewarding the content creator 

for encouraging them to create more influential content. 

 

5.3 Proof of Participation (POP) 

Page owner may share the reward from POP to content contributors. POP measures and distributes the reward 

to users based on their participation. 

 

The system measures the attributes of users, such as registration time, retention, connections, transaction 

rating, current token, valid page view, and social engagement, to evaluate the participation level (Cm) of users. 

 

Definitions: 

Å ai as factor of participation, involving the user behavior and overall influence of the page; 

Å rmi as the weight of factor 

 

 
 

 

 

Every 24-hour, Social Incentive System evaluates overall influence of the page, then distribute part of the profit 

through POP to the participating users of the page. 

 

Å Rm as the number of Token that the page earned from POI, after the proportion of reward for page creator 

deducted, the remaining reward for participating users is defined as rmi 

Å p as the proportion of reward for page creators, while t as the number of participating users in last 30 days. 
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6. TOKEN 

6.1 Token Distribution Model: MTC Distribution 

To finance the MTGAMER roadmap shown hereafter, we will offer 300 million units for sales, out of 1 

billion units total supply of MTC. 

 

Maximum Financing: 46,160.00 ETH 

Minimum Financing: 15,000.00 ETH 

Exchange Rate for Token Distribution Event: 1 ETH = 6,500 MTC 
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6.2 Budget Allocation 

 

R&D 40% of budget 

ü Focus on the research and development of the eSports ecosystem. 

Marketing 50% of budget 

ü Marketing will focus on expanding adoption of the blockchain-based ecosystem. This also 

covers the growth expenses of the whole community. 

Legal & Admin 10% of budget  

ü This will cover legal, finance & accounting, human resources and other related administration 

expenses. 
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7. Roadmap 
7.1 Token Roadmap 
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7.2 MTGamer Milestones (2015 ς 2017) 
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7.3 MTGamer Roadmap (2018 ς 2019) 
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8. Team Members 
Chairman -  Mr. William Wong 

William Wong  Master of Finance at London Business School, has worked at 

CHINA RESOURCES POWER HOLDINGS (0836.HK)̡ALLCO FINANCE (ASIA) LIMITED ς CITIC ALLCO China 

Private Debt Fund, and SWISS INTERNATIONAL ASSET MANAGEMENT specializing in investment 

activities. In 2008 ς 2012, William worked in HSBC PRIVATE EQUITY - Infrastructure & Real Asset 

Private Equity Funds as investment director of Greater China, responsible for fund-raising and 

operating a total scale of 1.5 billion US dollars of private equity funds. 

 

C.O.O - Mr. Douglas Wai 

Douglas Wai is responsible for business operation of eSports and game media, including production, 

operation, marketing and sales. Prior to joining MTGamer, Mr. Wai was a Vice President of Taiwan and 

Hong Kong regions at Changyou.com Limited (NASDAQ: CYOU), in charge of the regional business and 

operations. He has over 15-year experiences in IT industry such as system development, network 

engineering, e-commerce, digital marketing, and product operation. Mr. Wai received a Bachelor of 

Science degree in major of Business Management Global Marketing emphasis, and minor in 

Information Technology from Brigham Young University. 

 

Member 

Production Manager - Kengi Szeto 

 ̧ Over decade experience in gaming industry 

 ̧ Skilled at videos and article editing 

 ̧ Expert in content production 

 ̧ Monitor tournament and live content 

 

Marketing Manager - Amanda Yu 

 ̧ Experience in launching marketing campaigns for years 

 ̧ Skillful in online and offline marketing 

 ̧ Monitor social media to optimize social exposure 

 ̧ Establish and maintain relationships with partners. 

 

Chief Broadcaster - Thronehs 

 ̧ International Well-known eSports Player ς Thronehs 

 ̧ Having started his first live broadcast on MTGamer since 2016 

 ̧ Double master degrees holder 

 ̧ Achievements: 

 ̧ 2016̨ Hearthstone̩ APAC Spring Championship ς 1st Winner 
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 ̧ 2016̨ Hearthstone̩ APAC Summer Championship ς Top 24 

 ̧ 2016̨ Hearthstone̩ APAC Winter Championship ς Top 24 

 ̧ 2016 SanDisk Tournament ς Top 4 

 ̧ 2016 Singapore Tournament ς Top 64 

 ̧ 2016 Thailand Tournament ς Top 16 

 ̧ 2017 SanDisk Tournament ς Top 4 

 

Communication Manager - Ms. Nina 

 ̧ Rank-S female player of Arena of Valor 

 ̧ Over 65,000 fans on personal Facebook 

 ̧ Approx. 34,000 followers on personal Instagram 
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9. Consultants, Investors, and Partners 
Mr. David Chic  

Currently working as CFO of Emerald America Investment Corporation (EAIC), which solely owns a VIE 

in China and has the agreement with Alisports, a wholly-owned subsidiary of Alibaba, to be their 

ŜȄŎƭǳǎƛǾŜΣ ƛƴŘŜǇŜƴŘŜƴǘ ŘŜ ŦŀŎǘƻ 9ƭŜŎǘǊƻƴƛŎ DŀƳŜ tǊƻǾƛŘŜǊκ5ŜǾŜƭƻǇŜǊκtǳōƭƛǎƘŜǊ ŦƻǊ ǘƘŜ ǎŜƎƳŜƴǘ ά/ƘŜǎǎ 

ŀƴŘ /ŀǊŘέΦ 9!L/ ŀƭǎƻ Ƙŀǎ ǘƘŜ ŀǳǘƘƻǊƛȊŀǘƛƻƴ ǘƻ ƻŦŦŜǊ ōƻƴǳǎ-point awards to social gamers. These awards 

will take the form of credits to their UnionPay cards, thereby enabling gamers to use their credits to 

purchase goods and services world-wide. 

 

Mr. Akihito Hotehama 

/9h ƻŦ 5ƻǳōƭŜƭΣ LƴŎΦ Σ Lƴ нллнΣ ƘŜ ŦƻǊƳŜŘ ǘƘŜ ά¦ƴƛǾŜǊǎƛǘȅ ƻŦ ¢ƻƪȅƻ {ǘŀǊǘǳǇǎ /ƭǳō ¢bYέ ŀƴŘ ǇǊƻŘǳŎŜŘ 

many entrepreneurs starting up companies including Gunosy Inc. listed on Mothers. Afterward, he 

founded mobile game company, aiming to promote academic-industrial alliance. In 2014, he 

established Doublel,Inc. . 

 

Mr. Suzuki Masanori 

Mr. Suzuki Masanori, famous investor in Japan and Hong Kong, specializing in investment activities. 

 

Mr. Kobayashi Mamoru 

Mr. Kobayashi Mamoru, working at media industry and Government departments for long while, has a 

wide network in Japan, 

 

Mr. Ito Takayuki 

Mr. Ito Takayuki has over 15-year experiences in media industry such as advertising, marketing, event 

operation and TV program production, etc. 

 

Mr. Satoyoshi Hiroki  

Mr. Satoyoshi Hiroki, famous game producer in Japan, has worked at Konami as Software Developer, 

Sony Pictures Entertainment as Game Designer and EA as Game Director. 

 

Ms. Shibuya Yuri & Ms. Miyamoto Saki 

Ms Shibuya Yuri and Ms Miyamoto Saki, both well-known models and artists in Japan, Taiwan and 

Hong Kong, represent MTGamer as goodwill ambassador in Japan. 
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China UnionPay Wallet 

 
China UnionPay, is a Chinese financial services corporation headquartered in Shanghai, China. It 

provides bank card services and a major card scheme in mainland China. Founded on March 26, 2002, 

China UnionPay is an association for China's banking card industry, operating under the approval of the 

People's Bank of China (PBOC, central bank of China). It is also the only interbank network in China that 

links all the ATMs of all banks throughout the country. It is also an EFTPOS (Electronic Funds Transfer at 

Point of Sale) network. It is the largest card payment organization (debit and credit cards combined) in 

the world, based on payment transactions, schemes and number of cards issued, before Visa and 

MasterCard. It also offers mobile and online payments.

\  

 

Advisory Board - Advisory board - Fun88 

 
Fun88 is an online gaming company in Asia that offers sports betting, live casinos, slots and keno 

games, all of which are available in multi-languages. Fun88 is licensed and regulated by the Isle of Man. 

It is certified as well as audited by Gaming Associates, an Australian testing and auditing house for 

interactive gaming. 
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Advisory Board - GGESPORTS 

 
GGESPORTS is a free online betting platform.  

 

eSports Team ς MonsterShield 

 
MonsterShield 

Participate in Arena of Valor league and various eSports tournaments 
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eSports Team - Nova eSports 

 
Nova eSports is a dominant force in the most widespread mobile game ever created; Clash Royale, and 

have successfully expanded into a variety of other major titles. They pride themselves on bringing 

together a team of individuals with a passion for gaming, each with unique strengths and expertise. 

From winning major live events and organizing significant online leagues, to dominating in game 

rankings. Nova consistently excels in the mobile eSports arena. With numerous top 10 in game global 

teams and a multitude of top ranked regional clans. Nova has representation in every major eSports 

market in the world. 
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