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Abstract

Gilgam.es is planning and preparing to launch a platform allowing both
individual players and teams to compete in popular eSport games – DOTA2,
League of Legends, Counter Strike: Global Offense, Call of Duty, etc... –,
supervised by our own artificial intelligence.

Security of players

The biggest problem in every online game is cheating, either financially (credit
card frauds) or in-game cheating. We aim to eliminate the risk of the former by
decentralizing transactions on the basis of ethereum blockchain; while in case of
the latter, we are planning to eliminate in-game cheating by means of strict KYC 1
software monitoring, using our own artificial intelligence.

Decentralization
Financial transactions of players will be conducted by smart contracts running
on Ethereum blockchain, the execution of which cannot be manipulated
externally, thus they are executed in accordance with pre-coded outcomes.
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Know your customer (KYC) is the process of a business verifying the identity of its clients. The
term is also used to refer to the bank regulation which governs these activities .
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(Filtering financial cheating)

Automated

The artificial intelligence developed by us will analyze the outcome of every
match and determine the result of the game. Parties may accept this outcome or
place their complaints.

MARKET
WHY ESPORTS MATTERS TO EVERYONE, INCLUDING YOU
“Esports is the biggest disruption to hit our industry since the iPhone in 2007”
The traditional focus of game publishers has been on the gamers themselves,
who spend money directly in or on their titles. More recently, publishers have
put another group at the center of their marketing effort: the content creators
who create and share game video content on channels such as YouTube, Hitbox,
DingIt and Twitch. This group has proved to be a valuable and cost-effective
marketing tool for publishers, bringing increased attention and players to their
games. Esports is a prime example of this. Esports competitions and the content
around them help publishers to grow engaged and active communities around
their titles, prolonging the lifespan of their gamers and transforming their titles
into true entertainment brands. The number of viewers can easily outnumber
the number of gamers and could
provide as much monetization
opportunities

as

the

players

themselves.2
Worldwide Digital Games Market,
2015E ( $64.7B ):
Organizing eSports tournaments is
a key strategic component for top
Multiplayer Online Battle Arena
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NEWZOO ESPORT: 2016 Global eSports market report
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(“MOBA”) and First Person Shooter (“FPS”) games, which have earned a
combined $1.6B in revenues year to date.
MOBA and FPS MMO (Massively Multiplayer Online) players spend more on
gaming related expenditures than the average gamer, globally, converting into
paying customers this year at a rate of 7.7% and 10.8% respectively. Studios
have capitalized on this: since Riot began officially sanctioning League of
Legends tournaments in 2011, the game’s annual revenue has increased from
$85.3M to a whopping $1.2B projected by year’s end.
The global eSports market generated

$748M in revenue in 2015E, and is

expected to grow to $1.9B by 2018E. North America and Europe comprise 52%
of the market as they continue to rapidly invest in the space.
One American analyst even predicts that the eSports market in the U.S. alone will
grow from $85M in 2014 to $1.2B in 2018, a compound annual growth rate of
93.8%.
The definition of the eSports market, as defined by SuperData Research, includes
the followingcategories:


Sponsorships & advertising



eSports betting & fantasy sites



Major League Gaming prize pools



Micro tournaments



Merchandise



Ticket sales

Private & Confidential

In 2015E, Betting & Fantasy sites, Prize pools and Tournaments revenues
amounted to roughly $56M, $54M, and $28M respectively, totaling $138M, and is
expected to grow to $350M by 2018E.7 This enormous growth potential
presents Gilgam.es with a compelling opportunity to capitalize on the growing
interest of eSports enthusiasts who want to be more involved in the action.
A third of fans don’t just want to watch eSports, they also want to compete.
On average, eSports fans compete in four live tournaments every six months.
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This can be inconvenient for frequent competitors. Likewise, nearly half of
eSports enthusiasts bet on sports matches every week. They would like to be
able to compete online through a trusted operator. Currently, there are only
flawed solutions to the problem, and none support a seamless customer
experience. Problems ranging from confusing user interfaces (“UI”), to potential
for fraud, have prevented current operators from reaching full potential.
Gilgam.es’s online platform will provide an environment for gamers to compete
without the problems associated with the current market offerings.

Potential platform volume
Our solution for providing an opportunity for everyone: to play in a safe and
secure environment, in AI-supervised games on our servers, which are
guaranteed to be free of cheating.

Opportunities

The global e-sport market is expecting a huge growth. According to forecasts, a
37% growth is expected in 2017. By 2018, the expected total income is $1.92B. In
this expanding market, every third fan wishes to take part in tournaments as a
player. With regard to the above data, estimating the market share of Gilgam.es
platform at 1%, the expected revenue is:
Estimated daily revenue on the basis of current data
Game

Players
Daily volume
3
(concurrent)
Counter-Strike: Global Offense
600 0004
$288 0005
DOTA2
800000
$384 000
League of Legends
7 100 000
$3 408 000
Total:
8 500 000
$4 080 000
The expected monthly revenue of the Gilgam.es platform in 2018: $122.4M
3

Number of players at any time
http://store.steampowered.com/stats/
5
Daily volume = Players * 4 * 24 * 0.01 * $5 * 0.1 The length of a round is 15 minutes; 4 games
can be played within an hour. The share of Gilgam.es is 10%, the average buy-in is $5.
4
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Further opportunities
The platform implies the opportunity to keep its steady growth by integrating
further games, while the modular structure of the platform allows for integrating
new functions. As the first step, based on the statistics of the users of the
platform, we are planning to embed a betting module, which would enhance the
profitability of the platform. Thus the holders of the tokens could take part in
betting events.

APP TOKENS
The tokens issued by Gilgam.es can be used in the following main areas:
⁃

playing in matches and win further tokens,

⁃

ranking rewards,

⁃

vetoing debated match results,

⁃

organizing private tournaments,

⁃

betting events (later),

⁃

Coinflip, jackpot(inventory elements) (later),

⁃

selling / buying inventory elements (later),

⁃

referral rewards

Token acquisition

As a utility token, GGS is involved in every process of the ecosystem. GGS can be
acquired through Gilgam.es's native app, from another player via transfer,
through playing competitive matches with players, from claiming referral
rewards, or any other method in platform. Users will have the ability to acquire
GGS by sending Ether (“ETH”) to the GGS creation contract on the blockchain
during a presale. The Gilgam.es interface will integrate third party trading
solutions such as Shapeshift and Coinbase for users who don’t have ETH.
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Token crowdsale

The Gilgam.es Token initial distribution will be in the form of a crowdsale.
Anyone will be able to acquire GGS at a discount rate by pledging ETH into the
token sale smart contract. People who have other cryptocurrencies such as ETC,
BTC or XRP can create GGS via a thirdparty conversion service that will be
available on the crowdsale page. The sale will last four weeks from 20/06/2017
to 20/07/2017. These dates are approximate, as the actual start and end time
will correspond to Ethereum block numbers.
The first hour of the sale will be a
Power Hour. At this time, tokens
will be available at a rate of 750
GGS to 1 ETH. Then the rate will
change to 650 GGS to 1 ETH. Every
week, the rate will decrease linearly
until it hits 500 GGS to 1 ETH.
The token sale will have a hard cap that, when reached, will immediately disable
additional sales. The cap will be measured in Ether and set in the token sale
smart contract to a value approximately equal to $6 million USD based on the
ETH/USD price at the start of the token sale.
At the end of the sale, the founding team will receive a 10% allocation of GGS,
subject to a twelve month holding period. These tokens will serve as longterm
incentive for the Gilgam.es founding team. An additional 20% will be allocated to
an eSports ecosystem fund to be used for promotions and eSports tournament
rewards. 50% of tokens are going to the development team, to do the UI and
other developing tasks. The administering and legal tasks will give 20%. At the
end of the crowdsale, token creation will be closed permanently. Token transfers
will be restricted for two months after the sale ends.
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Player management

Upon registration, each player is to meet KYC requirements. Connecting the
steam account with KYC options ensures that each player can register only with
one account. Banning cheaters is final; they cannot register again to the system.

Match results
Match results are determined in 2 steps.
Match results will be checked and supervised by our own AI. Continuously
learning, it screens cheaters and immediately bans them. Participants may accept
the screened results or can veto them. Verification of vetoes will happen within
48 hours. Final decisions will be made by experts within our internal monitoring
system.

Screening cheaters
The first line of defense against cheaters and cheating software is the anti cheat
system embedded in our client software. It monitors the extensions loaded into
the memory of running games and in case it detects any suspicious software, it
will request its user to remove it. The second defense line is our AI continuously
monitoring the processes and results of running matches. It will learn player
behavior patterns on the basis of pre-defined boundary conditions, tuned on
salient behavioral anomalies. The third line of defense is made up of the internal
experts of the system who are able to draw final consequences on the potential
manipulation of the game, based on the recorded stream image and statistics of
the game. The fourth defense line is provided by connecting the Steam account
with KYC functions.

Vetoing

Should a participant not accept the end results of a game, they can veto it. Of
course, its fee must be paid in order to eliminate the possibility of filibusters.
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Upon vetoing, our experts will examine the issue and decide on the official
results. If the veto proves to be justified, the veto fee will be returned for the
vetoing user together with the buy-in of the cheater, while all the other
participants in the game will get back their own buy-ins.

KYC
We wish to utilize Know Your Customer principles as the 4 th defense line for
eliminating cheating. Users only can join the games if they meet all the KYC
requirements. Cheaters will not be able to register new accounts in our system.
Banning is final and not resolvable.

Private tournaments
We will provide and opportunity for organizing one's own tournaments, for
which our tools will ensure security, and the game organizers will provide
players. Private tournaments may be accessed via invitation or publicly as well.

Betting (Later)

As the first step of expansion, based on the statistics of the users of the platform,
we are planning to embed a betting module, which would expand the functions
of the platform.

Coinflip, jackpot (Inventory elements) (CS:GO, etc…)
The platform can be used for launching coinflip and jackpot games with
inventory elements.

Sell-Buy inventory elements
We will provide an opportunity for utilizing tokens, swapping, buying and selling
inventory elements. (CS:GO, etc...)
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Referral rewards
Users can acquire tokens by recruiting new users as well. The recruiters will get
their referral rewards after the first game of the newly registered person invited
by them.

Ranking

We will develop our own ranking system for the users of the platform. Ranks can
be attained depending on the user levels of the platform. Ranks entail various
levels of entitlement and rewards.

MatchMaking Ranking
A player’s Matchmaking Ranking (“MMR”) will be adjusted after every match.
The adjustment will depend on the actual MMR of the player and the player's
opponent. The ranking gained or lost by each player in a match will be the
opposite of the gain or loss of their opponent.
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Platform

The platform will be developed divided into several regions in order to keep
pings low and distribute network load. The regions are planned to be the
following:



Asia



Australia



Europe



North America



South America

The client application, which can be downloaded from our landing page, will run
within an electron framework on JavaScript, HTML, CSS basis platform will not
depend on the operating system of the user. The first anti-cheat defense line is
embedded in the the client application. It monitors the programs used by the
user and their interference with the running game program. The interface will
allow the user to create an account by founding a new Ethereum address with
Ether via an established payment processor.
Regional API servers will ensure connection between users, supervise the adding
of rooms, and monitor the statistics of currently running games. The AI coded by
us will learn players' behavioral patterns and interfere in case it detects salient
anomalies in the players' behavior.
Regional RoomSync API servers will monitor pending and running rooms.

SECURITY
In order to ensure the safety of customer funds held in smart contracts, the
Gilgam.es team commits to subjecting its platform to a comprehensive security
audit before launching on the Ethereum mainnet. In the past, Ethereum related
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projects have hired security consultants to conduct security audits prior to
launch. Gilgam.es will do the same with each updated version of the platform and
will release the results prior to launch.

Timeline

May, 2017: White Paper & Crowdsale Announcement
Jun, 2017: Crowdsale starts
Aug, 2017: Crowdsale ends
Okt, 2017: Private Alpha version
Dec, 2017: Private Beta version
Jan, 2018: Public Beta version
Mar, 2018: Production version starts
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Funding
General and Administrative
Tech development and UI
Sales and Marketing
Legal
Misc & Reserves

15%
50%
20%
5%
10%
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Team
CEO Zsolt Rétháti:
Graduated from King Sigismund University in economics and Human
Resources; possesses all qualities of a professional leader. CEO of
Gilgam.es Ltd.; has organized several successfully startups.
Development team:
Ákos Gilikter:
Blockchain and mining expert. Owner of an 1600 pcs mining farm.
Graduated from ELTE as a programming mathematician, applied
mathematics expert. Node.js expert.
Blázsev Drazsen:
Graduated from UP in programming specialist, computer science
engineer. Node.js expert. Full time developer in Node.js from 2014.
István Zoltai:
Virtual environment and AWS expert. Certified AWS engineer.
Viktor Hudi:
Champion of Hungary 2012 in CS 1.6, e-sport specialist and advisor.
Bálint Fehér:
E-sport specialist, server architecture expert, map maker.
PR Team:
Berta Bakonyi:
Graduated from PTE in English and linguistics. Extensive experience in
marketing, customer support and PR. Co-ordinator of PR and customer support
team.
Balázs Kozma:
Sales executive of Gilgam.es Ltd., and online marketing expert.
Zheng Wei:
Public relation expert and Marketing manager of Gilgam.es Ltd.
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Disclaimer
NOT AN OFFER TO SOLICIT SECURITIES AND
RISKS ASSOCIATED WITH GGS AND THE GILGAM.ES NETWORK
Last Updated May 3th, 2017
This document is for informational purposes only and does not constitute an
offer or solicitation to sell shares or securities in Gilgam.es or any related or
associated company. Any such offer or solicitation will be made only by means of
a confidential offering memorandum and in accordance with the terms of all
applicable securities and other laws. None of the information or analyses
presented are intended to form the basis for any investment decision, and no
specific recommendations are intended. Accordingly this document does not
constitute investment advice or counsel or solicitation for investment in any
security. This document does not constitute or form part of, and should not be
construed as, any offer for sale or subscription of, or any invitation to offer to buy
or subscribe for, any securities, nor should it or any part of it form the basis of, or
be relied on in any connection with, any contract or commitment whatsoever.
Gilgam.es expressly disclaims any and all responsibility for any direct or
consequential loss or damage of any kind whatsoever arising directly or
indirectly from: (i) reliance on any information contained in this document, (ii)
any error, omission or inaccuracy in any such information or (iii) any action
resulting therefrom.
Gilgam.es Token, or “GGS”, is a cryptographic token used by the Gilgam.es
network.

GGS is not a cryptocurrency.
At the time of this writing, GGS (i) cannot be exchanged for goods or services, (ii)
has no known uses outside the Gilgam.es network, and (iii) cannot be traded on
any known exchanges.
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GGS is not an investment.
There is no guarantee that the GGS you purchase will increase in value. It may –
and probably will at some point – decrease in value. Those who do not actually
use their GGS honestly and fairly will lose their GGS to those who do.

GGS is not evidence of ownership or right to control.

Controlling GGS does not grant its controller ownership or equity in Gilgam.es, or
the Gilgam.es network. GGS does not grant any right to participate in the control
the direction or decision making of Gilgam.es or the Gilgam.es Network.

1) Risk of Losing Access to GGS Due to Loss of Credentials
The purchaser’s GGS may be associated with an Gilgam.es account until they are
distributed to the purchaser. The Gilgam.es account can only be accessed with
login credentials selected by the purchaser. The loss of these credentials will
result in the loss of GGS. Best practices dictate that
purchasers safely store credentials in one or more backup locations
geographically separated from the working location.

2) Risks Associated with the Ethereum Protocol
GGS and the Gilgam.es network are based upon the Ethereum protocol. As such,
any malfunction, unintended function or unexpected functioning of the Ethereum
protocol may cause the Gilgam.es network or GGS to malfunction or function in
an unexpected or unintended manner. Ether, the native unit of account of the
Ethereum Protocol may itself lose value in ways similar to GGS, and also other
ways. More information about the Ethereum protocol is available at
http://www.ethereum.org.

15

3) Risks Associated with Purchaser Credentials

Any third party that gains access to the purchaser’s login credentials or private
keys may be able to dispose of the purchaser’s GGS. To minimize this risk, the
purchaser should guard against unauthorized access to their electronic devices.

4) Risk of Unfavorable Regulatory Action in One or More
Jurisdictions

Blockchain technologies have been the subject of scrutiny by various regulatory
bodies around the world. The functioning of the Gilgam.es network and GGS
could be impacted by one or more regulatory inquiries or actions, including but
not limited to restrictions on the use or possession of digital tokens like GGS,
which could impede or limit the development of the Gilgam.es network.

5) Risk of Alternative, Unofficial Gilgam.es Networks
Following the presale and the development of the initial version of the GGS
platform, it is possible that alternative networks could be established, which
utilize the same open source code and open source protocol underlying the
Gilgam.es network. The official Gilgam.es network may compete with these
alternative, unofficial GGSbased networks, which could potentially negatively
impact the Gilgam.es network and GGS.

6) Risk of Insufficient Interest in the Gilgam.es Network or
Distributed Applications

It is possible that the Gilgam.es network will not be used by a large number of
businesses, individuals, and other organizations and that there will be limited
public interest in the creation and development of distributed applications. Such
a lack of interest could impact the development of the Gilgam.es network and
therefore the potential uses or value of GGS.
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7) Risk that the Gilgam.es Network, As Developed, Will Not
Meet the Expectations of Purchaser
The Gilgam.es network is presently under development and may undergo
significant changes before release. Any expectations regarding the form and
functionality of GGS or the Gilgam.es network held by the purchaser may not be
met upon release, for any number of reasons including a change in the design
and implementation plans and execution of the Gilgam.es network.

8) Risk of Theft and Hacking

Hackers or other groups or organizations may attempt to interfere with the
Gilgam.es network or the availability of GGS in any number of ways, including
without limitation denial of service attacks, Sybil attacks, spoofing, smurfing,
malware attacks, or consensusbased attacks.

9) Risk of Security Weaknesses in the GGS network Core
Infrastructure Software
The core software of Gilgam.es network is based on opensource software. There
is a risk that the Gilgam.es team, or other third parties may intentionally or
unintentionally introduce weaknesses or bugs into the core infrastructural
elements of the Gilgam.es network interfering with the use of or causing the loss
of GGS.

10) Risk of Weaknesses or Exploitable Breakthroughs in the
Field of Cryptography
Advances in cryptography, or technical advances such as the development of
quantum computers, could present risks to cryptocurrencies and the Gilgam.es
platform, which could result in the theft or loss of GGS.
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11) Risk of GGS Mining Attacks

As with other decentralized cryptographic tokens and cryptocurrencies, the
blockchain used for the Gilgam.es network is susceptible to mining attacks,
including but not limited to doublespend attacks, majority mining power attacks,
“selfishmining” attacks, and race condition attacks. Any successful attacks
present a risk to the Gilgam.es network, expected proper execution and
sequencing of Gilgam.es markets, and expected proper execution and sequencing
of Ethereum contract computations. Despite the efforts of the Gilgam.es Team,
the risk of known or novel mining attacks exists.

12) Risk of Lack of Adoption or Use of the Gilgam.es Network

While GGS should not be viewed as an investment, it may have value over time.
That value may be limited if the Gilgam.es network lacks use and adoption. If this
becomes the case, there may be few or no markets upon the launch of the
platform, limiting the value of GGS.

13) Risk of an Illiquid Market for GGS

There are currently no exchanges upon which GGS might trade. If ever exchanges
do develop, they will likely be relatively new and subject to poorlyunderstood
regulatory oversight. They may therefore be more exposed to fraud and failure
than established, regulated exchanges for other products. To the extent that the
exchanges representing a substantial portion of the volume in GGS trading are
involved in fraud or experience security failures or other operational issues, such
exchanges’ failures may result in a reduction in the value or liquidity of GGS.

14) Risk of Uninsured Losses
Unlike bank accounts or accounts at some other financial institutions, funds held
using the Gilgam.es or Ethereum network are generally uninsured. In the event
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of loss or loss of value, there is no public insurer or private insurer, to offer
recourse to the purchaser.

15) Risk of Dissolution of the Gilgam.es Project
It is possible that, due to any number of reasons, including without limitation an
unfavorable fluctuation in the value of Bitcoin, unfavorable fluctuation in the
value of GGS, the failure of business relationships, or competing intellectual
property claims, the Gilgam.es project may no longer be a viable business and
may dissolve or fail to launch.

16) Risk of Malfunction in the Gilgam.es Network

It is possible that the Gilgam.es network malfunctions in an unfavorable way,
including but not limited to one that results in the loss of GGS, or information
concerning a market.

17) Unanticipated Risks
Cryptocurrency and cryptographic tokens are a new and untested technology. In
addition to the risks set forth here, there are risks that the Gilgam.es team cannot
anticipate. Risks may further materialize as unanticipated combinations or
variations of the risks set forth here.
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