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The info rm ation conta ined in th is docum ent (th is “P resentation”) o r any revis ion thereo f, o r o f any o ther w ritten or o ra l in fo rm ation m ade or to be m ade ava ilab le to any

Recip ient o r the ir advisers (a ll such info rm ation be ing referred to as "Info rm ation") has been prepared by iCandy Interactive Lim ited , an Austra lian co rporation (the

"Com pany"). Th is P resentation is be ing provided to persons (“Recip ients”) w ho m ay w ish to partic ipate in one or m ore transactions designed by the Com pany to fu lfill its

business p lans. Recip ients are advised to read the Com pany ’s financing lega l docum ents w hich inc ludes a m ore deta iled exp lanation o f the Com pany ’s business p lans and

certa in identified R isk Facto rs.

Th is presentation conta ins fo rward-look ing statem ents and info rm ation , and words such as “w ill”, “antic ipates”, “be lieves”, “expects”, “estim ates” and words o f s im ilar

m ean ing are genera lly intended to identify fo rward look ing statem ents. These fo rward-look ing statem ents are sub ject to risks, uncerta inties, assum ptions and other facto rs

that cou ld cause actua l resu lts and outcom es to d iffe r m ateria lly from those expressed or im plied by the fo rward look ing statem ents.

W hile the Info rm ation conta ined here in has been prepared in good fa ith , ne ither the Com pany nor any o f its shareho lders, d irecto rs, o fficers, agents, em ployees or advisers

g ive , have given or have authority to g ive , any representation or warranties (express o r im plied) as to, o r in re lation to, the accuracy, re liab ility o r com pleteness o f the

Info rm ation conta ined w ith in th is P resentation , and liab ility therefo re is expressly d isc la im ed.

The d istribution o f th is P resentation in o r to persons sub ject to o ther jurisd ictions m ay be restricted by law and Recip ients into w hose possession th is P resentation com es

shou ld info rm them se lves about, and observe any such restrictions. Any fa ilu re to com ply w ith these restrictions m ay constitute a vio lation o f the law s o f the re levant

jurisd iction .

Disclaimer
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iC an d y In teractive Lim ited (the “Com pany”) no tes the fo llow ing in re lation to cryptocurrency-re lated business activ ities:

I. Investm ent into cryptocurrencies is h igh risk in nature as cryptocurrencies are currently h igh ly specu lative

II. C ryptocurrency-re lated businesses have a num ber o f o ther risks facto rs, inc lud ing but not lim ited to the fo llow ing:

• The deve lopm ent o f new regu lato ry fram ework invo lv ing cryptocurrencies

• Cryptocurrencies, cryptocurrency exchanges and its re lated top ics o f In itia l Co in O fferings (ICO ) have ra ised regu lato ry issues across m ultip le jurisd ictions. A
num ber o f regu lato rs have issued gu idance on the re levance o f the ir ex isting securities and financia l serv ices law s w ith regards to ICO s that have underly ing
cryptograph ic tokens that are securities o r investm ent in nature .

• The regu lato ry status o f ICO s in som e of these overseas jurisd ictions is sub ject to potentia l changes and increasing ly stringent regu lato ry oversight.

• in m any countries cryptocurrencies are sub ject to anti-m oney laundering and counter-te rro rism fund ing leg is lations.

III. Fo r its cryptocurrency-re lated business activ ities IC I has and w ill a lw ays endeavour to the best o f its ab ility to ensure that the Com pany and its subsid iaries com ply w ith
re levant loca l in -country regu lato ry requ irem ent.

Cautionary Statement - Cryptocurrency
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Founded in 2011, iCandy Interactive is a leading 
digital entertainment company that has been 
publicly traded on the ASX since 2016.

Our Mission 
Providing consumers the best-in-class digital 
entertainment over mobile internet

Our Vision
Connecting culture through digital engagement

Company Overview  – iCandy Interactive Limited
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iCandy Interactive is a leading developer of high 
quality m obile gam es and digital entertainm ent 
products, that are custom ised to  suit to  local 
m arket and cultural needs. 

10.5%
Other

21.9% 
Top 20 (Excluding 

Board & 
Management)67.6%

Board & 
Management 

AustraliaIncorporation Country

O rdinary Shares

Listed O ptions ($0.21)

M arket Cap (@  $0.073)

Cash (31 M ar 18)

D ate of Incorporation

302.2M

AUD  $22M

AUD  $213,000*

M arch 2015

ASX Code : ICI Directors & Senior Management

Core Business Operation Locations

Shareholder Breakdown

• Australia
• Singapore
• M alaysia
• Indonesia

Chairm an / D irectorKin W . Lau

Phillip Lord

M asahiko Honm a

Robert Kolodziej

D esm ond Lee

Executive D irector

Non-Executive D irector

Non-Executive D irector

Chief O perating O fficer

Jenn Yu Lim Chief Creative O fficer

Geographical Markets

M arcus Ungar Non-Executive D irector

D ate of Listing

• North Am erica
• Europe
• North Asia (China, Japan)
• Southeast Asia
• Australia, New  Zealand

57 and grow ing
Number of employees

February  2016

Company Overview  – iCandy Interactive Limited

* Excluding incom ing US$1m  cash from  eSports.com

30,533,333
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o The recent acquisition of themobile gameportfolio Animoca Brands (ASX:AB1) provides iCandywith access to a combined portfolio of 350 Millionmobile
gamers, allowing greater reach for the iCandy suite of games, entry into new markets & verticals and access into high-growth areas including the
blockchain space.

o This network of 350 million gamers is a highly valuable asset which may allow iCandy to become a significant distribution platform for digital
entertainment and tech services.

o Strategic Investment Partnership with leading eSports player eSports.com, provides working synergies between the companies, access to the upcoming
eSportsmarket and aUSD $1Mequity investment into iCandy Interactive atA$0.08per share.

o Highly experiencedBoardof Directorswith a proven track record in building, commercialising andmonetising tech and internet ventures.

o Aworld class development, production, creative and operational team. Games produced by iCandy have wonmultiple coveted international awards and
regularly namedas top games byGoogle andApple app stores.

o iCandy has invested in ‘Nitro’, the first crypto-currency in the world backed by a publicly-listed company. This includes the creation of NOX, a
cryptocurrency andanonline integrated gamingmarketplace, exposing iCandy investors to the cryptocurrency sector.

o Strategic shareholders supporting iCandy include leading venture builder Fatfish Internet (ASX:FFG), leading Japanese early stage VC firm Incubate Fund
andUS$60BNTop3China internet companyBaidu.

Investment Highlights
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iCandy Interactive Limited 
(A u stra lia )(A SX : IC I)

1 0 0 %

Our Corporate Structure

A p pxp lo re  

(iC an d y) Ltd  

(BV I)

Appxplore Sdn Bhd 

(Malaysia)

1 0 0 %

7 0 %1 0 0 %

P T  Jo yse e d  B e rb agi 

Su kse s (In d o n e sia )

1 0 0 %

iC an d y D ig ita l P te . Ltd . 

(S in gap o re )

In ze n  Stu d io  P te . Ltd . 

(S in gap o re )
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o Accredited executive in 
investment planning and 
foreign exchange.

o Involved in corporate 
advisory and capital 
raising and has taken part 
in projects ranging from 
gold mines to mobile 
commerce. 

o Graduated from University 
of Technology, Sydney

o Advisor at Bell Porter 
Securities.

o Over 20 years experience in 
investment management, 
investing in small cap 
companies in the tech and 
renewable sectors.

o Extensive experience 
specialising in due diligence 
and strategy while with 
Ernst & Young.  

o General Partner at renown 
Japanese venture capital firm 
IncubateFund.

o Held roles in Accenture’s 
venture capital arm and 
responsible for  tech 
investments in Silicon Valley at 
JAFCO’s overseas investment.  

o Strong track record of co-
founding Gumi and Pokelabo 
which was acquired for 
US$173m in cash.

o Graduated from Keio 
University in Business & 
Commerce.

o Took his 1s t company to 
IPO at 28 year old.

o Concurrently CEO of 
Fatfish Internet Group 
(ASX:FFG), the largest 
shareholder in ICI. 

o Has led a total 6 tech IPOs 
across multiple 
jurisdictions, in software, 
media and energy.

o Graduated from Oxford 
Uni.,  & Uni. of 
Manchester, Research 
Associate @ Imperial 
College London.

o 20 years experience in 
investment banking in US, 
Asia and Europe.

o Former MD of Nomura 
Jefferies, Japan.

o Has held leadership roles 
across a number of high-
growth tech companies.

o Has access across 
international finance hubs.

Lau Kin Wai
Chairman

Kin W. Lau
Chairman

Marcus Ungar
Non-Executive Director

Robert Kolodziej
Non-Executive Director

Masakiko Honma
Non-Executive Director

Board of Directors - Experienced International Leaders

Phillip Lord
Executive Director
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Lau Kin Wai
Chairman

Desmond Lee
COO

Jenn Yu LIm
Chief Creative Officer

Senior Management – Award Winning Industry Veterans

o Leads strategic software and system 
development at iCandy.

o Extensive experience in launching 

online game portals, social media and 
mobile games and has held 

programming roles at leading 
development studios.

o Graduated in Software Engineering 
and Game Design from Multimedia 
University, Malaysia.

o Desmond leads development and 
publishing operations at iCandy 
Interactive and concurrently CEO of 
Appxplore.

o 15-year veteran creative & producer of 

‘Saladin’ The Animated Series, 2011 
nominee for the International Emmy 

Awards (Malaysia’s first nomination). 
Former Multimedia Designer in Garmin 
International, Art Director in Digital Pipe 
Inc., and Streaming Media Specialist at 
Fantastic (All USA).

o Bachelor of Fine Arts (Computer Arts) 
from Academy of Art University, San 

Francisco.

o Jenn Yu provides design process direction 
at iCandy Interactive and has been 

instrumental in setting the design template 
for some of the Company’s highest 

grossing games.

o Jenn Yu is also the co-founder of Appxplore 
and a highly skilled artist with more than 15 
years’ experience in conceptual drawing, 
3D animation and game design. 

o Multi award winning pioneer of the 
Malaysian games industry. In 2004, he 
helped Phoenix Game Studios develop 

Malaysia’s 1st MMORPG game, Fung Wan 
Online. 

A world-class 
development, 
production, 
creative and 
operations team, 
consisting of 
global leaders in 
their fields.

Keng Lou, Lee
CTO
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The Video Games Market is Booming

Video Games Revenue is
9 x Greater than that of Hollywood

91

38.6

11
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Gam es  In dust ry M ovi e I ndust r y Ho ll ywoo d

2016 Revenue (in Billion USD)

Generating US$100 billion annually

Sources:
- http://www.latimes.com/business/hollywood/la-fi-ct-mpaa-box-office-20170322-story.html 
- http://www.hollywoodreporter.com/news/2016-box-office-record-year-crosses-11-billion-959300 
- https://venturebeat.com/2016/12/21/worldwide-game-industry-hits-91-billion-in-revenues-in-2016-with-mobile-the-clear-leader
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Asia Pacific is the Most Important Video Game Market

Sources: Newzoo Game Market Report
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Success Story of the Industry – A Billion Dollar Game

The revenue generated by Fortnite, a game title
produced by Epic Games, since its launch in June 2017.
(source: pcgamesn.com)

US$1 billion

US$14 billion
Estimated valuation of EPIC Games as of July 2018,
based on the success of Fortnite. (source:
Bloomberg.com)
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Strategic Initiatives Product DevelopmentPublishing

Our Business Units

• Planning and executing strategic 
initiatives

• Development of new products and 
revenue streams

• Marketing and publishing internal 
and external products

• Development and production of games 
and digital entertainment products
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Online Advertisement In-Game PurchaseGame Publishing

20%

• Online ads
• Ad based Rewards

40% 40%

• Publishing services
• Game support services

• Virtual Items
• Power-packs Upgrades

Our Revenue Components 
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Our Top 20 Shareholders hold over 88% of ICI

= 88.6%
* Shareholding as of 16 Jul 2018

Rank Name No. of Shares

1 FATFISH INTERNET PTE LTD 187,500,001 67.64%

2 HSBC CUSTODY NOMINEES (AUSTRALIA) LIMITED 11,204,319 4.04%

3 FATFISH MEDIALAB PTE LTD 5,000,000 1.80%

4 DUTCHMAN CAPITAL PTE LTD 4,673,870 1.69%

5 INCUBATE FUND 1-G LIMITED PARTNERSHIP 4,140,056 1.49%

6 MR JENN YU LIM 3,750,000 1.35%

6 MR CHOY TZE LEE 3,750,000 1.35%

7 TOCK YUNG MYN GERALD 2,744,180 0.99%

8 LEAD NATION HOLDINGS LIMITED 2,580,000 0.93%

9 TAN CHOON HUAT 2,535,371 0.91%

10 MR MARK CARLO D'ALESSANDRO 2,075,373 0.75%

11 LEAD NATION HOLDINGS LIMITED 2,003,225 0.72%

12 HOO JIA LING 1,622,171 0.59%

13 KIE SEIK PHAI ROLAND 1,594,059 0.58%

13 LIANG ZHENLONG 1,594,059 0.58%

14 QUEK SEOW KEE 1,463,642 0.53%

15 TA SECURITIES HOLDINGS BERHAD 1,450,522 0.52%

16 MS POH KHUAN LOW 1,376,095 0.50%

17 LOW CHIN HONG 1,270,409 0.46%

18 MS LAY CHIN MOEY 1,206,126 0.44%

19 CITICORP NOMINEES PTY LIMITED 1,026,236 0.37%

20 BNP PARIBAS NOMINEES PTY LTD 1,012,550 0.37%

iCandy has a tightly held 
share register with 
predominantly long-term 
holders
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Japan’s Leading Early-Stage VC 
Fund

• Extensive track-record in 
Japan with over US$250M in 
funds under management 
with support from strategic 
partners that include many 
big-name tech 
conglomerates.

China’s Top-3 Internet Company
• Baidu, NASDAQ-listed, market 

cap of USD$60Bn.

ASX-listed 
Venture Builder

• Fatfish uses a co-
entrepreneurship model to drive 
growth in its investee companies 
and has presences in Australia, 
Southeast Asia and Europe.

China’s Leading Games Industry 
Business Network

• Leading industry affiliation 
network of mobile games 
developers in China.

Our Strategic Shareholders Support Our International Expansion
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STRATEGIC 
INITIATIVES
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Esports.com - Strategic Investment into iCandy

• eSports also known as electronic sports, most commonly take the form of organized, multiplayer 
video game competitions, particularly between professional players.

• Incorporated in Germany, eSports.com Group AG (”eSports.com”) is an e-gaming and blockchain 
company, with the industry attracting a fan base across Europe, Asia, North and South America.  

A Strategic Partnership with 
Leading eSports Player 

• eSports.com has signed a strategic investment agreement with iCandy Interactive, which 
provides working synergies between the companies, access to the eSports market and a US $1M 
equity investment into iCandy Interactive.

eSports.com is investing US$1m 
into iCandy Interactive for 
shares to be issued at A$0.08 
per share

• The strategic partnership will 
accelerate the growth of iCandy 
Interactive and opens opportunities for 
potential collaboration between the 
companies.
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The eSports Market Will Be Gigantic

• In 2017, the global eSports market was valued at nearly US $655 million

• It is estimated that the eSports market revenue will reach US $1.65 billion in 2020.

• Nearly 80% of 2017 eSports revenues came from sponsorship and advertising and the 
remainder from eSports betting, prize pools, tournaments, merchandise and ticket 
sales.

• Asia is the largest market for eSports contributing almost a quarter of global eSports 
market revenue.

Asia is the world largest 
market for eSports

“The millennials spend more 
time on video games than any 
other form of sports or 
conventional media. The 
Olympics and World Cup fan 
base will be rapidly changing to 
the electronic version”

– Kin W. Lau, Chairman, 
iCandy Interactive Ltd

Source: https://www.statista.com/statistics/490522/global-esports-market-revenue/
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The eSports Market

Historic & Forecasted eSports Market Revenue Worldwide from 2012 
to 2021 (in million U.S. dollars)

Forecasted eSports Revenue Streams 
Globally 2018

Source: https://www.statista.com/statistics/490522/global-esports-market-revenue/
Source: https://newzoo.com/insights/trend-reports/global-esports-market-report-2018-light/
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GAME DEVELOPMENT
& PUBLISHING 
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Acquisition of Animoca Brands’ Game Portfolio

o First announced in December 2017, iCandy Interactive signed a definitive 
agreement to acquire Hong Kong based Animoca Brands Limited’s (ASX:AB1) 

game portfolio.

o This acquisition added an additional 325 million gamers to the existing 25 

million ICI gamers, giving iCandy Interactive a total reach of 350 million mobile 
gamers.

o This increased reach allows wider distribution for the iCandy portfolio of
games, collaboration in game development and entry into new markets and

verticals.

o Consideration for the acquisition is $1M in cash and $4M in equity at issue

price of A$0.16 per share, a significant premium to the current share price.

The Animoca 
Brands portfolio 

acquisition provides 
iCandy with access 
to a total of over  

350 million 
gamers!
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Top DeveloperEditor’s Choice

Connecting with a global audience with quality entertainment content

W ith a Network of Over 350,000,000 
Unique Smartphone Gamers

Top accolades and awards:

2 n d

E x c e l le n c e  in  G a m e  P la y

W IN N E R

Award Winning Digital Entertainer
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Extensive Game Portfolio

The iCandy mobile game portfolio now consists of more than 340 game titles, including a number of titles that 
are associated with internationally recognised brands and licenses - iCandy’s business is starting to scale up 
rapidly.

Star G irl
Se rie s

D o rae m o n  
Se rie s

G arfie ld
Se rie s

Su p e rstar
Fash io n  G irl

B e au ty Id o l

Tu rb in e  F ighte r P rin ce ss 
Sto ry M ake r

B u n ny R u n Sn o w  W h ite  C afe C h ib i M aru ko  
C h an  D re am  StageF
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P u b lish ed : M ay 2 0 1 6

To ta l In sta lls: O ve r 5  m illio n

G am e R atin g : 4 .6 /5

D ay-1  Reten tio n : 4 5 %

Reven u e: O ve r U S$ 1 .8  m illio n

• “B e st G am e  o f 2 0 1 6 ” 

fro m  G o o gle  P lay

• Frantic  Tap  Attack  C licke r 

G am e

Crab War

P u b lish ed : Fe b  2 0 1 8  

To ta l In sta lls: O ve r 2  m illio n

G am e R atin g : 4 .5 /5

D ay-1  Reten tio n : 4 8 %

Reven u e:  O ve r U S$ 2 8 0 ,0 0 0

• Fe atu re d  by G o o gle  P lay 

an d  A p p le  A p p Sto re

• M agic  ad ve ntu re  c licke r 

gam e

Light A Way

Some of  Our Top Games
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• Hollywood parody game

• Aiming for global launch in August 2018

• First major game produced by iCandy Interactive’s 

Indonesian studio Joyseed

Hollywhoot

Game Development: Upcoming Release 
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Publishing Activities

• Sp ace  ad ve ntu re  c licke r gam e  w h e re by 
th e  p laye r d efe n d s th e ir o w n  ga laxy

• A  fre sh  take  o n  a  p ro ve n  ge n re
• Re co m m e n d e d  by G o o gle  P lay sto re

Void Troopers 

W ith  an  gro w in g  co m m u n ity  p latfo rm , iC an d y Inte ractive  is  re ce iv in g  re q u e sts  
fro m  stu d io s to  p u b lish  gam e  title s  an d  o th e r d ig ita l se rv ice s.  

U n d e r a  p u b lish in g  d e a l, iC an d y Inte ractive  ass ists  stu d io s w ith  w ith o u t p ro ve n  
track  re co rd s, to  m arket an d  p u b lish  th e ir gam e s, leve rag in g  o n  iC an d y 
Inte ractive ’s  exce lle nt re p u tatio n  as  a  gam e  d eve lo p e r an d  s ign ificant gam e rs’ 

fo llo w in g.  In  retu rn , iC an d y Inte ractive  sh are s a  p o rtio n  o f th e  reve n u e  
ge n e rate d  fro m  th e  gam e s b e in g  p u b lish e d .

A n  exam p le  o f a  re ce nt p u b lish in g  d e a l is  Vo id  Tro o p e rs, a  m o b ile  gam e  th at h as 
re ce ive d  to p  ratin gs fro m  u se rs.
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Strategic Partnership : MasterChef

• Announced in February 2018, iCandy, Nitro Interactive and Animoca Brands 
are co-developing a series of games and apps based on MasterChef TV 
franchise

• Significant revenue may be driven by in-app purchases

• Head designer of first app is Torulf Jernström, CEO of Finland-based 
Tribeflame (renown game designer)

With versions broadcasted 
across 58 territories, 
MasterChef is one of the 
most successful television 
series to date and since its 
inception, over 

300 million 
viewers worldwide have 
tuned into watch
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NITRO MARKETPLACE
& CRYPTO
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Partnership with NITRO

o In September 2017, iCandy announced 
its backing of the NITRO project, the first 
cryptocurrency in the world backed by a 
publicly-listed company. 

o NITRO  intends to democratise the 
video-games economy by allowing 
greater participation. 

o The Nitro project involves the creation 
of NOX, the crypto-currency and Nitro 
Marketplace, an integrated online 
marketplace.

iCandy’s Role:
Appointed publisher of all games funded 
by NITRO – receiving 3 million NITRO 

tokens per annum
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Games

Advertising & Promotion 

Gamers Incentive

E-Sports

Guild Systems

User-Generated Content

In-Game Purchase

Early Access / Feedback

NITRO Connects the entire Video-Games Ecosystem through a 
cryptocurrency-enabled decentralised marketplace

NITRO Connects All Stakeholders of the Game Industry
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• Cryptant Crab is the first major 
cryptocurrency / blockchain 
technology based game iCandy 
is developing.

• The game is developed on 
Ethereum using the ERC 721 
(non-fungible token) standard.

• It is a major initiative of iCandy 
to develop a new genre of 
blockchain games. 

• CryptantCrab is expected to 
launch in October 2018.

Development of Blockchain / Crypto Games
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GROWTH PROSPECT AND 
ROADMAP

F
or

 p
er

so
na

l u
se

 o
nl

y



Our strengths and assets enable us to build an end-to-end eco-system 
where iCandy is ready to incubate and implement 

a holistic strategy to become a platform of choice for digital entertainment and services .

Intel Game Dev Publishing

Incubation

Funding

Digital Entertainment: Developing an End-to-end Eco-system Platform
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Building A Global Digital Behemoth

350 million
Number of unique users served 
by iCandy’s game portfolio

(approx. over 500 million downloads)

• iCandy’s most important and 
valuable asset is indisputably 
its community of 350million 
gamers, spread globally 
across all continents. 

• If harnessed correctly, this 
asset will be a very powerful 
digital distribution platform.

• Next phase for iCandy is to 
transform itself from a 
content producer to a digital 
entertainment and e-services 
platform operator.
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iCandy’s User Base in Comparison

262 million 
users

US$32 billion 
(m arket cap )

US$100 billion 
(valu atio n )

US$10 billion 
(m arket cap )

700 million 

users

1 billion 

users

350 million 

users

US$14.3million 
(m arket cap )

A SX : IC I T YO : 3 9 3 8N YSE: T W T R P rivate

Souce: Marketcap info is based on stock price as of 24 July 2018. Instagram valuation - Bloomberg Intelligence.  Twitter’s users -

Statista.com , Line’s users - The Korea Times, Instagram’s users – Statista.com
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Growth Plan

24-month plan to grow into a digital community platform with 350 million
users that will be conducive conduit for distribution of digital entertainment
and relevant online services.
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A SX : IC I

Jane Morgan
Director | Jane Morgan Management

A: Level 1, 37 Bligh Street,
Sydney NSW 2000 Australia
E: jm@janemorganmanagement.com.au

Kin W. Lau
Chairman | iCandy Interactive Limited

A: Level 4, William Street,
Melbourne VIC 3000 Australia
E: ir@icandy.io

Contact

www. i ca n d y. i oF
or

 p
er

so
na

l u
se

 o
nl

y

mailto:jm@janemorganmanagement.com.au
mailto:ir@icandy.io

