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VIDEO GAMING / ESPORTS MARKET (1)

BIGGEST ENTERTAINMENT – 2X BIGGER THAN HOLLYWOOD ($43BN) & MUSIC ($20BN) 

COMBINED



VIDEO GAMING / ESPORTS MARKET (2)
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MOBILE GAMING

Compounding Growth:+26.8% Compounding Growth: +22.3%

E‐SPORTS

Source: Newzoo Source: Newzoo
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MOBILE GAMING E‐SPORTS

VIDEO GAMING / ESPORTS MARKET (3)

AVERAGE GAMER AGE GLOBAL GAMING MARKET (ASIA LEADING)

Source: The Entertainment Software Association
Source: Newzoo
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MOBILE GAMING E‐SPORTS

VIDEO GAMING / ESPORTS MARKET (4)

Source: knowyourmeme.com Source: Forbes

ESPORTS PRIZE MONEY Top-Earning Video Gamers Digital Concert

Source: Business Insider
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MOBILE GAMING E‐SPORTS

PRIVATE vs PUBLIC (OVERVIEW) 

~150 Stocks globally

$1.5TN Market cap

1. Esports Team

2. Game Studios

3. Esports Infrastructure

PRIVATE MARKET PUBLIC MARKET

Source: BlackSwan
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MOBILE GAMING E‐SPORTS

PRIVATE (1) – Esports Teams Overvalued (~14x)

IPOs: Astralis Group (ASTRGRP.CO) 

& Enthusiast Gaming (EGLX.TSXV)

TEAM VALUATION SALES MULTIPLE IPOs RESULTS

-35%

Source: CapitalIQ
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MOBILE GAMING E‐SPORTS

PRIVATE (2) – Hard To Predict (ART)

CASE 1 – Underdog Team

($4.5BN Valuation)
CASE 2 – Triple AAA Team

(7YRS- FAIL)

Source: Google Search 
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MOBILE GAMING E‐SPORTS

Source: medium

PRIVATE (3) – Too Fragmented



E‐SPORTS

PUBLIC (1) – Proven Track Records – Multiple IPs
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MOBILE GAMING E‐SPORTSNCSOFT TAKE TWO TENCENT

Source: Google
Source: Google

Source: Google

PUBLIC (1) – Compounding Growth



Dispersion – Best vs. Worst PerformerGaming Market Cap

PUBLIC (2) – Long/Short Opportunity

12

~150Publicly Listed Stock Universe

+600% in Market Cap over10yrs

Ripe forDiscretionary  

Stock Picking

Source: SaigaCap Source: SaigaCap
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MOBILE GAMING E‐SPORTS

PUBLIC (3) - Recession Proof Nature

Note: “AAA Games Basket” is an equally-weighted basket of Activision, EA, 

TakeTwo, and Ubisoft

Source: Roundhill Investment

Source:, Bloomberg

COVID 19 IMPACT HISTORICAL EPIDEMICS 2008 CREDIT CRISIS
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MOBILE GAMING E‐SPORTS

CHALLENGES (1) – Too Complicated

TYPES OF PLATFORM DIFFERENT GENRE MONETIZATION TYPES
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MOBILE GAMING E‐SPORTS

CHALLENGES (2) – Differ By Regions

USA CHINA KOREA JAPAN

Source: Appannie
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MOBILE GAMING E‐SPORTS

CHALLENGES (3) – Subject Matter Expert

WORLDWIDE TOP GROSSING RANKINGS HISTORICAL TOP GROSSING (IP)

Source: Visual Capitalist

Traditional Portfolio Managers do not understand the industry

(Millennial / Gen-Z Industry)
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WHY SAIGA CAPITAL (1) ?
ONE OF THE WORLD’S FIRST GLOBAL VIDEO/ONLINE GAMING FUNDS

Outstanding Gaming Investment Track‐records

+3.6% +24.8%
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ONE OF THE WORLD’S FIRST GLOBAL VIDEO/ONLINE GAMING FUNDS

Fund Type Opportunistic long-short equity

Sector Mandate Global video and online gaming

Investment Method Primary research and bottom-up stock pick

Experience Team training via Tiger cub/grand cub shops

Combined 50+ years of first-hand gaming

Combined 20+ years of gaming investment

Investible Universe 150+ stocks spanning across Asia (mainly China, 

Korea, Japan and SE Asia) and North America/Europe

WHY SAIGA CAPITAL (2) ?



WHY SAIGA CAPITAL (3)?

1
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ONE OF THE WORLD’S FIRST GLOBAL VIDEO/ONLINE GAMING FUNDS

We understand both Westernand EasternMarkets

Source: ChinaDaily

Source: The Rocky Mountain Collegian

Family vs.Commuters

Source: Statista

6 out of 10 are Non‐US

Source:Newzoo

Asia 52% >NA/Europe42%



Netflix: ~“We compete with (and lose to) Fortnite more than HBO” 
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12 East 49th Street,15th floor  New York, NY 10017

www.saigacap.com
Contact: Info@saigacap.com

http://www.saigacap.com/
mailto:Info@saigacap.com
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PORTFOLIO CONSTRUCTION
ONE OF THE WORLD’S FIRST GLOBAL VIDEO/ONLINE GAMING FUNDS

Two pillars of 
Investment

SECTOR MANDATE:    GLOBAL VIDEO/ONLINE GAMING

Gross Exposure: Target 40 – 160%

Net Exposure: No target, purely opportunity driven

Number of Positions: Target 10 – 30

Position Sizing: Maximum 30% for long and 10% for short (Not applies to Index ETFs)

Geographic: China, Korea, Japan, North America, ROW

Holding Period: Generally average of 6-12 months

Liquidity limit: Target of 3 X average daily trading volume

These are normal market condition illustration
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INVESTMENT STRATEGY
ONE OF THE WORLD’S FIRST GLOBAL VIDEO/ONLINE GAMING FUNDS

Strategy 1) EARNINGS CATALYST 2) COMPOUNDING GROWTH

Duration < 1yr 1yr ~ 10yrs

Method Long / Short Long

Description Short horizon alpha Multi year compounder

Example Earning surprise or shock Platform / industry evolution

Two Pillars of Investment Strategy

1. Investible universe discipline

2. Rigorous primary research as best tool to 
mitigate stock risk

3. Proper risk/reward, conviction level analysis

4. Team approach to avoid errors

STOCK RISK

1. Gross exposure limit to take measured risk

2. Maximum position size limits

3. Liquidity limit by position

4. Global exposure to mitigate country risk

5. Low correlation to markets

PORTFOLIO RISK
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RESEARCH AND INVESTMENT PROCESS 
ONE OF THE WORLD’S FIRST GLOBAL VIDEO/ONLINE GAMING FUNDS

Monitor,
Revisit

Sizing:
Risk/Reward, 

Conviction

Idea 
Generation

Proprietary 
Gaming 
Analysis

~150 Stock 
Universe 

Harvest

Proprietary
Research

Expert Knowledge

Data Collection

Primary Research

Network

Benchmarking
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INVESTMENT CASES
ONE OF THE WORLD’S FIRST GLOBAL VIDEO/ONLINE GAMING FUNDS

Stock price 
52weeks low 

(Q4 2018) 

Sell-side’s pessimism

Cross-country 
information Gap

Unique Sales Prediction

Solid understanding of 
Global markets

Bottom-up approach on 
its subsidiary (Gravity)

Earning Catalyst:
Its Q4 18 earnings will 

be BTE vs. market 
consensus

Lack of understanding 
on its Subsidiary 

CASE (1) EARNINGS CATALYST : GUNGHO (TYO:3765) & GRAVITY (Nasdaq:GRVY) 

Mispricing Our Edge Thesis

Market vs. Saiga Estimate
Valuation & Memo

* Saiga Estimate was based on precise local game sales and its revenue 
from a consolidated subsidiary, of both which sellside overlooked



FreeFire Sales (2)
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INVESTMENT CASES
ONE OF THE WORLD’S FIRST GLOBAL VIDEO/ONLINE GAMING FUNDS

Low 
Fwd P/S

(Q1 2019)

Cross-country 
information Gap
No data on S.E.A 
Gaming market 
Lack of understanding of 
S.E.A market’s potential

Mispricing

Gaming Sales data

Accurate prediction on 
its revenue

Sound understanding of 
the game’s life

Our Edge Thesis

Its gaming and e-
commerce flywheel 

engines will generate 
compounding growth 

over time
(Tencent + Alibaba)

Thesis

CASE STUDY (2) COMPOUNDING GROWTH : SEA Ltd (NYSE:SE)

FreeFire Sales (1)

“ Gravity (Nasdaq: GRVY) 
generated ~$Xmm a day 
when ranked #1 in 
S.E.Asia” 

“ NCSoft (036570 KS) 
generated ~$Xmm a day 
when ranked #1 in 
Taiwan” 

Valuation & Memo

“ If DAU is more than 50m, 
its game tend to 
demonstrate upward sales 
YoY – historical data.” 

“ Consistently monitor its 
free-fire, Moba, Speed-
drifter sales” 
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MOBILE GAMING E‐SPORTS

APPENDIX (2): GRAVITY MODEL
ONE OF THE WORLD’S FIRST GLOBAL VIDEO/ONLINE GAMING FUNDS
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TEAM BIOS
ONE OF THE WORLD’S FIRST GLOBAL VIDEO/ONLINE GAMING FUNDS

Managing Partner, 
Portfolio Manager

Brian Oh

Brian Oh is the founder and portfolio manager

of Saiga Capital. Previously, he was the

investment director at the hedge/VC fund

Skycatcher LLC, where he took a

fundamentalist approach to high-tech

consumer opportunities in emerging markets.

Between 2016 and 2018, Brian was an

investment analyst at Saola Capital, equity

long-short hedge fund founded by former Tiger

Cub, focusing in Korean equities. Before 2016,

he was Vice President at Bank of America

Merrill Lynch in New York and London, where

he worked as a portfolio risk manager. Brian is

a seasoned Wall Street veteran with active

involvement in the Korea Finance Society.

Brian graduated Magna Cum Laude and

obtained his B.S. in Business Administration

with a Finance Concentration from Boston

University.

Senior Advisor (Investment)

John Jahng was a managing director at Tiger Asia Management, and was there from 2003

and 2011. Post Tiger Asia, he co-founded Extolia Management in 2011 and was a co-

portfolio manager until 2012. After Extolia, he served as an advisor for Teng Yue Partners

until early 2016 and founded Eastfront Management afterwards. Before joining Tiger Asia,

he was with Ernst & Young for six years. He received B.A in Economics in 1996 and M.B.A.

from New York University in 2013.

John Jahng

Investment Analyst (Investment)

Kevin Liu was the investment analyst at Saola Capital looking at China TMT industry,

especially video/online gaming companies. Before Saola, he has worked as investment

analyst intern at Huber Capital Management, a LA based long only mutual fund and sales &

trading analyst intern at China Galaxy Securities. Kevin received B.S. with double major in

Applied Mathematics and Business at California Institute of Technology and graduated with

honor.

Kevin Liu

Paul Kim is a seasoned veteran in trading. He was a quantitative analyst at Merrill Lynch. Paul holds 

BS in Computer Science and is expecting his MS degree in Financial Mathematics from Courant 

Institute of Mathematical Sciences.

Tech Advisor (Operation)Dae Kim
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FUND TERMS & SERVICE PROVIDERS 
ONE OF THE WORLD’S FIRST GLOBAL VIDEO/ONLINE GAMING FUNDS

Type

AUM Capacity

Management Fee

Performance

Redemptions / Notice

High Water Mark

Minimum Subscription

100% of Founder’s liquid asset is invested in the Fund

Terms

$200mm

0.6% (Founder), 1.5% (General)

20% 

Quarterly / 30 days

Yes

$100k

Type

Auditor

Admin

Prime Broker

Legal Counsel

Providers

Spicer Jeffries

NAV Consulting

Interactive Brokers

Investment Law Group
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MOBILE GAMING E‐SPORTS
Enthusiast Gaming Holdings (10.19.2017)Astralis Group A/S (12.9.2019)

PRIVATE (1) – Esports Teams Cont.
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FUTURE TRENDS 

SMARTPHONE CROSS PLATFORM 5G Cloud Streaming VR/AR
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E‐SPORTS

INVESTORS
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MOBILE GAMING E‐SPORTS
2008 CREDIT CRISIS (2008)2020 COVID 19

Source: CapitalIQ Source: CapitalIQ

PUBLIC (4) - Recession Proof Nature Cont.



33

E‐SPORTS

PUBLIC (3) – No Other Funds (No Competition)

Name the 

Funds who 

invest in 

this space? 
Consistent Pure 

Alpha 

Opportunity
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MOBILE GAMING E‐SPORTSLIST OF THE GAMES HISTORICAL SALES

Source: Nexon IRSource: Wikipedia

CoD Series

Source: Statista

PUBLIC (1) – Proven Track Records – Multiple IPs Cont.
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MOBILE GAMING E‐SPORTS2.List of the Games watched1.Esports Business Model

Source: NewZoo
Source: NewZoo

PRIVATE (1) – Esports Teams Cont.


