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Business Overview      
 
Tik Tok Technologies Ltd is a UK registered company a UK registered Technology Investment 
Company formed in 2016 which holds proprietary rights to an array of intellectual property including 
the FlashBet Wheel, Flashbet Mini-Wheel, Draw Predictor, Multi Sports Wheel and the Market 
Maestro along with other r elated patentable and protected technology.  
 
TIK TOK also operates as an independent software vendor (ISV) business that builds, develops and 
sells consumer or enterprise software. Although TIK TOK provided software is consumed by end 
users, it remains the property of the Company. 
 
 
TIK TOK builds and provides software 
applications that run on some or all 
backend platforms, like Windows, Linux or 
Apple. Applications owned by TIK TOK are 
developed and branded for its own 
proprietary use to generate its own 
revenue streams.  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
TIK TOK also takes up strategic equity stakes in junior technology companies and provides support 
to companies that seek to commercialise their products.   
 
TIK TOK also offers a range of development, distribution hosting and support packages for TIK TOK 
related gaming Apps to potential white label partners on a business to business model, covering 
front -end and back-end integration giving rise to revenues from licence fees, maintenance fees and 
revenue split (as a % of gross income). Fees can be either fixed fee or revenue split with white label 
partners. 
 
TIK TOK owns the FlashBet Wheel technology including all the Intellectual Property surrounding the 
FlashBet suite of Apps. TIK TOK has also taken possession of the full rights  to all trademarks and 
patentable technology.  
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The FlashBet Wheel betting app is operated on a computerized device for managing a bet relating 
to statistics of a football match result. The statistics relate to FOOTBALL MATCH RESULTS but can 
be adapted to any team, position, play, or p layer. 
 
FlashBet App is first stage operational and TIK TOK are intending to negotiate with a number of 
online betting companies to fully commercialise the App by way of White Label Agreements directly 
and through non-branded affiliates in the Betting and Gaming industry.  
 
Full live implementation of FlashBet Token App is scheduled to be released to the public in mid to 
late 2021. The FlashBet Wheel is Patent Pending under application in the USA. 
 
TIK TOK choose the USA to the process the filing of a new US Patent application for Games and 
Apps related to the fast-expanding North American sports book market.  
 
 

FlashBet NFL Mini Wheel  Grand Slam FlashBet Wheel  

  
 
 

 
Many other wheels are available.   
 
 
 
 
TIK TOK intends to roll out the FlashBet Wheel initially to the fully identified existing markets.  
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Executive Summary  

Introduction  
TIK TOK Technologies Ltd (TIK TOK) is an independent online application and software developer, 
focused on the gaming, betting and financial market sectors. TIK TOK develops, implements and 
brands its applications for its own use and licenses its proprietary, patented and otherwise protected 
technology to third parties. The company is launching ñFlashBet Wheelò and ñFlashBet Exchangeò 
applications that uniquely combines the popular pastimes of sports betting with social online and 
mobile gaming. ñFlashBetò is looking to be fully launched in third quarter of 20 21, and TIK TOK are 
implementing a rigorous marketing plan to penetrate the sports betting market and gain viral 
success in this high growth and fertile market. Between Years 2-4 management projects to gain 
over 680,394 Monthly Active Users, which would translates into £41,453,660 million in revenue by 
2024.  
 
The Market  
The Sports Betting and Social Network Game Industries are rapidly growing markets. It is estimated 
in the UK alone that over £25 million is spent on sports bets each week, with the lions shar e on 
football. As far as sports betting is concerned, Europe and Asia are the principle markets 
representing over 85% of revenue, and as such where the focus of TIK TOK is concentrated. The 
online gambling market worldwide was estimated at $35.52 billion ( ca. £23.68 billion1) in 2013 and 
forecast at $45.86 billion (ca. £30.57 billion 2) in 2016 3.  
With its unique product ï a synthesis of highly popular gambling/gaming elements ï in the market, 
together with a strong marketing implementation plan, TIK TOK aims to gain market share of circa 
0.0044%, 0.0130% and 0.0233% of the global online gambling market between Years 2 -4 
respectively to achieve revenue projections.  
 
   1 Prevailing forex rates pre-Brexit vote 

   2 Ibid  
   3 https://www.statista.com/statis tics/270728/market -volume-of-online-gaming-worldwide/  
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1.0 Business of the Company  
 
1.1 Business Summary & History  
Tik Tok Technologies Ltd (TIK TOK) is a UK registered Technology Investment Company established 
in 2016 that holds proprietary rights to an array of intellectual property, and other patentable and 
protected technology. It also operates as an independent software vendor (ISV) busin ess that 
builds, develops and sells consumer or enterprise software.  
 
The companyôs first proposed flagship products, the FlashBet Wheel and FlashBet Mini-Wheel are 
fun and simple viral applications ï catered to a widespread audience ï that uniquely incorporate 6-
selection or 3-selections multiple accumulator sports bets with a premature ñcash-outò social 
exchange platform. FlashBet Exchange to follow. 
 

1.2 Industry Overview  
The Online Gambling Industry 
Global Online Gambling & Betting Market Reached USD 94.4 Billion by 2024. The global online 
gambling & betting market accounted for $45.8 billion in 2017, 10.9% between 2018 and 2024. 
Online sports betting accounted for almost 50% of the overall global online gambling market in 
2017, equating to circa. $19.3 billion4, with mobile device gambling accounting for 18% in 2012 5.  
 
Strong Future Growth  
Analysts forecast the market to grow at a CAGR of 10.73% (in terms of gross gaming yield per year) 
over the period 2014-20196  ï $56.05 billion in 20187 . There is evidence of a strong upward trend 
in mobile device gambling, expected to account for 44% of the global online gambling market by 
20198 as: 
   Å Smartphones and tablets continue to penetrate the market; and  
   Å Increased device capability and the confidence of users. 
Betting firms will capitalise on the increasing popularity of online (and mobile device) gambling by 
charging more for currency transactions to generate higher revenue, and with this strong market 
adoption, online betting brands will be seeking to increase awareness in this medium. 
European and UK Online Gambling Market. 
 
Of the $41.36 billion (ca. £27.57 billion) global online gambling market, the EU accounted for 47.6%, 
mainly due to the innovative character  of European operators and a lack of regulatory opportunities 
in the US and Asia9 . Betting is most popular and represents 37% ï the European market is expected 
to rise from ú16.5 billion (ca. $19.7bn/Ã13.12bn) in 2015 to ú24.9 billion (ca. $29.7bn/Ã19.8bn) in 
201610. 
 
Within that European online gambling market, the UK is the largest (est. £2.5bn in 2013 and est. 
£4.4bn in 2018) and the most mature market in terms of: product development, service and user 
interface innovation, industry consolidation and re gulatory approach.  
 
The Fastest Growing Sports Betting Market: The United States  
In 2009, the sports betting market was valued at $20 billion. By 2016, it was valued at $40 billion. 
With a present market capitalization of (conservatively) between $60-73 billion, the market has 
conservatively grown at a rate of $10 billion per year. If this pace continues, American sports betting 
will occupy an increasingly significant share of the world market.  
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Major Market Participants  
In mature markets such as the UK, the management of TIK TOK will be seeking B2B relationships 
with major operators, as opposed to going into direct competition with them as a stand -alone 
operator. The three largest operators offering essentially the same online betting opportunity  to 
punters in the UK are: William Hill, Bet365 and Paddy Power that account for 15%, 12%, 8% 11 of 
the UK betting market by online revenue 12. 
 
Here is a brief synopsis of each of these online betting powerhouses: 
 
William Hill  
Founded as a postal/telephone betting service in 1934 at a time when gambling was illegal in the 
UK, William Hill is now licensed in five of the worldôs ten largest regulated gambling markets and 
has a presence in nine countries. The company reports it has three million active digital customers 
worldwide and circa 16,000 employees. William Hillôs 2015 online revenues and gross operating 
profits were £550.7 million and £126.5 million respectively 13. 
 
Bet365  
Still under the private ownership, Bet365.com was founded in 2000 by the daughter of a bookmaker 
from a porta cabin in a carpark 14 with a Ã15 million bank loan against the familyôs chain of betting 
shops. Launched in March 2001, Bet365 is now one of the worldôs leading online gambling groups 
with over 19 million cus tomers in almost 200 countries. Circa 25% of its online betting revenues are 
derived from the UK. The companyôs 2014 revenues and gross operating profits were Ã1,371 million 
and £317 million respectively 15.   
 
Paddy Power  
Founded in 1998 by the merger of three Irish bookmakers, Paddy Power has business divisions in 
the UK, Ireland, Australia and Italy. The company announced its merger with online betting 
exchange giants Betfair in 2015, which was completed in February 2016, and could well position 
Paddy Power Betfair plc as the largest online betting operator in the UK. Paddy Powerôs 2015 online 
revenues and gross operating profits ï which the UK accounts for circa 48% ï were ú707.3 million 
and ú152.4 million respectively16. 
 
SkyBet.com  
Another major player in the UK online betting sector is SkyBet.com, originally a wholly owned 
subsidiary (Sky Betting & Gaming) of the satellite television giant Sky plc before it sold an 80% 
majority stake to CVC Partners in 2015. SkyBetôs group revenue for 2015 was reported at £247 
million, with £117 million coming from SkyBet.com, £117 million from Sky Gaming and £13 million 
from Oddschecker17, which it had acquired in 2007. The company accounts for 8% of the UK betting 
market by online revenue18. 
 
 
4 http://www.egba.eu/facts -and-figures/studies/6 -sports-betting-report 
5 Ibid 
6 http://www.prnewswire.com/news -releases/online-gambling---global-
market-research-2015-2019-300192519.html 
7 https://www.statista.com/statistics/270728/market -volume-of-online-
gaming-worldwide/  
8 http://www.egba.eu/facts -and-figures/studies/6 -sports-betting-report 
9 http://www.egba.eu/facts -and-figures/market -reality/  
 10 Ibid 
11 Paddy Powerôs share of the UK online betting market prior to its 
merger with Betfair in 2016   

12 Gambling Compliance, UK Online Market Share, October 2015 
13 William Hill plc Annual Report and Accounts 2015 
14 https://www.theguardian.com/uk/2012/jun/08 /denise-coates-woman-
bet365-gambling 
15 Sunday Times Profit Track 100 Research Report 2015. Bet365ôs global 
headline numbers across all its business operations.   
16 Paddy Power plc Annual Report and Accounts 2015 
17 http://www.sbcnews.co.uk/sportsbook/2016/03/01/sky -betting-
gaming-sees-revenues-increase-by-36/ 
18 Gambling Compliance, UK Online Market Share, October 2015 

 
 

http://www.sbcnews.co.uk/sportsbook/2016/03/01/sky-betting-gaming-sees-revenues-increase-by-36/
http://www.sbcnews.co.uk/sportsbook/2016/03/01/sky-betting-gaming-sees-revenues-increase-by-36/
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1.3 Current Situation of the Company  
TIK TOK is a technology start-up company in the early funding and development stage. It is currently 
in the development phase of its first product ñFlashBetò, with the proposed full product launch date 
in the Third Quarter of 2021. 
 
 

1.4 Goals and Objectives  
The primary goal of TIK TOK with FlashBet is to create a successful viral mobile sports betting 
application that reaches a competitive level of popularity, quantified by acquiring over 300,000 
active monthly users within 2 4 months of the start of  operations. 
 
Subsequently, the Company aims to continue to develop its stand-alone betting operation and 
launch spin-off variants of the FlashBet Wheel FlashBet Mini-Wheel and FlashBet Exchange 
applications over the next 4 years of operations.  
 

1.5 Key Success Factors  

The two key success factors for FlashBet is a viral product and effective marketing; a product that 
is unique and engaging to the majority of online sports betting, regular football pools and national 
lotto players, together with its ability to achieve a significant viral effect. These are achieved  
through:  
 
Å The Companyôs strong development team, with a track record of mobile app development  
   success. 

Å A unique product that adds interesting ñPeer to Peer Cash-Outò and ñFree-Playò elements to 
      sports combination accumulator betting, as wel l as providing a significant reward for sharing  
      with friends via social media. 

Å An effective marketing implementation strategy that creates sufficient brand awareness and  
      drives active monthly users. 
 
 

Key Factors for Future Success  
The key factor to the ongoing future success of the company is to continually release new sports 
betting verticals to appeal to an increasingly wider user -audience and number of potential B2B 
partners, as well as the planned deployment of product spin -off variants. A second key factor is to 
continue to attract and retain a strong, experienced team for its management, development, sales 
and marketing activities into the future.  
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1.6 Structure of the Company  
 
Tik Tok Technologies Ltd, a company registered in the UK is the parent corporation and owns all 
intellectual property rights to FlashBet and its associated applications. At an early stage Tik Tok 
Technologies Ltd intends to convert to a Public Limited Company (ñPLCò) Status. For each territory 
entered into as a stand-alone or joint venture operator, a separate subsidiary will be formed. The 
proposed group structure at outset is proposed as shown below: The lower company structure will 
be subject to change. 
 
 
 
 

 
 

 

The rollout will then include the Far East, Russia, Italy (Portugal -Brazil), Germany and others. 

 
 
Other TIK TOK companies are planned to be formed in the areas of media and music to be developed 
as social media platform with content to support the TIK TOK bus iness and as brand reinforcement. 
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2.0 Product Description  
 
2.1 Description of the Product  
The ñFlashBet Wheelò inspired by the 
centre-piece of a casino floor ï the 
roulette wheel ï is an engaging interface 
to generate odds permutations, which 
approaches the multiple óaccumulatorô 
sports bet from an odds perspective, as 
opposed to calculating odds from the 
playerôs selected results predictions. 
As shown in the illustration opposite, six 
sporting fixtures are selected based on 3 
Home Wins (1), 2 Draws (N) and 1 Away 
Win (2), e.g. from the English Premier 
League (odds in brackets): 
[1]  Chelsea  
Home Win  (2.40/1)           
[1]  Watford  
Home Win (2.40/1)            
[1]  Arsenal  
Home Win  (2.40/1)  
[N]  Swansea vs Manchester City   
Draw  (3.25/1)  
[N]  Manchester Utd vs West Ham 
Draw  (3.25/1)  
[2]  Liverpool  
Away Win  (3.30/1)  
Available in USD - EURO - GBP & More  

Based on these selections, the FlashBet Wheel is 
spun with ten neat odds groups being created, from ca. 500/1 to 1,000,000/1.    
 
In this example, FLASH BET has been selected, and the TOTAL BET of ú10,00 spread evenly across 
the odds groups, creating 10 ú1,00 six-fold multiple accumulator bets. 
 
The first odds group (481/1) is based on the selected fixture odds, i.e. (2.40 X 2.40 X 2.40 X 3.25 
X 3.25 X 3.30)/1 and subsequent odds groups by derivatives of the chosen fixtures, such as final 
score and half-time/full -time predictions, e.g. the 1,000/1 odds group contains two half -time/full -
time predictions, to the 1,000,000/1 odds group containing five final score predictions.  
 
And, the MANUAL BET feature allows a player to select how their total betting stake is distributed 
around the wheel, subject to a bet always being placed in the minimum odds group. It also allows 
for the wheel to be spun repeatedly to generate a variety of odds groups in line with a playerôs 
preferences, prior to all of the bets being placed.  
 
Free -Play Version  
A free version of the FlashBet Wheel App will be available for download in the Google Play, Windows 
and Apple iTunes stores, as well as being available to play on Facebook subject to terms. Upon 
download the player will be credited with 1 ,000 tokens to play with and the FlashBet Wheel will be 
populated with live sports betting odds, simulating the live FlashBet experience. 
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Regular competitions based on a playerôs virtual performance will be run to serve as a catalyst to 
gain viral traction in the marketplace, incentivising players to share the FlashBet experience with 
their friends.  
 

2.2 Certification and Regulatory Standard s Required  
FlashBet must adhere to the above-mentioned App Storesô and Facebookôs guidelines for game 
submission. FlashBet will meet these specifications through the app creation development firm. This 
will involve restricting access to users outside the US and any other prohibited territories, and paid 
gaming elements will not be included in the Facebook version of FlashBet. 
 
All rights to the FlashBet proprietary technology are wholly owned by Tik Tok Technologies Ltd 
based in the UK. All licensing, incorporation, permits and insurance requirements for this firm will 
be completed by end of 2020. 
 
The FlashBet Wheel App design and technology is currently Patent Pending in the US under 
application reference: 16/527,698  as a ñcomputer system for enabling placement of wagersò   
The US patent grants better protection for inventions incorporating betting algorithms in a patent.  

 
2.3 Example Player Attracted to FlashBet  

John Squires is a moderate gambler who 
typically spends circa £70 each week betting 
on English Premier League fixtures. Like 
many gamblers, John prefers Patent Bets 
that are a form of full coverage multiple bet 
offering coverage of all possible 
combinations of bets from three selections. 
  
Having predicted the outcomes of six 
matches ï as shown here ï John decides to 
split his £70 betting stake into two £35 
patent bets, with each bet comprising of a 
£5 stake on the 7 possible combination bets, 
i.e. 3 singles, 3 doubles and a treble, which 
are shown in more detail below:  
 

Patent Bet #1    Patent Bet #2   

Description  Payout/£   Description  Payout/£  

Å Single on Middlesbrough @ 16/5 
(A) 
Å Single on Sunderland @ 9/5 (B) 
Å Single on Swansea @ 6/1 (C) 
Å Double on A and B 
Å Double on A and C 
Å Double on B and C 
Å Treble on A and B and C 

21.00 
14.00 
35.00 
58.80 

147.00 
98.00 

411.60 

 Å Single on Draw @ 14/5 (D) 
Å Single on Draw @ 23/10 (E) 
Å Single on West Brom @ 11/5 
(F) 
Å Double on D and E 
Å Double on D and F 
Å Double on E and F 
Å Treble on D and E and F 

19.00 
16.50 
16.00 
62.70 
60.80 
52.80 

200.64 

Maximum Total Payout:  785.40   Maximum Total Payout:  428.44  
If John correctly predicts all six fixture results, his two patent bets will pay out a profit of £1,143.84 (£1,213.84 - £70) 
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John is good at mathôs but has limited time. Using the FlashBet Wheel he can secure his usual type 
of minimum odds groups, to spread his stake evenly and instantly over progressively increasing 
odds groups, in order to create a substantial boost in terms of his maximum return potential.  

    Johnôs minimum bet odds group segment betting 
slips are based on his original    fixture selections: 

 
  1 Middlesbrough Home Win         3.2/1  

1 Sunderland Home Win              1.8/1  

1 Swansea Home Win       6.0/1  

N Man. Utd v. Leicester Draw      2.8/1  

N Bournemouth v. Everton Draw  2.3/1  

2 West Brom Away Win        2.2/1  

 
And so, John places 70 £1 bets across all ten 
market segments: 10 X (7 X £1 bets). He 
used the Manual Bet feature in order to alter 
the specific fixture outcomes in odds groups 
1,000/1 and up, to create bet combinations 
in accordance with his own preferences. 
 
If John correctly predicts all six fixture 
results, his seven Ã1 ñminimum betsò will pay 
out a total profit of £3,423  (7 X £489) an 
increase of £2,216.16  ((£3,423 ï 
£1,143.84) ï £63 (stake in other odds 

groups)) over his previous patent bets. Moreover, he has a further 63 X £1 bets spread across the 
remaining 9 odds groups ranging from 1,000/1 to 1,000,000/1. Johnôs football betting has just got 
a whole lot more exciting with FlashBet!  
Note:  If John incorrectly predicted some of the fixture results, e. g. Swansea (from patent bet #1) and West Brom 
(from patent bet #2) didnôt win ï these bets would still return Ã93.80 and Ã98.20 respectively. For Johnôs minimum 
FlashBets to pay out, he must have correctly predicted all six fixture results.  

 
 

 
 
Flash BET is a product that fuses the power of accumulator betting 
with the ease of Lottery style betting all wrapped in a Bet -Wheel 
for a distinct user experience.   
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ƀ   Delivers fun, engaging and unique betting experiences. 

ƀ   New communication model and innovative functionality that is unique in the industry. 

ƀ   Easy to understand, especially for less experienced punters. 

ƀ   'kick in' weeks great punter weekends Versus ' kick out' weeks great bookmaker weekends.  
     Or clean sweep weekends.  

ƀ   Caters for the bigger 'acca ' gambler who can place an unlimited stake in manual play mode, 
subject 
     to bookmaker Limits. 

ƀ   Allows fast infinite re-spin options in both FlashBet and Manual modes.                    

ƀ   Played on handheld tablet, laptop, phone and physical machine placement likely to induce first  
     time play.    

ƀ   Just ten clicks to bet, (10 slips) and ñNOò flicking north or south for miles to find selections in 
     order to construct even one 6 -fold bet slip.                                                          

ƀ   Tremendous customer acquisition potential with adaptive approach to market penetration.  

ƀ   Simplicity, punter identifies and selects 3 Home wins, 2 Draws, 1 Away win.                          

ƀ   Conducive to responsible gambling 

ƀ   Adaptability to country and language for white label opportunities, joint venture, affiliate deals. 
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2.4 North America  
 
The Fastest Growing Sports Betting Market: The United States. In 2009, the sports betting market 
was valued at $20 billion. By 2016, it was valued at $40 billion. With a present market 
capitalization of (conservatively) between $60-73 billion, the market has conservatively grown at a 
rate of $10 bill ion per year. If this pace continues, American sports betting will occupy an 
increasingly significant share of the world market.  
 

According to a recent Statista survey, over 50% of US citizens admitted to placing a bet on a 
sporting event at least once in their life. Given the stigma that still hovers around sports betting in 
the US, itôs possible that some of those polled in the survey werenôt entirely forthcoming on 
whether theyôd bet on sports. 
 
TIK TOK have developed a number of betting game apps for the North American market.  
 
 
 

 
 
 
 
 



14 
 

 
 
2.5 Suitable for Betting Machines  
 
BETTING MACHINES  

Tik Tok have identified a forming vacuum 
in the betting machine market. FOBT´s 

(fixed odds betting terminals) in the 
UK are becoming more restricted 
and there is a requirement for an 
alternative machine replacement.  
  
Although FlashBet does not fall 
into that FOB category it is an 
alternative to FOBT´s as it 
engages much like a game and is 
responsible gambling.  
 
It can be a simple payment 
terminal freeing up staff in bet 
shops and be an interesting 
addition, once the fall of the 
FOB´s kick in. 
 
The Company is currently 
negotiating with a number of 
bookmakers to deploy TIK TOK 
ñFlashBETò loaded machines in 
selected number of bookmaker 
shops.  

 
Fixed odds betting terminals (FOBTs) are electronic machines sited in Betting Shops, which 
contain a variety of games. Each machine accepts bets for amounts up to a core-set maximum 
and pays out accordingly. There are 32,956 in Great Britain alone.  
 
From these 32,956 the gross gambling yield was 1.7 billion (2018). FlashBet is suitable for all 
these machine sites.  
 
Overall there are 182,916 Gaming Machines of one sort or another in various locations across the 
UK. The FlashBet wheel is suitable for play in many of these machines.  
 

 

QUICK  SLIP     
 
quickslip.net  
 
Quick Slip is a bet slip generator, driven by Tik 
Tokôs proprietary FlashBET technology.   
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Quick Slip  
 
The Quick Slip machine is an engaging supplement 
to the FlashBet suite of products that gives the user 
a wide choice of ACCA bets in a short space of time. 
It operates in a combined visual and information 
mode that delivers a physical bet slip or an 
electronic bet slip.  
 
The Quick Slip machine is a natural replacement for 
the FOBT machines that recently have become 
regulated to reduce takings and have become a 
general embarrassment to betting operations.  
 
The Quick Slip machine provides an alternative style 
in bet generat ing to fill the space of some FOBT 
machines and will still provide the bookmaker with 
an alternative revenue. 
 
The Quick Slip machine is designed to provide a 
responsible bet slip terminal while at the same 
providing an addition to the pleasure of betting.  
 
The Quick Slip bet slip generator will also be 
available online to encourage and support 
responsible betting while at the same time providing 
a simple and pleasurable system to create a desired 
bet. 


