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Outline 



 Founded in 2007 

 Mobile operator billing in 83 countries 

 Offices in Europe (Estonia), US (San Francisco), China 

(Beijing, Shanghai), India (Delhi, Mumbai) & Singapore  

 Team of 70+ people 

 Backed by Intel Capital, Greycroft Partners & Mobi Solutions 

Fortumo 



 

Fortumo 



... and 114 000 other developers in 

over 100 countries 

Fortumo is used by... 



 

Markets Overview 

Source: We are social; Emarketer &GS Statcounter data; TechInAsia 

Country Population 
(Million) 

Mobile 
Subs 
(Million) 

Android 
Phones 
(Million) 

Credit card 
Penetration 

Avg  User 
Age 

GDP per 
capita 
(USD, 2013) 

Indonesia 254.2 281.9 91 1% 27.5 3,475 

Malaysia 29.6 41.3 13.6 12% 26.1 10,514 

Singapore 5.5 8.0 3.8 37% 38.4 55,182 

Thailand 67.4 84.1 22 5% 33.7 5,779 

Vietnam 92.5 134.1 22 1% 27.2 1,911 



They are Willing to Pay 

6 months average, May-Oct 2014 

Source: Fortumo, 



Factors Affecting Revenue in SEA 

 Distribution 

 Hit Pay Point 

 Payment Conversation Rate 

 Transaction Cost 

 



Distribution in  

SEA 



Android: Not Just Google Play 



Hit Pay Point 



Localization: Language & Design 



 

Less Text = More Universal 



Make Your Game Payable Offline  

Fortumo Android SDK supports offline payments 



Payment Conversion 

   Rate 



 

Payment Amount, Reach and 

Friction Drive Conversion Rates 



Spending is Different by Countries 



Transaction Costs 



 

A Look at Payment Methods: 

More Variety, Bigger Reach 

Web/PC iOS Android WP/W8 

Official Store Billing - + +  + 

Credit Cards + - + + 

Operator Billing + - + + 

E-Wallets + - + + 

Pre-Paid Cards + - + + 



 1.5 billion people 

 30% commission 

 Easy integration 

 Low conversion 

App Store Billing: Credit Cards 



 1.5 billion people 

 ~5.5% commission 

 Low fees, flexible pricing 

 Low conversion,  

 chargeback, bad debt,  

 fraud 

Credit cards 



 5 billion people 

 15%-50% commission 

 Highest reach &  

 conversion 

 High fees, limited pricing 

Mobile payments 



 Reach ~1 billion 

 10% commission 

 Low fees, flexible pricing 

 Fragmented, requires bank  

 account, limited reach 

E-wallets 



 Reaches anyone (in theory) 

 10%-40% commission 

 No chargebacks, no fraud 

 Fragmented, regional, less  

 impulse purchases 

Pre-paid cards 



A Tale of Two Apps 

Old School App Optimized App

Credit Card Only Mobile Billing

Downloads

   Alt App Stores + Social 2,000,000        2,000,000        

   Carrier App Stores 1,000,000        

Total Downloads 2,000,000        3,000,000        

Hit Paypoint 20% 20%

Making Purchase Choice 400,000           600,000            

Payment Conversion 5% 50%

Paying Customers 20,000              300,000            

Purchase Amount 5.00$                5.00$                 

Total Customer Payment 100,000           1,500,000        

Cost of Transaction 5% 50%

Transaction costs (5,000)              (750,000)          

Developer's Revenue 95,000              750,000            



Questions? 


