
The premiere Esports platform 
for grades 3-12 that fuses 

interscholastic competition 
with STEM education

PLAY FOR MORE.
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70%+ of schools are eyeing Esports because 

they are struggling to engage students

Already a massive problem, it has been 

exacerbated tremendously by COVID-19.

Orgs are seeing a fraction of the results they 

expect to see in STEM learning.

The engagement gap in STEM is pronounced 

with low-income families.

70%+ of students play video games. There’s a 

lack of extracurricular engagement for them 

beyond traditional activities.

Only 24% of parents understand the “real-

world” value of STEM outcomes. 

Low-income students make up only 6% of 

STEM related AP courses & majors in the US.



COMPETE
BE OR BECOME YOUR BEST

LEARN
FIND YOUR FUTURE IN TECH

+
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FLEXIBLE & VERSATILE
- NATIONAL > REGIONAL > LOCAL

- ONLINE & OFFLINE PROGRAMMING

BE OR BECOME THE BEST

ACCESSIBILITY IS OUR FOCUS
- GAMES THAT APPEAL TO BOYS AND GIRLS

- GRADES 3-12, DISPLACED YOUTH + MORE

THE US IS READY FOR EGL
- 2/3 OF THE US HAS WHATS NEEDED FOR EGL



We work with 

to answer 

questions for players:



INTEREST-BASED LEARNING
- TANGIBLE OUTCOMES & PATHWAYS ARE OUR FOCUS

FIND YOUR FUTURE IN STEM

SOCIAL-EMOTIONAL IMPACT
- EQUIPPING GAMERS TO MENTALLY HANDLE COMPETITION

A PIPELINE FOR ENTERPRISE
- WORKING WITH F500 ORGS ON CURRICULUM & MORE

INDUSTRY LEADING IMPACT
- 74% OF PLAYERS COMPLETE 100% OF CURRICULUM







102,000
Elementary

29,000
Middle School

19,000
High School

Additional Markets

• Libraries  (1000+)

• Parks & Rec (3000+)

• Conventions (100+)

• Church Youth Ministries (60,000+)

The Esports market topped 

and is expected to reach



24 43 56

FY2018 FY2019 FY2020 FY2021 

# of

Teams

# of 

Players 1232

Revenue $31K $105K

2691

$86K $1.4M

240

FY2022 

$6.9M

920

84004800 32,300
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Yes

Yes

Offline & Online

Fully Integrated Edu

Grades Served

Console Gaming

No

No

3 - 12 9 -12

Yes No

No

Yes

9 -12

No

The only league serving ES - HS

Ready for a post COVID environment

Player success depends on learning

Over 50% of the US has what’s needed for EGL
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CFO Business Development

Engagement Director
League Operators

Founder/CEO



 2021  2022  2023

Revenue 1,412,741 6,919,932 34,536,301

Gross profit 1,089,500 5,374,991 27,193,441

EBITDA (210,356) 2,016,444 16,511,080

Net Income (237,502) 1,280,773 10,647,525

Gross margin 77% 78% 79%

EBITDA margin -15% 29% 48%

Profit margin -17% 19% 31%

Financial Highlights



PERSONNEL

MARKETING

ADMINISTRATION

$875K 
Allows us to hire needed engineers 
and operations personnel to accelerate 
customer acquisition and expand our 
services

$550K 
Powers an aggressive marketing 
strategy to acquire 920 teams by 
end of FY2022



RR

17

They don’t know that these outcomes exist, nor do 

their parents. EGL educates both parties.

Minorities make up 22% of the US Esports fanbase 

but make up only 4% of pro-players. EGL fosters  

spotlights and opportunities for this group.

This will continue to be higher than the larger 

reality of minorities in Esports and tech. 



R
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EGL uses video game consoles and 2/3 of US homes 

have this equipment now.

EGL has maintained a below market price to 

preserve accessibility across the economic 

spectrum.

EGL supports these players deliberately by keeping 

games that have built in accessibility options. 


