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First	listens	are	visceral



Music	has	an	untapped	currency



Music	engagement	is	scattered	

Discovery Streaming

Community Tastemaking

? ?



Engage	with	music	differently

NostraJAMus	is	an	online	platform	for	music	
discovery,	predictions,	and	tastemaking



Engage	with	music	differently

Choose	your	new	jam

Predict	its	rise	to	stardom



Engage	with	music	differently

Collect	prizes	and	tastemaking	status



Engage	with	music	differently

Cyclical	engagement	retains users



Dashboard	captures	three	key	features	



Dashboard	captures	three	key	features	

New	user	tutorials



Dashboard	captures	three	key	features	

Climb	the	tastemaking	
ranks

with	Jam	Points



Dashboard	captures	three	key	features	

Challenge	your	friends	
to	duels



Dashboard	captures	three	key	features	

Enter	contests	for	
prizes



Dashboard	captures	three	key	features	



Perfect	market	timing	for	NostraJAMus

Music’s	‘death’	is	
exaggerated	



Perfect	market	timing	for	NostraJAMus

Music’s	‘death’	is	
exaggerated	

Streaming	
growth	propels	

industry

Industry	trough



Perfect	market	timing	for	NostraJAMus

Music’s	‘death’	is	
exaggerated	

Streaming	
growth	propels	

industry

Explosion	of	daily	
fantasy	sports

$110+	million	raised	by	daily	
fantasy	in	2014



Perfect	market	timing	for	NostraJAMus

Music’s	‘death’	is	
exaggerated	

Streaming	
growth	propels	

industry

Explosion	of	daily	
fantasy	sports

NostraJAMus	capitalizes	on	open	data	while	providing	a	
platform	for	fan	‘ownership’



NostraJAMus	unlocks	‘engagement’	
spending

Fantasy	Sports NostraJAMus

Engagement	Spend

Engagement	Spend

Opportunity	
unlocked	by	
NostraJAMus

Foundational	Spend Foundational	Spend

??



NostraJAMus	
(estimated	monthly)

Spending:	$25

Revenue:	$2.50

FanDuel
(monthly	per	user)

Spending:	$150

Revenue:	$13

NostraJAMus	unlocks	‘engagement’	
spending



NostraJAMus users	are	streamers

2.5%
9.0M

NostraJAMus=
Potential	Market

250M

40M

70M



roadmaps user	growth

Q1	2011

FanDuel User	Growth

• Founded	July	2009

• Steady	growth	until	
inflection	point	in	Q1	
2011

Q1	2012 Q1	2013

200K

600K

400K

0
Q1	2014

500K



roadmaps user	growth
NostraJAMus	User	Growth

Year	1	Goal:	3,000

Year	2	Goal:	12,000

Year	5	Goal:	500,000

Avenues	to	Growth

$90K

$360K

$15M

$27.50 =

Revenue	Forecast

per	user

Social	Incentives
User-Generated

Contests
Band	Engagement

+1



Listeners	want	novel	engagement

Alpha	Contest

What	We	Learned
• Behavior:	more	time	sharing	and	discovering
• Contest:	scoring	system	adjustment,	contest	
criteria,	leaderboard	changes

12
entrants

6
days

$50
prize



Second	contest	validates	model

Beta	Contest
• $1 entry	fee
• 2 songs/entrant
• 5	prizes
• 60 entrants
• Automated scoring

Exciting	Discoveries
• Listeners	will	pay	to	
enter	song-picking	
contests

• Contests	spur musical	
engagement

• Demand	for	varied,	
regular	contests



NostraJAMus Team

School
Finance

Economics
Work	

Bain	&	Co.	
Role

Strategy	Dev.
Current	Jam
“Penny”	
Misun

Collin	Waldoch Tony	Olmert
School

Marketing
Entrepreneurship

Work	
Centerview	Prtnrs

Role
Market	Dev.
Current	Jam
“Dosey	Doe”	
Omar LinX

Mike	Paris
School

Computer	Science
Eng.	Business

Work	
Microsoft

Role
Backend	Dev.
Current	Jam
“Limelight”
Just	a	Gent

Vincent	Ning
School

Computer	Science
Economics,	Stats

Work
Microsoft

Role
Frontend	Dev.
Current	Jam
“Heroes”
Alesso	



What’s	next?

NostraJAMus

•Cloud	infrastructure
•Domain/hostingDevelopment

•Promotions
•MerchandiseMarketing

•Trademarks
•Patent	algorithms

Intellectual	
Property

• Increase	prizes
•ScalingContests



NostraJAMus

Questions?



Appendix	1:	Timeline	deep	dive
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Appendix	2:	Technical	progress

Google	App
Engine Data	Storage

Web	Streaming	
Services

You	&	Friends

NoSQL Aggregated
Data	Storage

Backbone
Client



Appendix	3:	Critical	success factors

• First	mover: consolidate	head	start

• Critical	mass	of	users:	exponential	growth

• User	education: new	spending	habits

• Legality:	game	of	skill

• Streaming	partners:	Spotify	&	SoundCloud



Appendix	4:	Legal	precedence
• “Fantasy	sports	is	considered	a	game	of	skill	and	received	a	specific	exemption	from	the	2006	Unlawful	Internet	Gambling	
Enforcement	Act	(UIGEA	2006).	FanDuel uses	exactly	the	same	rules	as	any	other	season-long	fantasy	sports	format,	the	
only	difference	is	that	our	games	last	only	one	day	or	one	week”
• The	laws	relating	to	fantasy	sports	varies	by	state	however	in	the	vast	majority	of	them	fantasy	sports	is	considered	a	
game	of	skill	and	therefore	legal.	In	most	states	a	game	of	skill	is	classed	as	game	where	skill	is	the	predominant	factor	in	
determining	the	winner.	The	states	where	our	lawyers	believe	the	law	is	unclear	or	questionable	about	the	legality	of	
fantasy	sports	are	Arizona,	Iowa,	Louisiana,	Montana	or	Washington.	Therefore	we	do	not	offer	paid	entry	games	to	
residents	of	those	states.
• In	2006	the	federal	government	passed	a	law	called	the	Unlawful	Internet	Gaming	Enforcement	Act	which	was	designed	to	
prevent	gambling	over	the	internet.	The	law	included	a	carve	out	that	clarified	the	legality	of	fantasy	sports.	Specifically, it	
exempted:
• "participation	in	any	fantasy	or	simulation	sports	game	or	educational	game	or	contest	in	which	(if	the	game	or	contest	
involves	a	team	or	teams)	no	fantasy	or	simulation	team	is	based	on	the	current	membership	of	an	actual	team	that	is	a	
member	of	an	amateur	or	professional	sports	organisation and	meets	the	following	conditions: 
• 1.	All	prizes	and	awards	offered	to	winning	participants	are	established	and	made	known	to	the	participants	in	advance	
of	the	game	or	contest	and	their	value	is	not	determined	by	the	number	of	participants	or	the	amount	of	any	fees	paid	by	
participants. 
• 2.	All	winning	outcomes	reflect	the	relative	knowledge	and	skill	of	the	participants	and	are	determined	predominantly	by	
accumulated	statistical	results	of	the	performance	of	individuals	(athletes	in	the	case	of	sports	events)	in	multiple	real-
world	sporting	or	other	events. 
• 3.	No	winning	outcome	is	based: a.	On	the	score,	point	spread,	or	any	performance	or	performances	of	any	single	real	
world	team	or	any	combination	of	such	teams;	or	b.	Solely	on	any	single	performance	of	an	individual	athlete	in	any	single	
real-world	sporting	or	other	event.”



Appendix	5:	Fantasy	sports	spending

http://www.fsta.org/?page=Demographics



Appendix	6:	Initial	survey	questions

1. How	many	songs	have	you	listened	to	for	the	first	
time	in	the	last	week?

2. How	much	total	do	you	spend	on	music	per	month	
(downloads,	streaming,	etc.)?	(Check	one)

3. Where	do	you	usually	discover	new	music?(Check	all	
that	apply)

4. On	a	scale	from	1-5	what	would	you	like	to	see	more	
of	during	your	music	discovery	process?	Rate	the	
following	factors:	Strong	user	community;	
Leaderboard	of	top	song-pickers; "Gamification"	i.e.	
contests	or	challenges



Appendix	7:	Landing	page	screenshots



Appendix	8:	Landing	page	screenshots



Appendix	9:	Second	contest	details
Scoring
Jam	Points	will	be	awarded	based	on	two	
criteria:
1:	%	increase	in	streams.	Every	1%	increase	in	
streams	is	worth	10	Jam	Points
2:	Milestones	of	streams	your	song	passes	
during	the	contest.	Every	milestone	your	song	
passes	(10k,	100k,	1M,	10M)	during	the	
contest	wins	10%	of	your	Jam	Points	you	win	
from	%	increase	during	the	contest.
For	example,	if	your	song	goes	from	80,000	to	
120,000	during	the	contest,	you	will	get	500	
Jam	Points	for	the	50%	increase	AND	you	get	
50	points	for	crossing	the	100,000	listen	
milestone.	Your	total	would	be	550	Jam	Points.		
Total	Jam	Points	will	be	the	sum	of	the	points	
you	earn	for	each	of	your	two	songs.



Appendix	10:	Second	contest	entry	form



Appendix	11:	Second	contest	final	standings



Appendix	12:	Second	contest	wrap-up


