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Safe Harbor Statement

This presentation includes “forward-looking statements” within the meaning of the Private 
Securities Litigation Reform Act of 1995.  These forward-looking statements include, for 
example, statements regarding benefits of the recently completed merger, integration plans, 
expected synergies, market opportunities, future products and anticipated future financial and 
operating performance and results, including estimates for growth.  There are a number of risks 
and uncertainties that could cause actual results to differ materially from the forward-looking 
statements made herein.  A discussion of some of these risks and uncertainties in the 
prospectus supplement filed with the SEC by Turtle Beach Corporation on April 24, 2014 in the 
section entitled “Risk Factors” and in Turtle Beach’s  most recent Annual Report on Form 10-Q, 
that could cause Turtle Beach Corporation’s results to differ materially from those described in 
the forward-looking statements can be found filed with the SEC and available on the SEC’s 
website, www.sec.gov. Readers are cautioned not to place undue reliance on these forward-
looking statements, which speak only as of the date of this presentation. Turtle Beach 
Corporation undertakes no obligation to publicly release any revision to its forward-looking 
statements to reflect events or circumstances after the date of this presentation. This 
presentation also contains trademarks and trade names that are property of their respective 
owners.
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Investment Snapshot

Price: $8.15

Symbol : HEAR

2014 Est. Headset Revenue: $210M to $230M

Company Overview:

• Company formed in January 2014 through the 
merger of Turtle Beach and Parametric Sound. 

• Turtle Beach is the leading gaming headset brand 
with over 50% market share in the United States.

• Parametric Sound’s patented HyperSound
technology, which delivers immersive, directional 
audio, is in the early stages of commercialization.

• Recent recapitalization provides additional 
flexibility to invest in high growth, high return 
opportunities.

• Seasoned executive team and board of directors 
with deep industry experience. 

52-Week Range: $7.58 to $16.30

Market Cap: ~$342M

2014 Est. Headset Adj. EBITDA: $30M to $35M

All share data as of market close on August 8, 2014

Exchange: NASDAQ

2014 estimates and  Q1 2014 actuals from
May 12, 2014 press release

(1) Shares Outstanding as of April 28, 2014

Shares Outstanding (1): ~41.9M
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Brand and Product Portfolio Overview

Gaming Headsets Media Headsets ConsumerCommercial Healthcare Licensing

HIGHLIGHTS

• Premium gaming audio brand recognized 
globally with a large, loyal fan base

• At the front end of a console gaming cycle that 
will fuel industry growth 

• ~50% dollar share in the U.S. and U.K. , with 
double-digit percentage growth internationally

BACKGROUND

• Formerly a private company

• 39-year track record of audio technology 
innovation

HIGHLIGHTS

• Breakthrough audio technology with potential to 
disrupt many large, addressable markets

• Robust and expanding IP portfolio with over 
30 U.S. patents issued and 82 pending

• Significant revenue opportunities in the medical, 
consumer and commercial industries

BACKGROUND

• Spun out of LRAD in 2010 maintaining most
IP related to directed ultrasound audio

• Formerly a microcap company traded under 
ticker symbol PAMT
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Intellectual Property

144% increase in intellectual
property assets over 18 months

• Significant patent portfolio around 
HyperSound technology

̶ Current products and those under 
development are well-protected

̶ Creates strong opportunities for
revenue-generation from licensing

• Growing headset patent portfolio

̶ New advancements in audio technology 
will be better protected

̶ Increase emphasis on foreign IP 
protection

IP Progress IP Developments

EOY 2012 EOY 2013 Q2 2014

Foreign Pending 2 8 10

Foreign Issued 2 2 2

US Pending 18 60 72

US Issued 24 26 28

46

96

112
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Management Team

Juergen Stark
Chief Executive Officer

• COO of Motorola Mobility

• 10 years as Principal at 
McKinsey & Company, Inc. 

John Hanson
Chief Financial Officer

• EVP and CFO at Dialogic, Inc.

• CFO at One Communications 
Corp.

Richard Kuvalik
Chief Technology Officer

• More than 15 years in 
consumer audio

• Led peripheral products for 
PlayStation at Sony

Bob Picunko
Chief Marketing Officer

• 20+ years of entertainment 
industry experience

• MTV Networks and 
The Walt Disney Company

Jim Adams
SVP of Global Sales

• 20+ years of experience in 
the video game industry

• Senior sales roles at Hasbro 
Interactive, Zeemote, Inc.

Rob Andris
SVP, Global Supply Chain & Ops.

• 20 years in supply chain 
management

• VP, Global Supply Chain 
Operations with Hewlett 
Packard

Woody Norris
Chief Scientist

• Noted life-long inventor 
and entrepreneur

• Lemelson-MIT Prize for the 
invention of HyperSound

Megan Wynne
VP Legal & Licensing

• 5 years with I-Flow, LLC a 
Kimberley-Clark Health 
Care Company

• 13 years with Morris Polich 
& Purdy LLP law firm
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Board of Directors

Laureen DeBuono
Director

Ken Fox
Director

William Keitel
Director

Dr. Andrew Wolfe, PhD
Director

Ron Doornink
Chairman

• Partner at leading CFO consulting services firm FLG Partners, LLC

• Former President and CEO of Coapt Systems, Inc.

• Former COO and CFO of hearing aid manufacturer ReSound Corp. 

• Managing partner of Stripes Group, LLC

• Former Managing Director and co-founder of Internet Capital Group 
(NASDAQ: ICGE)

• Co-founder of A-10 Capital and Sentinel Fund

• Former CFO of Qualcomm Incorporated (NASDAQ: QCOM)

• During his time at the company grew revenues from 
approximately $800 Million to approximately $25 Billion

• Held senior financial roles at Nortel (OTC: NRTLQ) and Pepsico (NYSE: PEP)

• Founder and principal of Wolfe Consulting

• Former Chief Technology Officer for SONICblue, Inc.

• B.S.E.E. in Electrical Engineering and Computer Science, John Hopkins; Ph.D. in 
Computer Engineering Carnegie Mellon

• Former Chairman and CEO of Activision Publishing (NASDAQ: ATVI)

• Operating partner of Stripes Group, LLC

• Founder and principal of Erasmus Equity Investments

Juergen Stark
CEO and Director

• COO of Motorola Mobility

• 10 years as Principal at McKinsey & Company, Inc.

• MBA, Harvard Business School; B.S Aerospace, University of Michigan



7

Headsets



8

Sources: U.S. data from The NPD Group, Inc.,  U.K. data from The GfK Group., brand rating from
July 2014 Turtle Beach Brand Awareness and Sentiment Study by The NPD Group, Inc.

49.1%

11.1%

10.6%

8.8%

5.7%

4.9%

2.8%
2.9%2.6% 1.5%

Turtle Beach

Turtle Beach Headset Business

• #1 gaming headset in 2013 by dollar share 

• 49% of U.S. market

• 53% of U.K. market

• Broad portfolio of headsets for Xbox and
PlayStation gamers

• Console transition expected to fuel 
top-line growth

• Headsets in 27,000 storefronts in 
44 countries at year-end 2013

• Over 16,000 interactive sales displays 
installed at retail at year-end 2013

• Brand awareness among Xbox and 
PlayStation console gamers 
increased 40% from 2012 to 2014

2013 U.S. Gaming Headset Dollar Market Share

Overview Leading Market Share
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Differentiating Technology

Advanced Chat
A suite of chat technology including 
noise gate, chat boost, variable 
microphone monitor

Bluetooth
Dual-pairing Bluetooth in most wireless 
headsets for wireless 
chat, mobile gaming, audio 
calls and music streaming

DTS Headphone:X
The first gaming headsets with DTS 7.1 
surround sound to provide incredibly 
accurate and immersive
directional sound

Digital Signal Processing (DSP)
Advanced DSP for game audio 
and chat presets that can 
be customized using a new 
mobile app 

Active Noise Cancellation
The first gaming headset to use 
noise cancellation for 
both inbound audio and 
outbound chat

Versatility
Out-of-the-box versatility to work 
with consoles, PC, Mac, 
tablet and mobile devices
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Differentiating 
Technology

Strategic Relationships

The only gaming headset 
brand that is officially 
licensed for all three 
major consoles

Partnerships with some 
of the world’s leading 
entertainment brands

Consoles
Software and 
Entertainment Gaming and Streaming

Official audio partner of 
the world’s largest 
professional gaming 
league and most popular 
game streaming site
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Global Retail Distribution

Over 370,000 points of 
distribution (POD)

 3x increase in North 
America since 2011

 5x increase in 
International since 2011

 Added Chinese distribution 

16,000 interactive kiosks 

 Interactive retail displays 
allow consumers to 
sample headsets in store

 6x increase in kiosk 
deployment since 2012

Points of Distribution Interactive Kiosks Retailers

Strong retail relationships, 
including:

U.S. and Canada

EOY 2011 EOY 2012 EOY 2013

Points of Distribution

North America

International

U.K. and Europe

Asia

Latin America

2,500

10,000

16,000

EOY 2011 EOY 2012 EOY 2013

Kiosks

128,000

240,000

370,000
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China

• Signed marketing and promotional 
partnerships to introduce officially-
licensed Turtle Beach XBox One gaming 
headsets in China

• Anticipate incorporating China-based 
business in Shanghai in Q3 2014

• Plan to launch a new Chinese-market  
brand which in connection with the Xbox 
One headset launch in Q3 2014

• We are working closely with our licensing 
partners on coordinated market-entry 
strategies for both PC and console gaming

Console Gaming

• The Chinese government lifted a 14-year ban 
on consoles in Q1 2014

• Microsoft announced plans to launch the 
Xbox One console in China on Sept. 23; 
forecasted ~200,000 unit sales in 2014

• Sony has announced plans to introduce the 
PlayStation®4 gaming console in China via a 
Chinese joint venture

PC Gaming

• 517 million active online PC gamers in China1

̶ 1.6 gamers in China for every 1 U.S. citizen1

̶ 28% play more than one hour a day1

• 56% CAGR of Chinese who play video games 
from 2008 to 20132

Turtle Beach Update China Market Overview

1. EEDAR research presented at 2014 Games Marketing Summit, April 2014
2. GPC China Games Market Report, December 2013.
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Console Transition

Cumulative next-gen console sales projected to 
increase from 7.0M in 2013 to 149.4M in 2018

• In each past transition, total industry revenue 
reached new highs within three years 

• Console hardware and software sales are 
forecasted to increase 58% from 2013 to 2018, 
to $42 billion

Global Console Hardware and Software Sales Console Adoption by Annual Unit Sales
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Today

201820152012200920062003 YEAR ONE YEAR TWO YEAR THREE

Unit sales of consoles are forecasted to be 
76% higher in their first three years than in the 
same period during the last transition cycle

• We anticipate low headset attachment rates 
during the first six to nine months after launch

• Attachment rates expected to increase as more 
multiplayer player software titles are released 
heading into the holidays

Today
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• 23x est. five-year cumulative sales increase

• Expanding portfolio to seven headsets from two
for the fourth quarter

Console Platforms and Position

4.2 million

85.9 million

78.6 million

92.8 million

2.8 million 

63.5 million

77.4 million

96.2 million

Source:  DFC Intelligence Forecasts: Worldwide Console Forecast, June 2014

• 21x est. five-year cumulative sales increase

• Expanding portfolio to six headsets from two
for the fourth quarter

Turtle Beach Position
Cumulative Sales
(2013  2018 est.)Platform

• 18% est. five-year cumulative sales increase

• Nine Xbox 360 headsets in core product 
portfolio

• 24% est. five-year cumulative sales increase

• Six PS3 headsets in core product portfolio

Price 
Points
$24 to 
$299

Price 
Points
$24 to 
$289

Sixth-generation consoles

Next-generation consoles
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Q4 Next-Gen Product Launches

STEALTH 500X

• First fully wireless headset 
for the Xbox One

• First DTS Headphone:X 
surround sound headset
for the Xbox One

XO ONE

• Full-featured Xbox One 
entry-level stereo headset

• Richer features than 
comparably priced headsets

ELITE 800

• Fully-wireless headset for 
the PS4

• DTS Headphone:X

• Invisible microphones

• Noise cancellation

STEALTH 400

• Fully-wireless headset for 
the PS4

• DTS Headphone:X surround 
sound 

$229

$79

$229

$99
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Sentinel Prestige 
Xbox One
$179

Sentinel Pro 
Multi-Platform
$249

Sentinel Task Force
for PS4 
$79

Sentinel Task Force 
for Xbox One 
$99

Q4 Licensed Product Launches

Disney Infinity
Console Gaming
$69

Star Wars
PC and Mobile Gaming
$59

Heroes of the Storm
PC and Mobile Gaming
$79
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2014 Software Releases

• The limited number of AAA multiplayer video game releases in the first half 
of the year has contributed to the slow growth in attach rates

• The increased pace of launches in the second half of the year will push up 
attach rates as consumers shop at retail for new titles

2 major titles 4 major titles 9 major titles2 major titles

Q2 2014 Q3 2014 Q4 2014Q1 2014
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PC and Media Opportunity

Global and growing market opportunity –
especially internationally

• 2014 global PC gaming market forecast raised 
from $22B to $25B in February 20141

• Strategy to gain market share by offering higher-
end, feature-rich gaming headsets

• Successful introduction of a new line of 
PC products in 2013 – receiving positive reviews

• Introduced six new PC gaming headsets in the 
last nine months

• 62% year-over-year dollar share increase in the 
U.S. for the first six months of 20142

Growth driven by increased availability of 
smartphones and mobile music players

• Multi-billion dollar market opportunity in music 
and media headphones

• Introduced new line of mobile headsets in 
Q4 2013, which is available in Apple retail stores

• Broadening distribution in 2014, with plans to 
expand mobile product offering in 2015

PC Gaming Headsets

$29 - $299
(Price Points)

$199 - $299
(Price Points)

1. Source:  DFC Intelligence Forecasts: Worldwide Console Forecast, February 2014
2. Source: The NPD Group, Inc.

Mobile Headsets
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HyperSound Technology

• Fundamentally new approach to audio

• Thin panels generate an ultrasound beam

• Audio is injected into the beam

• Sound is contained to the air within the 
ultrasound beam

Recent patent-protected innovations 
provide a competitive advantage over 
other solutions in the marketplace.

• Digital signal processing has significantly 
improved audio quality and frequency 
response

• Electronics advancements have enabled 
the use of low voltage cables and lower 
overall power consumption

• Innovations in emitter panel design have 
improved the ratio of audio volume to 
panel size, allowing for the production of 
smaller, louder emitter panels

• Advances in emitter manufacturing 
process now allow for cost effective  
mass production

New Sound Delivery Mechanism Recent Innovations

HyperSound

Standard
Speaker
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Commercial Opportunity

BENEFIT

HyperSound’s ability to place sound in a specific 
location makes it ideal for many commercial uses

MARKET OPPORTUNITY

• Pre-defined sound zones for in-store promotional, 
informational and way-finding messages 

• Audio for interactive kiosks and displays
̶ 20M digital signs currently in use in 

North America1

̶ 34M ATMs, vending machines and 
self-service kiosks in North America by 20152

̶ 2.5M self-service kiosks by 20152

̶ 120,000 fast food restaurants in the U.S.3

̶ 900 casinos and 850,000 electronic gaming 
machines in the U.S.4

STATUS

• Current-gen product is shipping now

1. BUNN Research, January 2014.
2. Self-Service Markets: ATMs, Kiosks, Vending Machines, BCC Research, March 2011.
3. QSR, August 2013.
4. 2013 Survey of Casino Entertainment, American Gaming Association, October 2013.
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Healthcare Opportunity

BENEFIT

HyperSound provides significant improvement
in listening experience forcreating people who are 
hard of hearing

MARKET OPPORTUNITY

• Targeting living room TV/audio solution to 
enable improved listening experience

• Large, addressable markets
̶ 360M worldwide and 48M in the U.S. suffer 

from hearing impairments1

̶ 35% to 40% of population over 65 suffer from hearing loss2

̶ $4B U.S. hearing-aid market, with ~11M units sold 
annually3

STATUS

• Received FDA clearance for HyperSound Audio 
System in February 2014

• Products in development and will ship in 2015

1. Johns Hopkins School of Medicine, November 2011.
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Consumer Opportunity

BENEFIT

HyperSound allows for immersive 3D audio in a 
wide variety of consumer electronics applications

MARKET OPPORTUNITY

• Home theater systems 

• Entertainment and gaming soundbars

• Computer speakers

STATUS

• Pursuing consumer product development in 
2016 and beyond
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Licensing Opportunity

BENEFIT

HyperSound can be integrated into a wide variety of 
`commercial and consumer products

MARKET OPPORTUNITY

• Automotive and other transportation markets

• Displays and televisions

• Mobile devices

• Smart home technology

• And more … 

STATUS

• Actively engaged in licensing discussions to 
incorporate HyperSound in consumer products
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HyperSound Timeline

Commercial
Become the market leader in directed 
audio systems in kiosk and sound zone 
applications

Hearing 
Health

Create an entirely new market of 
ultrasonic audio products that benefit 
people with hearing loss

Consumer
Apply the unique benefits of 
HyperSound to a broad array of 
consumer products

Licensing
Leverage broad applications of 
HyperSound into external, licensed 
products

Application Strategy 2014 2015 2016 2017

2014 +

2015 +

2016 +

Research
Continued R&D to advance the 
technology and identify new 
capabilities and applications

2014 +

2014 +
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Financial Information
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Headset Financials

Revenue Notes

2013 -- Revenue impacted by new console 
transition, which created a downturn for the entire 
industry.

2014 -- Anticipated revenue growth as new consoles 
drive sales and the company adds more mid-tier 
and high-end next-gen headsets to the portfolio.

Adjusted EBITDA Notes

2013 -- Adjusted EBITDA decline in due to console 
transition and increased investments in marketing, 
international expansion research and development.

2014 – Improved gross margins as the company 
introduces more high-end, high-margin headsets; 
Total company guidance of $20M to $25M after 
$10M investment in HyperSound

Net Revenue Adjusted EBITDA

2011 2012 2013 2014

$166M

$207M
$178M

$210M to $230M
(guidance)

2011 2012 2013 2014

$30M to $35M
(guidance)

$14M

$52M
$47M
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Guidance and Future Growth

Our aspiration is to grow annual revenue 
to $1 billion by 2018

2014

• Start of new gaming console cycle

• Continued international expansion

2015

• Increase share of PC gaming headsets

• Introduce next-gen mobile headsets

• Launch HyperSound healthcare products

• Expand HyperSound commercial business

2016 to 2018

• Continued growth of existing business

• Begin roll-out of HyperSound consumer 
products

• Strategic acquisitions

2014 Guidance Y/Y Growth

Revenue:

Headsets $210M - $230M
+24% at 
midpoint

HyperSound $1M - $4M

Margins:

Gross Margins ~30%
+150 basis 

points

EBITDA Margin ~15%
+700 basis 

points

Adjusted EBITDA:

Turtle Beach $30M - $35M +100%

HyperSound ~($10M) Investment

Total Company $20M - $25M
+140% at 
midpoint
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Balance Sheet Summary

As of
12/31/13(1)

As of
6/30/14

Assets

Cash & Equivalents $6.5M  $9.0M

Liabilities $102.5M  $40.8M

Revolver $39.7M  $19.3M

Term Loan $14.5M  $0.0M

Subordinated Notes $10.3M  $7.3M

Series B Preferred $13.7M  $14.2M

Series A Convert. Preferred $24.3M  $0.0M

(1) Reflects Turtle Beach standalone balance sheet as of December 31, 2013.

Highlights:

• Signed new global 
$60M working capital line 
with Bank of America on 
March 31, 2014

• Six-month increase in 
total assets of $85M, 
from $127M as of 
12/31/2013 to $212M 
on 6/31/2014

• Six-month increase in 
cash of $2.5M and 
decrease in liabilities of 
$61.7M
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Investment Summary

MARKET LEADER IN  G ROWING CATEGORY

• Established leader in gaming headsets with ~50% dollar market share in the 
U.S. and U.K. and license agreements for both the Xbox One and 
PlayStation®4

• On the front-end of an anticipated multi-year gaming console transition-
driven growth cycle 

• Double-digit growth in expanding international markets, including newly-
opened China console gaming market

BREATHROUGH AUDIO TECHNOLOGY WITH DISRUPTIVE  POTENTIAL

• Proprietary HyperSound technology and significant directional audio 
IP portfolio provides strong base for product development and licensing

• Compelling new growth vehicle across multiple, large addressable markets

ENTIRELY NEW AND AT TRACTIVE  INVESTMENT PROFILE

• Attractive EBITDA margins with opportunity for meaningful expansion

• New and relatively undiscovered investment following reverse merger in 
January 2014
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Contact Information

Corporate Communications
David Lowey

Turtle Beach Corporation
david.lowey@turtlebeach.com 
+1 619-887-4327

100 Summit Lake Drive, Suite 100
Valhalla, NY 10595

Investor Relations
Anne Rakunas

ICR
Anne.Rakunas@icrinc.com
+1 310-954-1113

12400 Wilshire Boulevard, Suite 1200
Los Angeles, CA 90025

www.turtlebeach.com www.hypersound.com

C O M P A N Y  W E B S I T E S

www.turtlebeachcorp.com


