


Disclaimer ’

Important Notice & Disclaimer

This presentation has been prepared by the management of migme Limited (the ‘Company’) in connection with meetings with
private and institutional investors, and not as specific advice to any particular party or person. The information is based on publicly
available information, internally developed data and other sources. Where any opinion is expressed in this presentation, it is based
on the assumptions and limitations mentioned herein and is an expression of present opinion only. No warranties or representations
can be made as to the origin, validity, accuracy, completeness, currency or reliability of the information. The Company disclaims and
excludes all liability (to the extent permitted by law) for losses, claims, damages, demands, costs and expenses of whatever nature
arising in any way out of or in connection with the information, its accuracy, completeness or by reason of reliance by any person on
any of it.

Forward Looking Statements” Disclaimer

The documents provided contain statements related to our future business and financial performance and future events or
developments involving the Company that may constitute forward-looking statements. These statements may be identified by words
such as "expects,” "looks forward to,” "anticipates,” "intends," "plans,” "believes," "seeks," "estimates," "will," "project" or words of
similar meaning. We may also make forward-looking statements in other reports, in presentations, in material delivered to
stockholders and in press releases. In addition, Company representatives may from time to time make oral forward-looking
statements. Such statements are based on the current expectations and certain assumptions of the Company’s management, and
are, therefore, subject to certain risks and uncertainties. A variety of factors, many of which are beyond the Company’s control,
affect the Company’s operations, performance, business strategy and results and could cause the actual results, performance or
achievements of the Company to be materially different from any future results, performance or achievements that may be
expressed or implied by such forward-looking statements or anticipated on the basis of historical trends. Due to rounding, numbers
presented throughout this and other documents may not add up precisely to the totals provided and percentages may not precisely
reflect the absolute figures. The documents provided in this presentation include supplemental financial measures that are or may
be non-GAAP financial measures.
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Overview & Summary

migme is a Social Entertainment Platform (Social and Messaging) focused on the fastest growing markets for Internet usage,
with a priority on India (through to the Middle East and Africa) and South East Asia (special focus on Indonesia and the
Philippines). It serves the social, messaging, gaming, content and commerce needs of customers, content creators, games
developers and business owners.

Freemium business model. Engagement on Platform (Social + Messaging). Monetising through the provision of valuable
activities (virtual gifts, games, ecommerce, and other premium services). Unlocking and sharing value with regional ecosystem
players: content creators, media, telecoms, payments, etc. Parallel model to Tencent, Facebook, Line, Kakao and many others.

Engagement. Content creators and artists are now consistently driving value added services on the main migme platform.
Games are showing engagement through the funkey. Pathway to substantial revenues and gross margin is through quality of
operations and replication.

Consolidation. Integration of acquired companies to form a simpler and more focused business. Progressive reduction of a
further AUD$300k per month of costs per month by March 2017. The reduced platform is likely to finish the quarter with over
31m Monthly Active Users (MAU)*, whilst lower than the previously reported over 37m, it now excludes over 10m MAUs that the
company believes are unlikely to be profitable in the medium term.

Pathway to cashflow positive in 2017. Combination of streamlined operations and focus on the combined platform,

converting to engaged traffic with content creators and games / apps, cost management, and subject to satisfactory completion
of the Convertible Note announced in December 2016.
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Description
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Portfolio companies aligned to deliver platform strategy -

News and conversations

Artists ] [

News ]

alive

Fosters formation of
online communities

between artists and
their fans

Digital user
development capability
Potential to expand to
regional markets and
support artists /
verified users in
community building

- Social news site

distributing digital
content for young
Indonesian
urbanites

- Adds enhanced

digital media content
creation, curation
and management,
that can be
leveraged to
enhancing group
media offering in
other target markets

Social entertainment service
including: chat, chatrooms,
blogging, virtual gifting and
community

- Targeting emerging S/ SE

Asian markets

Significant existing user base
High degree of localisation to
target markets

Compelling artist / key
influencer proposition.

- Able to integrate full suite of

connected social media
services

[ Apps & Games ]

LoveByle

Private social network
for romantic couples

- Avatar creation
capability

- Avatar customisation
and enhancing virtual
goods development

« Allows 3rd party digital
goods to be gifted,
creating user
engagement and
monetisation

_____________________

[ E-commerce ]

SHOPDECA

S‘T)LD id

Gamified B2C
e-commerce platforms,
with curated lifestyle /
sporting goods

Capability to create
social and gamified C2C
e-commerce /
marketplace on migme
Social affiliate marketing
channel

Sticky communities and value social entertainment services on the platform,

driving growth and engagement



m How it fits? Platform is engaged with apps and games and
there are many monetisation scenarios

Platform User Engagement Apps & Games Monetisation
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messaging
Key influencers and large
format programmes such as
reality TV shows and Soap
Operas can use apps / games
to create valuable content (eg.
live stories shared) for mass
engagement. E.g, can use the

Key Influencers - Stars, artists Casual games, photo apps, beauty Karaoke App to keep a story

& entertainers from large format apps, music apps, going between a Soap Opera’s

Programs episodes
i - k Community members use apps

) / games to create valuable
- e uorhad interactions (eg. personal high
} L ! o *— scores in games) with other
' n . ; migme users

Community - Power Users & Social casino games, chat room
Brand Ambassadors games

e T T ‘» Users use apps / games,
Shop " - exchange gifts, emoticons, and
33‘ ? 2 ' Qg buy avatar and ecommerce

2 0 . 3 o ‘ a items, to create value
a e O interactions with other migme
m users and key influencers
Regular Users Virtua}l gifts, stickers, e-Commerce
emoticons and avatar
ltems




Service Architecture
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Plan for (Q1 2017)
Replace migme’s Discover / Artist index with Hipwee (9m MAUS) / AliveNotDead (Artist / Content creator community)
Integrate all three communities onto a common platform.
Ensure games and applications content in the migme platform is available throughout the service
Use Hipwee / migme’s miniblog to be connected to other platforms as elements that can be easily shared



. . hipwee
Hipwee Demographics
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* Hipwee is a buzzfeed style of service, focused predominantly in Indonesia, and delivered as a web / mobile web
service.

« Community of a few thousand content creators, and over a dozen staff writers.

+ Content is syndicated to other media from time to time

* Reaches a predominantly young adult female readership across Indonesia.



Quizzes and giveaways being used by partners to drive greater gifting
activity over longer cycles...
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Distribution of VGs — November 2016
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Which drives 315 VGs from 12
unique gifters over ~ 2 days...
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translate to a
revenue for
the Partner —
and migme

fans with a quiz...

? Indonesian Partner Q 315 $ $1575 $788
shoumayatazkiyyah engages her 4 AN




USD / month

Partners have seen fast growth in earnings from sharing
content with fans on migme (programme reset in June)

migme top-40 Partner earnings — June 2016 vs Nov 2016

Metric Jun-16
$450.00
$400.00 Top Partner
hl
$350.00 - camings 2648
$300.00 (USD)
$250.00 -+ Total
monetising 170
$200.00 - partners (#)
$150.00 Total Partner
$100.00 earnings 170.17
(USD)
$50.00
$_ Average
Part
1 4 7 10 13 16 ]!'8 22 25 28 31 34 37 40 e:rrnrilrfgr]s 1.00
. Nov 16 (LEl

Team operational initiatives to drive performance:

1. Better synchronisation of content management and community management.

2. Improved community management and communications, and platform operations
3. Platform development

Nov-16

393.92

294

2,378.25

8.09

Change
%

1,388%

73% '

1,298% M

709% M



migme Android users are a small, but highly engaged.

Traffic is spread over feature phones, web, mobile web, etc.

migme Group — MAU by
property — Oct 2016
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J

migme platform — MAU by Op
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client— Oct 2016
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Android client offers interactive funkey allowing easy access
to integrated games and apps

...where they can discover and launch a

Android client users have access to an
range of games and apps

interactive ‘funkey’...
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Conversion performance of funkey: Week 8 — 14 Nov

Current funnel performance
Funnel stage

# %
Total Enabled Android Weekly Active o o ‘ ' 81,850 100% R
Users (WAU) conversion = 1.8%
=

Total users who invoke fun key 12,377 15.1%

10898/ 88.1%

of funkey clicks =~ ™™= @

. H — land on initiating ...y sy @

Total users who mstall/lagnch — B —m 1479 11.9% miniblog
monetisable game/app via fun key _—= —B ' content... i phcte

a ..while 1479/
11.9% land on
monetiasable
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Meitu Meitu

BeautyPlus MakeupPlus Mybrana Minime

Game/App title

Clicks to Install / Launch of

Game / App 299 388 177 88

317

[ —— |

Deep dive into monetisation
performance follows



Achieving this business case requires lowering migme cost profile by

~300k by March 2017

13

migme Group — current and 2017 operating expense

profile
O e300k

= Marketing

m Other / provisions
m Depreciation

® Professional Fees
= Overheads

® Travel & Expense

= Payroll

Current state

Target state
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