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Disclaimer ESPORTSMOGUL

Disclaimer:

This presentation has been prepared by eSports Mogul Asia Pacific Limited (ESH or the Company). It contains general information about the Company’s activities current as at the date of the
presentation. The information is provided in summary form and does not purport to be complete. This presentation is not to be distributed (nor taken to have been distributed) to any persons
in any jurisdictions to whom an offer or solicitation to buy shares in the Company would be unlawful. Any recipient of the presentation should observe any such restrictions on the distribution
of this presentation and warrants to the Company that the receipt of the presentation is not unlawful. It should not be considered as an offer or invitation to subscribe for or purchase any
securities in the Company or as an inducement to make an offer or invitation with respect to those securities. No agreement to subscribe for securities in the Company will be entered into on
the basis of this presentation or any information, opinions or conclusions expressed in the course of this presentation.

This presentation is not a prospectus, product disclosure document or other offering document under Australian law or under any other law. It has been prepared for information purposes
only. This presentation contains general summary information and does not take into account the investment objectives, financial situation and particular needs of any individual investor. It is
not financial product advice and investors should obtain their own independent advice from qualified financial advisors having regarding to their objectives, financial situation and needs. ESH
nor any of their related bodies corporate is licensed to provide financial product advice.

This presentation and information, opinions or conclusions expressed in the course of this presentation contains forecasts and forward looking information. Such forecasts, projections and
information are not a guarantee of future performance, involve unknown risks and uncertainties. Actual results and developments will almost certainly differ materially rom those expressed or
implied.

You should not act or refrain from acting in reliance on this presentation, or any information, opinions or conclusions expressed in the course of this presentation. This presentation does not
purport to be all inclusive or to contain all information which its recipients may require in order to make an informed assessment of the prospects of ESH. You should conduct your own
investigation and perform your own analysis in order to satisfy yourself as to the accuracy and completeness of the information, statements and opinions contained in this presentation before
making any investment decision. Recipients of this presentation must undertake their own due diligence and make their own assumptions in respect of the information contained in this
presentation and should obtain independent professional advice before may any decision based on the information. No representation or warranty, express or implied, is made in relation to
the fairness, accuracy or completeness of the information, opinions and conclusions expressed in the course of this presentation. To the maximum extent permitted by law, no representation,
warranty or undertaking, express or implied, is made and, to the maximum extent permitted by law, no responsibility or liability is accepted by the Company or any of its officers, employees,
agents or consultant or any other person as to the adequacy, accuracy, completeness or reasonableness of the information in this presentation. To the maximum extent permitted by law, no
responsibility for any errors or omissions from this presentation whether arising out of negligence or otherwise is accepted. An investment in the shares of the Company is to be considered
highly speculative.

This presentation and information, opinions or conclusions expressed in the course of this presentation should be read in conjunction with ESH’s other periodic and disclosure announcements
which are available on the ESH website (www.esportmogul.com)
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Investment Highlights ESPORTSMOGUL

1. Only pure eSports play listed on the ASX — Successful ASX listing Nov 2016 and strong cash
position

2. Fully operational world class tournament & matchmaking platform
3. Multi faceted business across distinct verticals within the eSport industry

4. eSport market has experienced recent exponential growth but remains underdeveloped —
major global growth industry

5. Current relationships and technology provide a >12 to 18 month lead on competitors—
Company ideally positioned at forefront of eSport industry

6. Experienced and motivated management & user acquisition team
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Achievements to Date ESPORTSMOGUL

Sponsorship and Tournament Platform Agreements with Twitch Interactive Inc. — the world’s largest social video
platform for gamers (Twitch attracts 9.7m active users daily)

State-of-the-art fully functional and fully operational eSports tournament and matchmaking platform — via the
Challengeme Esports GmbH acquisition of eSport Hero Inc.

Commenced development of the Academy — a dedicated eSports learning portal for players of all levels

Engaged Havas — a fully integrated global advertising company, specializing in marketing, design, digital,
corporate communications as part of Oceania and SEA launch

APAC region launch — Philippines test market building a prototype South East Asian model which includes:
- cafe group partnerships
- local media partnerships
- influencers
- on-ground staff and studio access

Opened SEA facing office in Thailand

» Continued discussions with major brands and teams with regard to aspects of the Media Hub

March 2017 ESPORTSMOGUL



Capital Structure ESPORTSMOGUL

Highlights So Far

Corporate Snapshot e Completed successful ASX listing in Nov 2016
ASX Code ESH * Cash balance .of.approx. $4.§ million
* €650k strategic investment in ChallengeMe Esports (“CME”)
Cash (as at 2" March 2017) Approx.$4.6 million completed
Market Cap ($0.025/share) ~$22m * Sponsorship Agreements with Twitch

* Localisation and launch in Oceania & SEA commencing

Key Shareholders (as at 2" March 2017)

Listed Shares 778,637,609 Trust Co Aust Ltd 7.04%
Vendor Escrowed Shares (Nov 2017 & 2018) 100,000,000 Contango Funds Management Limited 5.69%
Total Shares on Issue 878,637,609 , : —

National Nominees Limited 4.09%
Class A Perf Shares - 100,000 ESH subscribers within 24 113,000,000
mths Comprehensive Investments Pty Ltd 3.41%

100,000,000

Class B Perf Shares - S5m annualised EBIT within 60 mths

Cyber Century Limited 3.13%
Listed Options on Issue (@ $0.05 Ex 30 Oct 2019) 321,478,207
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ESH Board ESPORTSMOGUL

Adam Jacoby — Non- Exec Chairman

* Masters of Entrepreneurship and Innovation & Judge Business School, Cambridge University.

* Innovator with a 20+ yrs global history of starting fast growth businesses in sport, information and
media.

e Startup success in IMS Sports, LifeLounge.com, Learning from Legends & the global Mummu group of
Companies - which were #40 BRW Fast Starter 2015 and Top 10 in Smart Company's Smart50 Awards
2015.

Gernot Abl — Managing Director

* Law, Corporate Finance and Consulting background

* 15+ yrs experience in corporate advisory working in the Gaming, Resources, Energy, Utilities and
Public sectors

* Lifelong gamer with significant success in the online gaming industry

* Director with eSports Hero Inc.

George Lazarou— Non-Executive Director
e 20+ yrs experience as a chartered accountant across industry.
* Extensive experience in M&A, valuations and advisory

' ‘ * Currently the Managing Director of corporate advisory firm Citadel Capital
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ESH Management ESPORTSMOGUL

Marc Bell — Regional Manager & User Acquisition
e 20+ yrsininteractive media

Jonathan Noal - COO
e 20+ yrs marketing and management

experience * Worked for AAA gaming companies including
* Founder of BoilerRoom - awarded Direct Wargaming
Agency of the Year * Founder Freemeum - agency guiding

developers and publishers on successful
launch strategies

Michael Arrieta — Media Strategist

* Media strategist with a deep understanding of
traditional and digital media, technology,
production & distribution

* Vice President with Sony Pictures driving Sony
to #1 digital market share with revenues in
excess of USS100M p.a..
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Rodney Block — Strategic Adviser

* Director, Head of ANZ, SEA and India Sales
for GoPro

* 20+ yrs of Video Games experience, was Vice
President for THQ APAC

* Launched Disney Infinity throughout ANZ




Video Game Market on par with Sports

ESPORTSMOGUL

Revenue Streams Comparable to Sports

Gaming as a whole compares well to sports:
Sports fans: 2.2Bn, Gamers: 1.7Bn (2.1Bn in 2017)
Sports Revenues: $124Bn, Game Revenues: $83.4Bn ($107Bn in 2017)

Figure 2: comparison of sports and eSports audiences
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Source: NewZoo Global eSport Revenue Model 2015
http://www.igamingbusiness.com/sizing-esports-opportunity-0
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Market Opportunity ESPORTSMOGUL

* eSports is a subset of the estimated US$S99bn+ global video games market
* Year on year audience and participation growth

* 1.9bn+ players across all platforms competing globally

* Largest region is Asia-Pacific with 900m+ gamers

% 2016 GLOBAL GAMES MARKET Global eSports Audience Growth

PER REGION WITH YEAR-ON-YEAR GROWTH RATES

newzoo This year, the number of eSports Enthusiasts will surpass 100 million

EUROPE,
MIDDLE-EAST & AFRICA

$23.5Bn
+7.3% YoY

LATIN AMERICA

CHINA TOTAL
$24.4Bn OCCASIONAL VIEWERS

. FREQUENT VIEWERS / ENTHUSIASTS

2012-2017

CAGR: +20%

ASIA-PACIFIC

2016 TOTAL . $46.6Bn
$99.6Bn '

+8.5%

YoY

+10.7% YoY

NORTH AMERICA

$25.4Bn & US TOTAL '

+4.1% Yoy _— $23.SBn

Source: ©Newzoo | @2 2016 Update | Global Games Market Report Premium

nevsescom/gebsrepenpremun/ 2012 2013 2014 2015 2016 2017
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The Media Hub Opportunity ESPORTSMOGUL

The Tournament Platform will &iﬁﬁfﬁ;
underpin the ESH Media Hub by: Academy

Content & eSports
Production News

* Driving user acquisition &
engagement

e Offering a unique point of
difference for major brand

engagement -
Ancillary Teams &
. . . Products Mgmt
* Enabling strategic regional Major
partnerships Brands &

Sponsors
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CME acquisition of eSports Hero Inc. ESPORTSMOGUL

* In February 2017 German eSports business Challengeme Esports GmbH acquired eSports Mogul’s platform
provider eSport Hero Inc. to form a global eSports company

« ChallengeMe is an established eSports business with a world class tournament and matchmaking platform

» Acquisition is of major strategic benefit to eSports Mogul — is immediately able to utilise the ChallengeMe
(CME) platform as its eSports tournament platform

» Fast tracks the delivery of eSports Mogul’'s tournament platform and Media Hub — previous strategy was to
use eSport Hero’s platform which still required further development and testing

» Acquisition will ensure a strong presence in major global markets;
- eSports Mogul will focus on APAC
- eSports Hero will rebrand to Challengeme Esports Inc. and operate in the North American market, and
- ChallengeMe will focus on Europe and be responsible for all technical development and support
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CME Tournament Platform — By the numbers

e ESH owns a 25% equitable interest in CME & 10 year exclusive
license for the APAC region

e Partnership with CME delivers global eSports tournament
platform
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e CME is an established eSports business with:
- World class tournament and matchmaking platform
- Hosted >2.4M matches
- Almost 500,000 registered players across only CS:GO &
only in Germany & Poland
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CME Tournament Platform — Current Feature Set

(1(\:/51(/5(5)\)/5 Matches in Counter Strike Direct API Integration e Stream & create VOD’s for others
| Join Ladders & Leagues * Brand placement on websites and

streams

Play for free or prizes

Automated Match Reporting Interactive chat with friends
and streamers * Compliant eWallet + KYC + AML

Easily to setup matches & send
challenges
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CME Tournament Platform - Future Developments (end Q3 2017)

Additional game integration

o
AR
DOTA 2 Overwatch HearthStone World of
Tanks

Regional payment provider integration Mobile & Companion App
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Media Hub Rollout — Testing Starting in Thailand

2013 - 2017 Games Revenue Growth in Southeast Asia | Total and Per Country

$2,216M

CAGR 2013-2017

+28.8% 2%
sizem R
[])\e
- $1,413M
2%
$1.094M [ 14% | , 12%
$806M 14% 2 T
5% R ; 175 ¢
18% 9% 18%
19% = 9%
19% 20% o 21%
0,
2013 2014 2015 2016 2017
CAGR CAGR CAGR CAGR CAGR . , CAGR
+37.3% +27.0% % +36.5% - +14.4% +30.9% ? +27.2%
B ndonesia -/l\ﬁaysia Philippines Singapore Thailand Vietnam [l Rest of SEA
Source: Newzoo Report, Introduction to the Southeast Asian Garnes Mar ket (www.newzoo.com/sea)

Steamspy Data — Gameplay per Day

® Counter-Strike: Global Offensive ~ 113,000 games of Dota played per day in

Thailand
® Dota 2 ~ 53,000 games of CS:GO played per day in
Thailand
March 2017

Good penetration of Dota & CS:GO

Gateway to the rest of SEA with high in-
game user engagement

Significant market for future case study
leverage (specifically Australia and
Singapore)

Inexpensive media and staff entry point
allows for testing and iteration before
expanding into more expensive markets

Twitch & multiple other partners in market

Existing relationships with teams and brands
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Gernot Abl, Managing Director

'E. gernot@esportmogul.com
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;-w Media & Investor Inquiries:
~.James Moses

‘":‘.'. Mandate Corporate

o T: +61 420 991 574

' E: James@mandatecorporate com.
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