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What We Do

Chinese Android Platforms

200m
downloads
400 apps
China’s largest
Internet company

Xiaomi - World’s 4th
largest smartphone maker

Monetisation

Together total 95% of the mobile market*

Increasing users drives increasing
revenue

Existing revenue streams

Diversifying revenue

IAPs

Advertising

Subscription

Higher user numbers
increase IAPs

Higher user numbers attract larger
advertisers.

Expected to commence in Q3
diversifying revenue sources.

* Top Mobile Trends
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Animoca Brands At a Glance
Animoca Brands is a leading global developer and publisher of mobile gaming applications (apps)

430+

mobile
gaming
apps

13m+

monthly
active
Users

200m+

Total
downloads

Highly successful apps, available across Google Play and Apple App Store

Partnerships with Leading Brands and a Strong Portfolio of Licensed IP
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Scalable Revenue Model
Highly scalable commercial model with multiple
revenue streams to grow

In App
Purchases
(IAPs)

• Freemium model
focused on user
growth.
• Continues to grow as
App portfolio expands.

Advertising

• Freemium model with
user growth increasing
attractiveness for
advertisers.
• Accounted for 26% of
revenue FY15.

Subscription

• Subscription revenue to
form a substantial part of
the revenue base as the
Company launches its
first e-Book initiative in
partnership with Mattel.
• Subscription users to
grow as the company
increases its focus on the
children’s gaming /
edutainment sector.
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Mobile Gaming and Educational Apps are Growing
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Mobile Gaming Revenue Growth
US$ Billion

Significant opportunity in children’s gaming and
educational apps…

40.9
30.3
25
17.5

2013

2014

2015

2017E
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Outpacing Market Growth
Revenue

Downloads

Mobile Gaming
Revenue Growth
Globally (A$Bn)

Animoca Brands
Revenue Growth
FY2015 (A$Mn)

Global App
Downloads
(Bn)

Animoca Brands
App Downloads
(Mn)

21%

69%

32.4%

53.9%

40bn
33bn

175

110
110

7.5m
4m

2014
Global Market (A$)

Source: NewZoo

145

2015

2014

2015

2014

2015

Animoca Brands (A$)
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Key Performance Metrics Continue to Perform
Monthly Active Users (MAUs)

Total Downloads (Cumulative)
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How Did We Get Here?

Ourpalm to publish Doraemon
Gadget Rush

Successful listing on the
ASX raising $2.4m

Doraemon Gadget Rush app
dominated Asian charts, with
1.8m downloads in less than
two weeks

First celebrity license for the
name and image of Paris
Hilton

Collaboration with Neocyon
and Gravity, Gung Ho
subsidiaries

Agreement with Mattel, global
toy producer, to license
leading brands Thomas &
Friends, Ever After High,
Monster High, BLOKS, Bob the
Builder and more
Framework Agreement
with Ourpalm Co. Ltd signed
for the development and
distribution of the Company’s
apps in China

Jan
2015

Feb
2015

Mar
2015

Apr
2015

May
2015

Jun
2015

Launch of first mobile game in
partnership with Mattel: Ever
After High, Tea Party Dash!

A$4.7m placement to
professional and institutional
investors

Launch of second mobile
game in partnership with
Mattel: Thomas & Friends:
Race On!

Dec
2015

Appointment of Mr Steven Hu,
co-CEO of Ourpalm, as Nonexecutive Director

A$3.1m investment secured
from strategic investor
Ourpalm

First Paris Hilton branded
merchandise published in
popular Star Girl app

Distribution agreement with
Tencent to publish successful
Armies of Dragons app

Jul
2015

Aug
2015

Sep
2015

Oct
2015

Dec
2015

Partnership with Lionsgate to
produce mobile games for
animated feature film Norm of
the North

Xiaomi to publish
popular Garfield Chef in
China

Distribution agreement
with Tencent to publish
Groove Planet

Successful Institutional
Placement raising
$6.5 million

Completion of
Share Purchase Plan
raising $1 million and
significantly oversubscribed.

Jan
2016

Feb
2016

Feb
2016

Apr
2016

May
2016

Google Play store “Designed
for Families” incorporates 15
Animoca Brands’ apps
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Uniquely Positioned in the Market
All Ages
Entertainment
Apps

Own
Brands

Licensed
IP

Children’s
Entertainment
Apps/Games
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Business and Growth Strategy
By leveraging its brand
portfolio and existing content
the Company’s app portfolio
will continue to expand

Existing App
Content

Users expected to
increase as the Company
licenses further wellknown popular brands

Licensed IP/
Brands

New
Educational
Children’s
Content

Expansion of
Content.
Leveraging Existing
Content.

Significant opportunity in the
children’s edutainment sector.
Parents are willing to spend
more on educational products

By leveraging existing content and licensed IP/Brands Animoca Brands is able to create a subset of
additional products in the edutainment sector (for children aged between 1 – 12), diversifying its
revenue streams with subscription revenues.
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E-Learning & E-Books
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• While the mobile game industry continues to grow quickly, it is
dwarfed in overall scale by the e-learning and e-books industry.
• The fastest-growing segment of the e-learning industry is the K-12
sector, which estimated to be growing at 50% year on year.
• The fastest-growing region for e-learning is the Asia-Pacific region.
• Animoca Brands first product in the e-book / e-learning segment
will feature Thomas & FriendsTM.

Sources: NewZoo, Docebo, Statista.

Global Market Size (in A$)

E-Books
$21 bn
Mobile Games
$40 bn

E-Learning
$68 bn
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Investment Summary

3

1

4

2

Portfolio of
globally
recognised
brands and
critically
acclaimed titles

Consistent and
solid operating
metrics
Strong financial
results and cash
position

Established
distributional
channels with
global publishers

5

Positioned in a
growing market
with a significant
opportunity to
capitalise on
growth

6

Board &
Management
with a wealth of
sector expertise
and networks
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Corporate Overview
Leading global developer and publisher of mobile games, with one of the largest licensed brand
portfolios in the industry. Listed on the ASX in January 2015.

Substantial Shareholders

Ordinary shares

%

FingerFun (HK) Ltd.*

14,785,714

7.21

Asyla Investments Limited

14,021,882

6.84

Datahouse Investments Limited

14,013,115

6.83

Yong Hui Capital Holdings I and II, IDG-Accel
China entitities, and Chi Sing Ho

10,934,231

5.33

Intel Capital Corporation

10,934,232

5.33

Startive Ventures

10,928,964

5.33

ASX

AB1

52 Week Share Price

A$0.12 - A$0.25

Shares on Issue

205,020,708 (as at 13 May 2016)

Current Share Price

A$0.225 (as at 13 May 2016)

Market Cap (undiluted)

A$46 million (as at 13 May 2016)

Cash at bank

A$3.03 million (as at 31 March 2016)

April 2016 Placement & Share
A$7.5 million
Purchase Plan Proceeds

0.3

3,000,000

0.25

2,500,000

0.2

2,000,000

0.15

1,500,000

0.1

1,000,000

0.05

500,000

0

Volume

Share Price AUD

* Fingerfun (HK) Ltd. is a 100% subsidiary of Ourpalm.

0

Total Volume Traded

Closing Price
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Disclaimer
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This presentation has been prepared by Animoca Brands Corporation Limited (“AB1” or the “Company”). It does not purport to contain all the information
that a prospective investor may require in connection with any potential investment in the Company. You should not treat the contents of this presentation,
or any information provided in connection with it, as financial advice, financial product advice or advice relating to legal, taxation or investment matters.
No representation or warranty (whether express or implied) is made by the Company or any of its officers, advisers, agents or employees as to the
accuracy, completeness or reasonableness of the information, statements, opinions or matters (express or implied) arising out of, contained in or derived
from this presentation or provided in connection with it, or any omission from this presentation, nor as to the attainability of any estimates, forecasts or
projections set out in this presentation.
This presentation is provided expressly on the basis that you will carry out your own independent inquiries into the matters contained in the presentation
and make your own independent decisions about the affairs, financial position or prospects of the Company. The Company reserves the right to update,
amend or supplement the information at any time in its absolute discretion (without incurring any obligation to do so).
Neither the Company, nor its related bodies corporate, officers, their advisers, agents and employees accept any responsibility or liability to you or to any
other person or entity arising out of this presentation including pursuant to the general law (whether for negligence, under statute or otherwise), or under
the Australian Securities and Investments Commission Act 2001, Corporations Act 2001, Competition and Consumer Act 2010 or any corresponding
provision of any Australian state or territory legislation (or the law of any similar legislation in any other jurisdiction), or similar provision under any
applicable law. Any such responsibility or liability is, to the maximum extent permitted by law, expressly disclaimed and excluded.
Nothing in this material should be construed as either an offer to sell or a solicitation of an offer to buy or sell securities. It does not include all available
information and should not be used in isolation as a basis to invest in the Company.
Future matters
This presentation contains reference to certain intentions, expectations, future plans, strategy and prospects of the Company.
Those intentions, expectations, future plans, strategy and prospects may or may not be achieved. They are based on certain assumptions, which may not
be met or on which views may differ and may be affected by known and unknown risks. The performance and operations of the Company may be
influenced by a number of factors, many of which are outside the control of the Company. No representation or warranty, express or implied, is made by
the Company, or any of its directors, officers, employees, advisers or agents that any intentions, expectations or plans will be achieved either totally or
partially or that any particular rate of return will be achieved.
Given the risks and uncertainties that may cause the Company’s actual future results, performance or achievements to be materially different from those
expected, planned or intended, recipients should not place undue reliance on these intentions, expectations, future plans, strategy and prospects. The
Company does not warrant or represent that the actual results, performance or achievements will be as expected, planned or intended.
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CONTACT
Animoca Brands
Robby Yung (CEO)
E-mail: ryung@animocabrands.com
Tel: (+852) 2534 1222

Thank you
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