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More Than Theatre Exhibition
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Amusement
Gaming &
The Rec Room

Alternative
Programming

Digital
Commerce




Corporate Strategy

<> <>
Continue to enhance and expand our existing Continue to expand our presence as an
infrastructure and service offerings. entertainment destination for Canadians,

In-theatre, at-home and on-the-go

<>
Pursue selective acquisitions and

diversification opportunities that are strategic,
accretive and capitalize on
our core business strengths.

<>

Capitalize on our core media strengths.







Super Bowl
League of Legends
Masters

DOTA 2

NBA Finals

World Series

Stanley Cup Finals

Viewers of Sports Events

0 M

15.5M
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Source: ESPN.com



Current Market Size

eSports betting &
fantasy sites

: $55.8M

Sponsorships / Prize pools

& advertising $53.8M

$578.6M = / _
\ " Amateur & mlicro

tournaments
’/ $27.7M
2%
eSports A Merchandise

market 2%

$17.0M
size 2015E
$747.5 Ticket sales
$15.9M

Million

$224 Y $321
.

Worldwide eSports Market, 2015E
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Source: SuperData — eSports Market Brief — October 2015
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Growth Estimates

eSports Audience Growth (Million)
For 2012, 2014 and 2017

2 Occasional Viewers

2012-2017
CAGR: +20%

“

2012

89

Million

Bl Frequent Viewers / Enthusiasts l

2014

2017

Esports Growth Scenarios
Based On Annual Revenue per Enthusiast
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Source: Newzoo — The Global Growth of Esports



Audience Demographics - 2014

B Male (62%)

B Female (38%)

Ages 10-20 (16%)

Ages 21-35 (

56%)

Ages 36-65 (

28%)

Source: ESPN online



ONLINE
C

Business Model

PLAYERS
VIEW ADS .-"'
i"'
I"“'
gr?
ADVERTISERS PAY THE STREAMING
PLATFORMS FOR DISPLAYING ADS
PLAYERS
RECEIVE PRIZE
FOR WINNING
PRODUCE STREAMING
CONTENT o
PLAYERS PAY FEES TO ‘_.--"
ENTER COMPETITIONS oot’
ONLINE
COMPETITION SHARE AD REVENUE
PLATFORM FROM STREAMING
B AcTivity
VALUE

ONLINE COMPETITION PLATFORMS COLLECT VALUE FROM PLAYERS
Ll PAYING TO PLAY COMPETITIVELY AND FROM ADVERTISEMENTS

OFFLINE
COMPETITIONS

CINEPLEX

REVENUE FLOWS FROM MULTIPLE SOURCES TO THE OFFLINE
COMPETITION PLATFORM

SPONSOR
REVENUE

AD REVENUE

OFFLINE
PRIZE COMPETITION TICKETS, MERCH.
MONEY & CONCESSIONS
CONCESSIONS
% FROM
FOOD VENDOR

VALUE



COMING IN

2016
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