
Q1 2021

(TSXV: LUCK)

THE PREMIER
ESPORTS BETTING 
PLATFORM. 
FOR GAMERS, BY 
GAMERS.

INVESTOR PRESENTATION



2TSXV: LUCKE S P O R T S   B E T T I N G   D O N E   R I G H T  

This document is a presentation (the “Presentation”) concerning certain general background information about the activities undertaken by Esports Limited (the 

“Company”) and its subsidiary companies d/b/a Luckbox (the “Group”) and the Group’s business and operations, current as of February 2021, unless stated 

otherwise. This Presentation is for information purposes only. Reliance on this Presentation for the purpose of engaging in any investment activity may expose a 

person to significant risk of losing all of the money, property or other assets invested. Currencies are in Canadian dollars (C$) unless otherwise noted.

This Presentation does not constitute or form part of, and should not be construed as, an offer or invitation to sell or any solicitation of any offer to purchase or 

subscribe for any securities in Canada, the United States or any other jurisdiction. Neither this Presentation, nor any part of it, nor anything contained or referred to in 

it, nor the fact of its distribution, should form the basis of or be relied on in connection with or act as an inducement in relation to a decision to purchase or subscribe 

for or enter into any contract or make any other commitment whatsoever in relation to any securities of the Company or the Group. No person has been authorized 

to give any information or to make any representations not contained in this Presentation. Any such information or representation that is given or received must not 

be relied upon.

Certain information contained herein includes market and industry data that has been obtained from or is based upon estimates derived from third party sources, 

including industry publications, reports and websites. Third party sources may state that the information contained therein has been obtained from sources believed 

to be reliable, but there is no assurance or guarantee as to the accuracy or completeness of included data. Although the data is believed to be reliable, neither the 

Company, the Group nor their agents have independently verified the accuracy, currency, reliability or completeness of any of the information from third party 

sources referred to in this Presentation or ascertained from the underlying economic assumptions relied upon by such sources. The Company and the Group 

disclaim any responsibility or liability whatsoever in respect of any third party sources of market and industry data or information.

Certain information included in this Presentation includes “forward-looking statements” and “forward-looking information” within the meaning of applicable securities 

law (collectively referred to in this Presentation as “forward looking statements”). All such statements and disclosures, other than those of historical fact, which 

address activities, events, outcomes, results or developments that the Company anticipates or expects may, or will occur in the future (in whole or in part) should be 

considered forward-looking statements.

Forward looking statements are statements that are not historical facts and are often, but not always, identified using words or phrases such as “expects”, “plans”, 

“anticipates”, “intends”, “estimates”, “estimated”, “projects”, “potential” and similar expressions, or stating that certain actions, events or conditions “will”, “would”, 

“may”, “might”, “could” or “should” occur or be achieved or other similar terminology.  In particular, but without limiting the foregoing, this presentation contains 

forward-looking statements or information pertaining to, among other things, the Company’s business strategy and competitive pos ition, development and 

commercialization plans and objectives, size and growth trends of the esports and gaming industries including the global esports betting market, esports audience 

growth, branding, product endorsement opportunities, advantages of epsorts over traditional sports, benefits of fixed odds betting, product attributes; the 

Company’s product offerings and roadmap; management’s belief that esports betting is immune to title-specific popularity shifts; and the Company’s growth 

strategy.

NOTICE & DISCLAIMER
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NOTICE & DISCLAIMER

The material assumptions upon which forward-looking statements in this Presentation are based include, among others, assumptions with respect to: 

commercialization; growth plans and cash flows; the demand for the Group’s services; future demand and trends in esports and esports betting in general; the 

Company’s ability to achieve expected revenue; the Group’s ability to access financing on favourable terms from time to time; the Group’s ability to protect its 

intellectual property rights and that the Group will not infringe upon the intellectual property rights of others; the Group’s ability to attract and retain customers; the 

continuation of executive and operating management or the non-disruptive replacement of them on competitive terms; and stable market and general economic 

conditions. This data is, however, inherently imprecise. The Company makes no representation that reasonable business people in possession of the same 

information would reach the same conclusions. Although the Company believes that the assumptions underlying forward-looking statements are reasonable, they 

may prove to be incorrect and the Company cannot assure that actual results will be consistent with such statements. Given these risks, uncertainties and 

assumptions, you should not place undue reliance on these forward-looking statements or the information contained in such statements.

Although the Company has attempted to identify important factors that could cause actual results, performance or achievements to differ materially from those 

contained in the forward-looking statements, there can be other factors that cause results, performance or achievements not to be as anticipated, estimated or 

intended, including, but not limited to: the Group’s history of net losses and negative cash flow; the Company’s requirement for additional funding to develop the 

Group’s business and its ability to acquire such funding on commercially acceptable terms; and risks relating to the following: sales, revenue and / or EBITDA; the 

Group’s failure to economically commercialize its services; failure to protect the Group’s intellectual property rights; litigation, including with respect to intellectual 

property infringement; the Group’s inability to maintain or improve its competitive position; future demand and trends in sales failing to meet the Company’s 

expectations; the Group’s failure to retain key personnel and hire additional personnel needed to develop its business; the G roup’s failure to adequately evaluate its 

current business and future prospects; foreign conversion rates; changes to applicable laws of any jurisdiction in which the Company operates or proposes to 

operate; and the Group’s business practice reputation being negatively affected by customer or user complaints or negative publicity.

By their nature, forward-looking statements are subject to numerous risks and uncertainties. You are cautioned that the assumptions used in the preparation of 

forward looking statements, although considered reasonable at the time of preparation, may prove to be imprecise and, as such, undue reliance should not be 

placed on forward-looking statements. Actual results, performance or achievements could differ materially from those expressed in, or implied by, these forward-

looking statements. No assurance can be given that any of the events anticipated will transpire or occur, or if any of them do so, what benefits the Company or the 

Group will derive from them. Each of the Company and the Group disclaims and does not undertake any intention or obligation to update or revise any forward-

looking statements, whether as a result of new information, future events or otherwise unless required by applicable law.
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EXECUTIVE SUMMARY

Source: Newzoo, Eilers & Krejcik Gaming, Goldman Sachs

● FOCUSED MISSION  
Luckbox is a fully licensed esports betting platform accepting customers in over 80 territories, allowing 
gamers to watch and bet on esports tournaments

● INDUSTRY TAILWINDS
In 2020, esports revenue is estimated to have totaled $1.4B; esports betting revenue, the largest 
revenue stream, was $1.3B and grew at a rapid 44% CAGR as the Generation XYZ demographic 
gained in overall spending power

Despite traditional sports leagues having resumed, esports remains in a strong position

● FAVOURABLE LICENSING
Luckbox is fully licensed in the Isle of Man for Business-to-Consumer (B2C) & Business-to-Business 
(B2B) esports & sports betting and casino; this allows Luckbox to operate globally and provides 
access to favourable payment processors

● VETERAN ESPORTS & BETTING TEAM
Management comes with exceptional pedigree in both esports and betting, holding previous 
leadership positions at Pokerstars (TSX: TSGI), 888 (LSE: 888), Disney (NYSE: DIS), Zynga (NASDAQ: 
ZNGA), and Electronic Arts (NASDAQ: EA); this brings expertise and increased regulatory compliance 
that the esports space has been widely lacking

● PROPRIETARY & AWARD-WINNING PLATFORM
Luckbox has a B2C platform and by leveraging shared technology, data, and resources is able to offer 
an extensive range of betting options for the world’s premier esports tournaments
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● Much like tennis and football, there are multiple games at the highest level of competition - including 
Fortnite, League of Legends, Counter-Strike, DOTA2, FIFA, etc.

● Professional gamers and influencers have built a global fan base through various streaming services 
including Twitch, Mixer, YouTube, and Facebook

● Professional esports teams mirror the structure of traditional sports teams - coaches, dietitians, 
psychologists, sponsors, merchandise, marketing, etc.

● Esports tournaments have sold-out the most prestigious stadiums in the world - such as Madison 
Square Garden, Arthur Ashe Stadium, & the Barclays Center

WHAT IS ESPORTS?

“Esports is a real sport, 
and people are going to 
figure it out, really, really, 

quick”
Mark Cuban, Dallas Mavericks

Esports is 
competitive, 
high-stakes
video gaming*Click “Our Game” to play video

http://www.youtube.com/watch?v=j5QahFFHv0I
http://www.youtube.com/watch?v=j5QahFFHv0I
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ESPORTS: AS BIG AS TRADITIONAL SPORTS

● The gaming industry is now omnipresent 
globally, and is expected to reach $257B in 
revenue by 2025 4

● There are more than 2.7B video gamers 
around the world 4

● The average gamer is 34 years old with 75% 
of gamers aged 18 or older reflecting a 
surprisingly sizeable dispensable income 4

● 60% of Americans play video games daily 4

● “The International 2019”, associated with 
Dota2, had a $20M+ prize for 1st place - the 
largest cash prize in esports history 1

1.  NewZoo Esports Report
2. Person who watches professional esports content at least once a month

Monetization 
Opportunity:
Global Average Revenue per Esports Enthusiast 1, 2

$7.65/User

Total Market
Opportunity:
Estimated Esports Wagering for 2020 3

$18.1B+

3. The State of Esports Betting, Odds Matrix, Research Report, May 2020
4. Number of video gamers woldwide in 2020, Statista 2021

https://techjury.net/stats-about/gaming-industry-worth/
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Audience (millions) 

ESPORTS
AUDIENCE GROWTH

Source: Goldman Sachs Global Investment Research, Nielsen, CBS, ESPN, Sports Video Group
1. 2019 figures

WHY ESPORTS?

ESPORTS AND 
TRADITIONAL SPORTS AUDIENCES
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● Esports isn’t a fad, it’s mainstream: 18-25 yr. olds (Gen Z) watch more computer games than traditional sports 

● In 2019, the Super Bowl had 98M viewers worldwide; the League of Legends World Championships had 

137M (excluding China)

+15% 
CAGR 194
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● Esports betting uses the same licencing and infrastructure as the existing traditional sports betting industry

● Esports betting benefits from underlying industry trends, while remaining game and publisher agnostic, and therefore 
immune to title-specific popularity shifts (e.g. League of Legends loses popularity to a new video game title)

● Esports betting is by far the single biggest category in esports, with bets totaling $18.1B in volume 

Source: The State of Esports Betting, Odds Matrix, Research Report, May 2020; Goldman Sachs Global Investment Research, Nielsen, CBS, ESPN

WHY ESPORTS BETTING? 

Total Bets (CAD $billions) 

The Global Esports Betting Market is Forecasted to Grow at a +44% 4-year CAGR
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GAMBLING INDUSTRY BUSINESS MODEL

● There is a vast opportunity for user acquisition through lower cost per acquisition (CPA) products such as 

bingo, poker, and, primarily, traditional sports betting

● Once acquired, share of wallet can be increased by cross-selling users between these products, as direct 

acquisition of casino is costly to acquire directly which has a 3x to 10x customer lifetime value (LTV) 1

● With casino customer acquisition being costly, esports is poised to be the pre-eminent acquisition 

channel for the traditional gambling industry

Casino
(up to 10x LTV) 1

CROSS-
SELL

Bingo

Poker

Sports Betting

Esports
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n

Cross-selling 

occurs both ways

NYSE: MGMNASDAQ: CZR

NASDAQ: WYNN LSE: WMH

Source: The Product Cross-Sell Challenge: A Story About Three Marketing Managers, Optimove 2019
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REGULATION CREATES BARRIER TO ENTRY

Important Features for a License UK License Curaçao License Isle of Man License

Reach Regional Global Global

Compliance Requirements Very high Low High

Cost1 up to $225,000 $25,000 $60,000 

Setup Cost $2M-$3M $500K $1M-$2M

Setup Time 2-3 years 2 weeks 2 1-2 years

Cost - Commision 15% 2% Up to 1.5%

Corporate Tax 20% 2% 0%

Banking Options Excellent Poor Good

Payment Processing Excellent Poor Good

Scalability Excellent Poor Good

Go-Public Likelihood Excellent Poor Good

Tradesale Potential Excellent Poor Good

Unless otherwise stated, these are estimates:
1.  Converted to CAD and rounded
2. gaminglicensing.com

● Luckbox has an Isle of Man licence - one of the premier licenses in one of the most regulated 
industries in the world. The license focuses on enforcing customer verification, anti-money 
laundering, combating financing terrorism, cybersecurity, player protections, and responsible gaming
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“Indeed, the question is when, not if, esports overtakes its IRL (in real- -
-- life) cousin”

“Esports doesn’t need a virus to overtake traditional sports” (May 2020)

● Since the traditional sports calendar 
was shut down in 1H20, Luckbox saw 
bets rise by over 500%

● Esports saw a 200% increase in 
average turnover

● Share prices of well known gambling 
companies, such as Flutter (LSE: 
FLTR), William Hill (LSE: WMH), GVC 
(LSE: GVC), fell 50%+ at the peak of 
COVID-19

● In response to COVID-19, the 
Luckbox platform can be integrated 
with existing sportsbooks and apps

● Despite sports returning, esports 
betting is here to stay

COVID-19: TRADITIONAL SPORTS HIT HARD

Increased demand and 
adoption for esports solutions

Traditional betting companies 
were hit hard at the peak of 

COVID-19
2020 – Sports slowly coming back
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COVID-19: ESPORTS BOOMING

Sources: www.rte.ie, www.gamesradar.com, www.eurogamer.net, www.theloadout.com, www.theverge.com

● Esports has been booming during COVID-19
— Twitch’s average concurrent viewership is up by 80% since January 2020                                                       
— Twitch recently broke its monthly active user record                                                                         
— Steam, Counter-Strike, ESL, HUYA (NYSE: HUYA) - China’s largest gaming streaming platform, have all hit     
— record viewership

● Luckbox had record growth throughout the pandemic
— Key Performance Indicators (KPIs) increased 15x year over year
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COVID-19: TURNOVER COMPARISON

Source: The State of Esports Betting, Odds Matrix, Research Report, May 2020

Esports turnover (bets wagered) has increased dramatically during the pandemic

Average Turnover Per Player 
BEFORE Lockdown

Traditional Sports Esports

0

$300

$600

$900

$1,200

$1,500

$1,420

$243
4.0

Average Turnover Per Player 
AFTER Lockdown

Traditional Sports Esports

$1,120

$723

4.0

0

$300

$600

$900

$1,200

Since the traditional sports calendar shut down in March, 
esports turnover has increased by 200%;
In contrast, Luckbox has seen bets rise over 500%

$1,500
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● Available white labels have out-of-date front ends
● No source has all odds and most platforms don’t support multiple integrations
● Esports betting sites with premier licences are hard to find

● Esports authenticity and a modern user interface / user experience (UI/UX) 
● Access to all of the esports tournaments
● Trustworthy and easy payment methods

● In-house customized user interface and user experience
● Technology stack that supports multiple odds and streaming sources
● Isle of Man License which allows fantastic player protection and access to 

preferable payment processors

INDUSTRY 
PROBLEMS 

CUSTOMER 
NEEDS

LUCKBOX 
SOLUTION

PROBLEMS, NEEDS & SOLUTIONS

Click image to access 
Luckbox’s website

https://luckbox.com/
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THE COMPETITION
L

U
C

K
B

O
X

 C
O

M
P

E
T

IT
O

R
S

MODERN USER INTERFACE 
AND USER EXPERIENCE

DYNAMIC
GAMING LICENSE

ONLINE ROSTERS 
& STATISTICS

ESPORTS 
STREAMING

MATCH 
COVERAGE 1
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1. Approximate percentage of total esports matches that each sportsbook accepts bets on

(TSXV: LUCK)

(CSE: FANS)

(LSE: FLTR)

(NASDAQ: GMBL)
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Luckbox is a fully-licensed, 

esports betting platform 

with a management team 

that has vast experience in 

the gambling space

The company listed on the 

TSXV in December 2020

Luckbox holds an Isle of 

Man license which is a 

more dynamic gaming 

license than most of its 

peers

Market Capitalization: 

~$72M 1

SUPERIOR VALUE TO TRENDING PEERS

FansUnite 
Entertainment 
(CSE: FANS)

Esports Entertainment 
Group (NASDAQ: GMBL)
(“EEG”)

Unikrn
(Private)

FansUnite Entertainment (CSE: 

FANS) acquired Askott 

Entertainment - an esports 

betting platform that also offers 

a B2B platform

FansUnite listed on the CSE in 

May 2020

The company holds a UK 

license and has completed the 

acquisition of McBookie, a 

leading provider of betting 

services in the UK

Askott finally upgraded their 

Curaçao License to a dynamic 

Malta licence in December 

2020.

Market Capitalization: 

~$219M 1

Esports Entertainment Group 

(NASDAQ: GMBL) (“EEG”) is an 

esports betting platform which 

offers betting-exchange style 

wagering and professional 

esports events

The company listed on the 

NASDAQ in April 2020

EEG primarily holds a Curaçao 

License (and a Malta licence 

for Pool Betting only) which is 

less dynamic than the Isle of 

Man license held by Luckbox

They acquired UK licenced 

sportsbook Argyll 

Entertainment in July 2020

Market Capitalization: 

~$283M 1,2

Unikrn operates an online 

esports betting website that 

allows users to place bets 

on matches for Unikoins, a 

virtual currency specific to 

the platform in the United 

States; and for real money 

worldwide

The company holds an Isle 

of Man License

Unikrn has raised over 

$70M 1 in total funding over 

5 years of operations

Luckbox
(TSXV: LUCK)

1..As of February 16th, 2021 2..Converted from USD to CAD at a spot rate on February 16th, 2021.
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Quentin Martin • Chief Executive Officer

Quentin has over a decade of experience in digital leadership across e-commerce, betting, and mobile gaming. 

Recently, he was a General Manager at PokerStars (TSX: TSGI) and was previously the Chief Executive Officer 

of PSW Ventures, an e-commerce site. His experience is reinforced with a past life as a professional gamer in 

early esports, poker, and Magic the Gathering. Quentin holds a Bachelor’s degree from University College 

London and an MBA from the University of Warwick.

Lee Hills • Director of Licensing and Regulatory Affairs

Lee is an online gambling regulatory expert and Isle of Man Gambling Supervision Commission-approved director. 

He has over 10 years of multi-jurisdictional licensing services experience for gaming companies. Lee has acted as a 

key advisor to licensed and non-licensed gaming companies globally. He obtained the first ever regulated 

blockchain betting license and regulatory approvals for unseen gaming, blockchain, and fintech business models.

Ran Kaspi • Chief Financial Officer

Ran has over fifteen years of experience in corporate finance, business analytics and financial planning with 

various global public companies. Ran was previously the Chief Financial Officer of ParaZero (ASX: PRZ), a 

developer of drone safety solutions. He brings substantial online gaming experience following five plus years 

with 888.com (LSE: 888) leading the economic and performance team.

VETERAN MANAGEMENT TEAM

Metodi Zaburtov • Director of Sportsbook
Metodi is a sports betting veteran - managing trading operations and risk management at internationally

recognized brands like PartyGaming, Ultraplay and Bwinparty, now known as Entain (LSE:ENT). Metodi has over

20 years experience in the online gambling industry and has successfully led highly-skilled mathematical teams

to develop esports and traditional sports automatic trading algorithms.

Thomas Rosander • Chief Commercial Officer

Thomas is an experienced igaming executive whose former positions include Chief Executive Officer of Dunder

Casino, Chief Product Officer at Mr Green Online Casino (LSE: WMH), and Section Head Business Intelligence at 

bwin (LSE: ENT). Mr. Rosander was also Engagement Director and Business Intelligence Director at game 

developer Electronic Arts (NASDAQ: EA).
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Maruf Raza • Director

Maruf is the National Director of MNP LLP's Public Companies practice and an Assurance Partner in the Toronto 

office. He serves as an advisor to public companies and private companies planning on going public through 

direct initial public offerings or reverse mergers. Maruf currently serves on the PDAC-CPA Canada Joint Mining 

Task Force. He also sits on the Board of Directors for Anaconda Mining (TSX: ANX), a gold mining, development, 

and exploration company, focused in Atlantic Canada; and White Gold (TSXV: WGO), a gold exploration 

company operating in the White Gold District of Yukon, Canada.

BOARD OF DIRECTORS

Drew Green • Director

Drew is the Chief Executive Officer, President, and Director of INDOCHINO, a global leader in custom apparel 
and one of the top 500 e-Commerce companies in North America. From 2015 and 2019, he was able to grow 
INDOCHINO’s business by over 500%;  2nd only to Canada Goose (TSX: GOOS). Drew has established over 
$100M in strategic capital commitments for INDOCHINO from Madrona Venture Partners, Mitsui & Co. (TSE: 
8031) and Postmedia Network (TSX: PNC.B), and has secured partnerships with the New York Yankees, Boston 
Red Sox, and Nordstrom. He was selected as the Entrepreneur of the Year by Ernst and Young, and formally 
recognized as US Retailer of the Year by Chain Store Age, Innovator of The Year by University of Alberta, as well 
as one of Canada’s Top 40 Under 40. He is Founder and/or Chairman of six public or preparing to go public 
companies, including Emerge Commerce (TSXV: ECOM) and Brüush Oral Care (TSXV: BRSH Reserved), Drew 
holds an undergraduate degree in Kinesiology and Exercise Science from York University. 

Lloyd Melnick • Director

Lloyd has over 20 years of experience in the gaming and casino space. He is the Executive Vice President, 

Casino at VGW Holdings Ltd., leading the Chumba Casino team - a North American focused social casino 

company. He is a serial builder of businesses, holding senior leadership positions on three exits worth over $700 

million. At The Stars Group (LON: FTLR), he was the Director of StarsPlay, where he was responsible for building 

and leading social casino, slots, and poker products. While at Zynga (NASDAQ: ZNGA), Lloyd was the Senior 

Director for Zynga Social Casino, where he was responsible for building and leading Zynga's intellectual 

property licensing and VIP and customer relationship management efforts for the social casino group.
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LUCKBOX TRACTION TO DATE

● DEMOGRAPHICS 
- 80% are 18-35 years old
- 17% are female
- Available in English, Russian, Spanish,                     
- Portuguese, and Mandarin              

● ORGANIC MARKETING REACH 
(VIRTUALLY NO AD-SPEND)
- 18,000+ registered emails
- 10,000+ Discord users
- 10,000+ Twitter followers

● PREMIER ESPORTS BETTING 
PLATFORM
Live in 80+ territories on desktop and 
mobile

● $3,000,000+ wagered at 5%+ margin
In 2019, customers bet on:

- 13 esports titles
- 50,000+ live matches
- 55,000+ pre-match
- 95+ betting markets
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AWARD WINNING PLATFORM

In 4Q20, won headline category ‘Rising Star’ at the 
EGR awards - “the Oscars of the iGaming industry”

• “Luckbox was head and shoulders above everyone else”

• “Great presentation – really on top of the business and it 
definitely feels like it is going places”

• “Interesting entrant to a growing / new market and may be 
the first to really nail this and compete with the larger 
[sports]books”

Furthermore, Luckbox was nominated for ‘In-House 
Product’ and ‘Esports Operator of the Year’

• Luckbox was nominated for these categories at the 
prestigious SBC awards as well

“Luckbox was head and shoulders 
above everyone else”
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BETTING ON 100+ TRADITIONAL SPORTS 

1.  Eilers & Krejcik Gaming CY20
2. CNBC 2019
3. American Gaming Association 2019

In February 2021, Luckbox globally 
launched betting on over 105 traditional 
sports

• 105+ sports

• 85,000 pre-match events per month

• 70,000 live events per month

• 450+ betting markets

Opportunity to tap into the significant 
$120 billion revenue global sports betting 
market ¹

It is estimated by 2024, sports betting will 
be legalized and available in 80% of U.S. 
states in a country where nearly half of 
the adult population will gamble yearly 2,3
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GROWTH STRATEGY: TWO PILLARS

2. Acquisition Strategy – Platform 
Consolidation (6 – 12 Months)

● The only part of the esports betting value chain 
not done in-house by Luckbox is esports odds 
creation

● Allows us to scale B2B while maximizing our key 
competitive advantage

● Our M&A thesis also includes: vertical integration, 
esports communities, artificial intelligence, & 
millennial casino games

1. Grow Existing B2C Business and 
Team (Next 6 Months)

● Expand leadership and marketing teams to 
accelerate into a global high growth esportsbook

● Invest $2M into content marketing, affiliates, 
partnerships, influencers, and direct media

● Accelerating growth through new hires - Chief 
Customer Officer and marketing leads for user 
acquisition and retention
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CAPITALIZATION TABLE 

Amount

Basic Shares Outstanding 50.4M

Warrants (Average Exercise Price of $0.60 and 2-year Term) 11.0M

Options (Average Exercise Price of $0.42 and 3-year Term) 5.5M

Fully-Diluted Shares Outstanding 66.9M

Market Capitalization 1 $71.6M

Cash $3.1M

Enterprise Value 1 $56.7M

Insider Ownership (all locked up for 15-36 months) 47.7%

Percentage of Shares Locked-Up 63.6%

1.  As of February 16th, 2021
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TERM SHEET

Issuer Real Luck Group Ltd. (the “Company”, “Issuer”, dba “Luckbox”)

Offering
Private placement of up to 4,166,666 special warrants of the Issuer to raise up to $5,000,000 on a 
commercially reasonable efforts basis (the “Offering”)

Special Warrant

Each Special Warrant (“Special Warrant”) will be exercisable into one (1) unit of the Company (an 
“Offering Unit”). Each Offering Unit shall be comprised of one (1) common share (a “Unit Share”) and 
one half (1/2) of one non-transferable common share purchase warrant (each whole warrant, a “Unit 
Warrant”)

Issue Price $1.20 per Special Warrant

Warrant
Each Unit Warrant shall be exercisable into one (1) common share at a price of $1.50 per share for a 
period of 36 months from the Closing Date

Use of Proceeds General corporate purposes and working capital

Eligibility Eligible for Canadian RRSPs , RRIFs , DPSPs , TFSAs and RESPs

Closing Date On or about the week of March 15th, 2021

Sole Lead Agent Gravitas Securities Inc.



QUENTIN MARTIN (CEO)
investment@luckbox.com

For Investor Relations, please contact Sophic Capital:

all@sophiccapital.com

THANK YOU

E S P O R T S   B E T T I N G   D O N E   R I G H T  

mailto:quentin@luckbox.com

