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HK E-Sports & Music Festival 2017 p

First HK mega esports event organized
at Hong Kong Coliseum
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ESPORTS AUDIENCE GROWTH

GLOBAL | FOR 2018, 2019, 2020, 2023

newzoo
TOTAL
ALDIENCE
# OCCASIONAL VIEWERS 646M
+10.4%
@ ESPORTS ENTHUSIASTS CAGR 2018-2023
TOTAL
ALDIEMCE
o 495M
N.7%
443M T
+12.3%
oY
395M
222M
173M
2018 2019 2020 2023

Dwe o raunding, Esports Enthusiasts and Occasional Viewers do nat add up to the total sudience in 2020,

ENewzoo | 2020 Global Esports Market Report
newzoo.com/esportsreport



Esports Revenue Growth TOTAL

REVENUES

Global | 2018, 2019, 2020, 2023 $1556.7M
+14.9%
CAGR 2018-2023
TOTAL
REWVEMUES
TOTAL $1100.1M
REWEMUES +15.7%
$950.6M Vo
+22.4%
Yoy

2018 2019 2020 2023

Eric Yeung- ¢



ESPORTS OCCASIONAL ESPORTS ENTHUSIASTS
AUDIENCE (M) VIEWERS (M) ENTHUSIASTS (M) DENSITY

COUNTRY POPULATION (M) ONLINE POP. (M) PLAYERS (M)

ASIA PACIFIC
CHINA 1,388.2 801.6 5781 126.1 54.2 72.0 9.0% 1
gip}lz}c?léllsi 50.7 46.9 25.6 9.8 5.2 4.5 9.7% 6
JAPAN 126.0 na.g 701 8.6 4.7 39 3.3% 10
VIETNAM 95.4 57.4 33.6 6.3 26 3.8 6.5% n
INDIA 1,342.5 428.8 253.2 6.2 3.2 '&o 0.7% 15
INDONESIA 263.5 7.9 479 6.3 3.6 25 3.7% 17
MALAYSIA 31.2 24.0 14.2 52 29 2.4 9.8% 19
PHILIPPINES 103.8 49.8 341 4.0 22 1.8 3.7% 20
TAIWAN 23.7 21.6 13.2 4.4 3.0 1.5 6.7% 22
THAILAND 68.3 31.8 8.6 31 1.8 1.3 4-.2% 23
| AUSTRALIA 246 1.7 106 22 13 0.9 4.2% 26
PAKISTAN 196.7 445 23.0 06 0.3 0.3 2 0.7% 43
SINGAPORE 58 5.0 29 0.8 0.5 O.3 5.6% 47

NORTH AMERICA

UNITED STATES

OF AMERICA 326.5 2612 157.0 48.7 257 230 8.8% 2

CANADA 36.6 335 19.7 42 24 1.8 55% 21

Source: Newzoo global Esports market report 2017,2018 ..m



RUSSIAN
FEDERATION

FRANCE

SPAIN

TURKEY

ITALY

GERMANY
UNITED KINGDOM

POLAND

59.8
80.6

65.5

431
731

61.6

31.2

245

37.2

4.0

36

3.4

4.3% 5

7.5% 7

06% Ry
8.2% 9

8.4% 12

4.6% 13

5.4% 14 -

LATIN AMERICA

BRAZIL
MEXICO
ARGENTINA
COLOMBIA
VENEZUELA
PERU

CHILE

ECUADOR

Source: Newzoo global Esports market report 2017,2018
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= How's the development
. of eSports in China?
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ERNEA

20124 - Invictus Gaming Esports Club
ERFPEEFmEXKEDotamE B
FLUIRE—EEHIRREE -

E2O 1 7E§:2O2OE E/\J E E FEﬁ ' EP EE Esports Revenues in China, by Segment, 2017-2020
%%ﬁ B‘Z E/\] LIQ }\j j][l?ﬁ@ﬁ:i , %EU 1500 %“ billions of Chinese yuan renminbi and % change
jTD/\Er.I-’g , ,%‘ /5\250 Fﬁ%ﬁ ) 2017 2018 2019 2020

Mobile 30.32 45.68 55.48 64.81
SERFMEHTERERIERN w8 o8 28
fﬁ ST ;)zi:t ° Total 70.61 94.05 117.53 140.57
—% change - 33.2% 25.0% 19.6%

Note: excludes education and real estate-related revenues, *includes
revenue from merchandise & tickets, sponsorship, advertising, streaming,
user fees, and other esports-related events

Source: iResearch Consuiting Group, "2020 China Esports industry Analysis
Report," June 5, 2020

258685 ) www. eMarketer.com

Eric Yeung 15
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Average monthly usage in minutes
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o FIDBALL

FIFAe Nations L -
Series 2021 ; mﬁﬁim

SBTNRE
2021¥F4H3H

KESBREBEHESN2021FEHANNERE
22 SOBBTHREELHE - >50887T
( KF400887T ) AR E
http://hkfa.com/efootball

FIFA21 - Ultimate Team mode

BO1 w/ EEEX
RER2021F4H3HERHE BT



TEAM EVENT

Multiplayer Online Battle Arena (MoBA) Sports Game Mobile Game
League of Legends Pro Evolution Soccer 2018 Arena of Valor (Honor of Kings
International)

PES2018

PROEVOLUTION SOCCER

ARENA S VALOR

INDIVIDUAL EVENT

Real-Time Strategy (RTS) Card Mobile Game
StarCraft Il: Legacy of the Void Hedrthstone Clash Royale

CIASH

ROYALE

Eric Yeung
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HANGZHOU ASIAN GAMES
2023 ESPORTS GAME TITLES
ANNOUNCEMENT

OFFICIAL GAME TITLES

LEacUE> B 1PUAGI
LEGENDS [l 1——

PUBG Mobtle
HearthStone League of Legends Stree! Fighter V

Eric Yeung
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Hong Kong, China Rowing Association
§s "EEsEREGS -
VW passion to go beyond # £ . R o

R BEE

ESAHK -

Esports Association

Hong Keng " :
ERERAe

(R

HONG KONG AUTOMOBILE ASSOCIATION
1918

Eric Yeung
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Digital Entertoinment Leadership Forum
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Sale
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VIRTUAL £57.1/%3
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Hong Kong, China Rowing Association
hEEEREGES
‘ Passion to go beyond # £ . % [R
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Get Hong Kong
Moving - Virtual
Sports
Experience
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HKFA eFootball
Open Press
Conference

Date: 18 Nov 2021
Venue: CGA
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Esports policy in the Greater Bay Area
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Esports policy in the Greater Bay Area
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Esports opening policy in the Greater Bay Area
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Ea
Hong Kong Esports Development

EEREHERRED0EZEHTRE - BPI3%RE M - S5%ERNFI8E21H
There are more than 300 000 players in Hong Kong's e-sports sector. Most of them (93%) are men
and more than half (55%) are 18 to 21 years

BEBEBRESHEHRMAE2013FE/MI - MERFEALEHRESMERFLETT
In 2013, Hong Kong's first esports professional gaming team was formed and the first |§
tournament was held in the same year.

ERBENRRARRES—E=IT

Audience numbers and prize pools of esports events have been increasing.

oS g8 N 48 5 .

RBSIESREDE  EBRERRBET HIE SIS S
To attract more visitors to come to Hong Kong, the Hong Kong Tourism Board hosted |
“The esports & Music Festival Hong Kong”

FEaEnRERE S —EEsERRE T -

Hong Kong won a gold medal in one of the esports games in the 2018 Asian games. 7 p i e o

CERE:

Eric Yeung
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Hong Kong Esports Development

EH FEFEpT E RN EE R RR SRS ERLEREEN RN

= o

= -
The “Diploma in eSports Science” programmer has been launched by a tertiary institute, aiming at §
helping young people pursue career opportunities in esports

MBS EE2018-2019F EMBIEE R P SHERBERRa# 1IEET
The Financial Secretary has committed to the 2018-2019 Budget a total of HK$100 million for
Cyberport

SEBAMBRERRE  BEDLRERARNCHEEESRRALRE S MBI IR LR,
Promote the development of loathe al esports sector, with half of the funding used for developing
the Cyberport Arcade into a local esports and digital entertainment node

S—HRRAREMERBETERR  URISEIAT
The other half is for supporting the development of e-sports technology and the industry and
nurturing talents.

WD - ERRR

Eric Yeung
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Hong Kong Esports Development

IFEBEDE RS ERR RSB BEESE L

BERIGIMAR  LHEEIELLEEHES MW TN Eﬁﬁﬂ,niﬁm %
Hong Kong esports venues are not enough, especially the feasibility and licensing requirements
for operating esports venues in industrial buildings

. EmEx \2nigilae R E

Inadequate training pathways for esports professionals

- XEUESETEEE HBA

Parents may have a negative view of esports

Eric Yeung
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«  Moderately diversified economic
development

«  Encourage young people to give full play to
their strengths, cultivate and reserve
scientific and technological talents for
Macau

« Itis hoped that they will manage the city
well and promote the long-term
development of the city with digital means
in the future

Eric Yeung
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Macao Youth E-sports Special Internship Program

*’r;UF%'u Program Introduction

? ﬁ ERE - B R IR —BIMEESE - AREERLES - RS
’Enas_\/\ﬂﬁ'j HRSSFEE "EfNEFEFHREEEEEE" - WGTREES

/\TELE’J%WT}%E%EEE%%E EE - RLUERNRMESFRHESESEHRTERRE

Wil BRI EEXEREEEHMERENSEAL -

E-sports is an emerging industry integrating technology, competition, entertainment and social
interaction. This time, the Hengqin Bureau of People ‘s Livelihood, the Macau Labor Bureau and
Hero Sports jointly created the “Macao Youth E-sports Special Internship Program” for Macau ..
youths. Relying on the global sustainable development of the e-sports ecosystem built by Hero
Sports Company, Macao youths participating in the internship will be provided with Participate
in the development opportunities of the e-sports industry and cultivate more young talents with
professional e-sports skills for Macau.

EBH R Period and Form +
1.EZHAHHI2E ; + &

2 EBTFI3 BB S FRM% - :m FE == E — i
ERRERL
1. The internship period lasts for 12 weeks; '* E w:-u! y ~‘"

2. The internship is not a labor contract relationship p— =
= 1 3
EFRRERERENE @) VSPN ~,J)- m

-E-_l_.'
BtE /i City MMM | REEREEAGERAEBE / RMBATRERNS TESHR
J:/QFE Shanghai

EZ[E i Position

BRESHIT  BREE mBEEE - ANWER mBEESHBEH30EREM -

A total of 30 positions are mvoIved in the fields of event execution, live broadcast
operation, market operation, human resources, brand operation, etc. . Eric Yeung
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Esports Development in Foshan

B EMHEEIEE Build an e-sports cultural life circle
RAmMMBEENEREZHEELL

Enhance brand influence to achieve more consumption conversion

#LIDRG.GKIGAIPFT iERZD - RRI—RESZ AR -
XAEFH R - F5LLUDRGHE ENNAL T HD #4 - TXE EPEI RN =¥
R v HR NERETRE - BMER

BEZEHRENEBRERES |, —2XE J-I-i& #HUIDRGR ISR R E RS
1E%uuﬂ?i"1’ﬂ&tljﬂg??ﬂéﬁ%;—nu P ILIDRGES B E - BHEEBEE

C EDIBEEE— 1@ %70~ EEMNEHREEERE - BT ERBESRR
;-%’E*E B L=

"% DRG.GK
¥ GAMING

Pe‘ RENREN

# =8 4530 DRG.GKE F i B (R 4480
- | ,'fr/ ‘ ‘-

Foshan DRG.GK will start an aII around upgrade with IP building as

the core.

With cultural upgrading, Foshan DRG will get closer to fans, build
immersive e-sports scenes such as various script killings and
, authorize offline enterprises such as

, and bring more game benefits and game
viewing to fans Surprise; the third is the upgrading of business
formats. Foshan DRG will cooperate with many excellent brands to
launch cross-border joint products with a brand-new image.
Taking Foshan DRG home as the central axis, radiating surrounding
commercial entities, and gradually building a diverse and rich e-
sports cultural life circle, Use the digital economy to empower the
development of the e-sports industry to a new /g






KRB

s FYlhrEILE
s B Nanshan District,
s s Shenzhen

gl
il
7L
s i

Eric Yeung



FIlhElUE=zxs

Development of esports in Nanshan Shenzhen

IRELZERNERERMETER  BE 7S5
e E%%E&%% EEZSZ0IRE  BESR
EEEE R

The implementation opinions and several measures
released by Nanshan this time cover the entire esports
industry chain, focusing on core esports such as clubs and
competitions, and focusing on the top resources of the
esports industry.

KRS58

EFEmhd
Industry

Branding

EXRZEM
Industry
Venue

EEIRE
Core
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Artificial
intelligence
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* A 2 million yuan settlement reward will be given to the top clubs that have moved into
Long Gang Qu District within the past two years \. - 42 ‘{??E@ﬂm

+ Secondary clubs will be rewarded with 1 million RMB for settlement. - : 39 Shiggnows.com

+ Atthe same time, enterprises are encouraged to independently develop games, and P
for games independently developed by game enterprises that have obtained copyright
registration certificates, each enterprise will be rewarded with a maximum annual
reward of no more than 100,000 RMB

+ A single project reward of 500,000 RMB will be given to games approved to go online

* For games that are selected as major e-sports competitions of the national esports
sub-professional competition (the total prize amount is not less than 1 million RMB

* ) and above, a single project will be rewarded with an additional 1 million RMB.

» Participating in competitions is an effective path for e-sports companies to gain
popularity and grow rapidly

The "Nine Articles of Long Gang Qu Esports Industry” clearly stipulates that holding
esports events in line with Long Gang Qu District's sports industry support policies can
give up to 10 million yuan in support; holding esports events in line with Long Gang Qu
District's cultural industry support policies, according to different levels of events 50%
subsidy for organization fees. In terms of rewards for participation, clubs in Long Gang Qu
District will be awarded RMB 800K, RMB 500K, and RMB 300K for winning the
championship, runner-up and third place in top international professional competitions
respectively. At the same time, enterprises that build e-sports venues can provide support
in accordance with the supporting cultural and sports facilities policies or sports industry
policies in the zone.

Eric Yeung
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Co-Founded

» Propaganda Department of the Tianhe District Committee of
the Communist Party of China, Guangzhou

« Guangzhou Sports Vocational and Technical College 2l|78 85 23 o i

» Guangdong Electronic Sports Association RIS

« Esports Association Hong Kong

+  Macau E-sports Federation s RERWIIFER

- BEARAEEWELfE®
o HREMNLZEREEHRESR]S
\ BRNEREMNEE - ’

Create an E-sports Development
Research Institute

Future priorities
*  What kind of historical mission

* The significance and value for the
development of Guangzhou and
even China's e-sports industry.

Eric Yeung
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Guangzhou Institute of Physical Education added an undergraduate major in e-sports sports and management
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Competition Area

. Nearly 50 square meters of glass-steel frame stage, complete
lighting and sound equipment

. Refer to professional e-sports standards

» 10 sets of special equipment for e-sports competitions and instant
messaging systems are installed above the stage

. Meet the 100-player e-sports competition

. In the future, the e-sports center can hold e-sports competitions for
colleges and universities in Guangdong Province and e-sports
competitions for colleges and universities in the Guangdong-Hong
Kong-Macao Greater Bay Area.
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Daily Area

Multiple large LED true-color display screens

Professional e-sports teaching equipment (computer, mobile
phone, etc.)

Practical operation, training and teaching for 40 people at the
same time
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Shenzhen Esports Development

No.1l
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The number of game companies in Shenzhen exceeds
4,000, and there are 27 listed game companies (45 in
Guangdong Province). Among the top 20 global game
companies, 3 companies in Shenzhen are among them.
14th and 15th.

ARG ABES

Four advantages of
Shenzhen

No.2

SCLESELRRET 7 RIFNAKER - S&£88 -
EYIRATLE B MA SBEEIEMNEREHR - e T EK
BESGErAREE=mI™ -

5G has laid a good network foundation for the development of
the e-sports industry. In August this year, Shenzhen completed
the construction of 45,000 base stations one month ahead of
schedule, becoming the world's first city with full coverage of
5G independent networking.

Eric Yeung
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Shenzhen Esports Development

No.3
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Shenzhen has a huge consumer group. The
average age of the resident population is only
32.5 years old. In recent years, per capita sports
consumption has continued to grow. In 2019,
the total per capita sports consumption was
2,925 yuan, which has reached the sports
consumption level of developed countries in
Europe and the United States.

R KB

Four advantages of
Shenzhen

No.4

R BEBEEANRTRIESSE - £26/EEFRAE
FEFEFHTRIRYIEREE P OMERAE

by BEERAEEEESwEEIERG
TESREEEE MBS R -

Shenzhen has the best sports venues in the
country. Shenzhen Bay Sports Center and Long
Gang Qu Universiade Center, where the 26th
Summer Universiade is held, have excellent
conditions to host large-scale sports events.
Important events of King of Glory have also been
held in these two venues.

Eric Yeung
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Shenzhen builds esports industry center in Greater Bay Area
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The V5 club founded by Mario Ho officially announced its landing in Shenzhen
after strategic cooperation with Shenzhen Radio, Film and Television Group,
which became a milestone in the development of Shenzhen's esports industry. In
addition, Long Gang Qu District launched Shenzhen's first esports industry
support policy " Long Gang Qu Esports Industry 9 Items" in July this year.
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Tencent’s “Honor of Kings” settled in Shenzhen to support Shenzhen'’s
esports industry

2022 MR IBE AR SR ; /L - T E45E (RERR) ~ A iE s
(ZR¥ERR ) ~ JEA1ER - DOTA2 2 —[F2 - HFE RFIFA Onlinett sf@ig
BANEMBDEEHRLEEIER - EmATEHET - I EEDGRIZIE - A%
BEEAASRS  TEBHREENABH -

The 2022 Hangzhou Asian Games announced: League of Legends, Glory of
Kings (Asian Games Edition), Peace Elite (Asian Games Edition), Hearthstone,
DOTA 2, Dream Three Kingdoms 2, Street Fighter and FIFA Online, a total of
8 games were selected as Asian Games video games. Competitive events. E-
sports has entered the Asian Games, coupled with the momentum of EDG,
there are companies developing games and talents to cooperate, and Chlnas
e-sports industry has become a hot topic again.
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Shenzhen's e-sports industry

(2021 FPEIEHRTFEMFTHS )

2021 China E-sports Industry Research Report

2020 FEEHHBREBBL AS0ETARE - &

FERE?9.8% - MEEtE2020E 71,8002 TA
R
In 2020, the scale of China's esports market will exceed 145 billion RMB,

an increase of 29.8% over the previous year, and it is expected to exceed
180 billion RMB in 2021

MULENSEREER - SFRIEHEER - BES
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The esports policy in Nanshan District has mobilized the whole city of Shenzhen,
combined with Shenzhen, Hong Kong and Macao, to build Shenzhen into an e-sports
industry center in the Guangdong-Hong Kong-Macao Greater Bay Area.
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EDG won the championship | Tencent's "Honor of Kings" settled in Shenzhen to support

s AN, SR TR EEE Y — (EE5 |
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B AL Y T AR | EY| DY G T (A

oo
Tencent, headquartered in Nanshan District, is the developer of "Honor of
Kings", one of the Asian Games competitions. The DYG Club, which focuses
on the "Glory of the King" KPL, also announced its landing in Shenzhen and
changed its name to "Shenzhen DYG E-Sports Club".



BEEXNEEREIRMET

Statistics of Hong Kong in the Greater Bay Area
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What's next?

VR Esports ?
Web3?
Al?

Olympic Games?

Eric Yeung 70



Thanks!

ANy questions?

You can find meat:

Singeric @wechat |
Eric.yeung@esahk.org .
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