GameSense Sports, Inc.

Our apps train athlete's brains. Proven results! The
Future of Training.

NO VIDEO
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Why you may want to support us...

Team. World renowned sports science experts, multiple startup veterans
with successful exits.

# & Traction. Several Pro, 60+ colleges & numerous travel teams and 1,000s of
individual players.

~Market. In just 6 sports, there is a huge $33B global market of 100s of
millions of core users.

®Techstars portfolio company. Melbourne Sport Tech program a world
renown business accelerator.

“eCustomers love gameSense. Product-market fit score over 55. Passionate
users spread word.

@& Hot, growing market. Sport tech and E-Sports are exploding!

¥Results. Qur users (amateur thru pro) see dramatic performance

........... +
IMProvement.

@Democratization. Players of all ages get an edge, anytime, anywhere and
achieve their dreams!

Why investors ¥ us

Iam investing in GameSense because of: 1) the company - great product made
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Chief Science Officer

tems Design and

Professor and director of the Learning
graduate program at Southern Illinots University. Originated the Expertise-
Based Training

Technolog

method that has been used to train expert situational

AWareness.

In the news

sport gameSense Offers Minor Leaguers Free Access to Pitch-lQ
techie App
Pitch recognition app gameSense is offering minor leaguers free access
ta its Pitch-IQ app during the Covid-19 lockdown

Story

WE TRAIN INSTINCT

We are gaming cognitive training. Our technology revolutionizes how athletes get better.

From elite to beginner, we train fast reactive decision-making skills, 100% more effectively

with dramatic results.
The Problem.

Traditionally, fast reactive decision-making skills are very difficult to train; they are

underdeveloped, under-trained, and not measured.

Why is development difficult?
Mass Repetition
- Game-like Experience

- Neglected by ple and coaches

Cause Injuries

THE SOLUTION:

gameSense the learning process via proven methods.

We build cognitive skills that tumn natural ability
into an

; . science and vadaled brain raining
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tradiitional training
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We are a SaaS business and sell one-time purchases

Baseline Testing
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Re-Testing

Training

« Personalzz
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TRACTION WITHIN 18 MONTHS

We asked 100s of coaches and players what they thought about gameSense -
said they would be if it went away
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60+ 1000+ 24K

Major League College Teams Individual Paid Individual Unpaid

Baseball Teams

FBR

GO TO MARKET

Subscribers Subscribers

Efficiently reach millions via channels & product led growth

B2B2C

Distributors Facilities, Clubs & Teams Individuals
Resale & Rev Share Subscriptions Subscriptions & Add-ons
Toumamant & Showsase O1gs. Bulk purehase & rev shars Viral growth, Fres to youth players &
White tabel [icensing o data DaMes drives growih, SwErEness &
00008107 ‘adoption. Pay for premum.

We are the market leader in reactive decision-making testing and training
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BASEBALL & SOFTBALL IS JUST THE BEGINNING

Benefits Mast

Next 18 months: New UX/UI design, launch Tennis, build 2021 backlog

Q32020

« Tennis Federation partnersiips.
= Quisk Wins UXUI design upgrade (v1 5)

Q1 2021
 versan 20 auneh

Q4 2021
= 250,000 Users
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These are forward-looking figures that cannot be guaranteed.

FINANCIALS
$13,000,000
Bootstrapped, we now have Actil
= 2 411,000,000
commercially viable products
$9,000,000
A seasoned team poised for
rapid growth 57,000,000
gS Pr
35,000,000 o,
Pha
$3,000,000
41,000,000
saus 000
2013 2020 2021 2022 2023

These are forward-looking figures that eannot be guaranteed.

WHY NOW?

Timing is everything

1. Covid-19: Our products help keep players sharp & engaged while sports are disrupted. Online
are rapidly growing s between traditional sporis and gaming/eSports.

2. Sports science has proven that athletes can gain a significant edge through cognitive skill improvement.

Having wo 1S = on the team is our superpower delivering product efficacy and
credibility.

3 +in performance can be achieved with focused cognitive skills training. Athletes and
coaches are recognizing the 10 is not good enough

4. There is a huge opportunity to grab market share and

EXIT

Numerous exit scenarios. Brands and strategics in rapidly g
marketplace

ing spi and eSport

+ Build brand and market share
e 5to7 years

e 4xto 10x revenue . 2 hudl Rapsodo

These are forward-locking figures that cannot be guaranteed.
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Investor Q&A

COLLAPSE AL

What does your company do? - o
Our game changing mobile technology enables the training of an athlete's brain related to

fast reactive decision-making (think reading a pitch, return of serve, PK kick). By

supercharging the training process, players of all ages and abilities gain a significant

edge. The methodology is proven and guaranteed to work.

Where will your company be in 5 years? -

We aim to have 500,000 paying subscribers across at least 5 sports. We currently have
international customers and our reach will be deeper. We expect our run rate to be about
$50M These nraiections cannat he aiaranteed



Why did you choose this idea? -

Sports participants of all ages and levels, everywhere should have access to proven
performance improvement technology typically available to elite athletes. We aim to
change that. Athletes today are only able to make incremental physical improvements. The
cognitive realm is underserved and dramatic improvements are now able to be realized.

Why is this a good idea, right now? What changed in the world? Why wasn't
this done a few years ago? -

Wearables, 10T, broadband, and mobile devieces are enabling technologies. Sports
technology is exploding and infiltrating inte all levels of teams looking for the edge.
Moreover, as tech sayvy millennials replace baby boomers they expect more ohjective
analytics & tech to assess & improve skills.

What is your proudest accomplishment? -

Bootstrapping the company and building a following of 7 MLB organizations, aver 6o

college & Olympic teams and 1000s of users without paid advertising.

How far along are you? What's your biggest obstacle? -

Gained market acceptance at the highest levels of the sports we are currently in. Biggest
obstacle is education and awareness that this technology exists and works!

Who are your competitors? Who is the biggest threat? -

No really big competitors but closest would be Axan Sports and DeCervo. Neither is
particularly well funded, however, Hudl while not competing yet is well lunded and could
in thecry replicate our service but they'd most likely partner or acquire us.

What do you understand that your competitors don't? ~

We use actual real people/athlete film. Qur competition uses an animated process - less
real and less effective. We also understand the need to massively expand our distribution
perferong te go deep in our area of expertise and working with many distribution partners.

How will you make money? -

Our go to market strategy is essentially B2Bz2C to drive subseriptions of mass market
individual players at all levels (i.e., youth thru pro)

What are the biggest risks? If you fail, what would be the reason? What has
to go right for you to succeed? -

Biggest risks are getting spread too thin trying to do too many sports before we have the
proper resources and not evolving the app fast enough to improve customer engagement
and retention.

What do you need the most help with? -
Marketing and distribution. Product development.
What would you do with the money you raise? -

Product development.



