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FORM  7 
 

MONTHLY PROGRESS REPORT APRIL 2020 
 

Name of Listed Issuer: FANDOM SPORTS MEDIA CORP. (the “Issuer” or “FANDOM SPORTS” or “the 
Company”). 

Trading Symbol: FDM, FDMSF, TQ42 

Number of Outstanding Listed Securities: 31,213,539 

Date: April 30, 2020 

This Monthly Progress Report must be posted before the opening of trading on the fifth trading day of each 
month. This report is not intended to replace the Issuer’s obligation to separately report material information 
forthwith upon the information becoming known to management or to post the forms required by Exchange 
Policies. If material information became known and was reported during the preceding month to which this 
report relates, this report should refer to the material information, the news release date and the posting 
date on the Exchange website. 

This report is intended to keep investors and the market informed of the Issuer’s ongoing business and 
management activities that occurred during the preceding month. Do not discuss goals or future plans 
unless they have crystallized to the point that they are "material information" as defined in the Policies. The 
discussion in this report must be factual, balanced and non-promotional. 

General Instructions 

(a) Prepare this Monthly Progress Report using the format set out below. The sequence of questions 
must not be altered, nor should questions be omitted or left unanswered. The answers to the items 
must be in narrative form. State when the answer to any item is negative or not applicable to the 
Issuer. The title to each item must precede the answer. 

(b) The term “Issuer” includes the Issuer and any of its subsidiaries. 

(c) Terms used and not defined in this form are defined or interpreted in Policy 1 – Interpretation and 
General Provisions. 

 

Report on Business 

1. Provide a general overview and discussion of the development of the Issuer’s business and 
operations over the previous month. Where the Issuer was inactive disclose this fact. 

The Company closed oversubscribed non-brokered private placement for gross proceeds of 
$752,290 funding Company’s set Esports objective, dual opportunity to address all age esports 
fans and esports betting strategy. The Company will explore methods to monetize global esports 
debates as well as potential fantasy gaming and esports betting with a partnership-based business 
model. Company's intention to add critical advisors around the esports fantasy and associated 
betting segments which will provide guidance and direction in the buildout of a unique fan offering 
that blends Esports debate socialization with fantasy esports gaming.  
 
Using the Blaze protocol as a micropayment infrastructure provides additional value to end-users. 
Within the FANDOM Esports ecosystem, players can make FANCOIN purchases and transactions 
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knowing their Player Card, a unique user's FANDOM Esports identity tied directly to their FANCOIN 
wallet is secure. Blaze's ability to provide the speed and flexibility for expenditures to gamers would 
ultimately lead to increased customer retention. 
 
FANCOINS can provide a further benefit to end-users as rewards or incentives for targeted 
sponsorship or published content. The platform's blockchain-based model offers the ability to direct 
relevant content to users based on their preferences and user habits. 
 
The end goal is to attract users who become invested as "players", who compete for rewards and 
prestige while building their unique "Player Card" with the associated wallet. It provides a potential 
recurring revenue generator attached with high margins for the Company, as this captivated global 
fan base remains within the FANDOM Esports ecosystem. 
 
FANDOM Esports Platform 2.0 was created to be scaled up to millions of users and efficiently 
handle the requests of these users in real-time. As the number of users increases, the number of 
in-app purchases will rise and will result in thousands of microtransactions per second. BLAZE is 
carefully crafted to handle thousands of transactions per second - the most crucial requirement for 
microtransactions. BLAZE is the easily scalable blockchain and has insurmountable speed - it is 
faster than the usual data systems. With its unique structure, patented governance, consensus, 
and crosswise transaction mechanism - BLAZE offers one-of-its-kind nonlinear structural growth - 
making it the fastest and the most suitable to handle a large number of transactions. 
 
Blaze means faster transactions, cheaper service deployment and better end-user experience. The 
Company's platform can process 50,000 blockchain transactions per second for its players and is 
a natural fit for esports as the platform suits ideally to fast, low-valued micropayment transactions. 
The Company will explore methods to monetize global esports debates as well as potential fantasy 
gaming and esports betting with a partnership-based business model.  
 

2. Provide a general overview and discussion of the activities of management. 

FANDOM SPORTS Media Corporation to Explore Esports Fantasy Gaming 

Vancouver, British Columbia – April 3, 2020 – FANDOM SPORTS Media Corp. (CSE: FDM) 
(OTC: FDMSF) (FRANKFURT: TQ43) ("FANDOM SPORTS" or the "Company"), is pleased to 
announce that it will be focussing its efforts on esports and fantasy gaming. The existing Fandom 
Esports Platform is well-positioned to leverage this massive market potential.  

Esports is competitive video gaming growing at a massive pace with global esports revenues 
expected to surpass USD one billion in 2020 and have an audience of close to 500 million people 
by 2020 (source: Newzoo Global Esports Market Report 2020). If esports maintains its current 
growth rate, total annual revenues could total USD$2.3 billion by 2022 – far surpassing that of 
traditional sports like Formula One and UEFA Champions League (source: Forbes – "Global 
Esports Revenue Reaches More Than $1 Billion As Audience Figures Exceed 433 Million", 
December 3, 2019). Like traditional sports, esports is developing a betting component with 
worldwide estimated revenues nearing USD$13 billion in 2020 (source: research firm Eilers & 
Krejcik Gaming).  

Ian McGregor, CMO at Green Man Gaming, said: "Esports is a spectator phenomenon that has 
arrived with a bang. Many mainstream media have started paying more attention to the topic but 
this is old news for the gaming community. The industry has been attracting players, teams and 
fans at a fast pace, filling up large stadiums to capacity and driving ever-increasing online 
viewership numbers. It's now a serious global rival to major sporting franchises. It's clear that 
esports has captured the imagination of its ever-increasing audience."  
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"Canceled events impact a certain aspect of the fan experience, but unlike traditional sports where 
the live event is a financial and economic driver of the overall experience, esports is different in 
that, from a broadcast perspective, so much of broadcast is focused on online and not as dependent 
on the live audience," said Kent Wakeford, Co-founder of Gen.G, an esports organization, and a 
member of the board of directors for FLASHPOINT, a new league for the game Counter-Strike: 
Global Offensive. "For the League of Legends World Championship at the Bird's Nest in China 
there were 40,000 people, but 100 million people were watching it online. And [those] 100 million 
people that are fueling the growth of the esports ecosystem to a much greater degree than the 
actual events."  

The Company's core platform is the Fandom Esports Platform with Blaze Blockchain protocol which 
can function as, among other things, the payment structure for micro transaction-based revenue 
opportunities for FANDOM SPORTS. Blaze means faster transactions, cheaper service 
deployment and better end-user experience. The Company's platform can process 50,000 
blockchain transactions per second for its players and is a natural fit for esports as the platform 
suits ideally to fast, low-valued micropayment transactions.  

The Company will explore methods to monetize global esports debates as well as potential fantasy 
gaming and esports betting with a partnership-based business model. Company's intention to add 
critical advisors around the Esports fantasy and associated betting segments which will provide 
guidance and direction in the buildout of a unique fan offering that blends Esports debate 
socialization with fantasy Esports gaming.  

Henri Holm, CEO FANDOM SPORTS, comments, "Fantasy Esports is one of the fastestgrowing 
fantasy game categories, and our technology is ideally suited to support a highvolume micro-
transaction gaming model. The Company's technology partner Deqode has several years of 
fantasy gaming experience and skillset to understand end users' and figuring out how to make a 
fantasy sports app successful and engaging. With DraftKings going public at a Unicorn-valuation, 
it only makes sense for us to assess high-value opportunities. As it is, we believe our current 
technology architecture is well suited to esports, and we are making strategic decisions to optimize 
shareholder value." 

FANDOM SPORTS Media Corporation’s esports platform creates dual opportunity to 
address all age esports fans and esports betting. 

Vancouver, British Columbia – April 9, 2020 – FANDOM SPORTS Media Corp. (CSE: FDM) 
(OTC: FDMSF) (FSE: TQ43) ("FANDOM SPORTS" or the "Company"), is pleased to announce 
that the Fandom Sports cutting edge esports platform is ideally suited for esports engagement in 
both a non-betting and betting environment.  

Esports target groups are not just another type of sports fan and they cannot be treated like 
traditional sports fans. The esports user base and their interest in gaming make them an entirely 
new customer category that requires a tailored, lightning fast platform.  

The Fandom network can host two user groups: the all age esports gaming community, and, the 
verified player identities attached to the esports betting vertical of the business model. The Fandom 
Esports Platform features include:  

• BLAZE blockchain secured player identity,  

• Micropayment capability with 50,000 transactions per second,  

• Gamification engine, and,  

• Fast API calls on esports game data.  
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These features make the platform capabilities unique and well suited for all age esports 
engagement and esports betting.  

Ankur Maheswari, CEO Deqode, comments, "Deqode is a premium fantasy sports and 
micropayment platform builder. We have worked in the past on fantasy gaming and many 
blockchain micropayment solutions. The current FANDOM SPORTS technology architecture is 
perfectly suited as a dual platform for all age esports fan engagement and esports betting."  

Esports gaming, fantasy gaming, and related betting are growing fast. "The esports market is 
seeing rapid year-on-year growth, and we believe that betting represents the single biggest 
opportunity in this space," Midnite co-founder Nick Wright tells TechCrunch. "Wagering on esports 
is expected to exceed $12 billion by the end of 2020, making betting already one of the fastest-
growing verticals within esports."  

The Company continues to explore methods to monetize all-age global esports debates as well as 
potential fantasy esports gaming and esports betting with a partnership-based business model.  

FANCOIN Trademarked as Cryptography Secured In-game Esports Currency 

Vancouver, British Columbia – April 15, 2020 – FANDOM SPORTS Media Corp. (CSE: FDM) 
(OTC: FDMSF) (FRANKFURT: TQ43) ("FANDOM SPORTS" or the "Company"), is pleased to 
confirm that the FANCOIN, the Company's trademarked in-game platform currency, will serve as 
the cryptography-secured model for blockchain based microtransactions within the Fandom 
Esports Platform providing value and functionality for large esports user bases of any age.  

Using the Blaze protocol as a micropayment infrastructure provides additional value to end-users. 
Within the Fandom esports ecosystem, players can make FANCOIN purchases and transactions 
knowing their Player Card, a unique users Fandom esports identity tied directly to their FANCOIN 
wallet is secure. Blaze's ability to provide the speed and flexibility for expenditures to gamers would 
ultimately lead to increased customer retention.  

FANCOINS can provide a further benefit to end-users as rewards or incentives for targeted 
sponsorship or published content. The platform's blockchain-based model offers the ability to direct 
relevant content to users based on their preferences and user habits.  

The end goal is to attract users who become invested as "players", who compete for rewards and 
prestige while building their unique "Player Card" with the associated wallet. It provides a potential 
recurring revenue generator attached with high margins for the Company, as this captivated global 
fan base remains within the Fandom Esports ecosystem. Registered trademarks for the Fandom 
Sports brand logo and FANCOIN were obtained across main global markets. These trademarks 
support the monetization method through a blockchain-secured platform gamer currency offering 
a service to esports fans to play, predict and get rewarded.  

The registered trademarks cover the key international markets of China, Japan, South Korea, 
Taiwan, India, United Kingdom and Germany; jurisdictions where esports has demonstrated 
explosive growth.  

Mr Henri Holm, CEO, comments: "Our Technology partner Deqode built the Fandom Esports' 
Architecture for secured online in-game transaction in mind, and we trademarked FANCOIN for 
this specific reason. An internal company in-game currency model creates significant platform value 
from a multi-level perspective and ultimately drives greater user consumption which triggers 
multiple revenue drivers."  
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Further to the "FANDOM SPORTS Media Corp. Announces Esports Focused Non-Brokered 
Private Placement" news release on February 20. 2020, the Company wishes to confirm that the 
closing of the Private Placement will take place shortly. 

FANDOM SPORTS Media Corp. Completes Oversubscribed Non-Brokered Private 
Placement for Gross Proceeds of $752,290 

Vancouver, British Columbia – April 20, 2020 – FANDOM SPORTS Media Corp. (CSE: FDM) 
(OTC: FDMSF) (FRANKFURT: TQ43) ("FANDOM SPORTS" or the "Company"), is pleased to 
announce that it has closed its private placement financing (the "Offering") raising total gross 
proceeds of $752,290. The Company issued a total of 10,590,000 units (the "Units") at a price of 
$0.05 per Unit. Each Unit consists of one common share and one half of one common share 
purchase warrant (the "Warrant") where each full Warrant entitles the holder to purchase one 
additional common share of the Company at a price of $0.07 per common share on or before April 
19, 2021. Gross proceeds of the Offering also included settling an aggregate of $222,790 in 
outstanding debt with the issuance of 4,455,805 common shares at a deemed price of $0.05 per 
share and 1,264,000 warrants also exercisable at $0.07 per common share on or before April 19, 
2021.  

Proceeds of the Offering will be allocated towards completion of the Esports application released 
on Fandom Esports Platform, recruitment of separate Esports-focused talent to cover product, 
service, operations in Canada, and General corporate purposes. There were no finders’ fees paid 
in connection with the Offering. Two insiders of the Company settled outstanding debt by receiving 
an aggregate of 3,185,800 common shares and 864,000 common share purchase warrants.  

Upon closing of the Offering the outstanding common shares of the Company total 31,213,539 and 
on a fully diluted basis totals 39,525,939. 

Participants in the Offering included existing shareholders and strategic investors connected to 
esports to assist with value creation for the Company.  

In accordance with applicable securities legislation, all securities issued pursuant to the Offering 
may not be transferred until August 21, 2020. 

FANDOM SPORTS Media Corp. Announces New Chairman Philip Chen 

In Vancouver, British Columbia – April 22, 2020 – FANDOM SPORTS Media Corp. (CSE: FDM) 
(OTC: FDMSF) (FRANKFURT: TQ43) ("FANDOM SPORTS" or the "Company"), is pleased to 
confirm that the Zhengquan (Philip) Chen has been named as the Chairman of The Board to 
replace Company's Director Henri Holm. Mr. Chen will guide and steer the Company's esports 
business expansion, including the completion of the esports application released on Fandom 
Esports platform, and the recruitment of an esports focused talent to cover product, service and 
operations in Canada. 

Mr. Chen is Managing Partner and Co-Founder of Dynaco Capital Inc., a financial advisory firm 
based in Toronto and associated with numerous North American and Asian venture capital and 
private equity funds and multibillion-dollar Chinese conglomerates. He works on transactions 
between Chinese firms and North American companies. Philip has a current and strong focus in 
the gaming sector. He has established significant association and affiliation with a number of 
esports brands in Asia. 

Prior to founding Dynaco Capital Inc. in September 2007, Mr. Chen was a senior associate of an 
international private investment bank, from February 1998 to June 2006, where he was directly 
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involved in dozens of listings of Chinese companies on the TSX Venture Exchange and Frankfurt 
Stock Exchange and numerous financial advisory assignments in a variety of sectors. Prior to that, 
he served as Executive Vice President of a subsidiary of a Chinese conglomerate in New York from 
March 1996 to July 1997. Mr. Chen gained his BSc and LLM degrees in China and an EMBA 
degree from the University of Hawaii. 

Incoming Chairman, Mr. Chen notes that “Fandom Esports Platform presents an innovative 
technology solution that will be scaled to the North American audience and in Asia to the Chinese 
market. I thank Mr. Holm for the past three years to scale the Company’s technology platform, and 
partnerships that scaled the Company’s technology offering to make the esports strategy execution 
feasible.” 

FANDOM SPORTS Media Corp. Elaborates on Dual Tokenization Model for Esports Betting 

Vancouver, British Columbia--(Newsfile Corp. - April 28, 2020) - FANDOM SPORTS Media Corp. 
(CSE: FDM) (OTCQB: FDMSF) (FSE: TQ43) ("FANDOM SPORTS" or the "Company"), is pleased 
to provide an overview of the two-token cryptography secured esports network. The Fandom 
Esports Platform with BLAZE blockchain security two-token model can support both the all-ages 
esports gaming community and the esports betting vertical. 

All-age esports fans will be issued a cryptography secured wallet and initial FANCOIN balance to 
predict esports events. To earn more FANCOIN units, users spend time on the application to wager 
with one another, they open up daily MysteryBox rewards, watch video ads and invite friends to 
earn fancoins. FANCOIN is the trademarked cryptography secured in-game esports currency for 
the players. 

The Company plans to utilize the second token for esports betting and appointed advisors and 
consultants will define the state-of-the-art esports betting vertical under the two-token economy. 
With secured player identification, only KYC passed players may participate in the future esports 
betting events with the tokens. The process ensures compliance of the players' jurisdictions and 
ensures appropriate business licences being in place for each bet. All transactions are on-chain 
and automated with smart contracts as part of the Blaze Protocol and Cryptography Secured 
Esports Network. 

The Fandom Esports Platform was created to be scaled up to millions of users and efficiently handle 
the requests of these users in real-time. As the number of users increases, the number of in-app 
purchases will rise and will result in thousands of microtransactions per second. BLAZE handles 
thousands of transactions per second - the most crucial requirement for peer to peer 
microtransactions. BLAZE is the easily scalable blockchain and has insurmountable speed. With 
its unique structure, governance, consensus, and crosswise transaction mechanism - BLAZE offers 
one-of-its-kind nonlinear structural growth - making it the fastest and the most suitable to control a 
large number of transactions. 
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Ankur Maheshwari, CEO Deqode comments, "The Fandom platform was purpose built with betting 
in mind. The technological architecture fully supports a tokenization model. Additionally, the Blaze 
block-lattice protocol was designed for the ever-expanding needs of the digital industry. It's unique 
infrastructure offers three advantages: making the governance effortless, improving the transaction 
processing speed, and reducing blockchain bloat." 

FANDOM SPORTS Media Corp. Appoints Globally Recognized Esports Betting Advisor 

Vancouver, British Columbia. - April 30, 2020 - FANDOM SPORTS Media Corp. (CSE: FDM) 
(OTCQB: FDMSF) (FSE: TQ43) ("FANDOM SPORTS" or the "Company"), is pleased to confirm 
the appointment of John Armstrong to the role of esports betting advisor. 

Mr Armstrong is recognized as a thought leader in the esports space having enjoyed a storied 
career and built a significant following of over 50,000 members in his Esports Business group and 
Global Esports and Gaming Network. 
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Mr Armstrong has over 25 years in the tech industry and 20 years in the mobile content/games, 
video games, esports and gambling industries. Working with companies across sports and media 
he has collaborated on agreements with sports clubs including from the English Premier League to 
TV, Movie and Music Studios establishing expertise to define the state-of-the-art esports betting 
vertical under the two-token economy supported by the Fandom Esports Platform with BLAZE 
blockchain security. 

Mr Armstrong's focus in recent years has been esports where he has worked as a bridge to endemic 
and non-endemic brands for esports organizations and companies to facilitate investment, 
sponsorship and general business synergies to monetize the all-ages esports vertical. 

John Armstrong, incoming esports betting advisor, comments, "I'm really looking forward to helping 
Fandom Esports create a unique esports betting platform by utilizing my global database of betting 
professionals and companies whilst at the same time assessing potential M&A opportunities that 
may arise." 

3. Describe and provide details of any new products or services developed or offered. For resource 
companies, provide details of new drilling, exploration or production programs and acquisitions of 
any new properties and attach any mineral or oil and gas or other reports required under Ontario 
securities law. 

No additional updates since the last Monthly Progress Report.  
 

4. Describe and provide details of any products or services that were discontinued. For resource 
companies, provide details of any drilling, exploration or production programs that have been 
amended or abandoned. 

No additional updates since the last Monthly Progress Report.   
 

5. Describe any new business relationships entered into between the Issuer, the Issuer’s affiliates or 
third parties including contracts to supply products or services, joint venture agreements and 
licensing agreements etc. State whether the relationship is with a Related Person of the Issuer and 
provide details of the relationship. 

No additional updates since the last Monthly Progress Report.  
 

6. Describe the expiry or termination of any contracts or agreements between the Issuer, the Issuer’s 
affiliates or third parties or cancellation of any financing arrangements that have been previously 
announced. 

No additional updates since the last Monthly Progress Report. 
 

7. Describe any acquisitions by the Issuer or dispositions of the Issuer’s assets that occurred during 
the preceding month. Provide details of the nature of the assets acquired or disposed of and provide 
details of the consideration paid or payable together with a schedule of payments if applicable, and 
of any valuation. State how the consideration was determined and whether the acquisition was 
from or the disposition was to a Related Person of the Issuer and provide details of the relationship. 

No additional updates since the last Monthly Progress Report. 
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8. Describe the acquisition of new customers or loss of customers. 

No additional updates since the last Monthly Progress Report.  
 

9. Describe any new developments or effects on intangible products such as brand names, circulation 
lists, copyrights, franchises, licenses, patents, software, subscription lists and trademarks.  

Company’s international trademarks for FANCOIN covers: 
 

Country Trademark  Status 

Taiwan FANCOIN APPROVED 

Japan FANCOIN APPROVED 

Korea FANCOIN APPROVED 

India FANCOIN APPROVED 

U.K. FANCOIN APPROVED 

Germany FANCOIN APPROVED 

 

10. Report on any employee hiring, terminations or lay-offs with details of anticipated length of lay-offs. 

No additional updates since the last Monthly Progress Report.  

 

11. Report on any labour disputes and resolutions of those disputes if applicable. 

None. 

 

12. Describe and provide details of legal proceedings to which the Issuer became a party, including 
the name of the court or agency, the date instituted, the principal parties to the proceedings, the 
nature of the claim, the amount claimed, if any, if the proceedings are being contested, and the 
present status of the proceedings. 

No additional updates since the last Monthly Progress Report. 

 

13. Provide details of any indebtedness incurred or repaid by the Issuer together with the terms of such 
indebtedness. 

The company completed non-brokered private placement for gross proceeds of $752,290 gross 
proceeds. Offering included settling an aggregate of $222,790 in outstanding debt with the issuance 
of 4,455,805 common shares at a deemed price of $0.05 per share and 1,264,000 warrants also 
exercisable at $0.07 per common share on or before April 19, 2021. 
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14. Provide details of any securities issued and options or warrants granted. 

The Company issued a total of 10,590,000 units (the "Units") at a price of $0.05 per Unit. Each Unit 
consists of one common share and one half of one common share purchase warrant (the "Warrant") 
where each full Warrant entitles the holder to purchase one additional common share of the 
Company at a price of $0.07 per common share on or before April 19, 2021. Gross proceeds of the 
Offering also included settling an aggregate of $222,790 in outstanding debt with the issuance of 
4,455,805 common shares at a deemed price of $0.05 per share and 1,264,000 warrants also 
exercisable at $0.07 per common share on or before April 19, 2021.  

 

Total Capitalization for the Company at the end of the month was as follows: 

  Issued & Outstanding: 31,213,539 

Reserved for Issuance: 8,312,400 
 
 

Details of the reserved for issuance as of April 30, 2020, the continuity schedule of warrants is as 
follows:  

 

Weighted average 
exercise price 

Remaining 
contractual life 

Number of warrants 
outstanding 

Expiry Dates 

$1.00 1.32 years   513,400 August 23, 2021 
$0.07 0.97 years   6,659,000 April 19, 2021 

$0.14     7,172,400  

 

A summary of the Company’s outstanding and exercisable stock options as of April 30, 2020 is as follows: 

 

Weighted 
average 
exercise price 

Remaining 
contractual life (in 
years) 

Number of 
options 
outstanding 

Expiry Dates 

$0.50  4.31  500,000 20-Aug-24 
$1.00  3.81  10,000 20-Feb-24 
$1.25  3.62  60,000 13-Dec-23 
$1.15  3.43  50,000 04-Oct-23 
$0.95  3.31  25,000 20-Aug-23 
$1.25  3.06  50,000 23-May-23 
$1.70  2.25  50,000 31-Jul-22 
$1.90  2.10  180,000 04-Jun-22 
$1.00  1.18  75,000 05-Jul-21 
$1.00  0.51  15,000 01-Nov-20 
$0.95  0.24  125,000 25-Jul-20 

$0.98  3.01  1,140,000   
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15. Provide details of any loans to or by Related Persons. 

None. 

 

16. Provide details of any changes in directors, officers or committee members. 

Zhengquan (Philip) Chen has been named as the Chairman of The Board to replace Company's 
Director Henri Holm as per news release issued on April 22, 2020. 

 

17. Discuss any trends which are likely to impact the Issuer including trends in the Issuer’s market(s) 
or political/regulatory trends. 

Esports is competitive video gaming growing at a massive pace with global esports revenues 
expected to surpass USD one billion in 2020 and have an audience of close to 500 million people 
by 2020 (source: Newzoo Global Esports Market Report 2020). If esports maintains its current 
growth rate, total annual revenues could total USD$2.3 billion by 2022 – far surpassing that of 
traditional sports like Formula One and UEFA Champions League (source: Forbes – "Global 
Esports Revenue Reaches More Than $1 Billion As Audience Figures Exceed 433 Million", 
December 3, 2019). Like traditional sports, esports is developing a betting component with 
worldwide estimated revenues nearing USD$13 billion in 2020 (source: research firm Eilers & 
Krejcik Gaming).  

Ian McGregor, CMO at Green Man Gaming, said: "Esports is a spectator phenomenon that has 
arrived with a bang. Many mainstream media have started paying more attention to the topic but 
this is old news for the gaming community. The industry has been attracting players, teams and 
fans at a fast pace, filling up large stadiums to capacity and driving ever-increasing online 
viewership numbers. It's now a serious global rival to major sporting franchises. It's clear that 
esports has captured the imagination of its ever-increasing audience."  

"Canceled events impact a certain aspect of the fan experience, but unlike traditional sports where 
the live event is a financial and economic driver of the overall experience, esports is different in 
that, from a broadcast perspective, so much of broadcast is focused on online and not as dependent 
on the live audience," said Kent Wakeford, Co-founder of Gen.G, an esports organization, and a 
member of the board of directors for FLASHPOINT, a new league for the game Counter-Strike: 
Global Offensive. "For the League of Legends World Championship at the Bird's Nest in China 
there were 40,000 people, but 100 million people were watching it online. And [those] 100 million 
people that are fueling the growth of the esports ecosystem to a much greater degree than the 
actual events."  

Esports gaming, fantasy gaming, and related betting are growing fast. "The esports market is 
seeing rapid year-on-year growth, and we believe that betting represents the single biggest 
opportunity in this space," Midnite co-founder Nick Wright tells TechCrunch. "Wagering on esports 
is expected to exceed $12 billion by the end of 2020, making betting already one of the fastest-
growing verticals within esports." 
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Certificate Of Compliance 

 

The undersigned hereby certifies that: 

1. The undersigned is a director and/or senior officer of the Issuer and has been duly authorized by a 
resolution of the board of directors of the Issuer to sign this Certificate of Compliance. 

2. As of the date hereof there were / is no material information concerning the Issuer which has not 
been publicly disclosed. 

3. The undersigned hereby certifies to the Exchange that the Issuer is in compliance with the 
requirements of applicable securities legislation (as such term is defined in National Instrument 14-
101) and all Exchange Requirements (as defined in CNSX Policy 1). 

4. All of the information in this Form 7 Monthly Progress Report is true. 

      Dated May 1, 2020 

 
Henri Holm 
Name of Director or Senior Officer 

 /s/ Henri Holm  
Signature 
 
CEO  
Official Capacity 

 

Issuer Details 
Name of Issuer 
FANDOM SPORTS MEDIA 
CORP. 

For  Month End 
 
April 30, 2020 

Date of Report 
YYYY/MM/DD 
2020/04/30 

Issuer Postal Address : Suite 830 – 1100 Melville Street 
 

City/Province/Postal Code 
Vancouver BC V6E 3A4 

Issuer Email. 
fandomsportsmedia@gmail.
com 

IR Telephone No. 
+1 604 2566990  
 

Contact Name 
Henri Holm 

Contact Position 
CEO 

Contact Telephone No. 
+1 604 2566990 

Contact Email Address 
fandomsportsmedia@gmail.com 

Web Site Address 
www.fandomsportsmedia.com 
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	No additional updates since the last Monthly Progress Report.
	The company completed non-brokered private placement for gross proceeds of $752,290 gross proceeds. Offering included settling an aggregate of $222,790 in outstanding debt with the issuance of 4,455,805 common shares at a deemed price of $0.05 per sha...

