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Check the appropriate box below if the Form 8-K filing is intended to simultaneously satisfy the filing obligation of the registrant under any of the following provisions:

· Written communications pursuant to Rule 425 under the Securities Act (17 CFR 230.425)

· Soliciting material pursuant to Rule 14a-12 under the Exchange Act (17 CFR 240.14a-12)
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	The Nasdaq Stock Market LLC

	
	
	
	
	(The Nasdaq Capital Market)



Indicate by check mark whether the registrant is an emerging growth company as defined in Rule 405 of the Securities Act of 1933 (§230.405 of this chapter) or Rule 12b-2 of the Securities Exchange Act of 1934 (§240.12b-2 of this chapter).

Emerging growth company ☒

If an emerging growth company, indicate by check mark if the registrant has elected not to use the extended transition period for complying with any new or revised financial accounting standards provided pursuant to Section 13(a) of the Exchange Act. ☐
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Item 2.02 Results of Operations and Financial Condition.

On August 10, 2022, Motorsport Games Inc. (the “Company”) issued a press release (the “Press Release”) announcing its financial results for its fiscal quarter ended June 30, 2022. A copy of the Press Release is attached to this Form 8-K as Exhibit 99.1 and it is incorporated by reference into this Item 2.02. The Press Release is deemed to be “furnished” to the SEC and it shall not be deemed to be “filed” for purposes of Section 18 of the Securities Exchange Act of 1934, as amended (the “Exchange Act”), or otherwise subject to the liabilities of that section. The Press Release shall not be deemed to be incorporated by reference into any of the Company’s filings under the Securities Act of 1933, as amended (the “Securities Act”), or the Exchange Act, except as may be expressly set forth by specific reference in any such filing.

Item 7.01 Regulation FD Disclosure.

On August 10, 2022, the Company posted on its website presentation materials related to the Company’s financial results for its fiscal quarter ended June 30, 2022 (the “Presentation”). A copy of the Presentation is attached to this Form 8-K as Exhibit 99.2 and it is incorporated by reference into this Item 7.01. These materials may be amended or updated at any time and from time to time through another Current Report on Form 8-K, a later Company filing, a later posting on the Company’s website or other applicable means. The Presentation is deemed to be “furnished” to the SEC and it shall not be deemed to be “filed” for purposes of Section 18 of the Exchange Act, or otherwise subject to the liabilities of that section. The Presentation shall not be deemed to be incorporated by reference into any of the Company’s filings under the Securities Act or the Exchange Act, except as may be expressly set forth by specific reference in any such filing.

Item 9.01 Financial Statements and Exhibits.

(d) Exhibits

99.1	Press Release, dated August 10, 2022

99.2	Motorsport Games Inc. Presentation

104 Cover Page Interactive Data File (embedded within the Inline XBRL document) 2
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SIGNATURES

Pursuant to the requirements of the Securities Exchange Act of 1934, the registrant has duly caused this report to be signed on its behalf by the undersigned hereunto duly authorized.

MOTORSPORT GAMES INC.

Date: August 10, 2022	By: /s/ Dmitry Kozko
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Dmitry Kozko

Chief Executive Officer
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Motorsport Games Reports Second Quarter 2022 Financial Results

MIAMI, Aug 10, 2022 — Motorsport Games Inc. (NASDAQ: MSGM) (“Motorsport Games” or the “Company”) today reported financial results for its second quarter ended June 30, 2022 (“Q2 2022”). The Company has also posted to the Company’s investor relations website a Q2 2022 Quarter End Review video and a Q2 2022 earnings slide deck, which highlight certain key milestones that occurred in the period, as well as an updated Investor Presentation.

Dmitry Kozko, Chief Executive Officer of Motorsport Games, commented, “In Q2 2022, Motorsport Games continued its product and content releases to best deliver against our product roadmap. Within rFactor 2, we released new features and official BTCC content for our fans to enjoy. A promotional plan was announced, helping guide us further along in the lead up to the 2024 release of the official BTCC game. Our growing esports initiatives were further bolstered by the announcement of this year’s 2022/23 Le Mans Virtual Series schedule, which has continued to grow in stature, recognition and scale since the inaugural event. Lastly, we’ve delivered the highly anticipated next-gen console update for NASCAR 21: Ignition for our players on Xbox Series S and X, as well as PlayStation 5.”

Kozko added, “While we continue to explore multiple funding options to provide the Company sufficient liquidity to develop our products, we remain confident in our ability to deliver against our product roadmap.”

Second Quarter 2022 Business Update

· NASCAR 21: Ignition Patch Released Providing Native Support for PlayStation 5 and Xbox Series X|S. The Company released a patch for

NASCAR 21: Ignition bringing support for 4K resolutions with next-generation consoles from Microsoft and Sony. The patch is free to everyone who owns the game and will be a free upgrade moving forward.

· Le Mans Virtual Series Returns for more Elite Esports Competition Including the Award Winning 24 Hours of Le Mans Virtual. The Le Mans Virtual Series returns this September with more of the elite, endurance esports competition, that has attracted world motor racing champions, captured global attention and received plaudits from teams, drivers and fans alike. All 5 rounds of the coming series will be held online on the rFactor2 platform, including the 24 Hours of Le Mans Virtual, the climax of the premier endurance esports championship. This format allows teams to compete virtually on simulators located all around the world for a total prize fund of US $250,000.
[image: ]

· Future Promotional Plan to Upcoming Official BTCC Game Announced. The Company announced a promotional plan update, including activations, content releases and ‘first-play content’ tech demos through rFactor 2, to its planned British Touring Car Championship (“BTCC”) official game, which will release in 2024, as previously disclosed by the Company.

· rFactor 2 Quarterly Content Update. In May 2022, the Company released a collection of improvements, new features and content. A new sound engine, wet weather updates, particles and sparks, and shift protection bring more realism to the rFactor 2 racing simulation platform. Several BTCC cars and tracks were also released bringing more of the BTCC experience to the fans.

· KartKraft Single Console Release Schedule Update. The timing of the next KartKraft release on one of the consoles, which was originally planned for a 2022 release date, will now likely move into 2023, due to potential opportunities we are exploring with a first party platform and their potential interest in an exclusive title release next year.

Financial Results for the Three Months Ended June 30, 2022

Revenues for Q2 2022 were $2.0 million, as compared to $2.2 million for Q2 2021. The $0.2 million, or 10%, quarter-over-quarter decrease reflects $0.3 million lower gaming sales, partially offset by a $0.1 million increase in esports revenues, primarily from the 24 Hours of Le Mans esports event held in January 2022.

Q2 2022 net loss was $7.5 million, a $1.5 million increase compared to the Q2 2021 net loss of $6.0 million. The increase in net loss was driven by: (i) a $0.9 million increase in Q2 2022 development expenditures; (ii) a $0.8 million increase in sales and marketing spend (iii) a $0.6 million increase in foreign currency losses; (iv) a $0.2 million decrease in gross profit (v) a $0.2 million increase in interest expense (vi) a $0.1 million increase in impairment; and

(vii) a $0.1 million increase in depreciation and amortization. The increases in Q2 2022 expenses described above were partially offset by a $1.4 million reduction in general and administrative expenses driven primarily by a $1.1 million payment in Q2 2021 for the settlement of certain stock appreciation rights.

Q2 2022 Adjusted EBITDA loss(1) was $4.9 million, a $1.2 million increase in loss when compared to Q2 2021 Adjusted EBITDA loss of $3.7 million.
The increase in Adjusted EBITDA loss(1) was primarily driven by the same factors causing the increase in Q2 2022 net loss.
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The following table provides a reconciliation from net loss to Adjusted EBITDA(1) for Q2 2022 and Q2 2021, respectively:

	
	
	
	Three Months Ended
	
	
	Three Months Ended

	
	
	
	June 30, 2022
	
	
	June 30, 2021

	Net Loss
	
	$
	(7,487,671)
	
	
	$
	(5,960,943)
	

	Interest expense
	
	
	191,662
	
	
	31,899

	Depreciation and Amortization
	
	
	493,658
	
	
	522,709
	

	EBITDA
	
	
	(6,802,351)
	
	
	
	(5,406,335)
	

	Acquisition-related expenses
	
	
	1,467,492
	
	
	1,600,087
	

	Impairment of goodwill and intangible assets
	
	
	149,048
	
	
	-
	

	Stock-based compensation
	
	
	238,573
	
	
	116,274

	Adjusted EBITDA
	
	$
	(4,947,238
	)
	
	$
	(3,689,974
	)

	
	
	
	
	
	
	
	
	
	



Financial Results for the Six Months Ended June 30, 2022

Revenues were $5.3 million and $4.7 million for the six months ended June 30, 2022 and 2021, respectively, an increase of $0.6 million, or 13%, period over period. For the six months ended June 30, 2022, revenues from our Gaming Segment increased $0.2 million, or 5%, to $4.9 million, compared to $4.7 million for the six months ended June 30, 2021, while revenues from our Esport Segment increased by $0.4 million for the six months ended June 30, 2022, when compared to the six months ended June 30, 2021. The increase in our Gaming segment revenues compared to the 2021 period was primarily due to $0.7 million in higher game sales and an increase of $0.6 million in additional revenues earned through the development of simulation platforms using our rFactor 2 platform for third parties. These increases were partially offset by $1.1 million in retail pricing concessions. The increase in our Esport Segment revenues was primarily driven by the 24 Hours of Le Mans esports event held in January 2022.

The net loss for the six months ended June 30, 2022 was $23.5 million, an increase of $3.5 million when compared to the $20.0 million net loss for the six months ended June 30, 2021. The increase in net loss was driven by: (i) a $9.4 million increase in goodwill and intangible asset impairment; (ii) a $2.0 million increase in development expenditures; (iii) a $1.5 million increase in sales and marketing spend; (iv) a $1.4 million decrease in gains from equity method investments; (v) a $0.9 million increase in foreign currency losses; (vi) a $0.6 million decrease in gross profit; and (vii) a $0.2 million increase in interest expense. These increases were offset by $12.7 million of lower general and administrative expense.
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For the six months ended June 30, 2022, Adjusted EBITDA loss(1) was $10.5 million, a $4.0 million increase, when compared to the $6.5 million Adjusted EBITDA loss for the six months ended June 30, 2021. The increase in Adjusted EBITDA loss(1) was primarily driven by the same factors as the increase in net loss for the six months ended June 30, 2022, when compared to the six months ended June 30, 2021.

The following table provides a reconciliation from net loss to Adjusted EBITDA(1) for the six months ended June 30, 2022 and the six months ended June 30, 2021:

	
	
	
	Six Months Ended
	
	
	Six Months Ended

	
	
	
	June 30, 2022
	
	
	June 30, 2021

	Net Loss
	
	$
	(23,454,716)
	
	
	$
	(20,046,367)
	

	Interest expense
	
	
	393,258
	
	
	151,438
	

	Depreciation and Amortization
	
	
	1,071,172
	
	
	659,309
	

	EBITDA
	
	
	(21,990,286)
	
	
	
	(19,235,620)
	

	IPO-related expenses
	
	
	-
	
	
	2,947,192
	

	Acquisition-related expenses
	
	
	1,468,742
	
	
	1,930,566
	

	Impairment of goodwill and intangible assets
	
	
	9,428,370
	
	
	-
	

	Gain attributable to equity method investment
	
	
	-
	
	
	(1,370,837)

	Stock-based compensation
	
	
	591,603
	
	
	9,193,190
	

	Adjusted EBITDA
	
	$
	(10,501,571
	)
	
	$
	(6,535,509
	)

	
	
	
	
	
	
	
	
	
	



Cash Flow and Liquidity

For the six months ended June 30, 2022, the Company had negative cash flows from operations of approximately $12.0 million. The Company expects to continue to have negative operating cash flows for the foreseeable future, as it continues to incur expenses to develop new game franchises. The Company’s existing cash on hand will be insufficient to fund its minimum liquidity requirements for at least the next 12 months and will need to be supplemented with additional debt and/or equity financing, cash generated by cost control initiatives, and/or additional changes to our product roadmap to reduce working capital requirements.

The Company’s future liquidity and capital requirements include funds to support the planned costs to operate its business, including amounts required to fund working capital, support the development and introduction of new products, maintain existing game titles and certain capital expenditures. The adequacy of the Company’s available funds generally depends on many factors, including its ability to successfully develop consumer-preferred new products or enhancements to its existing products, continued development and expansion of the Company’s esports platform and its ability to collaborate with and/or acquire other companies or technologies to enhance or complement the Company’s product and service offerings.
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The Company is currently seeking additional funds through a variety of arrangements and through maintaining and enhancing strong cost controls. There can be no assurances that the sources of liquidity referred to above will provide the Company with sufficient liquidity to meet its ongoing cash requirements as, among other things, the Company’s liquidity can be impacted by a number of factors, including the Company’s level of sales and expenditures, as well as accounts receivable, sales allowances, prepaid manufacturing expenses and accrued expenses.

(1)Use of Non-GAAP Financial Measures

Adjusted EBITDA (the “Non-GAAP Measure”) is not a financial measure defined by U.S. generally accepted accounting principles (“U.S. GAAP”). See the reconciliations of the Non-GAAP Measure to its most directly comparable U.S. GAAP measure in the financial tables above.

Adjusted EBITDA, a measure used by management to assess the Company’s operating performance, is defined as EBITDA, which is net (loss) plus interest (income) expense, depreciation and amortization, less income tax benefit (if any), adjusted to exclude: (i) IPO-related expenses; (ii) acquisition related expenses; (iii) gain attributable to equity method investment resulting from the acquisition of additional equity interest in Le Mans Esports Series Ltd.; (iv) stock-based compensation expenses; (v) impairment of goodwill and intangible assets; and (vi) other charges or gains resulting from non-recurring events.

The Company uses the Non-GAAP Measure to manage its business and evaluate its financial performance, as Adjusted EBITDA eliminates items that affect comparability between periods that the Company believes are not representative of its core ongoing operating business. Additionally, management believes that using the Non-GAAP Measure is useful to its investors because it enhances investors’ understanding and assessment of the Company’s normalized operating performance and facilitates comparisons to prior periods and its competitors’ results (who may define Adjusted EBITDA differently).

The Non-GAAP Measure is not a recognized term under U.S. GAAP and does not purport to be an alternative to revenue, income/loss from operations, net (loss) income, or cash flows from operations or as a measure of liquidity or any other performance measure derived in accordance with U.S. GAAP. Additionally, the Non-GAAP Measure is not intended to be a measure of free cash flows available for management’s discretionary use, as it does not consider certain cash requirements, such as interest payments, tax payments, working capital requirements and debt service requirements. The Non-GAAP Measure has limitations as an analytical tool, and investors should not consider it in isolation or as a substitute for the Company’s results as reported under U.S. GAAP. Management compensates for the limitations of using non-GAAP financial measures by using them to supplement U.S. GAAP results to provide a more complete understanding of the factors and trends affecting the business than would be presented by using only measures in accordance with U.S. GAAP. Because not all companies use identical calculations, the Company’s measures may not be comparable to other similarly titled measures of other companies. Reconciliations of the Non-GAAP Measure to net loss, its most directly comparable financial measure, calculated and presented in accordance with U.S. GAAP, are presented in the table above.

Conference Call and Webcast Details

The Company will host a conference call and webcast at 5:00 p.m. ET today, August 10, 2022, to discuss its financial results. The live conference call can be accessed by dialing 1-877-407-0784 from the U.S. or 1-201-689-8560. Alternatively, participants may access the live webcast on the Motorsport Games Investor Relations website at https://ir.motorsportgames.com under “Events.”

About Motorsport Games

Motorsport Games, a Motorsport Network company, combines innovative and engaging video games with exciting esports competitions and content for racing fans and gamers around the globe. The Company is the officially licensed video game developer and publisher for iconic motorsport racing series across PC, PlayStation, Xbox, Nintendo Switch and mobile, including NASCAR, INDYCAR, 24 Hours of Le Mans and the British Touring Car Championship (“BTCC”). Motorsport Games is an award-winning esports partner of choice for 24 Hours of Le Mans, Formula E, BTCC, the FIA World Rallycross Championship and the eNASCAR Heat Pro League, among others.

For more information about Motorsport Games visit: www.motorsportgames.com.
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Forward-Looking Statements

Certain statements in this press release, the related conference call and webcast which are not historical facts are forward-looking statements within the meaning of Section 27A of the Securities Act of 1933, as amended, and Section 21E of the Securities Exchange Act of 1934, as amended, and are provided pursuant to the safe harbor provisions of the Private Securities Litigation Reform Act of 1995. Any statements in this press release, the related conference call and webcast that are not statements of historical fact may be deemed forward-looking statements. Words such as “continue,” “will,” “may,” “could,” “should,” “expect,” “expected,” “plans,” “intend,” “anticipate,” “believe,” “estimate,” “predict,” “potential,” and similar expressions are intended to identify such forward-looking statements. These forward-looking statements include, but are not limited to, statements concerning: (i) Motorsport Games’ future business, future results of operations and/or financial condition; (ii) the expected future impact of new or planned products or offerings and the timing of launching such products and offerings, including, without limitation our belief that we will deliver against our product roadmap, our expectation to release the official BTCC game in 2024 and the next KartKraft release on one of the consoles in 2023; (iii) the expected future impact of implementing management strategies and the impact of other industry trends, including, without limitation our ability to execute a business continuity plan and adapt to developments real-time, as well as our business plan to increase and diversify our revenue stream; (iv) our expectation that the Company will continue to have negative operating cash flows for the foreseeable future, as we continue to incur expenses to develop new game franchises; and (v) our liquidity and capital requirements, including, without limitation, our ability to continue as a going concern, our belief that our existing cash on hand will not be sufficient to fund our liquidity requirements for at least the next 12 months and our expectation to supplement liquidity with additional debt and/or equity financing, cash generated by cost control initiatives, and/or additional changes to our product roadmap to reduce working capital requirements, as well as statements regarding our cash flows and anticipated uses of cash. All forward-looking statements involve significant risks and uncertainties that could cause actual results to differ materially from those expressed or implied in the forward-looking statements, many of which are generally outside the control of Motorsport Games and are difficult to predict. Examples of such risks and uncertainties include, but are not limited to: (i) difficulties, delays or less than expected results in achieving the Company’s growth plans, objectives and expectations, such as due to a slower than anticipated economic recovery and/or the Company’s inability, in whole or in part, to continue to execute its business strategies and plans, such as due to less than anticipated customer acceptance of the Company’s new game titles, the Company’s experiencing difficulties or the inability to launch its games as planned, less than anticipated performance of the games impacting customer acceptance and sales and/or greater than anticipated costs and expenses to develop and launch its games, including, without limitation, higher than expected labor costs and, in addition to the factors set forth in (ii) through (iv) below, the Company’s continuing financial condition and ability to obtain additional debt and/or equity financing to meet its liquidity requirements, such as the going concern qualification on the Company’s annual audited financial statements posing difficulties in obtaining new financing on terms acceptable to the Company, or at all; (ii) difficulties, delays in or unanticipated events that may impact the timing and scope of new product launches, such as due to difficulties or delays in using its product development personnel in Russia due to the Russia invasion of Ukraine and the related sanctions and/or more restrictive sanctions rendering transacting in the region more difficult or costly and/or difficulties and/or delays arising out of any resurgence of the ongoing and prolonged COVID-19 pandemic; (iii) less than expected benefits from implementing the Company’s management strategies and/or adverse economic, market and geopolitical conditions that negatively impact industry trends, such as significant changes in the labor markets, an extended or higher than expected inflationary environment (such as the impact on consumer discretionary spending as a result of significant increases in energy and gas prices which have been increasing since early in 2020), a higher interest rate environment, tax increases impacting consumer discretionary spending and or quantitative easing that results in higher interest rates that negatively impact consumers’ discretionary spending, or adverse developments relating to the Russia invasion of Ukraine; (iv) greater than anticipated negative operating cash flows such as due to higher than expected development costs, higher interest rates and/or higher inflation; and/or (v) difficulties and/or delays in resolving our liquidity and capital requirements, including without limitation, difficulties in securing funding that is on commercially acceptable terms to us or at all, such as our inability to complete in whole or in part any potential debt and/or equity financing transactions, as well as any inability to achieve cost reductions. Factors other than those referred to above could also cause Motorsport Games’ results to differ materially from expected results. Additional examples of such risks and uncertainties include, but are not limited to: (i) delays and higher than anticipated expenses related to the ongoing and prolonged COVID-19 pandemic, any resurgence of COVID-19 and the Russia invasion of Ukraine;

(ii) Motorsport Games’ ability (or inability) to maintain existing, and to secure additional, licenses and other agreements with various racing series; (iii) Motorsport Games’ ability to successfully manage and integrate any joint ventures, acquisitions of businesses, solutions or technologies; (iv) unanticipated operating costs, transaction costs and actual or contingent liabilities; (v) the ability to attract and retain qualified employees and key personnel; (vi) adverse effects of increased competition; (vii) changes in consumer behavior, including as a result of general economic factors, such as increased inflation, higher energy prices and higher interest rates; (viii) Motorsport Games’ inability to protect its intellectual property; and/or (ix) local, industry and general business and economic conditions. Additional factors that could cause actual results to differ materially from those expressed or implied in the forward-looking statements can be found in Motorsport Games’ filings with the SEC, including its Annual Report on Form 10-K for the fiscal year ended December 31, 2021, its Quarterly Reports on Form 10-Q filed with the SEC during 2022, as well as in its subsequent filings with the SEC. Motorsport Games anticipates that subsequent events and developments may cause its plans, intentions and expectations to change. Motorsport Games assumes no obligation, and it specifically disclaims any intention or obligation, to update any forward-looking statements, whether as a result of new information, future events or otherwise, except as expressly required by law. Forward-looking statements speak only as of the date they are made and should not be relied upon as representing Motorsport Games’ plans and expectations as of any subsequent date.
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Website and Social Media Disclosure

Investors and others should note that we announce material financial information to our investors using our investor relations website (ir.motorsportgames.com), SEC filings, press releases, public conference calls and webcasts. We use these channels, as well as social media and blogs, to communicate with our investors and the public about our company and our products. It is possible that the information we post on our websites, social media and blogs could be deemed to be material information. Therefore, we encourage investors, the media and others interested in our company to review the information we post on the websites, social media channels and blogs, including the following (which list we will update from time to time on our investor relations website):

	Websites
	Social Media

	motorsportgames.com
	
	Twitter: @msportgames & @traxiongg

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	traxion.gg
	
	Instagram: msportgames & traxiongg

	
	
	
	
	
	
	
	
	
	
	
	
	
	

	motorsport.com
	
	Facebook: Motorsport Games & traxiongg

	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	LinkedIn: Motorsport Games

	
	
	
	
	
	
	
	
	

	
	
	
	
	Twitch: traxiongg

	
	
	
	
	
	
	

	
	
	
	
	Reddit: traxiongg



The contents of these websites and social media channels are not part of, nor will they be incorporated by reference into, this press release.

Contacts:

Investors:

Investors@motorsportgames.com

Media:

ASTRSK PR

motorsportgames@astrskpr.com
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Appendix:

The following table provide a comparative summary of the Company’s financial results for the periods presented:

MOTORSPORT GAMES INC. AND SUBSIDIARIES

CONDENSED CONSOLIDATED STATEMENTS OF OPERATIONS

(Unaudited)

	
	
	
	Three Months Ended
	
	Six Months Ended

	
	
	
	June 30,
	
	
	
	June 30,
	
	

	
	
	
	2022
	
	
	2021
	
	
	2022
	
	
	
	2021
	

	Revenues
	
	$
	2,008,987
	
	$
	2,238,927
	
	$
	5,330,776
	
	
	$
	4,713,059
	

	Cost of revenues
	
	
	856,157
	
	906,303
	
	2,869,963
	
	
	1,688,111

	Gross profit
	
	
	1,152,830
	
	
	1,332,624
	
	
	2,460,813
	
	
	
	3,024,948
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	Operating expenses:
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	Sales and marketing
	
	
	1,540,220
	
	704,222
	
	3,228,669
	
	
	1,728,440

	Development
	
	
	2,681,643
	
	1,818,178
	
	5,085,980
	
	
	3,068,540

	General and administrative
	
	
	3,349,609
	
	4,717,180
	
	6,772,763
	
	
	19,481,218

	Impairment of goodwill
	
	
	-
	
	-
	
	4,788,268
	
	
	-

	Impairment of intangible assets
	
	
	149,048
	
	-
	
	4,640,102
	
	
	-

	Depreciation and amortization
	
	
	117,725
	
	66,448
	
	233,796
	
	
	97,223

	Total operating expenses
	
	
	7,838,245
	
	
	7,306,028
	
	
	24,749,578
	
	
	
	24,375,421
	

	Loss from operations
	
	
	(6,685,415)
	
	
	(5,973,404)
	
	
	(22,288,765)
	
	
	
	(21,350,473)
	

	Interest expense
	
	
	(191,662)
	
	(31,899)
	
	(393,258)
	
	
	(151,438)

	Gain attributable to equity method investment
	
	
	-
	
	-
	
	-
	
	
	1,370,837

	Other (loss) income, net
	
	
	(610,594)
	
	44,360
	
	(772,693)
	
	
	84,707

	Net loss
	
	
	(7,487,671)
	
	
	(5,960,943)
	
	
	(23,454,716)
	
	
	
	(20,046,367)
	

	Less: Net loss attributable to non-controlling interest
	
	
	(82,375)
	
	(180,849)
	
	(911,803)
	
	
	(454,299)

	Net loss attributable to Motorsport Games Inc.
	
	$
	(7,405,296
	)
	$
	(5,780,094
	)
	$
	(22,542,913
	)
	
	$
	(19,592,068
	)

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	Net loss attributable to Class A common stock per
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	share:
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	Basic and diluted
	$
	(0.63)
	$
	(0.50)
	$
	(1.93)
	$
	(1.88)

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	Weighted-average shares of Class A common stock
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	outstanding:
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	Basic and diluted
	
	
	11,673,587
	
	11,494,919
	
	11,670,888
	
	
	10,421,910
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Exhibit 99.2

molorsport

02 2022 Results

August 10, 2022
This presentation provides select highlights about Motorsport Games Inc.’s results of operations. Please see Motorsport Games

2021 Form 10-K-and 2nd Quarter 2022 Form 10-Q filed with the SEC and Q2 2022 earnings release for more complete
information on the Company’s results of operation, cash flows, financial condition and liquidity.
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Company Highlights

=5 ) At the center of large, fast-growing motorsport, gaming and esports categories

Strategic, long-term partnerships with iconic racing brands

E molorsport Leveraging exclusive partnerships for multiple products and revenue
SAMES streams

pr) ) Pole position in virtual racing esports

development platform

@ Integrating acquired technologies and processes into our scalable internal
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02 2022 Highlights

Financial Highlights

+ 02 Revenues of $2.0M

+ Netloss was S7.5M

- Adjusted EBITDA loss was $4.9M*

Key Highlights
« Releasel

« Announced the Le Mans Virtual Series will return in September 2022
the award-winning 24 Hours of Le Mans Virtual

Revenue Adjusted EBITDA* Net Loss EPS
S20M S22M  (S49M) (S37M)  STSM SGOM  (S063) (S050)
@2 @a g2 gn @2 @2 @2

NASCAR 21: Ignition update, bringing native support for PlayStation 5 and Xbox XIS on June 23, 2022

for more elite esports competition, including

« Announced future promotional plan for upcoming BTCC game, which is expected to release in 2024

« Released an rFactor 2 quarterly content update on May 9, 2022

*Adjusted EBITDA s a non-GAAP financial measure. See definition of Adjusted EBITDA and is reconcilation to nt loss presented late in this deck.
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Executing Against Our Key Initiatives

« Released rFactor 2 quarterly content update on May 9, 2022 f—' m==an
Games /=~ IGNITION
«  Released NASCAR 21: Ignition patch optimizing support for Xbox XIS and PlayStation 5 on June 23, 2022

« Amounced the Le Mans Virtual Series il return in September 2022 for mare elite esports competito, including the
Esports & award-vinning 24 Hours of Le Mans Virtual LE MANS

Entertainment « Three rounds o Formula Pro esprts events Y7
«__ FormulaE ran a successful esports event with Factor 2 s the ofiialsim platform with a prze poolof £100.000

= Over 520 content pieces created in 02 2022 attracting more than 2.3 million pageviews

Community LIPS

« More than 1.4 million video views and 22 million social impressions in 02 2022

Propritary « lobaldevlopment team o 132.as of 6/30/2022 109 FTE + 23 contrctors) —
MSE#TECMBIM + Advancing our Motorsport Games engine by combining advanced technology rom KartKraft I( L ?‘
atium and rFactor 2 and optimizing it for Unreal Engine ] UNBEAL
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02 2022 Highlights

NASCAR 21: Ignition Patch Released Providing Native Support for PlayStation 5 and Xbox Series X|S. The Company released a patch for
NASCAR 21: Ignition bringing support for 4K resolutions with next-generation consoles from Microsoft and Sony. The patch is free to
everyone who owns the game and will be a free upgrade moving forward.

Le Mans Virtual Series Retums for more Elite Esports Competition Including the Award Winning 24 Hours of Le Mans Virtual. The Le Mans
Virtual Series returns this September with more of the elite, endurance esports competition that has attracted world motor racing
champions, captured global attention and received plaudits from teams, drivers and fans alike. All 5 rounds of the coming series will be
held online on the rFactor 2 platform, including the 24 Hours of Le Mans Virtual, the climax of the premier endurance esports
championship. This format allows teams to compete virtually on simulators located all around the world for a total prize fund of
U.8.5250,000.

Future Promotional Plan to Upcoming Official BTCC Game Announced. The Company announced a promotional plan update,
including activations, content releases and first-play content’ tech demos through rFactor 2, to its planned British Touring Car
Championship ('BTCC") official game, which will release in 2024, as previously disclosed by the Company.

rFactor 2 Quarterly Content Update. In May 2022, the Company released a collection of improvements, new features and content. A
new sound engine, wet weather updates, particles and sparks, and shift protection bring more realism to the rFactor 2 racing simulation
platform. Several BTCC cars and tracks were also released bringing more of the BTCC experience to the fans.

KartKraft Single Console Release Schedule Update. The timing of the next KartKraft release on one of the consoles, which was originally
planned for a 2022 release date, will now likely move into 2023, due to potential opportunities we are exploring with a first party
platform and their potential interest in an exclusive title release next year.

e
IGNITION,

LE MANﬁ
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02 2022 Results

CONDENSED CONSOLIDATED STATEMENTS OF OPERATIONS
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Reconciliation of Non-GAAP Financial Measures

NetLoss

Interest expense, net

Depreciation and Amortization

EBITDA

IPO-related expenses
Acquisition-related expenses
Impairment of goodwill and intangible assets
Gain atributable to equity method investment
Stock-based compensation

Adjusted EBITDA

Three Months ~ Three Months
Ended June 30, Ended June 30,

Months  Six Months
Ended June 30, Ended June 30,

2022 2021 2022 2021

$ (7487671) $  (5960,943) $ (23454716) $ (20,045,367)

191,662 31899 393,258 151438

493,658 522,709 1,071472 659,309

(6802351)  (5.406,335) (21990,286)  (19,235,620)

= = - 2,947,192

1467492 1,600,087 1,468,742 1,930,566
149,048 - 9,428,370 -

. - - (1.370837)

238,573 118,274 591,603 9,193,190

$  (4.947238) $  (3.689.974) $ (10501571) $ _ (6,535.509)
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Liquidity

« Asof June 30, 2022, the Company had S5.2 million of available cash on hand and no long-term debt. As of July 31,
2022, the Company had $3.8 million of available cash on hand and no long-term debt.

« The Company’s Q2 2022 Form 10-Q discloses that there is substantial doubt about the Company's ability to continue
as a going concern based on the available cash on hand to fund operations over the next 12 months. The Company is
currently evaluating new sources of funding, including discussing potential debt and/or equity financing
arrangements.

« The Company is also seeking to improve its liquidity by achieving cost reductions by maintaining and enhancing cost
control initiatives.

« InJuly 2022, the Company amended its agreement with Luminis International to defer payment of $2,200,000
remaining due in connection with the Studio397 acquisition. Post-signing, the Company paid $330,0000 to Luminis,
with the remaining $1,870,000, plus 15% interest, to be paid as follows: (i) $100,000 monthly payments from
August 2022 through December 2022: and (ii) $150,000 monthly payments from January 2023 until paid in
full. Please see the Company's Form 8-K filed on July 22, 2022 for further details.
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Leveraging Our IP and Growing Our Portfolio
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LEGAL DISCLOSURES

his presentation has been prepared by Motorsport Games nc. (*Motorsport Games, s *ou,” “we” o th “Company’). For addiionl informationregaring he Company, we rge yo o read ou reports fled with the Securies and
Exchange Commision (e “SEC" inclcing our Al Report onForm 10+ forth sl yeo ended December 31, 2021, our uartely Repor o Form 10.0 o the fsca quartr nded e 3, 2022 ad out othr SC lings duog 2022

Cautionary Note Regarding Forward-Looking Statements

Certinsatements i thispresentaton which are notistorclfct are forwardlockin tstements witin the meaning ofSection 7A o the Scurte Act f 193, a5 amended,an Secton 21 o the Scurte Exchange Ac of 1954, amended,
and are provided pursuant o the safe harbar provisons of the Pivate Securites Ligarion Reform Act of 1985, Any statements in his presentation tht ae not statemens or nformatin of istoicalfact may be deemed forwardlooking
iatements Words such 2 “cotine* “wil* “may *coud* “should* “expec “expected,” “plans. “ntend,” “sntcipat,” “beleve, “estimate” *pedic” “potnts and sl expresion are inended 1 identilysuch orvord looking
atements. Thee fonward ooking toerments ncue, bt e ot Imited o, satements conerning. ) the Compony’s e business, uture resltsof aperatons andfo fnaniol condion 1) the expecied future mpact of new or planned
proucts, festures, cvent o other ffrings and th tming of sunching such products, features, events and offrigs, nclucing, withou iitation, (A the Corpany'sbeliftht s adkancin s engine. by combiing avoced technology from
Kortratand facir 2. ptimiing i for Unrea ngin; (9 the Company' plos 1 hoki the L M Virtua e et eventsnSeptember 2072 (1 the Cormpary's expectations tht the st Karthrat el on o o the consles vl
now kel move int 2023 and tha it wil elase s TCC gare in 2026, and (i) the Company’ plans 1o address s ity and capia equiements, ncluing,without wtarin, 1 bele hatexising cash on hand il ot be ufficint t fund
operations for atlast the next 12 month, s eforts to evaluae new souces of funding incuding discusing potentil debt and/or equity inancing rrangements an {o_genarate liqudty through cost control iatives. All forwardlooking
tatements invole signfiantFisks and uncertaintis that could Caus actal reuls  ifer material rom these expressed o mplid n the forward-looking Satements, many of whch ae generlly outide he conrol f the Company and re
ificl to predict, Examples of such sk and unceraities include, bt are ot mited t: ) ificulies, delay o e than expecte et n achieing our growth plans, objectives and expetations, sch s du to 2 ower tha anicpated
conamic ecovery and/or ournabit, i wheo o in par, o coninue o excute our businesssrateges and plans,such a5 due 1 es than anticipated customer acceptanc of our new game s, our experencing dificullesor the abifty o
unch ur s o laned,es than anticipted peformance of the games mpacincuomer acceptance and sles andforgrater than antcipoed cotsand expenses  develop and launch our s, incucin,without iitaon,higher than
xpected aborcot, ) dfclis, dloys n o nanticpated events tha may impct the iming and sope of new o planned products, eatres, evets or other afeings,such as due : () diffcutie o deloys n using s productdevelopment
personneln Russi due o the Rusia invasio of Ukiaine and the relted sanctons and/or more resictive sancion fenderng transacing i te egion mre difficultorcoty andfo diffculies and/or delays ariing outof any resurgance of the
ongeing and prelonged COVID-19 pandemic (5 e tha expected benefit rom implementing the Company's management srategies; () dverse economic, market ad geopoliiel condilionsthat negatvly impact industry tends, such 0
igncant changes n th abor markets,an <stended o higher tha expected inflatonary emvronment (Loch 4 the mpact on consumer ety spending o  result of Slnifcant nreases i anegy and g rces which ho bean ircrensing
sinceearly i 2020}, Nigher inoret st emvronment, axincreases mpacting consumer iscretionary spending and/or Quanttative eaing tht esuts i Higher nteret s that negately impact consumers' disretionary spending and/or (D]
iffictesand/or delay i resobing our ity poston and fnoncial concition; and/or ) ificles and/or delays i accesig avalabie iquidty, nd othe unanticpated ificules i resohing ou contning inancilconiion and abiity o
btain ackfonslcapital 10 meet ot financial obgations,inctading, without lmtaton, Gfclies i securig udin thot o comerclly Scceptale (e 1 0o i s0ch o our by o cOmPete i he o i part any potentl et
‘o equtyfnaningtransacions, a5 wella any abilty t achieve ost reducions;diffculties,delays o our inabiy o effienty manage our cash and workin capital gher han expected operaing expenses; adverse impacts t our Tquidty
postion reslin fom the higher nieest ate nvironment the unavaabity of fnds from aticipated boowing sources;the unavaiailty of funds rom our nabilty o reduce of Control cost;lowe tha expected opersing reveues, cash on
Hand and/or funds avalable from anticpated borrowingsor funds xpected o b gencratefrm cos reductonsresling rom the implementation of cost contol iniatues; and/o e than aticpated csh generated by o operaions; andfor
‘dverseefects o our lquidy resuing from changes i economic condions(such s volatity inth fnancial markes, whether tbatable o COVD-19,Russia' nvasion of krane o otherwise; gnficatly highr rates of infiation, sgnfcantly
igher interest rate and Ngher abor costs; monetary condions and forign curteney fluctuatons, s, forign urrency controls and/or goverment mandated pricng control, 35 wel as i rade, montary, fiscal and tax polcis, polics
condition (suchas iy actonsand teroit activites) and natural disasters: and/or th unavalabity offunds rom(4) delayingtheimplementaton of o revising corai aspects of ourbsiness tratey; () reding or delyin th development
‘2 unch of new product and events; C) educing o delaying <ol spending,product development Spendingand markting and promotionspendin, (0 sllng assets o opertions; € secking addiona opia coniuions ando loans rom
Motorspor Network,the Company's athr fflates andfor thid partes; and/or {F) reducin other disceconary spending. Additonal examplesofsuch sk and uncetantes include, but are o iite 10 ) delays and Higher than anticipated
xpenses elated o the angoins and prlonged COVID-19 pandemic and any resurgence of COVID-15; i) Motorsport Gomes’ ity orinabiity) o moitai existing and 1 secure aditons, enses nd othr aseerments with variasrocing sris;

Mioariport Games' sbily 1o succesflly manage. and negra sy Joo venbes, acqusiions of busincsse, soions of techacloges (] unanicipted operating oss, ransaction cots anl acusl o comingent abiles ) th bty 1o
atroc and retain quatifed employees and key persomnel; () adverse efects oficressed competition; (i) Matorsport Games' bty topratect it ntellectus property; and/or (i) locl,industry and generl businss and conomic condion.
Addiional acors tht couldcause actual rsults 0 e materlly fom those expesse o mpled n th forward ooking sttements can b found nthe Company' lings with th SEC ncluing s Anual Report onForm 10K for the fscal year
‘nded Docember 31, 2021, s Quartery Repors o Form 10-0 led with the SECdurng 2022, s well i s subsequent llngs with the SEC.The Company anticipates tha subsequent vents and developments may cause ts lans, ntentions and
‘xpectations o change. The Company assumes o oblgation, and it specifcally isclims any intention or bligation, o update any forward-loking statements, whether 5  esutof new informtion, fture events o otherwise, exept a5 xpressly
i by . Foruard ocking atements 193k nly a f e 4o hey are e and ol ot e reled upon 5 eprecening te Company's plans and expectations ¢ ofan subsequent e,
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LEGAL DISCLOSURES

Non-GAAP Financial Measures

Adjsted EBTOR (e “Non-GAAP Meseure) i ot  financial messure define b U, general accepted sccounting princiles (1S, GAAP) See th reconliations ofthe Non-GAAP Measure to s most direct comparable U, GAAP messure
i the Reconciiion of Non- GAA Fnancil Messure ide

Adjsted EBTOA, e use by management o asess the Company’soperaing performance s definc s EBTOA,whih i nt os)pus iterest (o expense, depreciation nd amortiation, e income toxbenefit 1 an), doted o

xclde: () PO-reloed expenses ) accuision eated expenses i) g tsbutsle to equity method investmnt resahin romthe scquisiton faddianal equity nerest i L Mans E5portsSeie L1; () stock hased compensaton expenss; (1)
impaicnent of el nd i anBble sssts, and () Other ChaEes o gin FLHing from R curing events, i any.

We use the Nom GAAP Mesurs to manage our busines snd eveksas our Fnencial peformance, us Adjsted EBITOR elinates tis het affect comparabity betwoen peiods thet we belive & ot represntativ of our coe angoing
operatiog business. Addionaly; menagementbelisves hat wing he Non- GAAP Me3eir 5 usefl t our iestrs becas £ Snhances nvetors Understanding and assesament of the Company's narmalied opeating peformance and facltstes
comparions topior periods and ur competitor resut wha may define Adjusted EBTOA difereth,

The Nom-GARP Measure s not & recogited tem wnder U5, GAAP and does not purpet 10 be an alternative 1 evene, income/los fom operatons,net. (ls) income, or cash flows from operaions or 35 & measure of liqudity o any
other peformance measure dervd in accordance with U . GAAP. Addinaly the Non-GAAP Messue i o intended (o be & measur of free cash flws avalable for management’ discreionary use, 3 i does ot consdor corain cash
ecuirements, soch 33 interestpoyments, L poyments, workingcopital requirements and debtsercereqiements. The Non GAAP Mieasure hs iitatonsas an anaycal 100, and westos should ot consder i lation ot 35 subsiue fo

ut reslts s reported under S GAAP. Management compensatesfor th lmiatons of using nonGARP financial measres by usin the 1 supplement U5, GAAP results 1 prowde a more complete understanding o the fctors and trends
fecting th business than would b presented b usoonly measuresn accordance with .. GAAP. Bcause ot ll companies us doncal <alcultons, our easues may ot be comparable (o athe simlarly ed measures ofother compsries.

Reconcitions of theNon-GAAP Measare o et os, s most dircty comparabl inancial measre,colclaed and presented i accordance with .5, GARP,are pesented i the tables within this resenttion
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