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This presentation and the accompanying slides (the “Presentation”) which have been prepared by IGG INC (the
“Company”) do not constitute any offer or invitation to purchase or subscribe for any securities, and shall not
form the basis for or be relied on in connection with any contract or binding commitment whatsoever. This
Presentation has been prepared by the Company based on information and data which the Company considers
reliable, but the Company makes no representation or warranty, express or implied, whatsoever, on the truth,
accuracy, completeness, fairness and reasonableness of the contents of this Presentation. This Presentation may
not be all-inclusive and may not contain all of the information that you may consider material. Any liability in
respect of the contents of or any omission from this Presentation is expressly excluded.

Certain matters discussed in this presentation may contain statements regarding the Company’s market
opportunity and business prospects that are individually and collectively forward-looking statements. Such
forward-looking statements are not guarantees of future performance and are subject to known and unknown
risks, uncertainties and assumptions that are difficult to predict. The Company’s actual results, levels of activity,
performance or achievements could differ materially and adversely from results expressed in or implied by this
Presentation, including, amongst others: whether the Company can successfully penetrate new markets and the
degree to which the Company gains traction in these new markets; the sustainability of recent growth rates; the
anticipation of the growth of certain market segments; the positioning of the Company’s products and services
in those segments; the competitive environment; and general market conditions. The Company is not
responsible for any forward-looking statements and projections made by third parties included in this
Presentation.
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IGG Group, a leading global mobile gaming developer and operator

» Revenue from mobile games accounted for 94%; Castle Clash revenue hit reccRi\
high;

« The user community of the Group consisted of about 300m user accounts from
more than 200 countries and regions, including a total MAU of about 18m;

« To date, the Group has regional offices in 9 countries and regions;

« Listed on the Main Board of HKEx on July 7, stock code: 799.HK.

« Annual revenue surpassed US$200 million;
Acquired American game developer ‘Nerd Kingdom’ at the end of the year.

Hit Title ‘Castle Clash’ was launched;
IGG went public on 18 Oct., 2013. Stock code: 8002.HK.

« Completed two successful transitions from client-based game to browser
game and from browser game to mobile game.

» The group was founded and received VC funding from IDG, Vertex and Hearst




Global Ranking

‘

In term of revenue from Google Play in year 2015,
IGG ranked No. 14 among the mobile game developers worldwide.

e d NO.1 Supercell %
No.5 Gungho @
GungHo

No.13 Electronic Arts

GG

No.17 Zynga
R
No.24 Gameloft a

GAMELOFT

No.29 Blizzard

*Data from Appannie.com
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Game Products

Ranked
Top5in 17
Countries

Ranked
Top 10 in 48
Countries

*Data from Appannie.com

‘

« The Group mainly focuses on the

development of mid-core strategy
games. We have about 20
development teams in total and
about 15 mobile games in operation
at the end of 2015, including SLG
type, simulation type, casino type,
etc.

On day December 31 2015, in terms
of gross billing on Google Play,
Castle Clash was ranked Top 5in 17
countries and Top 10 in 48
countries.




Branches

To achieve globalized R&D and operation by tapping into the
potential of each market segment

Russia (preparing)

o Localized R&D
U and operation
Marketing & operation /// ‘\\\ Korea
Belarus (preparing) Localized R&D
Canada Localized R&D \\ /,',” and operation
Localized R&D and operation
Japan
Singapore Localized R&D

Group headquarters; and operation

Localized R&D and operation

Mainland China & HK
R&D; o
Management % Philippines
Customer Service Center

Thailand
Localized operation
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inancial Highlights

14FY  15FY Change | 15H1 15H2  Change

- USD 0 o

evenue million 204.6 202.5 -1.0% 103.8 98.7 -4.9%
Gross profit 0P 1458 1405 -3.6% | 72.0 685  -4.9%
Gross profit .
ot % 71% 69% -2ppt 69% 69% -
Adjusted net USD
income* million 68.6 44.2 -35.6% 26.3 17.9 -31.9%
Adjusted net 0
income margin® % 34% 22% -12ppt 25% 18% -7Tppt
Profit attributed to UsD
owners of the million 66.4 41.5 -37.5% 24.8 16.7 -32.7%
parent
Profit Margin for
the period. » 32%  20% -12ppt 24% 17%  -Tppt
Weighted average Shares
number of ordinary million 1360 1382 - 1378 1387 -
shares
Basic earnings per § yopy canis i 4.88 | 3.00 1.80 1.20

share for the year




ue of 2015 vs. 2014

2014 2015 2015 Revenue * Due to the tax regime change in

excluding the impact .
Revenue Revenue of European tax European union, Japan and Ko’rea
regime change ' starting from 2015, the Group’s

. revenue decrease was more than
USD10 million, excluding this impact,
' the year on year revenue increase

. would be over 4%:

. «The gross billings increase of Castle

- Clash was about 1.5%;

. *The gross billings increase of Clash of
Lords series was about 43.6%.

(USD million)




2015 Revenue Breakdown by S

*The Group’s R&D resources has been allocated to mobile games
and mobile related software;

- Strategically, the original browser and client-based game business
will be maintained without expansion.

14FY 15FY

d Others Client-based Others

Games_ 0:8%

Mobile Games Mobile Games
85% 94.0%



evenue Breakdown b

average monthly gross billings
was over USD1 million in 2015.

15FY * With more than USD13 million
. . :gross billings in Dec. 2015, the
Game title % of total % of total | \ revenue of Group’s blockbuster
Tevenue EEEEE i game Castle Clash hit record high;
Castle Clash 62% + Castle Clash 60%
5 '+ Clash of Lords series maintained
Clash of Lords(I&II) 12% ' Clash of Lords(I&II) 17% !
i . stable growth and the average
Texas Poker Deluxe 5% . Deck Heroes 7% . monthly gross billings in 2015
. was over USD3 million;
Galaxy Online II 5% ' Texas Poker Deluxe 4% !
5 .+ The revenue contribution of
Wi f Desti 49 ; lot Machi 29 ;
e o B % i slot Machine % i Deck Heroes, launched in 14H2,
Slot Machine 3% ' Wings of Destiny 2% . significantly increased and the




The Group’s revenue comes from over 200 countries and regions, which dilutes the
impact from the revenue and exchange rate fluctuation of certain regions.

by % of
country total revenue

Australia 2%

b % of by % of
y country total revenue country/region | total revenue

Germany 10% Korea 2%
Russia 7% Taiwan 2%
France 6% Japan 1%

Great Britain 4%

North America
37%

1%

by count % of
M Ty total revenue
U.S. 3

Canada 3%




—o—Quarterly Adjusted Net Income

(USD million)
14.8

11.5

8. 9.9 |

Q1 Q2 Q3 Q4
Title Launch in Focus on

Link Aug. 2014 Strangers

Link Family & i
m Messenger D ge AU Friends 5

The adjusted net income of 15H2
decreased from 15H1 mainly due to:

*One-off expenses, including fees in
relation to transfer of listing and due
diligence expenses for potential
strategy investment activities in
15H2;

*The Group increased advertising,
mainly in Russia and surrounding
areas, for self-developed social apps
Link and Link Messenger in 15H2,
hoping to further tap into the
potential of this market by increasing

the interaction among players.



14FY 15FY

Gross profit margin

71% ‘| 69% ‘

Selling &

distribution 21% 21%
exp./ Revenue

Administrative

exp./ Revenue 8% 11%
R&D costs/Revenue 8% 13%

Adjusted net
income margin *

l 34% ‘ 22% ‘

* Adjusted net income represented profit
excluding share-based compensation.

v' Channel cost is the major constituent of cost of
sales, the channel cost of our mobile game

business is approximately 30%, which is higher

than that of browser and client-based games;

v' The revenue percentage of mobile games
increased to 94% in 2015 from 85% in 2014.

v The increase of R&D costs was primarily due to
the Group allocated more resources in R&D
team globally in 2015.

v' The increase of admin. expenses was primarily
due to (1) expenses in relation to the Transfer
of Listing and due diligence expenses for
potential strategy investment activities; (2) the
increase in rental fee and staff costs as a result
of business expansion in Japan and Korea.




'Net Cash and Capex

(USD million)

Cash & cash equivalents 186
N Time deposit over three 0
months
- | Short-term borrowings 0
(USD million)
PP&E such as servers and
. 4.14
computer equipment
+ | Intangibl t h
ntangible assets such as 0.31

software and trademark

/"Net cash
USD186 m

/

USD4.45

ealthy cash
position and low °
capex business
nature set the stag
for potential M&A
over the next few




IGG Singapore

The Preferential
corporate tax rate

17%

—

The prevailing

corporate tax rate

‘

« About 99% of our total revenue
was recognized through IGG
Singapore in 2015;

*From 2010-2016, IGG Singapore
is entitled to a preferential tax
rate of 5%, subject to meeting
certain conditions.




Tax Regime Change

‘

* A new EU VAT legislation comes into effect from
January 1 2015, according to which, the digital
goods or e-services providers will need to account
for VAT in the EU member country where its
customer lives, at the VAT rate applicable to the
buyer's country, rather than charging the seller’s
country VAT rate as it was before.

*In 2015, about USD74 m gross billings was
generated from EU region, resulting in over USD8
m revenue recognition decrease for IGG.

« Effecting from July 1 2015 and Oct. 1 2015, Korea
and Japan implemented similar tax legislation

©2015 K SUPERDATA

change, with 10% and 8% VAT rate, respectively.

*Data from superdata.com




AN Total Share Dividend

Dividend Declaration amount numbers*  per share
Type Date (USD million) (million) (HK cents)
2015 second Mar. 25
Interim dividend 2016 ISl A
2015 Mar. 25
special dividend 2016 et LSy S

*The outstanding ordinary share numbers as at the end of the corresponding report period.

« The total amount of second 2015 interim dividend accounted for about 30% of 15H2 net profit;
 In consideration of expected sufficient cash flow in 2016, the Group declared special dividend

for 2015, accounting for approximately 60% of the 2015 net profit;

« The future dividend payout ratio will be formulated in consideration of the Group’s profitability,
funding need for M&A and the industry benchmark.
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As at Dec. 31 2015, the Group had 860 employees, including 33 staffs from
Nerd Kingdom.

by function

by location

Operation &

IT support
8%

Management
~_ Finance &

Japan 1%

Korea 1%




Castle Clash [ Clash of Lords II 7 Deck Heroes
CC COL 11 DH

Launched in July 2013 Dec. 2013 July 2014
Numbers of language
versions 15 11 8
(as at the end of Dec. 2015)
Registered users
(as at the end of Dec. 2015) 130m 46m 8.8m
Monthly active users
(Dec. 2015) 10m 3m 0.64m

16 (USD million)

Monthly gross billings of CC

Monthly gross billings of COL II

Monthly gross billings of DH




ame Introduction

Lords Mobile

* A 16Q1 newly launched real-
. time war theme strategy game,
developed with Unity 3D engine;

-« [t was the first

' time for the
Group to launch a
multi-language
version game
across different
platforms at the
same time.




Casino

B8 150000 T ) G TR &
212 1 = This game contains several most popular
M | 7 FRY casino games in US and Europe like Slots,:
Faspalnfio Black Jack, Video Poker, Texas HoldEm |
: Poker, etc. i
i / & 2223507 _¢* 2188799% 105718 &, 0
; AG 63519 - : | 1{1638
Tiger

It is a multiplayer online real-time strategy
game, aside from castle building and heroes
collections, Tiger also includes creative
elements like:

- Alignment, players can choose to join an
alliance after reaching certain level and to
launch an attack together with their allies;

- Cross-realm Expedition, instead of looking
for a target from the map, the game allows the Tl
players to easily search for any other players Ny, B RN
in_any place around the world. i B anyEs



To foster greater creativity, dynamism and vibrancy among the staff, the Group moved
to a bigger and better office in No. 20, Jinji shan Rd., Fuzhou, Fujian in Dec. 2015.




Viobile Game Market

Revenue of
global mobile game market

H Smartphone HTablet

(USD billion)

15-18
CAGR 14%

2015 2018

'WZ0O report

* Global mobile game revenue
(smartphone & tablet) was about USD30
billion, with 23% y-0-y increase. Global
mobile game players was over 1.6
billion.

*Mobile game revenue accounted for 33%
of Global gaming market in 2015,
surpassing the revenue of Console and
TV game market (27%);

* Global mobile gaming market will
achieve USD44.2 billion market cap and
will become the biggest market segment
instead of browser game in 2018.




Viobile Game Market

» The mobile gaming market of North America, West Europe, Japan and Korea
accounted for a significant share globally, but with a relatively slow growth rate;

In terms of the revenue increase rate of 15 vs. 14, the top growth region was:
Middle East, Asia Pacific (excluding Japan and Korea), Latin America and China.

(USD 100million)

70 7 65 65 - 90%
62 0
o | 83% - 80%
- 70% . .
50 - 0 Mobile gaming
- 60% mmm revenue of 2015
40 1 - 50% = Revenue increase
of 15 vs. 14
30 - - 40%
- 30%
20 - 18
11 11 - 20%
ol BN BN QS BN BN BN BN BN BN e
N. America | Japan | Korea | Middle East | E. Europe |
China W. Europe Asia Pacific Latin America Oceania

* Data from Newzoo report




R&D Strategy

v’ Besides continuing to recruit talent globally, all game
development teams will identify their core
competencies, sharpen their skill sets in these areas,
and focus exclusively on producing games in the
genres for which they have a competitive advantage.

v In year 2016, the Group will complete the
development of about 15 to 20 new games, including

simulation, sandbox game etc.

Market Expansion

v The market growth of Russia and other East-European

countries was significant, but RPU was still low
comparing with North America due to the low
penetration rate of smartphone and credit card
payment. In view of the outstanding revenue
performance of Castle Clash in Russia and to further
strengthen our position in Russia and Eastern Europe,
IGG intends to set up an office in the region in 2016,
recruiting local talent to develop content for the local
audience, and increasing co-operation with local
partners.

The growth potential of Middle-Eastern area is fairly
considerable; meanwhile, game developers are facing
various challenges in language, religion, government
censoring, etc. The group specially established an
language unit in order to



Thank you!

IR Contact
« yolanda.gao@igg.com

AT



