


Disclaimer

This presentation and the accompanying slides (the “Presentation”) 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 Group based on information and data which the Group considers reliable, but the Group 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 Group’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 Group’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 Group can
successfully penetrate new markets and the degree to which the Group 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 Group’s products and services in those segments; the competitive
environment; and general market conditions. The Group is not responsible for any forward-looking
statements and projections made by third parties included in this Presentation. All references to “IGG”
and “the Group” used in this presentation refer to IGG INC and its subsidiaries.
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A leading global developer and publisher of mobile games

Global Market

*+ Games & mobile apps in 23 languages
* Users across 200+ countries & regions
* Total users*: 1.0 bn+, MAU:~39mn

Global Operation

* Operation teams located in 15 countries

* Long-term relationship with 100+
distribution platforms & promotional
partners

Note: Data as at 31 December 2020

Total users: historical accumulated registered users, including game and mobile app users
Gain on investments: arise from other financial assets, including fair value gain on investments, ()<>() (

gain on disposal of other financial assets and dividend income.

Global R&D

+ R&D talents & technical partners
located in 26 countries & regions

Global Investment

Strategic investments in the mobile internet
and gaming industries

Gain on investments* reached nearly
US$130M




Global Branches

» In 2020, the Group has over 2,000 employees, and R&D accounts for over 50% of headcount.
» The Group set up R&D teams in Beijing, Chengdu and Shanghai.
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North America

31%" revenue %
Asia
Singapore %

Group headquarters;
R&D & operation center

Greater China

R&D, operation & IT support
South Korea

Localized operation support
Japan

Localized R&D & operation
support
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Europe & others
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Philippines Spain

Customer service center
Thailand
Localized operation support

United Arab Emirates
(Dubai)

Localized operation support
Indonesia

Localized operation support

Turkey
Localized operation support

Localized operation support

Italy
Localized R&D training & operation support

Belarus
Localized operation support

Note: Data as at 31 December 2020 Z\_J

Asia revenue %

39%

N

Europe revenue % 23%

IT & localized operation support
Localized R&D & operation support

Localized operation support
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Global Ranking

Listed among the “Top 52 Publishers”

App Annie
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B iion) Historical performance of revenue & net profit
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P In 2020, revenue increased 5% yoy, net profit hit a record high with an increase of 64% yoy.
Revenue reached US$392M in 2H20, an increase of 25% hoh and yoy. .
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Year-end Monthly Gross Billing of the
Group and Hit Titles in 2020

’ Consolidated
Castle Clash &

monthly gross billing

(US$ million) Other Games
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ig Lords Mobile: monthly
gross billing hit a new

30 record high of US$66M.
20

10
0

Jan-18 Jun-18 Dec-18 Jun-19 Dec-19
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Operational Data
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“MOBILE 2

Lords Mobile

 Strategy/RPG Game

* Launched in Mar. 2016

« Available in 20 languages
* Registered users: 370mn
* MAU: 13.7mn

* 86% of IGG’s revenue

Note: Data as at 31 December 2020

Castle Clash

« Strategy/Tower Defense
Game

 Launched in Jul. 2013

* Available in 16 languages
» Registered users: 270mn
* MAU: 3.2mn

* 7% of IGG’s revenue

Dress Up!
Time Princess

» Female-oriented dress-up
game

* Launched in Aug. 2020
* Available in 6 languages
* Registered users: 3.4mn
* MAU: 1.1mn

* Less than 5% of IGG’s
revenue

@)

Mobile Royale

 Strategy/RPG Game

* Launched in Dec. 2018

* Available in 21 languages
* Registered users: 8.3mn
* MAU: 90k

* Less than 5% of IGG’s
revenue

Annual Results 10



* Cleanup and Speedup
* Launched in Nov. 2019

* Registered users: 55mn

Note: Data as at 28 February 2021

Create a platform synergy effect

Keepl.ock

» Applock and privacy guard
» Launched in Jan. 2019

* Registered users: 12mn

Acquired nearly 100 million users for mobile apps

* Optimize battery health
* Launched in Jun. 2020

* Registered users: 12mn




IGG revenue by platforms Lords Mobile revenue by platforms

Others 4% Others 5%

» Contribution from Android continues to increase » Contribution from Android continues to increase
v' 2019 Android contribution: 58% v 2019 Android contribution: 55%




(US$ million) 2019 2020 YoY (%) Notes

Revenue 667.6 704.1 +5% 3 . ) ) .
Lords Mobile” experienced a resurgence since 2Q20 and its
Lords Mobile 539.0 603.7 +12% gross billing hit a new record high of over US$66M in
December.
Castle Clash & Others 128.6 100.4 -22%
Gross Profit 462.8 491.7 +6% Gross profit increased as revenue increased
GP margin % 69.3% 69.8% +0.5ppts Reduction in server costs
Other net income 326 1314 +303% Qaln on mvestments mcrea_lsed due to succes;ful investments
in mobile internet and gaming related companies and funds
Selling & distribution exp. 164.9 185.1 +12% Increased marketing spending on “Lords Mobile” and new
% of revenue 25% 26% +1ppts titles
Administrative exp. 455 46.2 +2%
% of revenue 7% 7% -
R&D exp. 92.5 88.9 -4%
Continuous optimization of R&D resource
% of revenue 14% 13% -1lppts
Income tax exp. 25.2 26.8 +6% Increase in profit before taxation
Net profit 164.8 270.2 +64%
NP margin (%) 2504 380 +13ppts Profit increase in the G_roup s game business and remarkable
performance of global investments
NP for core game business* 139.9 145.7 +4%
EPS (basic, US$) 0.1319 0.2223

Gain on investments: arise from other financial assets, including fair value gain on investments, gain on disposal of

other financial assets and dividend income. ( ( N\
Net profit for core game business: excluding gain on investments and share of result of associates and joint ventures. ) () )(, ,



Cash & Cash Equivalents

(US$ million)

400

307.1
300 280.2

200

100

31 Dec. 2019 31 Dec. 2020
*  Net cash generated from operating activities of US$168M
« Net cash used in investing activities of US$34M

v" Investments in mobile internet and gaming related companies and
funds of approximately US$60M

v" Acquisition of land use rights in Fuzhou amounted to over US$16M

v' Proceeds from disposal of other financial assets amounted to over
US$43M

«  Net cash used in financing activities of US$163M

v Dividend payment of over US$100M and spent US$50M on share
buyback

(GG

Capital Expenditures

(US$ million)
30 27.2
20.7
20
10
0
2019 2020
m Acquisition of land use rights
m Purchase of Intangible Assets
m Purchase of PP&E
- Capex

» 2019 . 5.7% of total assets
2020 : 3.3% of total assets




Total Assets

(US$ million)
700 629.6

600
476.5

500 399.4
400 318.5

243.4
300 220.1 3

200
100
0

Dec. 2015 Dec. 2016 Dec. 2017 Dec. 2018 Dec. 2019 Dec. 2020

= Non-current assets m Current assets

« As at 31 December 2020, the Group’s total assets amounted to nearly US$630M

» Current assets of US$350M, including cash and cash equivalents, and funds receivable amounting to a
total of US$340M

» Non-current assets of US$280M

v Investments — other financial assets increased to US$160M, including successful investments in
XD Inc. as well as other mobile internet and gaming related companies and funds

v" Investments — equity investment in associates and joint ventures increased t ]



2020

Dividend type

Dividend Total amount Dividend payout ratio
per share (% of the corresponding Payment date

(HK, cents) Ll o) period net profit)
1st interim dividend 25.1 308.8 30%
Sep. 4, 2020
Special dividend 25.1 308.8 30%
2nd interim dividend 26.7 319.5 30%
Apr. 7, 2021
Special dividend 26.7 319.5 30%
Total 103.6 1,256.6 60%

* Full year interim dividends and special dividend
declared plus share buy-back accounted for 79% of
annual net profit.

» The future dividend payout ratio will be formulated in
consideration of the Group’s profitability and funding need
for M&A. il




x Rate ("

» |GG Singapore (Intellectual Property holding company) enjoys preferential tax

treatment, subject to requirements as specified by Singapore Economic

Development Board.

» The prevailing corporate tax rate: 17%

» The preferential corporate tax rate for IGG Singapore: 10%-10.5%

12%

10%

8%

6%

4%

2%

0%

e

The preferential
corporate tax
The prevailing
corporate tax

2021




Glo et Trend

» The global games market is expected to hit US$174.9 billion and US$217.9 billion in 2020
and 2023, respectively.
* Mobile games are expected to grow to US$86.3 billion in 2020, 49% of global games market
« Console games are expected to grow to US$51.2 billion in 2020, 29% of global games market
 PC games are expected to grow to US$37.4 billion in 2020, 22% of global games market

Global Players Global Games Market (by Regions)
(US$ billion)
4
Europe,
Middle East
. »gopn  2.94Bn  3:05Bn & Africa
2.56Bn  2.588n 22%
Asia Pacific
48%
2 North
America
26%
1
0 Latin
2019 2020 2021 2022 2023 America <

Source - Newzoo, 2020 Global Games Market report, October 2020 Update







Strive for excellence and diversification
» Continue to refine new products and deliver innovative

Strengthen competitive edge

» Expand the scale and width of our
marketing initiatives across the globe

and diversified product portfolio

Strengthen competitiveness

+ Set up new R&D centers in Chengdu and Shanghai,
China, and continue to recruit R&D talents Streamlined Operation

» Tap into diversified and refined marketing strategies
Seek out global investment opportunities to drive games to new heights

» Explore strategic investment
opportunities globally

* In-depth cooperation with high-
quality global R&D teams to create
momentum in the long run

Localized marketing campaigns

* Release localized marketing campaigns




IP Cooperation — Saint Seiya
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IP Cooperation — Saint Seiya
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New Title - Project GOH
Strategy Game
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New Title - Project BC2.0

Strategy Game
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New Title - Project BC2.0
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New Title - Project ACT
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Thanks!

IR Contact
ir@igg.com
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