INVESTOR RELATIONS

2021. 9.

KRAFTUN




metM, = A2 FAAE2] £AF 21t CHsHe of i

JPZEZ2 2 AHEOM HS = HEO| /A0 Ee

el £Xf

2HO 2 AHBE[O{M& OftL| |

Zto] Chaf OB Q! e £ KX

rir
-
-
sl
m
Ral
Pal
e
1o
mjn
40
O
ke
o
4r
oy
>
ro
lo
oY
HT
N
ro
HU
mn
Rl
el
rlo
>
jlul
=2
x
_>'|_
X
m
Q
0

!



c
o
2

OurV

[

0

{1 It
ol o]
ol o
ol I
= o|n
il Sl
—_ N
7 —
) ol
o o
=1 oF
| ol
mr RO
N() zl
0 LH
~ J|
— <
@) 1]
- ol
M A
i Z0
o X0
oF Lr

SO ZMN

. (=)
universe =
|

=

27 2tgg AXRO0AM, 252 LS L T

We will meet everyone in the world we are building.
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Who We Are

=28 GOff Z[Cf T0{ pc A PO
6

2020 TMA & OfE =9 @ o

- T 2021 38 22
_6,7002H ZHOj 1507} + :?7r(4)01|/\1 SHRE CSp S| quE_s e
(22 Z& Al 7,5008 0] &)@ COhR2E 19 2 .

ZEX: Ssensor Tower, Newzoo, Newsrun. (1) PC &

SHE THOf (Steam CHR 2 E, cD EHONZF ) 7|F; &9l 2-4%9] Al (Minecraft, Diablo I1l, Garry’s Mod) PC S 342 THOfZF2 742 2| AM O 2 A 20| SISl =Xt 7|F; (2) 20214 38 7|F; (3
(4) 20214 5& App Annie 7| PUBGZI CHRZE £ =128 7|S5t1 e F7t = (5) 2018 32 YA EOf (O]=) X App Annie (B3) CHRZE =21 7|F; (6) =

3) Sensor Tower 7|&;
6)20213 3¥ HiE 22

e S= X9 He 22 oA 7\*



Who We Are

GAMES-AS-A-SERVICE

Creet HHIO|EQt ME2R

Release 2017 MAR
Update 2019 JUL

Sanhok
Release 2018 JUN
Update 2020 JUL

Karakin
Release 2020 JAN

Haven
Release 2020 DEC

Kiki

2021 DEC

™ =AM

Miramar
Release 2017 DEC
Update 2019 OCT

Vikendi
Release 2018 DEC
Update 2020 APR

Paramo
Release 2020 OCT

Taego
Release 2021 JUL

3071 0| &2l 2 E

Platoon

Ghillie

Crash-Carnage

PRO

One-Gun Warrior
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Who We Are

01 7

| SEHIXE E)| eAZXO0| Lyt
|

awareness / &N =i

03 Al lofl ciSt loyalty X engagement Z S}



Who We Are
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What Made It Possible

1% Battle Royale
gunplay



What Made It Possible
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India Shanghai / Thailand
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Middle East / India
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{ﬁ:} Live Ops
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What Made It Possible

GLEN SCHOFIELD

CALIDUTY .55

STEVE PAPOUTSIS

DEAD

11t BATTLEFIELD

DAVE CURD JENNY RYU

BATTiEGADONDs CALLDUTY CALLDUTY  [GRosRINGS

PAWEL SMOLEWSKI KEVIN LIN

BATLEGROUNDS AR

twitch
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What Made It Possible
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What Made It Possible
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The Future We Envision
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$14B@ $30B®  $56B® $65B® $73B@ $91B® $175B $205B® $218B
(+1.5%@) (+0.0%) (+4.2%) (+3.1%@) (+11.6%) (+2.1%@) (+7.6%@) (+0.4%) (+7.6%@)
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Despite being the youngest of our three sectors (video, music, game), it is now by far the biggest.
- Chief executive of ERA, Kim Bayley



The Future We Envision
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Gaming has always been the backbone of YouTube since founded

- YouTube’s Gaming Director




The Future We Envision I
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IP_Expansion

Interaction
Designer
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The Future We Envision
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The Future We Envision

NEW IP



The Future We Envision

Tech (Dev Support)

Studio Management

Incubating System
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The Future We Envision
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The Future We Envision

Publishing Tech - A|H|A2| 7|=H

+ Global Publishing Platform: C}¥ot 2 2
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Marketing
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The Future We Envision

Identity of
World &
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The Future We Envision

1 Language Model: GPT-3 Open Domain Conversation
(Generative Pre-trained Transformer 3) Agent (Chatbot with memory)

Virtual

Friend

Meta Human
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2Q21 Highlights and Updates

KEY PERFORMANCE
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1,742 2l (voy -0.3%, QoQ -23.3%)
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2H21 Strategy — PUBG IP
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2H21 Strategy - Hi S 12}2=: NEW STATE
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2H21 Strategy — New Markets
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2H21 Strategy — New Markets
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