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The rise of online/mobile, China and the time to invest for growth

Games investment has fundamentally shifted to online/mobile

A Video games investment has changed fundamentally, shifting to online/mobile games

A Many majorconsole publishers are struggling to adapt to online/mobile, and are not driving online/mobile games investment
A Quality investment demand still exceeds supply for high growth, high profitability online/mobile games companies

A Despite major publisher/media consolidation, with multiple high profile acquisitions

China, not America, could dominate the global games market

A Online'/mobile games should grow total video games market size to $87B and take 50% revenue share at $44B, with the historicallprstypure console sector
flat to down

A Asia Pacific and Europe should take 90% revenue share for online/mobile games (China 49%, Europe 17%, Japan 14%, South Kb%in 2014F), although
North America remains important

A #EET ABO AT T AOOEA OOOAT COE EAO DbOT AOAAA EEGE O1T10i A j OP &dmes businewes iith upitd 1 AOOOA
50% operating margins, enabling significant investment in foreign markets

Online/mobile games independents: invest for growth or exit now

A Online/mobile games are high growth(18% CAGR 0914F), but the market remains unconsolidated

Games investment and M&A are accelerating, with the value of fundraising growing by 52% and M&A by 60% in 2010

But the opportunity will not last forever, particularly if the results from some of the high profile acquisitions do not delier in 2011

The time to act is now, whether raising funds to accelerate growth prior to consolidation, create joint ventures and strategiartnerships to enter major foreign
markets (particularly from and to China, Japan and South Korea), or exit to take advantage of the strong M&A market and Vialna

> > >

Conglomerates subsidising change, harder for console pureplays

A Console game investment is accelerating, with investment no guarantee of success, with majmrsole publisher strategies appearing to have converged on fewer
franchises, refreshed more often with higher marketing budgets

A Large console franchises still remain highly cash generative, despite current market challenges to overall corporate profilia

A Although adapting to meet fundamental changes in the market with online/mobile organic investment and acquisitions, pureplagnsole publishers must prove
that their repositioning can deliver sustainable profits

A Conglomerates with diversified revenue streams may find it easier to invest in the change to online/mobile games

There is significant opportunity to invest in 2011

A The video games market is changing across sectors (casual/social onlingddleware, smartphone/tablet, browser basedMMO**, online skill based gaming, pure
console, retail MMO, gambling)

A As online/mobile games grow and fragment the games market, supported by high growth, high profit business models

A With opportunity for online/mobile games growth capital funds to invest in the strongest independent companies

A And clear investment, M&A, JV and strategic partnership opportunities for corporate and financial investors

Knowledge *Note: Online includes MMO, casual and socgdmes
9 4 +Note: Pure console excludes MMO

= . . Relationships **Average Revenue per User
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Games investment has fundamentally shifted to online/mobile

Video games investment has changed fundamentally

A VC games investment approached 2007 levels in 2010 in terms of funds raised, but
number of investments declined

A Top 10 investments accounted for ~60% of total games investment in 2010, with a
fundamental shift to online/mobile games company investments

A General VC market weakness and limited knowledge and relationships across
complex, fast moving online/mobile games sectors stilihake generalist VC games
investment challenging

Major console publishers struggle to adapt to online/mobile

A Major console publishers are focused on existing large console games franchises, as
the console games market is flat to down, with declining profitability

A -AET O POAI EOEAOOCSE Al OA Al i PAOAT AEAO A
risk, complex developments, launches and commercialisation

A Online/mobile games require rapid, multiple, small scale parallel development

bl AOGAI Oi ET OAOCOI AT 0Oh AT i DI AOGAT U AEAAAOAT O Ol bmfrbilisRise® OALKQEALREMADLOET AOO

A Major publishers are not driving online/mobile games investment
A Major publishers are wary of large scale online/mobile video games M&A in early
stage, fragmented markets where market dominance is not yet clear

Quallty investment demand still exceeds supply
High quality, high growth (100% annual revenue growth, 2660% operating
margin) online/mobile games companies are seeking investment to accelerate
growth

A Outside the major investment deals, online/mobile games companies still find it
challenging to find high quality investors

Despite major publisher/media consolidation
Console publisher/online: Electronic Arts/Playfish $400M
Media/online: Disney/Playdom $763M

Online/mobile: DeNa/Ngmoco $400M

Major online/online : Tencent/Riot Est. $350M$400M
Online publisher/online: Shanda/Mochi Media $80M

2 > D >

Global video games private placements
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Publishing deals), NPD Group, Charttrack, GfK, Activision BlizzaBamesBeat
Companies, Bloomberg, VentureBeat
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China, not America, could dominate the global games market

. . Global Video Games Sector Revenue ($B
Online 4and mobile games (%8)
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Regional Online/Mobile Games Revenue ($B)
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Online/mobile independents: invest for growth or exit now

Online/mobile games are high growth but unconsolidated
2009 $19B revenue = 32% of global video games revenue

2014F $44B revenue = 50% of global video games revenue

>200M casual online unique users, >700M social online monthly active users,
>20M MMO subscribers, >10B iPhone apps (55% games) downloaded
Barriers to entry remain low (outside of Facelbok social games), with strong
competition but limited market dominance by major competitors
Independentsare competing successfully with more established competitors
High revenuegrowth (100%+) and operating margins (50%+) are being
delivered by strongest independents

> > >

> >

Investment and M&A are accelerating

A Video games fundraising was 52% higher in 2010 than 2009

Video games M&A was 60% higher in 2010 than 2009

Online/mobile games valuations for both investment and M&A have been rising,
with major deals attracting significant interest

Major corporate acquirers are increasingly looking to external investments,
acquisitions, joint ventures and strategic partnerships for online/mobile games
growth and diversification

> > >

opportunities to leverage their capabilities internationally, as well as to source
international IP and knowledge for large domestic markets

But the opportunity will not last forever

A Public companies are subject to intense analyst scrutiny of high valuation
investments and acquisitions

A Not all current online/mobile games investmentsand M&A are likely to deliver
as expected during 2011, with a potentially negative impact on valuations

The time to act is now

A Raising fundsto accelerate growth prior to consolidation

A Jointventures and strategic partnerships to enter major foreign markets
(particularly from and to China, Japan and South Korea)

A Exit to take advantage of strong M&A market and valuations

Strong Asian players (China, Japan and South Korea) are actively seeking foreign
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Conglomerates subsidising change, harder for console pureplays

Console game investment is accelerating
A Average game development costsave grown:
A XBox360, PS3: $1580m
A Wii: $57M
Strongdevelopment project management is crucial
Marketing costscan equaldevelopmentcostsor more
Retail, distribution and hardware royalties are significant
A 30-40% of retail turnover
500K to 1M units just to break even (exoverheads)

120

> D>

$M

40
Although video games now rival Hollywood 0
A Hardware: $22BRevenue*

Software: $55BRevenue*

Total $77B video games vs $85B film globaévenue*

Up to $60 per game sold vs $2Q0 per cinema ticket/DVD
Console games are flat to down, with console growth hoped
for from next console hardware cycle in 20142016

> D> D> >

Conglomerates have the best chance to adapt
A Major console publisher strategies appear to have converged
on fewer franchises, refreshed more often with higher

marketing budgets 250

A Although adapting to meet fundamental changes in the
market with online/mobile organic investment and < 200
acquisitions, pureplay console publishers must prove that g 150
their repositioning can deliver sustainable profits @

A Conglomerates with diversified revenue streams may find it 5 109
easier to invest in the change to online/mobile games g

A Disney has invested significantly with the Playdom social 3 50

games and Tapulous smartphone games acquisitions, as we
as an apparent intention to invest less in console games 0
Microsoft invested significantly in developing and launching
Kinect, revitalising the sales and market share of XBox360

and related games software
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Console games are hit driven, with investment no guarantee of success
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Franchises selling tens of millions of units are lower risk
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Sources: Companies, IDGamasutra, VGChartz, Gamezone, IndustryGamers,
Mainichi Shinbun, The Ledger, News Limited, GameSpy, GameSpot, VideoGaming2
LA Times, NTV, Digital Battle, IGN, Time Magazine, Forbes, MontrealTechWatch,
Newsday, Gamesindustry.biz, Wired

Note: Development Cost excludes marketing ardistribution

* Global revenue figures from 2009
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The video games market is changing across sectors

Casual online "0l xOAO AAOAA - AOOEOGAI U - Ol OEDI

A Simple single player online games
A Played on online casual games platforms
A Example companyPopCap Games

A Thousands of simultaneous online player games
A Played on browser based online MMO platforms
A Example company: Bigpoint

Social online iPhone/iPad and other smartphone/tablet
A Multiplayer online games

A Played on social platforms (e.g. Facebook)
A Example company: Zynga

A Mobile casual, sociahnd MMO games
A Played on smartphones/tablets
A Example companyRovio

Online/smartphone/tablet middleware Online skill based gaming
A Technology for online/smartphone/tablet games
A Software as a Service B2B business model

A
A A Thousands of simultaneous online players
A Example company:Jambool A

Example company: King.com

Pure console Retail MMO

A Retail/digital download console games
A Played on PS3, XBox360 or Wi
A Example company: Electronic Arts

A Thousands of simultaneous online player games
A Played on PC/Console via retail or digital download
A Example company: Activision Blizzard

Online gambling

A Online versions of offline gambling (illegal in US)
A Played on PCs or smartphones
A Example company: Betfair

Knowledge
Relationships 10
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As online/mobile games grow and fragment the market

Online*/mobile growing scale and share
A 2009 $19B revenue = 32% of global video games revenue
A 2014F $44B revenue = 50% of global video games revenue

As consumer markets fragment

A 7TEE COAx #AOOA1T #1171 011 A T AOEAO jyuv-C 7EEB80 OI1A(Q
A Apple grew Casual/Social Mobile market (10B+ Apps sold) Console/PC
A WoW grew Hardcore Online market (12M+ subscribers) \
A Zynga, Spil, Playfish, Yahoo!, Big Fish Games grew Casual/Social C Al CAPEIT !
Web market (700M+ MonthlyActive Users ¥ O- 1)5 6 ¥ - ! THQ 12
A King.com grew Casual Skill Web market (25M players) ! e
A Bigpoint bridged Casual to Hardcore browser market @
A Onlive hopes to expand delivery across TV and web (no console) ueisoFT SONY
[ -
Vi
Supported by profitable business models ‘ w S;UA:REEMX e
A Best companies growing revenue 100%-+ annually while also SEGA ! o
_ generating 2050%EBITDA margins Casval o scVEoN  ITRLVE}-- Hardcore
A App Store: free (within-game virtual items)to $10 per game Gamers e peRFecT s Gamers
A WoW: $12.99$14.99 monthly fee AMzynga £I%) Kingeom 1V TGors  d* cameroncr &8
A Spil: free, advertising supported p—
A Zynga: free, micretransactions ‘ ' / DeNA. @ < W JAQEX
A King.com: rake of user bets, micrdransactions, advertising 0 ;  NEXON s
A Bigpoint: free, subscription,micro-transactions, no advertising POgo™ . N -
A Big Fish: try before you buy, downloads, retail, mukplatform = e T deimun g ’“ i
@ ©
And requiring specific skills and approaches YaHoO! @playdom () Tencen: i Gs % JOYPORT i
A - 01 OEDPI Ah PAOAI T AT CGCAI A AAROGAI T Pi AT O AOOEI AOO Pl AGAEN 018 110 OfTA

CAI A6 EEO AOEOAT ATiPATEAOQ Web/Mobile
A Multiple distributors (not just Facebook) across platforms and
geographies
A Rapid, low cost game development and continuous daily
redevelopment cycles for rapid market response
Fast failure (cut commercial losers, back commercial winners)
Strong analytics (to maximise commercial returns)
Aimed at delivering true scalability and category leadership, with
profit margins increasing as revenue grows

> >

Sources: PWC, Bigpoint, Companies, Casual Gaming Association,
Know.ledge. 1 l TechCrunch, Inside Network
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With opportunity for online/mobile games growth capital funds

> > > > >

>

nvesting in quality online/mobile video games companies*

50-100% annual revenue growth

20-30%+ operating margins or potential

$10M+revenue

Domestic strength with East/West ambitions (China to Europe/US or Europe/US to China)
Strongmanagement teams, intellectual property and commercial track records with clear exit
strategies

Specific sector focus

A Casual/social online

iPhone/iPad, other smartphone/tablet

Browser based MMO

Online/smartphone/tablet middleware

> > > >

With a clear investment strategy to manage risk and optimise returns

A
A

> > > D

$10M average investment ($515M range)
Focus on growth capital investment returns (30%+ IRR,-8x money multiple)
A Working capital (debt convertible into equity via convertible loan notes)
A Pure equity capital
A Equity capital plus bank debt
Direct European and Chinese investments
US investment with Tier 1 ceinvestment partners
Clearexit paths via trade sale to strategic video game and media corporates as market consolidates
IPO potential for later stage investments depending on market conditions

Growth capital fund structure

A
A
A
A
A
A

$100M+ committed funds
2011-2014 investment period (aim to invest 75%+, remainder for follow on rounds)
2011-2017 fund lifetime
Committed funds fee basis
2% annual management fee 2012104, reducing to 1.5% in 20152017
20% General Partners carry
A Return of funds invested before carry
A Return of fees before carry
A 8% hurdle return before carry, with catch-up

Example Fund Structure

Limited Partners

Investors

Tencent,Shandaand
Giant Interactivehave
invested ingames
funds

Game Fund
$100M+ funds committed
4 year investment period

7 year fund lifetime

General Partners
Source, invest in, oversee
and exit portfolio companies

S L]

L4
L4

.
"

.* .
eSEEEEEEEEEEEER SEsEEEEEEEEEEwN,
*

& .
] -
[} [
[ -

Portfolio Companies

Dlgl 'Capltal I Ideas

Knowl * Corporate investments, not project funding/publishing of individual games
0 edge 12 + Not pure console, retail MMO or online gambling due to investment risk

Relationships



http://images.google.com/imgres?imgurl=http://3.bp.blogspot.com/_SxfO03qzdhk/SKTLRwopkxI/AAAAAAAAAGM/VKyoDroHmEM/s320/Dragon+Warrior+II+(U)+[!]_001.png&imgrefurl=http://chrontendo.blogspot.com/2008_08_01_archive.html&usg=__47H72gyOzPL_Vij7Bz8QPVgddyE=&h=300&w=320&sz=107&hl=en&start=2&itbs=1&tbnid=qowOwSTKwsVDQM:&tbnh=111&tbnw=118&prev=/images?q=dragon+quest+86&hl=en&gbv=2&tbs=isch:1

There are clear investment, M&A and JV opportunities

For Major Video Games Companies

Sector Console MMO Casual/ Mobile Online Skill Based In-game
Social Gambling Advertising

Investment, ACore franchise Alnvestin Alnvestin Alnvestin AAvoid due to AMid-market ASmall strategic
M&A and JV organic growth capital growth capital growth capital distance from strategic M&A M&A
Opportunities ) investment ~game fund ~game fund ~game fund core video AAvoid large, AAvoid large,
ALimited new IP AMid-market AMid-market ASmall strategic games value value
investment until strategic M&A strategic M&A M&A competencies destroying destroying
8th generation AAvoid large, in subscription  AAvoid large, M&A M&A
consoles value Imicro - value AFocused new ALimited
AAvoid large, value destroying transaction destroying IP investment organic
destroying M&A M&A and M&A in extending investment
AAcquire AFocused new middleware AFocused new skill based due to small
economically IP investment markets IP investment model to core market size
challenged AAA in non-fantasy ~ AAvoid large, in parallel, low franchises
independents to MMO market value cost mobile
control internal growth destroying game
costs AFocused new M&A development

AJV with major

IP investment

AFocused new

AJV with major

media for in casual/ IP investment media for
licensed games/ social in parallel low licensed
marketing subscription/ cost mobile games
investment micro- subscription/ marketing/
AExplore strategic transaction micro- investment
options for MMO market transaction
underperforming AJV with major game
assets media for development
licensed MMO  AJV with major
marketing/ media for
investment licensed
casual/social
marketing/
investment
Knowledge 13
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There are clear investment, M&A and JV opportunities

(cont)

For Independent Video Games Companies

Casual/
Social

AOrganic
investment (if
possible)

AEXxit to major
video games
company

AJV with major
media for
licensed games/
marketing/
investment

ARestructure to
focus on self
publishing,
downloadable
content, casual/
social or mobile
markets, with
parallel
development and
low cost/
offshoring

Investment,
M&A and JV
Opportunities

AOrganic
investment
for new IP in
non-fantasy
MMO market
growth (if
possible)

Avc
fundraising
for
casual/social
subscription/
micro-
transaction
non-fantasy
MMO market

AGrowth
equity buyout
for
casual/social
subscription/
micro-
transaction
MMO market

AJV with major
media for
licensed
MMO
marketing/
investment

Mobile Online Skill Based In-game
Gambling Advertising

AVC fundraising

for
subscription/
micro-
transaction
and
middleware
markets

AGrowth equity
buyout for
subscription/
micro-
transaction
market

AEXxit to major
video games/
media
company

AJV with major
media for
licensed
casual/social
games
marketing/
investment

AVC fundraising

AEXxit to major
video games
company

AJV with major
media for
licensed
mobile games
marketing/
investment

AVC fundraising

for online
gambling
technology
and niche/
geographic
online
gambling
AGrowth equity
buyout for
gambling
technology
and niche/
geographic
online
gambling
ALBO for large
generic
gambling
franchises
AJV with major
media for
licensed
marketing/
investment

AGrowth equity

AEXxit to major

AVC fundraising

AEXxit to major
video games/
media
company

buyout

video games/
media
company

AJV with major

media for
licensed
marketing/
investment
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There are clear investment, M&A and JV opportunities

(cont)

For Venture Capital and Private Equity Firms

Casual/
Social

Venture
Capital
Investment
Opportunities

Private Equity
Buyout
Opportunities

AAvoid pure
console
investments due
to risk profile and
sector
consolidation

AAvoid pure
console buyouts
due to risk profile
and sector
consolidation

Alnvestin
casual/social
subscription/
micro-
transaction
non-fantasy
MMO market

AAvoid
hardcore
MMO market
due to risk
profile

ALBOin
hardcore
MMO market

AGrowth
equity buyout
in
casual/social
subscription/
micro-
transaction
MMO market

Alnvestin
parallel, low
cost mobile
game
development

Alnvestin
casual/social
subscription/
micro-
transaction
and
middleware
markets

AAvoid pure
advertising
supported
market
because of
business
model

ADevelop sector
relationships
in anticipation
of sector
maturity

AGrowth equity
buyout in
casual/social
subscription/
micro-
transaction
and
middleware
markets

AAvoid pure
advertising
supported
market
because of
business
model

Alnvestin ASelective
online investment in
gambling new niches
technology AAvoid

_providers investment in

Alnvest n already
niche/ lidated
geographic consolidate
online parts of the
gambllng sector
franchises

AAvoid generic
gambling
franchises due
to sector

consolidation

AGrowth equity
buyout of
online
gambling
technology
providers

AGrowth equity
buyout of
niche/
geographic
online
gambling
franchises

ALBO of large
generic
gambling
franchises

buyout

AGrowth equity

Mobile Online Skill Based In-game
Gambling Advertising

Alnvestin in-
game
advertising
technology

AAvoid in-game
advertising
agencies due
to business
model

ADevelop sector
relationships
in anticipation
of sector
maturity

Digi-Capital

Knowledge
Relationships
Ideas
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(cont)

There are clear investment, M&A and JV opportunities

For Major Technology, Media and Telecoms Companies

Casual/
Social

Mobile Online Skill Based In-game
Gambling Advertising

Investment, AJV with major/ Alnvestin Alnvestin Alnvestin AJV with AJV with ASmall strategic
M&A and JV independent growth capital growth capital growth capital independent independent M&A to build
Opportunities video games ~game fund ~game fund ~game fund online video games internal
companies for AJV with AJV with major/ AJV with major/ gambling companies for capability for
licensed games/ major/ independent independent companies for licensed significant IP
marketing/ independent video games video games licensed online marketing/ portfolios and
investment video games companies for companies for gambling investment leveraging
AStrategic M&A of companies for licensed licensed marketing/ AMid-market client
independent licensed MMO casual/social mobile games investment strategic M&A relationships
studios to build marketing/ games marketing/ AAvoid organic to build AAvoid large,
internal investment marketing/ investment investment internal value
capability for AMid-market investment ASmall strategic and M&A due capability for destroying
significant IP strategic M&A  AMid-market M&A to build to different significant IP M&A
portfolios and to build strategic M&A internal core portfolios and AAvoid
leveraging internal to build capability for competencies leveraging standalone
marketing capability for internal significant IP marketing organic
platforms significant IP capability for portfolios and platforms investment
AExplore strategic portfolios and significant IP leveraging AAvoid due to
options for leveraging portfolios and marketing standalone different core
underperforming marketing leveraging platforms organic competencies
assets platforms marketing AAvoid investment
AAvoid large, platforms standalone due to
value AAvoid organic different core
destroying standalone investment competencies
M&A organic due to
investment different core
due to competencies
different core
competencies

Knowledge

Digi-Capital I Pl
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The MMO sector is both high growth and consolidated

The MMO sector is highly cash generative :
A MMOs arevideo games with thousand of simultaneous players MMO subscribers (M)
A Business models are retail, subscription, micro transactions (kyame 2
currency commission and items) and advertising - I s
A WoW customers pay $12.9914.99 monthly fees 5 [l

18

A MMOs operate across all major platforms

Market growth rates are forecast to accelerate

A There are currently over 20M paying MMO subscribers globally, with a
strong presence in China and South Korea

A The MMO subscription market is forecast to reach 30 million by 2012
based on regression analysis

A The substantial Chinese MMO market is dominated by domestic Chinese
companies

But MMOs are also hit driven and high risk
A Many retail MMOs have grown during their launch year, followed by up to
3 years of stability before an often sharp decline

1997 1998 1999 2000 2001 2002 2003 2004 2005 2006 2007 2008 2009 2010

A MMOs that rely purely on digital distribution tend to grow slowly
A MMO expansion packs help to manage churn and ongoing retail presence Global MMO subscriptions Global MMO genres
A Poor launches are generally fataNCSoft shut $69M Tabula Rasa after 15
months of sales and a 7 year development Ciy Heroes \Qgﬂ?mn Sec(::; F‘lf;/o?_others. 5% Science Other. 3%
Everquest Il, 1%. 1% | FICtIOn, 2%
World of Warcraft currently skews the market A m—

A World of Warcraft accounts for ~60% of subscriptions, and is a significant ; D°f”j;%
profit driver for Activision Blizzard e
A 4EAR OOOAT COE i1 &£ OEA OEAT OAOUG - -/ I['KOEY
share) has prompted many copycat offerings, with 35+ males the largest World of
_ player demographic Warcraft, 60%
A There appears to be significant untapped potential for MMOSs in other game Aion, 12%
CAT OAOR OOCCAOOGEIC A O"10A / AAAT 300A0A
genres (as with Nintendo Wii in the console market)
A Yet opening a new segment is not without risk: RealTimeWorlds raised
>$100M in total, then went into administration after launch of APB

Fantasy, 95%

Knowledge 18 SourcesMMOData Feb 2010, Companies, CapitallQ, GLG
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Yet remains an early stage market with evolving dynamics

Subscription

NCSoft takes MMO mobile

NCsoft released Aion Exchange in ACIIVBION
October 2010, a new DULIINY

iPhone/iPad applicationenabling
subscribers toMMO Aion to

|
|
|
|
I
|
|
i
SULFARE ENIX. triples revenue with
i
|

track their accounts, virtual 0% Warner Bros/LOTR
equipment, and trends ’ .: E;’tsht'eaCR‘?rl:éss'tg:iir';grd
NEXON JI\ change to freemium
ATARI
|
©
Casual ____________________ SNEF ______ SONY -G - Hardcore
| IANEV
: " Vit\§w /A
" . '
Ankamafiy 3 @ - V £
i A - wizet ) FIGIANT | JOYPORT Fis@é
rom—— ChangYou.com t}]c gﬁ_lﬁrﬁ
|
I PERFECT gﬁ% NETEASE
I WOoRLD www-163-com

I
| §| é @ Tencent/Riot
H Tencent continues its
Linden | "“""‘f“”’“ «3° GAMEFORGE  BiGPOINT international expansion

' Tenceni BiR with purchase of League
Virtual items/micro -transactions of Legends developer

sulake

Knowledge 19 Sources: MergerMarket, IMDB, Companies
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And a clear hierarchy of successful business models

Business models are solidifying

E Subscription-based models generate
highest revenue, but require
substantial development and
marketing investment

E " Ol xOAO AAOAA OAOAAI EOI & 1 Advéktisiny / Tens of
have established a significant Marketing millions of
presence, delivering solid results and dollars
blurring the line between MMO and
casual/social games. The business
model allows the majority of users to
play for free, with a minority paying
A1 O AAAEOETT AT ©OE
OOAT OAAOQEI T 66 q Al

E Browser based games are cheaper to
develop and market, but generally
generate less revenue with lower
I OAOACA 2AO6AT OA PAO 50A(
This is changing.

Revenue Potential

m , -

%I%ér %aﬁn%né > JQI nE‘reAdggf millions of dollars

OET i

Pure Subscription / Hundreds of millions of dollars
Time -based

Hybrid retail sales

L Billions of dollars
and subscriptions

Knowledge
Relationships 20
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MMO is helping to deliver strong public company valuations

USD millions, except per share data Enterprise Value Multiples
% of 52 Market Net Enterprise Revenue EBITDA

Compan Week High Ca Debt Value CY2009 CY2010 CY2011 CY2009 CY2010 CY2011
Activision Blizzard, Inc. 11.07 87.5% 13,351 (3,508) 9,843 2.30 x 2.21x 2.46 x 13.1x 9.9x 6.4 x
Changyou.com Limited 36.83 92.7% 1,899 (351) 1,548 5.79 x 4.73 x 3.78 x 9.2x 7.6 x 6.4 x
Giant Interactive Group, Inc 7.83 94.9% 1,781 (873) 908 4.58 x 4.61 x 3.75x 6.6 x 7.4x 6.1x
NCSoft 204.28 82.5% 4,038 (534) 3,504 6.13 x 5.99 x 6.04 x 15.3x 14.7 x 11.8x
NetEase.com, Inc. 44.48 94.9% 5,776 (1,339) 4,437 7.77 X 5.54 x 4.55 x 13.5x 10.9x 8.9 x
Perfect World Co., Ltd. 21.42 50.8% 1,074 (229) 844 2.59 x 2.28x 1.98 x 4.8 x 5.3x 4.7 x
Shanda Games Limited 6.07 68.7% 1,732 (486) 1,246 1.71x 1.87 x 1.71x 4.2 x 5.3x 4.8 x
Shanda Interactive Entertainment Ltd. 43.46 87.4% 2,502 (939) 1,563 1.96 x 1.90 x 1.62x 4.4 x 7.7 X 6.2 X
Sohu.com Inc. 83.84 92.7% 3,181 (575) 2,605 5.06 x 4.25x 3.41x 11.7 x 10.2x 8.3x
Tencent Holdings Ltd. 26.75 98.2% 49,116 (2,055) 47,061 24.88 x 15.89 x 11.88 x 48.6 x 29.1x 21.6 x

Source: CapitallQ
Note: Calendarized to December year end

Knowledge 21
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MMO M&A activity is increasing

Selected M&A

. Deal Revenue EBITDA Target
Date Target Acquirer : ; S Comments
value multiple multiple description
Tencen‘ﬁiﬂ Est. $350M League of Legends MMO Tencent acquired a majority stake in Riot
04 Feb 11 ! : n.a. n.a. 9 9 ) Games, having previously been an investor and
$400M developer and publisher ) o
iehs Chinese distributor
Lo ' South Korean developer of Nexon was the EverPlanet publisher in Japan
06 Dec10 «@®NCLIPSE na. n.a. na. MMO EverPIane’tJ and South Korea, and should now leverage the
NEXON acquisition by publishing internationally
Designs, develops, and markets  Ubisoft will continue further development on
04 Nov 10 AZAL n.a. n.a. n.a. multiplayer middleware solutons 1 OAUA1 60 OAAET T i1 cU O 0060
UBISOFT" to the gamesindustry new online services
0.89 ’:‘ 4EA AANOEOEOEI 1T AEOAOOEEEAC
28 Sep10 (50.8% | - $10.2m 7.0x na. MMOdeveloper .
stake) and services
GRAVITY
- . Operates a 3D virtual community The acquisition extends Microsoft's reach into
28 Sepl0 C*VI VATY MIC!DSOﬂ n-a. na. na. Website online advertising markets
Fragr-Ter * GAMEFORGE German based publisher of online  Frogster is to be continued as an independent
03 Aug 10 @ : ‘ \(’ $71m 4.9x 30.5x virtual worlds and MMOGs company with the existing management and the
(77%) team at the existing sites
20 Apr 10 @ n.a. n.a. n.a. Developer of Lord of the Rings  yyamer Bros. acquisition moves it further into
Online the free to play microstransactions MMO sector
D g Development and provision of
19 Apr 10 [SED SV RNE ] Tenceni Bif $21m n.a. n.a online games, in particular Expands product portfolio
(29%) MMOGs
) S8 4EA AANOEOEOEI1T EO EI 1ETA
Shanghai Dacheng [} ﬁfgﬂ@ Chinabased developer of 3d  strategy to expand into the two fastest growing
15 Dec 09 K hnol $80m n.a. n.a. ; ) -
Network Technology MMORPGs video games segments in China (MMORPGs and
Mobile games)
US based developer of massively The acquisition will reduce lr|sks in internal
- ) ; development of future online games and
09 Dec 08 $75m 4.4x n.a. multiplayer online role playing . )
improve margins through the low-cost
games
Knowledge 22 Sources: CapitallQylergermarket, Bloomberg, VentureBeat
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The MMO sector is ripe for investment

Selected private placements

Deal Target Deal Target
Date Target Investor ge Date Target Investor 9e
value description value description
. . L )  Ncapital Develops and licenses MMO tech
13 Dec 10 @ Stelt Holding NV $10m MMO developer and publisher 15 Dec 09 i ocTopus Wis e $3m platform and develops third party
MAVEN racing games
27 Sep 10 QuantAM $12m  Operates an MMO games portal | 30 Nov 09 " SEt2E WAL E@ na Bﬁﬁﬁ?’;i r%gg %pgr:itneas
Stomu evERawmeT International 7

$4m Develops multiplayer games
and platforms for iPhone

wa ot Asynchronous massive .
08 Jul 10 t}m %ﬂﬁrﬁ $4m multiplayer online games for 290ct 09 AuroraFeint DeNA

iPhone

Develops MMOs for console and
01 Aug 09 ~VJCHEYENNE 47 investors $12m velop Pe

Develops multiplayer online
22 Mar 10 . t}]c %ﬂﬁfﬁ $20m games and entertainment

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

| G Develops, produces and
Jan10 realtime na. $21m MMO games developer : MEDIA distributes MMOs for kids
werlds B |

oo,

o |
|
|
|
|
|
|
$
|
|
|

P AL FAGROU Undisclosed Am A worlds and MMO games
Develops and operates online 16 Feb 09 Mo mmorovo $ production company

games in China Angel investor

KEIRETSU

- 1m Offers MMO games for casual
reew il ERO

FORUM

20 Jan 10 " RERF

STORM ENTERTAINMENT

$20m

) Develops and publishes browser
06Jan 10 GpelgEYmIEeE!  4investors $3m based casual MMOs and social

games Private investors

FrogrTer ! Publishes online computer games
25Jul08 @ q including CEO $1m with a focus on virtual worlds
Develops, publishes, and license:
multiplayer online games
including EVE

22 Dec 09 o = nea BUGNES

4 investors $18m 14 Apr 08 realtime

=i L WPP $50m MMO games developer
®

Knowledge 23 Sources: CapitallQylergermarket, GLG
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With clear investment, M&A and JV opportunities

Firm Type Major Independent Venture Capital Private Equity Major Technology,
Video Games Video Games Media & Telecoms

Investment, M&A Alnvest in growth capital AOrganic investment Alnvest in casual/ ALBO in hardcore Alnvest in growth
and JV game fund for new IP in non social subscription/ MMO market capital game fund
Opportunities AMid-market strategic fantasy MMO market micro-transaction in AGrowth equity buyout  AJV with major/
M&A growth (if possible) non-fantasy MMO in casual/ social independent video
AAvoid large, value AVC fundraising for market subscription/ micro - games companies for
destroying M&A casual/social AAvoid hardcore MMO transaction MMO licensed MMO
AFocused new IP subscription/micro - market due to risk market marketing/
investment in non- transaction non- profile investment
fantasy MMO market fantasy MMO market AMid-market strategic
growth AGrowth equity buyout M&A to build internal
AFocused new IP for casual/ social capability for
investment in casual/ subscription/ micro - significant IP
social subscription/ transaction MMO portfolios and
micro-transaction nor- market leveraging marketing
fantasy MMO market AJV with major media platforms
AJV with major media for for licensed MMO AAvoid large, value
licensed MMO marketing/ destroying M&A
marketing/investment investment

Knowledge
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Casual/Social Online Sector
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Casual/social online games are growing extremely rapidly

Casual/social online games have two primary forms

A
A

A

Casual/social online games require little experience or time commitment, with

simple rules and gameplay accessed through a wébowser

Most casual/social games offer a free element, coupled with subsequent game

purchase, inrgame virtual item purchase, subscriptions or advertising
The primary forms of casual/social online games are:

A Casual: single player, played on a casual games platform suctBagFish

Games or Spil

A Social: multiplayer, played either on a casual/social games platform (e.g.

Bigpoint) or via a social network such as Facebook (e.g. Zynga)

The global market is high growth

> > > > >

$2.25B revenue 2007, $3B revenue 2009*
>200M casual monthlyunique users
>700M social Monthly Active Usersj O- ! 56

Casual/socialgames have a high proportion of paying female customer (74%)

Popular casual games include:

A Bejeweled (PopCap Games)

A QQ Games Collection (Tencent China)

A Diner Dash (Playfirs}

A Mystery Case Files (Big Fish Games)
Popular social games include:
A Cityville, Farmville, Frontierville, Mafia Wars(Zynga)
Dark Orbit, Deepolis, Farmeram#Bigpoint)
Millionaire City (Digital Chocolate)
Pet Society(Electronic Arts)

> > > >

With multiple business models

A
A
A

> > >

Subscription and inrgame item sales (micretransactions) models most profitable

Advertising supported models are cyclical, with generally lower margins
"ECHPIET O
subscription and in-game item sale, limited advertising

Zynga (social): free, ingame item sales (micretransactions)

Spil (casual): free, advertising supportedmicro-transactions

Big Fish Games (casual): try before you buy, downloads, retail, mytiatform

Casual/social game development costs of less than $500k are much lower than

console game development costs

i A fdetwa@AHardddrd &n® puie casual gameplay): free,

Explosive growth z Cityville after 41 days

100M —

o o
S o
< <
L Y

\
*

Monthly Active Users
N
o
<
\
Y
I

20M ‘/

11 Nov 10 Jan

Casual players: 52% women Casual payers: 74% women
Men

26%
% vomen - gy
° 52%

Social players: older (so wealthier) than expected

25%
20%
15%
10% -
5% -
0% -

Women
74%

<18 18-21 22-29 30-39 40-49 50-59 60+
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Sources:Casual Games Association, DFi@Gelligence, Inside Network, ISG (US/UK age
statistics 2010)

*Note: Casual Gaming Association includes casual/social games playechusbile, iPhone,
social networks, PC, Mac and Xbox LIVE Arcade platforms, using different definitions to
the earlier PWCdefinitions

+Note: MAU is total monthly active users, not unique users
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Social games market dynamics are changing

Social games are the leading social applications

A ~70% of the Monthly Active Users for top 40 Facebook application publishers come
from games

A Half of the top 40 Facebook applications are games

Driven by the nature of social networks

A Crosspromotion using social networks and social games platforms is critical to the
growth of social games

A)YT OAOCOGI AT 6 ET  Ggrdmotibr aAddnariketirig §endkailyi poduces
i OAE EECEAO OAOGOOT 11 ET OGAOCOI AT O OEAT

A The strongest social games are built around game design focused on acquiring
users, generating revenue from virtual items and increasing user engagement and
lifetime

But the social networks also pose a significant challenge
A The major social networks dominant positions make them excellent marketing and
distribution partners

A Social games companies which are primarily dependent on one social network have

more limited leverage in commercial negotiations

A 70:30 revenue split between games developers and social networks is not
uncommon, but there are market rumours of more extreme splits in favour of some
social networks

A 31T AEAT 1T AOx1T OEO8 Al 11 AOAEAT DI
games developer and middleware sectors

So a portfolio of distribution and games is needed

A As in any industry, reliance on one product or one distribution channel poses
potential risks

A Diversified social games companies with a portfolio of games and distribution
channels generally have the greatest control over the destiny of their businesses,
and hence lower long term risks

EAEAO AAI

Top 40 Facebook app publishers MAU * (M)

Daily . Telaxo 7Sggial Zoosk 7 Funzig 6 50 Cubes 6
Horoscope 8 Cie Games Grapa 7, Myspace 6 HTC6
GSN ’
cke[I

Frases Boyaa9

Diarias 9 —K@
MindJolt 9
Condur

Digitware
9

Zynga
- 278

Yelp 10—

TubeYou 10. LOLapps 10
MiniMax 11

. W 164~
o1 A& "BV ROZEL

icrosoit 16
Social Point 16—

RootMusic 17
CrowdStar

42
\_ Badoo 40

Electronic Arts 36
Causes 26

Playdom 25

Digital Chocolate 19
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Online/mobile games middleware offers another way to play

Technology

47 AAUBO

Development

Monetization

Analytics

TTTETATITAEI A CAI AO i

Optimization

Delivery

EAAT AxAOA

Marketing/
Distribution

i AOEAOYd AEOPAOAOA

Payment

Security

Services Games Virtual item Measure and Optimizegame | Deliver games | Distribution on Payment Anti-fraud,
delivered development (micro- analysekey performance across social/casual/ across anti-piracy,
engine/SDK transactions), online/mobile across platforms browser based | platforms and revenue
virtual game metrics multiple and mobile geographies assurance
currency, for continuous platforms platforms
subscription, feedback loop
in-game
advertising,
and sales tools
Example Multiple -
company @ unity |jambool ifﬁcri]espendent vade%]az_ogm Tapjoy [FERAFEL] SecurePlay

Development

Monetization

P

There is the potential for an integrated games middleware solution

Analytics

Optimization

Delivery

Marketing/

Distribution

Payment

Security

Across casual, social, browser based, smartphone, 4ep box, connected console, PC, including all major platforms and devices

Integrated online games middlewaresolution
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There are opportunities across the casual/social value chain

Creation, design and Funding, distribution and Casual/social game Intermediary between Enable the creation and
development of a game project management destination websites developers, publishers distribution of casual/
R . and portals social games
© JACDIGTING G AMESE -\ @ | N © y
fReszzTac [P e boonty K
@ oer EE $ e
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Coffee Break
A socialpoint °© A e --\at W eaming B.F%H PayPaI amazon
o rG }I < A webservices”
@ o . Games! )
spilgames AL IR @ GﬂmgS!!”)e‘m //fjj |
——— by il
0 @ rovi

DR AT

Seize the Minute.

G ovoren  YAFIOO!

msn“ Games

4 socialpoint sznga

‘)(ir\g.com
minicr @

@
e e e P

® TRYMeDIA

Seize the Minute.

1 1
1 1
1 1
1 1
1 1
1 1
1 1
1 1
1 1
1 1
1 1
1 1
1 1
1 1
1 1
1 1
1 1
1 1
1 1
1 1
1 1
1 1
N DIGITAN ; !
1 ’ L, - 1
, ,
1 1
1 1
1 1
1 1
1 1
1 1
1 1
1 1
1 1
1 1
1 1
1 1
1 1
1 1
1 1
1 1
1 1
1 1
1 1
1 1
1 1
1 1
1 1
1 1

)
‘ﬂgjﬁa . m CrealArcade Shaight
) zylom'
op! O 1l1«Tangent. sy P .
(ap 22} . 24 Z2Live
€. Playdom Q g
. spilgames y" e spilgames -! AHOO.' Scoreloop
More Zynga acquisitions ? Disney and GameStop buys Next after Playfish/Playdom? Chinese major investments? Middleware consolidation

Ul CA OO0 OAOEAO iDénepblys Biaydot ®ES7E3M E Zynga, Bigpoint and GameForge Chinese games companies setto6 EOA5 O AANOEOEOEI 1 |

2010 to leverage its position may and GameStop buys Kongregate are subject to constant accelerate foreign investmentin ' 1 1 C1 A6 0 AANOEOEOQEI |
continue in 2011 speculation about IPO or exit 2011 in line with 12t 5 year plan lead to more early stage consolidation

Knowledge 29 Sources: Mergermarket, Companies, PaidContent, TechFlash, Financial Times
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Particularly for integrated online companies like

Tenceni Bifl

Tencent is the greatest games company may not know well

AChina has 29% internet penetration, but 382M users

A China forecast to reach 56% internet penetration (754M users) by 2015

ATencent holds dominant or leading stakes in many Chinese online/mobile markets (IM, 2500

Tencent Games quarterly revenue (RMB M)

games, eCommerce, search, mobile services)

Aa AT AAT 680 #EET AOA CAI AO 1 AOEAO OEADR ><A2 :

J——

5 . ,000
ATotal peak concurrent users across all games categories of ~20M

A4 AT AAT O3ddapisisdb@dntfally more than Activision Blizzard, Electronic Arts,
GamesStop, Take2, THQ, Atari, Game Group and Ubisoft combined

I AAI

1,500 A

1,000+
x E

500

4AT AAT 060 ET OACOAOAA i EO
ATencent generates ~50% operating margin
A Online/maobile games (MMO, board & chess, casual/social) generate >40% revenue

ABusiness modelppears to be migratingfrom virtual items (higher Average Revenue per

User) to subscriptions (short term revenue reduction, but lower volatility)
Alntegrated model with upgrades/privileges across online, mobile and offline (not just
games) is a significant advantage for customer acquisition, development and retention
AEnhanced capabilities to crosgpromote, upsell and crosssell
4ATAAT O xEI 1 AA ET Ui OO I AOEAO 2
ATencent is growing through domestic partnerships:
A #EETA S5T1EATI j ZEQGAA T ETAh o' h 1T PAO

A Hunan TV (talent, animation, online/mobile games)
A China Merchants Bank (financial services)
ATencent is expanding with international partnerships/investments:
A Riot Games (League of Legends MMO)
Digital Sky Technologies (Facebook, Zynga, Mail.ru investor)
Vina Games (Vietnamese online games/internet)
MIH India Global Internet (licensed software, content & trademarks)
Naspers (36% Tencent investor) with global reach in high growtmarkets
$760M investment fund, including games focus

> > > > > >

Western video games and media are learning from Tencent

3Q09

AT

300

200 +

100 -

-
-

Casual/social online

Board & chess

A
4Q09 1Q10 2Q10E 3Q10E 4Q10E

Tencent Chinese revenue leadership ($M)

T i< - - A - AT 2 A :(‘nAR:’\'A'u‘J
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Casual/social games are driving larger company valuations

USD millions, except per share data

Compan

US and Europe
Electronic Arts Inc.
G5 Entertainment AB
GigaMedia Ltd.
RealNetworks Inc.

19.28
3.58
1.22
4.04

% of 52
Week High

95.3%
84.8%
36.5%
74.7%

Market

Cap

6,446
27
68

548

Net
Debt

(1,971)
(0)
(37)
(334)

Enterprise

Value

4,475
26
30

214

CY2009

1.18x
17.71x
0.19 x
0.38 x

1.20x
n.a.

0.48 x

0.53 x

CY2011

1.15x
n.a.

0.83 x

0.60 x

Enterprise Value Multiples
(RG]

CY2010 CY2009

n.m.
n.m.
7.6 X
n.m.

EBITDA
CY2010

17.2x
n.a.
n.a.
n.m.

CY2011

8.1x
n.a.
n.a.

7.0x

Asia

AsiasoftCorporation 0.33
Astro Corporation 181
Gamania Digital Entertainment Co., Ltc 1.47
InterServ International Inc. 2.04
IPVG Corp. 0.03
Kingsoft CorporationLtd. 0.55
NetEase.com, Inc. 44.48
Perfect World Co., Ltd. 21.42
Shanda Games Limited 6.07
Shanda Interactive Entertainment Ltd. 43.46
Tencent Holdings Ltd. 26.75

88.1%
74.0%
71.7%
37.3%
58.9%
63.9%
94.9%
50.8%
68.7%
87.4%
98.2%

100
120
244
57
21
622
5,776
1,074
1,732
2,502
49,116

@7)
@)
(30)
(23)

(198)
(1,339)
(229)
(486)
(939)
(2,055)

73
117
214

35

30
424

4,437
844
1,246
1,563
47,061

1.49 x
6.34 x
1.22x
3.67 X
1.02 x
2.73 x
7.77x
2.59 x
1.71x
1.96 x
24.88 x

1.55x
11.13x
1.21x
n.a.
n.a.
2.60 x
5.54 x
2.28x
1.87 x
1.90 x
15.89 x

1.48 x
10.27 x
1.11x
n.a.
n.a.
2.25x
4.55x
1.98 x
1.71x
1.62 x
11.88x

7.0x
n.m.

7.1x
14.4 x
14.0x
6.5 x
13.5x
4.8 x
4.2 %
4.4 x
48.6 x

5.0x
n.a.
n.a.
n.a.
n.a.
6.4 x
10.9x
5.3x
5.3x
7.7%x
29.1x

4.7 x
n.a.
n.a.
n.a.
n.a.
5.2x
8.9 x
4.7 X
4.8 x
6.2 x
21.6x

1.96 x
4.99 x

1.88 x
3.85 x

1.66 x
3.29 x

7.1x

12.0x

7.1x
10.9x

6.2 X
7.9X

Source: CapitallQ

Note: Calendarized to December year end
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Generating substantial M&A

Selected M&A

. Deal Revenue EBITDA Target
Date Target Acquirer . ; o Comments
value multiple multiple description
) 6EOA8O AANOEOEOEIT 11 OAO EO
9Feb11 ° playspan VISA $190m n.a. n.a. Virtual goods payment platform more actively into the virtual goods payment sector
UShbased developer osocial and cUTCA . Ax 91 OE xEIl & O E
21Jan11 area /C OdE M Zynga n-a. na na. branded games continuing growth across social and mobile games
22 0ct 10 na. na. na. USbased developerof 74 1 4 a0 E1 1 AAAT I AO +AAAI SO 3
social games
Online game development studioThe acquisition will combine Shanda Games' online
08 Sepl10 $95m n.a. n.a. game P game platform with Eyedentity's game
EYEDENTITY in Korea develo it
et SHAMNDA GAMES pment capabilities
'amboo[ ) Social Gold virtual currency Google}e)gte\nds its,p!'esAepc“e [n tﬁhe’game:s sector
13 Aug 10 jamboot GO(gle Est. $70m na. na. latform et T T e e T S A DEUAGE
00 le . . Google extends its presence in the social games
6 Aug 10 SI Ide G 8 Est. $228m na. n.a. Widget maker for social networks sector with Slides widgets
Strengthen digital gaming portfolio, acquire
« (A ) ;
27 Jul 10 = Playdom |SN£P $763m n.a. n.a. Social games developer ~ management and extend reach on social networks
Facebook and MySpace
) ) Strengthens GameStop's digital platform and its
M EQNGRECATE ] Eames'“n na. na. na. Social gaming platform strategy to be the gaming aggregator of choice
C USbased developer of Challenge Games' GBounder will become Zynga' s
03 Jun 10 :) M Zynga n.a. n.a. n.a. multiplayer Web-based fantasy General Manager and Vice President. The Challenge
CAToE games "AlT AGo ouv AT DI TUAAO xEIT EITI
Enables online friends to converse
privately over the Web; and share The engineering team of Sharegrove will join
26 May 10 S‘h@reg fove.... facebook na na na Web pages, pictures, and audio Facebook
and video files
ﬁ J ! : Publishes games from casual  Lloyd Melnick, Founder of Merscom and team
26 Apr 10 1/ - Pla dom na. n.a. na. game developers on PC, console,  of 20 producers, designers, artists and
MERSCOM ) ) S
and iPhone platforms engineers will join Playdom
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Generating substantial M&A  (continuea)

Selected M&A

. Deal Revenue EBITDA Target
Date Target Acquirer . ; o Comments
value multiple multiple description
J P . . .
08 Apr 10 r* trickstar na. na. na. Australian-based casual games  Consolidation of the Australian casual games
games.com developer market
Offers massively multiplayer The founders of Offbeat are joining Playdom in
" : leadership roles, and the 12 developers and
03 Mar 10 U I ]BH[ E[EH“I]"S & Playdom na na na. online and casual games on designers of Offbeat will join Playdom's
Facebook o 5
existing 15-person Seattle studio
[} . .
Develops FunCards, a card game Acquired an unknown minority stake to enter a
26 Feb 10 PI Inga na na. na. for playing cards with friend high growth market
(Undisclosed stake)
Hi5 added several of Big Six's executives to its
24 Feb 10 Big Six Games, Inc n.a. n.a. n.a. UShbased social games developer management team and strengthened its online
based onl games presence
~ g:rﬁe:zzve"rgzl'j;";gn:;rl'("; C4EA ATTAETAGEIT | & 3EATAAGO
12 Jan 10 O mochimedia SMNDMA BARKS $80m n.a. n.a. game developers, advertisers and distribution platform will create a better online
G . game media platform
publishers
IP PaRTA RS The acquisition raised capital to fund growth
08 Dec 09 M Zynga Tiger Global $180m n.a. n.a. USbased online social games  and expansion whilst also putting off an IPO of
i Management LLC the company
(Undisclosed stake)
) %T Developer of freeto-play casual  Electronic Arts continues to expand away from
09 Nov 09 o playflsh :A $400m n.a. n.a. social games that can be played on its core console games sports offerings into
: E social networking platforms high growth casual games, but at a price
Ireland-based publisher and 4EA AAAT EI DOT OAA ' Al AOOIT b«
04 Nov 09 £ !.!___'_" Eameston na. na na. developer of online games business and helped it extend outside the US
(Majority stake)
hhf) ; UShased provider of vidleogame 4 EA AANOEOEOEI T xAO EIT 1 EI
05 Aug 09 GO L)g le $132m 8.1x n.a. compression software, games and  strategy of pursuing innovation and video
social networking quality on the web
Canadian based owner of online The acquisition will allow the combined entity
27 Jul 09 Superﬂeward:adknowledge. $30m n.a. n.a. to provide a full suite of social advertising

ames and social networking sites . .
9 9 solutions for developers and advertisers
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And attracting significant investment

Selected private placements
I
Deal Target Deal Target
Date Target Investor ge : Date Target Investor 9e
value description . value description
* Institutional i | .
17 Feb 11* m Zynga and existing n.ax Largest Facebook social games | HIGHTAND Offers Hangout.net, a casual 3D
investors* company | 19 Mar 10 $2m social networking site
10 Feb 11 DAGY 7| Tenava 15 ) I dem I
el ACCEL $15m Gamer social network : 09 Feb 10 .‘peerpong /‘ $3m  Offers a social networking website
Tobe invested Tencent investment fund I .
24 Jan 11 in next 2-3 Tenceni & $760m including games focus ' | 03 Feb 10 vaﬁw@ EMERGENCE $10m Allows employees to connect and
years | ™ : share by posting messages
| s
¢ ; i |
20 Jan 11 Winea point, .. $30m Social gamgﬁ cri1e\;eloper and 31 Jan 10 Undisclosed o Publishes and delivers casual
pubishe | FRQSZE TaG investors m video games
|
; Multi-platform casualgames | ‘ -
oldman ; arge s ; :
10 Nov 10 oberon Goldm platform, with expertise in PG | H H (GE na. Develops and publishes social
@ o QAK online and mobile I 25Jan 10 W ﬂ-’mgﬂ_‘ Q games in Russia
|
Publishes, and distributes online | Shenzhen Fortune )
; Develops and operates online
A Fa ames for social networks and =a58 . h "
20 Oct10 J’ ET g o corrar e | 20Jan10 ‘, ?Dimﬁﬁfﬁ Venture Capital $20m games in China
| Management
' ; ; |
o ‘ Develops, publishes, and provides o - Develops social games
29 Sep 10 PLaS First /‘ $6m casual games, including | 20Jan 10 INSIGHT VENTUREPARTNE@Q $18m ap%licati - sg
. Diner Dash |
L QTRINITY |
Largest Facebook social games | Develops social games for
15 Jun 10 )ﬂ Zyng a SoftBank (GOC )g[e $150m+ company | 14 Dec 09 nfinity Venture Partnersizinl networking sites
|
op K P ACCEL : SEQUOIAYC ) Provides an online social and
{ Developslocation based social 07 Dec 09 EQUOIA APITAL® $4m games community for children
14 May 10 .'@ BMYAH! FARTNERS $20m games | aged 6 to 14
DAG) | Q) TRINITY i
: f VENTURES Operates a virtual currency
09 Apr 10 ) gﬁﬁritrgzr?csaa Eﬁftl)alenzt\;vigrkggd : 01 Dec 09 ADAMS STREET $11m platform for social media
p [m QR CROSSLINK CAPITAL N8, A‘fricap‘ ) | PARTNERS developers
I e
g/ Produces social games for | . Develops multi-platform social
01 Apr 10 k.9 9 investors $1im platforms | 01Dec09 e BaEHAENT 11 investors $2m games
bluefr=o |
25 Mar 10 L? United -~ ) Develops social web games : N L Undisclosed Develops, publishes, and operates
Prototype % righlech Gronderfonds na. | 24Nov09 NETWORK investor $5m free to play online games
Sources: CapitallQWiergermarket, Wall Street
Knowledge 34 .]ourrlall Neyv quk Times__, Shgngh_ai §ecuritje§ l}leyvs,
. . . Relationships 2A00A00h 0AT PI AGO S$AEI U
D I g I = C a.p Ital Ideas *Fundraising round reported in WSJ and NYT at

time of publication, details to be confirmed
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With clear investment, M&A and JV opportunities

Firm Type Major Independent Venture Capital Private Equity Major Technology,
Video Games Video Games Media & Telecoms

Alnvest in growth capital
game fund

AMid-market strategic
M&A in subscription/
micro-transaction and
middleware markets

AAvoid large, value
destroying M&A

AFocused new IP
investment in parallel
low cost subscription/
micro-transaction game
development

AJV with major media for
licensed casual/social
marketing/investment

Investment, M&A
and JV
Opportunities

Alnvest in casual/
social subscription/
micro-transaction
middleware markets and middleware

AGrowth equity buyout markets
for AAvoid pure
subscription/micro - advertising
transaction market supported market

AEXxit to major video because of business
games/media model
company

AJV with major media
for licensed casual/
social games
marketing/
investment

AVC fundraising for
subscription/micro -
transaction and

AGrowth equity buyout
in casual/ social
subscription/ micro -
transaction and
middleware markets

AAvoid pure
advertising
supported market
because of business
model

Alnvest in growth
capital game fund

AJV with major/
independent video
games companies for
licensed casual/
social games
marketing/
investment

AMid-market strategic
M&A to build internal
capability for
significant IP
portfolios and
leveraging marketing
platforms

AAvoid large, value
destroying M&A

AAvoid standalone
organic investment
due to different core
competencies
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Mobile games have been reinvigorated by smartphone growth

Smartphone marketshare is accelerating

A Global mobile phone penetration 67% in 2009, 5B subs in R010E
Mobile phone penetration >100% in many developed markets

Total global mobile phone market volume growth Q1 2010 = 21.7%
Global smartphone market volume growth Q1 2010 = 56.7% (18.8% of
total market volume in Q1 2010 vs 14.4% in Q1 2009)

> > > >

Driving mobile games revenue growth
A Global mobile games market forecast to grow to >$13B by 2014
A The mobile games market landscape is adapting to consumer trends and
market demand:
A Mobile game publishers are bypassing network operators to sell
directly to consumers via iTunes and Android Market
A High connectivity and multiplayer games becoming mass market
due to unlimited data packages
A In-game advertising being used to supplement mobile game
revenues
A Integrated applications increasing to allow converged gameplay
with console/MMO/casual/social games

Global mobile games revenue ($B)

14

12 1

10 1

i

2005 2006 2007 2008 2009 2010E 2011F 2012F 2013F 2014F

Global mobile broadband penetration

60%
New players have entered from multiple markets 50% /‘
A Network operators (e.g. Vodafone Live!) 40%
A Manufacturers (e.gApple App Store) /
A Web advertising platforms (e.g. Google) 30% /
A Console games majors (e.g B¥Aobile) 20%
A Independent games companies (e.gRovio) /
10% ——
With low barriers to entry 0% 4_4 — : , ,
A Development costs tens to hundreds of thousands, not millions 2003 2004 2005 2006 2007 2008 2009 2010E
A >10BiPhone Apps downloaded, many of which are independently
) developedgames e Developed em=\\orld === Developing
A App stores enable direct sales, bypassing network operators
Knowledge 37 Source: ITU, PWC, IDC
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* Note: Online includes MMO, casual and social games
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Attracting major corporates and multiple independents

Japan's DeNa $400m

Ngmoco acquisition
DeNA acquisition to leverage
Mobage globally

Mobile
pure -
play

EA claims market leadership
But 40% of mobile games revenue still
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