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01 | Profile

CEO Leo Cho

Majority 4908 %

Shareholder  (Kakao&Speciallnterest Groups)

Outstanding 82,426,880

Shares (asof 31March 2023)
Sales Operating
Profit

1,148 Billion krRw

(2022 Consolidated Basis)

176 Billion KRW
(2022 Consolidated Basis)
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games

Established NZIN Co. Ltd.

Became Kalao affiliate with investment from K-Venture Group
Launched PC game Black Desert Online’in NA/EU

Merged with Daum Games, strengthening PC game business
Acquired Kakao VX

Consolidated Kakao Mobile Game business

Launched PCgame PUBG’ inKorea

Investment from Tencent, Netmarble, Krafton, Shanda Games
Acquired XL Games

Launched mobile game ‘Guardian Tales' globally

KOSDAQIPO

Acquired Neptune Co

Launched ‘Odin: Valhalla Rising’ inKorea

Acquired Lionheart Studio

Launched blockchain platform 'BORA Portal’ globally
Launched mobile game ‘Uma Musume Pretty Derby’ in Korea
Launched collectible RPG ‘Eversoul globally

Launched MMORPG ‘ArcheAge War’ in Korea



02 | Business Overview

games

The only game company in Korea with
large-scale publishing, platform, and robust development capabilities

Two pillars of Kakao Games businessare “Game” and “Beyond Game”

Game

GameIP & Development

"/-\4 \
@ * Multiplatform game development capabilities
< L]

AAAgameIPs/development studios

Q Global
m *  Globalpresencein key countries(US, EU,JP, TW,SG,UN, TH)

* Internationalinvestmentsand partnerships

Platform
By

Q I« SouthKorea’s toptrafficin-house marketing platform
= *  90% of Korean population, MAU 48M+

Beyond Game

WEB 3.0

! v} * Blockchain platform forgameand contents
{ * Chain-agnostic governance counsel&commitments

/7IS\ Metaverse

) :
Y 7 | * Metaverseplatformfor gameandentertainment
NI/ / « SynergywithKakao Group'scontents&services

°o. P Sports
4 * Sportsdigital transformation (Kakao VX)
. *  Sportscommunications technology (SENATech.)



03 | OurSuccess Story
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Mar.2016 Mar.2019
Global Release(105Countries) [KoreaRelease KKoreaRelease KKoreaRelease Global Release(150Countries)
\ PC/MMORPG / | Mobile/Puze \ PC/Survival Shooting ‘\I\/\obile/Simulation \\I\/\obile/l\/\l\/\ORPG

Upcoming

Titles

2023&Beyond Jan.2023
IntemationalReleases GlobalRelease(170Countries)
| Mutt-Platforms&Genres \I\/\obile/ CollectibleRPG

Jun.2022 Jun.2021KoreaRelease Jul.2020
KoreaRelease Mar.2022 Taivan Release Global Release(230 Countries)
 Mobie/CollectibleRPG _PC+Mobie/MMORPG &, | Mobie/MMORPG

¥

games
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04 | Development Capacity

ANumber of Projects in Various Genres and Devices are Underway,
Mainly with Development Subsidiaries

Developersaccount formore than 50% of Headcount

Development Team
c;on':posmon In-house Development
J/ Pofesiond _ ,
- | &)
s ) o
TotalNo.of Employees ‘
o PILIONHEART  XLGAMES' METAlSBORA @

2,00 /| T

) (HBoRA
SDIN ‘ Sl A
Odin:VahallaRising | UpcomingMobile UpcomingPC BirdieShot BlockchainPlatform OpeniM
Beaes S (MMORPG) (MMORPG) (MVORPG) (GameF) (Game/Conterts) Platform
TBD TBD & 56
L games)
Percentageof Development -
Postonamerg Toatoctem (PO (Console) ArcheWorld (GameF)) (GameFi Service) mMAMmMOs
55% (MVIORPG) (Metaverse)

*Thediagramabove doesnotindudetheno.ofemployeesof Neptune'.
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05 | Global Publishing Capacity

International expansions with global targeting gameline-up

Regional publishing officesand infrastructures have been strategically set up,yearsin advance.

Russia
Amstelveen, Netherlands
KakaogamesEuro China
08 pe Tokyo ~ Sanjose,CA
@ Taipei KakaogamesJAPAN " COCOMENtegy ey
Glohow Taipei o @ Irvine,CA
KakaogamesUSA
£ 1) HoChiMinCity
G, Glohow Vietnam
Bangkok
Glohow Thailand
1Q.23 2Q.23 3Q.23 4Q.23~
0O ~ ) ra »
\J U \ U -
« Eversoul(Global) « Odin:Valhalla Rising (Japan) + GoddessOrder(Global) + Odin:Valhalla Rising (N.A/EU)
+ ArcheAgeWar (Korea) « Ares:Rise of Guardians(Korea) « Eversoul(Japan) + Ares:Rise of Guardians(Global)
+ BoraBattle(6~10minigames)(Global) + Blockchain Contents (Global) + Blockchain Contents (Global)

* ArcheAge 2 (Global)



06 | PC Titleline-up

games

Korea’s First Publisher to Successfully Release Korean Games in North America,and Europe

Developed mega-hittitles by securing IPsfrom popular global genres underpinnedby overseas business capabilities

Domestic

Arc“neA e

orZ[oflox]

36weeks

No.1M/SinintemetCafés

1.2 million+

CumulativeNo.of Subscribers

20 million+

CumulativeNo.of Subscribers
* Survival Shooting

* Developedby‘Crafton’

* CumulativeNo.of Subscribers

* Hack&SlashActionRPG
* DevelopedbyGrindingGearG!
* IntemetGafésinOverallRanking

* MMORPG
* DevelopedbyXLGames'

* Cumulative Revenue 400

7.1Million+ No.5,GenreNo.1 Bilion KRW
* MaxShare42.5%inIntemet * 19,06 DomesticLaunch * "13.10GlobalLaunch,available
Cafés in64regions

* M7.11DomesticLaunch

Global

53k

SteamHighest ConcurrentUser

* MOBA+Battle Royale
* Developedby‘NimbleNeuron’
* E-sportOptimize

* SteamEarlyAccess,21.3QKakao
VersionLaunch

FY2024

UpcomingTitle

* AAAMMORPG
* Developedby XL Games'’

* Unreal Engine 5,non-
target systemwith
spectacularaction

* '24(E) Global Launch,

PC/Consoleversion



07 | MobileTitleline-up

games

Localization, Marketing & Operational Expertise from Casual to Hardcore,and Domestic to Global

Casual

Unrivaled competitivenessof successfully servicing wel-madeglobal gamesin Korea

Hardcore

KakaoFriendsIP

50million+

CumulativeDownload
* Casual,Pop

* Developedby
‘Kakaogames'etc.

* Haveexclusiverightfor
gamificationof Kakao
FriendsIP

* FriendsPop,Friends
Popcometc,

Guardian-Tales Moonlight Sculptor Odin:ValhallaRising

#1

GoogleSalesTopRanking

* CollectibleRPG
* DevelopedbyCygames’

* Younggifcharactersnamed
afterfamoushorses,
providingimmersive
simulationcontents

* 22 06DomesticLaunch

#4

GoogleSales TopRanking

* CollectibleRPG

* DevelopedbyNineAr<

* Collectcharacters
createdwithanimated
3Dgarphics

* '2301¢globalrelease
in170countires

GUARDIAN-TALES |

#4

GoogleSalesTopRanking

* ActionRPG

* Developedby‘Kong
Studios’

* Dotgraphic&retro
sensibilities

* '20.06globalrelease
in230countries

H#2

GoogleSalesTopRanking

* MMORPG
* DevelopedbyXLGames’

* BasedonlKakaopage's
webnovellP

* Domesticandglobal
releasein 150countries
fromOct19~May’21

#1

GoogleSales TopRanking

* MMORPG
* DevelopedbyLionHeart

Studio’

* Highqualitygraphic,

Nordicmythuniverse

* "2106DomesticLaunch
* 22 03TawanLaunch



08 | NewLine-up

games

Plan to releasetitles of various genres/devices in key global markets

Triple-Anew titles suchas ArcheAge War, Eversoul,Ares: Rise of Guardians, etc.

Inhouse/ :
Schedule Publishing(Studio) Device(Platform)
Eversoul . e . .
(Launchedonan.5) CollectibleRPG Publishing(NineArk) Mobile Global(excl.Japar/Ching)
1Q.23
ArcheAgeWar .
(LaunchedonMar.21) MMORPG In-house (XL Games) PC+Moabile Korea
Odin:ValhallaRising MMORPG In-house(Lionheart) PC+Moabile Japan
2Q.23 Ares:Rise of Guardians MMORPG Publishing(SecondDive) PC+Mobile Korea
BoraBattle(6~10games) Casual In-house(Metabora,etc) MobileBlockchain) Global
GoddessOrder ActionRPG Publishing(LoadComplete) Mabile Global(excl.China)
3Q.23
Eversoul CollectibleRPG Publishing(NineArk) Mabile Japan
4Q.23 Odin:ValhallaRising MMORPG In-house(Lionheart) PC+Mobile N.Americaand Europe
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09 | GameFi

Expand global infrastructure by establishing Cross-Chains between BORA and major platforms
Expansionof global usersand liquidity bridge for BORA contents

Governance Counsel Onboarded Games

Curatingwell-made contents/games of

@neptune @NEOWIZ  obinix Infra. GameFi various genres toattractglobal users
Expansion Projects ;

(4
. || METAl»BORA HAEGIN XLGRAMES
GameStudio

IP& e Kakao  gallab

Entertainment  SANPBOX iaiaenterprise  ® colorverse

Infrastructure. @ <Tust Kosib )

BIRK O'sULLY lalcaoenterprise HypeERITHM

BORAEATTLE

ArcheWorld BirdieShot  BoraBattle Bod«chainContents

Bora Alliance Structure Global-Chain

Expansion of global users/liquidity bridge
by improving accessibility of global-chains

Aimto expand Bora ecosystem globally via
collaboration with promising global gaming guilds

GUILDFI Game Market Cross-Chain C'0 polygon
Community Network D$ BORA x
W PLAYS - ANCEENTS IN| NEAR
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10 | Sports(KakaoVX)

Bring Together Kakao VX Technology with Sports/Games to Offer Fun and Real Experience
Expandintodifferent genre of sportsincluding golf through Sports Transformation

Digital transformation in golf industry with sports-specialized in IT capabilities

Developintoacomprehensiveplatform, digitalizing the entiregof life

ADjEZE

Utilization of Kakao business infrastructure

SecurerightstouseKakaoFriendsIPintosportsarea
Useof Al,Mobility,Payment, etc.in connectionwith<akao Talk Platform

Expansioninto various sports-related business
Home Training: Remotehealthcareserviceplatformbasedon newtechnology

et . | B New SportsDX: Comprehensivesports DX Platformbasedonfunandcompetition

[SmartSports Market size] [GolfMarket Size] [KakaoVXQuarterlyRevenue]
Unit100milionUSD 2,060 UnitTrllonkKRW 92 Unit:BlioniRw 49.2

46.3
1.710 42.2 399
37.6 '
1,180 14 Y
’ 49
960 47

790

2020 2013 2016 2019 2023(E) 4021 1022 2022 3022 Q2
*SourcetHyundaiResearchinstitute

2015 2016 2017 2018 2019
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11 | Sports(Sena Technologies)

Expand into sports platform by utilizing wireless communication technology
Build sports-digital service for golf platform of KakaoVX with SENA’'stechnology

Multimedia I (avb Global I @

wireless . X LT o
communicaton ~ Optimizedfor leisure/sports Distribution Tstrankingin
technology shortdistance &group communication network motorcyclecommunication
(Market share 60%)
[FY2011~FY2021Revenue/OP] [Revenuebyregion] [Globaldistributionchannel]
[bilionwon]
Revenue Tess Others13%
op 1377 . America
. : A Korea5% e KoreaHQ) (Sae9)
o1 ) Gemany,France ‘
s 04 846 - (Sales) China(Manufacture)
408
123 163 26 247

11 12 13 M4 M5 M6 M7 M8 M9 20 21 22





