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Disclaimer

Thispresentationis preparedby NetDragonWebsoftHoldingsLimited(theά/ƻƳǇŀƴȅέύsolelyfor information purposes
and is not to be construedasa solicitationof an offer to buy or sell any securitiesof the Companyin any jurisdiction.
Information is given in summaryform and does not purport to be complete. Thispresentationis preparedwithout
taking into accountthe investmentobjectives,financialsituation or particular needsof any particular person. In this
connection,information in this presentationis not investment adviceand is not intended to be used as a basisfor
makinganinvestmentdecision.

Thispresentationmay contain forward-looking statementsthat are basedon current expectationsof the /ƻƳǇŀƴȅΩǎ
managementabout future events and past performance. Theseexpectationsare, however, subject to known and
unknownrisks,uncertaintiesandassumptions,manyof whichare outsidethe control of the Company,andmayinvolve
significantelementsof subjectivejudgmentand assumptionsasto future eventsthat may or may not be correct. Past
performanceis no guaranteeof future performance. Therefore,there is no assurancethat actualresultsor performance
will not differ materiallyfrom future resultsor performanceexpressedor impliedby the forward-lookingstatements.

Information in this presentationis madeonly asat the date of this presentationunlessotherwisestatedandsubjectto
changewithout notice. Noneof the/ƻƳǇŀƴȅΩǎdirectors,employeesor agentsundertakesanyobligationto correct or
updateinformation in this presentationasa resultof new information,future eventsor otherwise.



Opening Remarks

Dr. Simon Leung

Group Vice Chairman
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Agenda
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Topic Speaker

2021 1H Highlights Dr. Simon Leung, Group Vice Chairman

China Perspectives Dr. Simon Leung, Group Vice Chairman

Education Vin Riera, Promethean CEO

Gaming Lin Chen, Group Senior VP

2021 1H Financials Ben Yam, Group CFO

Shareholder Value Enhancement Ben Yam, Group CFO

2021 2H Outlook Dr. Simon Leung, Group Vice Chairman

Q&A



Net Profit Increased by 28% YoY as We Continue to Drive Consistent Growth
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Revenue: RMB 3.4 billion Net Profit: RMB 431 million
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EBITDA: RMB 892 million



Key Highlights

Continuing Growth Momentum of Gaming Business

Strong Revenue Growth of Education Business with Improved Bottom Line

Execution of Country Strategy Picking up Traction in Multiple Countries

Announcing Capital Measures to Enhance Shareholder Value
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China Perspectives
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Our 2G+2B China Strategy is Perfectly in Line with New Policy Trends

Longer in -Campus Study Time and 
Strengthened Role of Public School in Learning 1

Banning For -Profit After -School 
Tutoring Institutions 2

Promoting Unified IT Infrastructure 
across K12 Schools 3

Promoting Unified Online Educational Contents 4

Pure GTM Strategy
of 2G+2B

No After -School 
Tutoring Business

Our Blended Learning 
Solutions

Complete Content Portfolio 
Covering all Subjects

Note 1 and 2:Opinions on Further Alleviating the Burden of Homework and After School Tutoring for Students in Compulsory Education, dated July 24th, 2021 and issued by the General Office of the 

Communist Party of China Central Committee and the General Office of the State Council

Note 3 and 4: Guiding Opinions on the Promotion of New Infrastructure for Education to Build a High Quality Education SupportSystem, dated July 1st, 2021 and issued by Ministry of Education, 

Cyberspace Administration of China, National Reform and Development Commission, Ministry of Industry and Information Technology,Ministry of Finance, and Peopleôs Bank of China

New Policies Our Positioning
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We will Execute Our China Strategy with Higher Focus and Cost Discipline

Complete Blended Learning 
Product Portfolio

2G + 2B GTM Channel Built 
Over Many Years

Building Blocks of Our Strategy Our Execution Plan

Government Policies 
in Line with Our Vision

Drastically Increase our 
Product Focus

Significant OPEX Cut
in China
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Education
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Very Strong Market Demand ςHighest Growth in Recent Years

COVID Leading to Inelastic Demand 
for Blended Learning

Interactive Classroom Technology is 
a Core Part of Blended Learning

General Market Belief - New Normal of 
Learning will Continue post COVID

Source: FutureSourceConsulting Quarter 1 Interactive Display Global Report, May 2021

Note: Market outlook data referring to volume of interactive display systems in global (excluding China) markets

Low Penetration Globally - Only 
1/3 of Classrooms have Interactive Displays

Ωллл ¦ƴƛǘǎ
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Market Growth Drivers Market Shipment Growth Outlook
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Our Market Share Continues to Increase in 1H

Our Brand Equity

Premium Product 
at the Right Price Points

Expanding 
Sales Channel Network

Unique Blended Learning Focus

Drivers Results ςExpanding Market Share

28.3% 20.8% 21.5%
31.6%

22.9% 27.2%

US UK Germany
2H20 1H21

Market Share Growth ςOur Top 3 Markets
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21.0%

24.5%

2H20 1H21

Global(ex-China) Market Share

Source: FutureSourceConsulting Quarter 2 Interactive Display Global Report, Aug2021

Note: Market share numbers are based on K-12 interactive flat panels



Resulting in Significant Revenue and Volume Growth

Revenue Growth

6.0%

21.5%

Market Growth Promethean Growth

21.0%

35.6%

HoH YoY

Volume Growth (HoH)
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Source: FutureSourceConsulting Quarter 2 Interactive Display Global Report, Aug2021

Note: Volume growth data referring to shipments of K-12 interactive flat panels in global (excluding China) markets, the revenue growth is based on USD denominated numbers



Continuing to Execute with Operational Excellence

* Gross margin also increased to 37.6% from 32.1% on a tariff-neutral basis
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Product Mix

Cost Discipline

Operating Efficiency

1,988

27.1%

27.2% 23.6%

33.0%

2,227

1H20 1H21

ASP
εUSDζ

Gross Margin *

OPEX as % of 
Revenue



Gaming

LIN Chen

Group Senior Vice President
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Achieved Double-Digit Growth, Exceeding Market Average

¸Highlights

¸Opportunities

V άwŜƧǳǾŜƴŀǘƛƻƴέinitiative of Eudemonsto release tremendous IP

valuepotential

V Expansionof new revenuestreamwith new IPsand new genre(eg.

UnderOath,our newACGNgameto be launched)

V Penetrationinto overseasmarket

Total

+14%

+2%

-10%

+1%

+12%

¸Revenue Growth by IP

V Revenueup 12%YoY,continuingmomentumfrom 2H2020

V Continuingconsistentgrowthperformanceof EudemonsIP

V Overseasrevenueincreasedby 29%YoY

V Executionof long-term growth initiatives on track for our other

flagshipIPs
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Core Game IP - Key Metrics

G

Eudemons Conquer Heroes Evolved Neopets

ÅMMORPG

ÅSince 2004

Å4 languages

ÅExisting titles: 4

ÅMAU: 1.02m

Å% of revenue: <10%

ÅMOBA

ÅSince 2012

Å14 languages

ÅExisting titles: 4

ÅMAU: 2.32m

Å% of revenue: < 5%

ÅCasual

ÅSince 1999

Å8 languages

ÅExisting titles: 1

ÅMAU: 0.96m

Å% of revenue: < 1%

ÅMMORPG

ÅSince 2006

Å3 languages

ÅExisting titles: 5

ÅMAU: 3.63m

Å% of revenue: >80% 
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Eudemons IP ςIncreasing User Engagement Leading to Solid Growth

[[

¸Highlights

6%
MAU YoY

14%
RevenueYoY

V Revenueof EudemonsIP returned to double-digit growth in

1H21asexpected,up 14%YoY

V Eudemons Online Pocket Version experienced significant

growth in activeuserswith MAU/DAUup 68%/34%YoY
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Eudemons IP ςEnhanced User Experience with Multi-pronged Content Strategy

Rejuvenation
Chinese 

Culture Elements
IP Crossovers CG Upgrades

Diversified Content Updates

with Higher Frequency

2.19

2.4

4.5

7.14 8.4

Lunar New Year
Event

Post-Holiday
User Returning

IP crossover with 
Iori Yagamiof KOF

Mysterious World of Shan Hai Jing : Prelude

National Holiday Event

Lt ŎǊƻǎǎƻǾŜǊ ǿƛǘƘ άDƻŘȊƛƭƭŀ ǾǎΦ YƻƴƎέ

Time Caravan Themed Event

ShenyuTournament

IP crossover with Wong Lo Kat

New Expansion Pack

3.17
Anniversary

Event

7.25
Expansion

Pack

8.14
Queen of Rose
Tournament
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¸Rejuvenation

V ά9ǳŘŜƳƻƴǎ ¸ƻǳǘƘ ¢ƻǳǊέ ŀǎ ǘƘŜ ƪŜȅ ǘƘŜƳŜ ŦƻǊ ŀƴƴƛǾŜǊǎŀǊȅ ŜǾŜƴǘ

V Offline caravan tour across major cities to attract young players
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¸Chinese Culture Elements

V [ŀǳƴŎƘŜŘ ǘƘŜ άaȅǎǘŜǊƛƻǳǎ ²ƻǊƭŘ ƻŦ {Ƙŀƴ Iŀƛ WƛƴƎ Υ tǊŜƭǳŘŜέ ŜȄǇŀƴǎƛƻƴ ǇŀŎƪ

V Combining the elements of the ancient Chinese mythical story with gameplay
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¸ IPCrossovers

V Lt ŎǊƻǎǎƻǾŜǊǎ ǿƛǘƘ άDƻŘȊƛƭƭŀ ǾǎΦ YƻƴƎέ ŀƴŘ Iori YagamiŦǊƻƳ ά¢ƘŜ YƛƴƎ ƻŦ CƛƎƘǘŜǊǎέ

V Launched special-themed eudemons and exclusive activities to spur user engagement



22

¸CG Upgrades

V Upgrade of self-developed engine to bring in brand new 3D features

V Laying foundation for richer 3D gameplay and contents in future versions 



Conquer IP ςExpanding into More Countries with Enhanced Content

V Extensionof our successfulbusinessmodel in Egypt

to severalcountries- Philippines,U.S., Canada,and

SaudiArabiain 1H21

V Launchednew expansionpack<Almighty Warrior>

in 1H21, bringing new features for the άǿŀǊǊƛƻǊǎέ

role in the game, as well as new storyline and

monetization schemes,driving user engagement

andrevenuegrowth

¸Highlights
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¸Conquer IP Outlook 

V Further expand into Latin American and Southeast Asian markets

V Continue frequent enhancement of contents and gameplay



Heroes Evolved IP ςIntegrating RPG Gameplay + IP Crossover

MOBA + MMORPG

V Integrating MMORPG gameplay features with MOBA, capitalizing 
on sizable market demand of RPG experience

[[23%
Gross Billing HoH

29%
Gross Billing YoY

Heroes Evolved: PC

¸Highlights
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IP Crossover

V Launched the second round of IP crossover with <That Time I Got 
Reincarnated as a Slime>, continuing to attract users from ACGN 
fanbase
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¸Heroes Evolved IP Outlook

V To replicate the MOBA + MMORPG model into mobile version 

V Crossovers with top-tier IPs to drive new users and sales of heroes and skins 



Our Pipeline ςProgressing Towards Open-beta Launch

Eudemons Mobile 2 Under Oath 

V Implemented multiple optimizations 

of gameplay, and completed 3-day/7-

day retention testing in 1H21

V Expected to complete paid testing 

and launch in 2H21

Neopets Match-3

V Combining classic elements of 

άbŜƻǇŜǘǎέ ǿƛǘƘ aŀǘŎƘ-3 features, 

leveraging 20+ years of story 

background and character settings

V Appeal to 150 million+ Neopets fans 

globally, expected to launch in 2H21

V Progressing with enhancement of 

gameplay and CG design towards 

meeting open-beta requirement

V New round of testing to be launched 

in 2H21
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Our Position vs. Current Regulatory Environment

Implementing Strict Measures to Protect Minors (<18 yr )

Promoting More Chinese Cultural Elements in Games

Dfwlyho| H{sdqg Ryhuvhdv wr Hqkdqfh ɎVriw Srzhuɏ

Fostering Alignment with Government Policies in 
Esports, Cultural and Creative Industries

Minors Contribute 
Less than 1% of Our Revenue

Increase Frequency of Updates 
with Chinese Cultural Elements 

Overseas Revenue up 29% YoY

Co-hosted Ɏ2021 Strait Digital 
Sport Convention ɏ

Current Regulatory Trend Our Business
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Second Half Outlook 

New IP



Financial Highlights

Ben Yam

Group CFO
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