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| DISCLAIMER

By attending the presentation meeting or reading the materials of this presentation, you agree to be bound by the following restrictions.

The information in this presentation has been prepared by representatives of DreamSky Technology Holdings Limited (the “ Company” , and together with its subsidiaries, the
“ Group” ) for use by the Group in connection with the presentation. No part of this presentation shall form the basis or be relied upon in connection with any contract,
commitment or investment decision.

No representation or warranty, express or implied, is made by any person as to the fairness, accuracy, completeness or correctness of the information or opinions contained in
this presentation, nor shall any person be liable to rely on any information contained in this material. Neither the Company nor any of its subsidiaries, branches, affiliates,
advisors or representatives accept any responsibility or liability (whether based on negligence or otherwise) for any loss arising from or in connection with the use of this
presentation or its contents. The information set out in this presentation is subject to update, refinement, amendment, verification and correction, and such information may be
subject to material changes.

This presentation has been prepared based on the actual economic, regulatory, market and other conditions as of the date hereof. It is understood that subsequent developments
may affect the information contained in this presentation, and none of the Company, its subsidiaries, branches, affiliates, advisors or representatives undertakes any obligation
to update, revise or confirm such information.

The information communicated in this presentation may contain certain forward-looking statements or statements that may be forward-looking. These forward-looking statements
generally include words such as “ will” , “ may” , “ expect” ,*“ predict” ,“ plan” , “ anticipate” and other expressions of similar meaning. Forward-looking statements
inherently involve risks and uncertainties, as they relate to various events and depend on circumstances that will occur in the future. There may be additional material risks that
are not currently regarded as material, or of which the Company and its advisors or representatives are not yet aware. No person should rely on these forward-looking
statements in light of such uncertainties. None of the Company, its subsidiaries, affiliates, advisors or representatives undertakes any obligation to update or revise forward-
looking statements to reflect future events or developments.

This presentation and the information contained herein do not constitute or form part of any offer to sell, or offer to subscribe for, or any solicitation or invitation to purchase
or subscribe for any securities of the Company or any of its subsidiaries or affiliates in any jurisdiction. Nothing in this presentation or any aspect thereof shall be used as the
basis, foundation or instrument for making any contractual decision or commitment. This presentation and the information contained therein are for your reference only and may
not be disclosed, copied or redistributed in whole or in part to any other person. In particular, any information contained in this presentation may not be taken or transmitted,
directly or indirectly, to or distributed within the United States of America, Canada, Australia, Japan, Hong Kong or any other jurisdiction where such acts are prohibited, unless
in compliance with applicable securities laws. Any failure to comply with these restrictions may constitute a violation of the securities laws of the United States or other
countries. This presentation does not solicit money, securities or other consideration, and no money, securities or other consideration offered in response to this presentation or
the information contained herein will be accepted.

By attending this presentation, you confirm that you will be solely responsible for your own assessment of the market and market position of the Group, and that you will
conduct your own analysis and form your own views as to the potential future performance of the Group’ s business. This presentation shall not be regarded as regulatory,
valuation, legal, tax, accounting or investment advice. Any decision to purchase securities in connection with a proposed offering of securities (if any) should be made solely on
the basis of information contained in the offering circular or prospectus prepared in respect of such offering.

By reviewing this presentation, you will be deemed to have represented and warranted that you and the clients on whose behalf you act are located outside the United States.
You will also be deemed to have represented and warranted that you and the clients on whose behalf you act are professional investors as defined in the Securities and Futures
Ordinance (Cap. 571 of the Laws of Hong Kong) and the rules made thereunder.



I iDreamSky is a game company with integrated global R&D and operation capabilities

Subway 5urfers GCardenscapes War Robots Shanshan Kanami Michele

Self-developed titles have launched on multiple
platforms and entered commercial operation,
laying a solid groundwork for future
performance growth

Under the publishing model, we have multiple
long-lifecycle games, solidifying iDreamSky's
operational foundation

Al optimizes the R&D pipeline, improves operational efficiency,
and creates a better user interaction experience



| stable perfarmance of high-quality game publishing business — a
sustainable and growing business model

Sustainable content : Community
IP collaboration :
updates Operation
4 ) - : -
By developing proprietary characters and g : ;
iterating game versions, we have improved
user stickiness and willingness to pay. Record
/ . Daily payment
h|gh conversion rate
New New 0+ Year-on-year
versions proprietary 23% improvement
charecters Original IP character “ Shan-Shan” attracted
Surfers cross-platform exposure over 200 million times
Through the strategy of "seasonal themes
+ precision collaborations”, we deepen .
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user value and widened commercial ngheSt of Empresses in
boundaries. revenue the Palace

b Year-on-year
22% growth of
16 community users
Themed
versions Gardenscapes Gardenscapes
Gardenscapes Homescapes Empresses in the Palace Harbin Culture&Tourism

Our long-established platform capabilities form the core competitiveness of our publishing model. Through unified platform management,
we achieve a closed-loop ecosystem covering user acquisition, monetization, content updates and user services.
This not only improves the success rate of new product launches, but also ensures the long-term operation of our products.



l Stable performance of high-quality game publishing business — a sustainable and
growing business model
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War Robots Shop Titans
Ranked top in mecha-themed shooting games; In collaboration with classic IPs, we will launch
PC version expected to launch this summer. more game versions and gameplay modes.

The life cycle of multiple games is expected to exceed five years, demonstrating the Company's long-term operation capabilities.

All in Hole Rush Royale Castle Duels
Payment testing for WeChat and TikTok mini-programs has A PVP strategic tower defense game; Combines three key mechanics:
been completed, with cross-platform launch and operations Already completed two rounds of small-scale card-building, real-time PVP, and auto-chess.
to commence in the second quarter. closed beta testing.

Rich product pipeline continuously unlocks business growth potential.



l Strinova has been launched across multiple platforms, entered commercial operation
and started generating profit, with its Bilibili follower count exceeding one million

PC Version Mobile
Version
o year-on-year growth
40% of daily Bctivity ranked No.1
upon its debut
SRl 7 - ST 90 %* year-on-year monthly
ﬂ:, Tl RS revenue growth on various platform
":‘“'inzfﬁ FEH?]‘]I)E N 73.80p Monthly Active charts such as iOS,
: ARPU Increase o
The milestone breakthrough TapTap, Bilibili
Collaboration with Harbin Culture & 100W+ i Siltbilt official fanbase
Nearly 5,000 players participated, with the peak ) o Tourism -
number of online live stream viewers exceeding 1 A winter-limited was launched, driving a recovery
million in user activity alongside the New Year’ s Day
L. update. .
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Outbreak Map Workshop Extraction Operation
Sustained content updates, balance adjustments Gameplay satisfaction ranks top, with nearly 40,000 Enhance capabilities in large-scale map development,
and expanded gameplay diversity. creators participating, which has ignited players' and unlock new possibilities for the long-term
creative enthusiasm and boosted community evolution of the product.
engagement.

*For the period January to February 2026 compared with the same period in 2025



I Taking characters as the core and games as the carrier, we continuously expand the IP
value of our characters

Strinova Al Lounge

Collectible figure of Celestia in Spectacular fan turnout

Strinova

We use Al technology to reshape character interaction and immersive experiences, deepening emotional connections with users.
We unlock the full commercial value of our IP across all channels, building a closed loop of "content — experience —
consumption” to support long-term IP operation and rising brand value.

Driven by Al, we innovate user experience; empowered by an IP ecosystem, we unlock sustainable long-term growth.



iDreamSky Gaming AI: Reshaping Game Development, Live Operations and Player

Interaction Experience

Al for Game—
~ Research&Development
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. A self-developed Al battle engine based on reinforcement learning to
improve matchmaking quality across all ranks.

. In-depth collaboration with world-leading Al model providers to
systematically integrate cutting-edge large model capabilities into the
R&D pipeline, comprehensively accelerating content production and
engineering efficiency.

. We use Al for voice-of-player analysis, KOC management and scalable
high-quality content production.

. Content production costs have been reduced and significantly decision-
making efficiency has been improved.

Operation

UDD Al in Game—New Player

Ecosystem

F

« Emotional Companionship——Strinova Al Lounge

e Our technical architecture offers the potential of full-matrix
reuse, transforming evergreen IP characters into sustainably
manageable digital assets.

« We have opened up differentiated monetization channels
such as character subscriptions and in-depth emotional
services, building barriers in user relationships.



| 2025 Financial Performance Overview

Total Revenue

1.338 Dbillion yuan

D‘ Net cash inflow from operating activities
ol a

67.27 million yuan

Returned to profitability
Net Profit Adjusted Net Profit

19.92 Mlon 201 million

yuan yuan

Costs and Expenses (in 100 million yuan)

A 18.2%

2.32

196

2024 M 2025

165

126 ¥ 25.3% )
0.94 083 ¥ 49.8%

Selling and Marketing Expenses

The increase in marketing
expenses was mainly
driven by higher
promotional spending on

the PC and mobile versions

of Strinova, as well as
newly launched games.

General and Administrative

Expenses R&D Expenses

The decrease in general and
administrative expenses was
attributable to our refined
cost control measures,
including the proactive
optimization of public
expenses and strict control
over non-essential expenses,
achieving scientific cost
reduction and efficiency
enhancement.

R&D expenses decreased significantly
compared with the same period last year,
mainly due to the maturing of our
internally developed game Strinova,
which resulted in lower related R&D
spending. Meanwhile, the full adoption
of Al technologies across all stages of
game development has effectively
improved R&D efficiency, further
reduced R&D costs, and driven the
optimization of overall R&D expenses.



] Company History
2009

Established Shenzhen Mengyu Technology Co, Ltd,
mainly
engaged in mobile Internet business.

2011

Established Shenzhen iDreamSky Technology Co, Ltd.
Successfully released popular mobile games such as
Fruit Ninja and Angry Birds.

2012

Started operating online games.
Successfully released Temple Run.

2013

Successfully released the global classic running mobile
game Subway Surfers.

Received investment from THL A19 Limited, a subsidiary
of Tencent. Became the only domestic mobile game
publishing company that Tencent invested in.

2014

Successfully listed on NASDAQ and became the
youngest listed company in NASDAQ's history.

2015

Successfully released Monument Valley and
Skyland: Heart of the Mountain.

Recognized by Deloitte as The fastest-growing high-
tech company in Shenzhen.

2016

Developed large-scale self-developed MMO mobile
games and successfully released products such as
Tank Battles and Saint Seiya-Assembly.

Completed privatization and delisted from NASDAQ in
September.

2017

Successfully released Gardenscapes, which ranked among
the top 10 global mobile gaming revenues.

Opened the first Tencent Video Great Moments Voyage in
cooperation with Tencent.

2018

Listed on the HKEX in December (stock code:1119), with
Sony and JD as cornerstone investors.

Sponsored the first Macau Esports Carnival.

Successfully released Homescapes and authorized Tencent
to distribute FIFPro World Players’ Union and Cross
Gate.

2019

Expanded our efforts on self-development and started self-
developing products such as Glory All Star.

Hosted the GameDaily Connect Global Game Developer
Conference.

2020

Reached a strategic cooperation with Tencent Cloud.
Released the self-developed RTS mobile game Art of War
1.

Jointly held the 2020 JD National Campus League with JD.
Cooperated with Tencent WeGame to launch a new version
of the Warframe for the Chinese market.

2021

Self-developed games such as Glory All Stars and Super
Animal Royale released.

Authorized our self-developed game Strinova to be
exclusively distributed by Tencent in mainland China.
Cooperated with Tencent to operate Black Desert.

Reached a strategic cooperation with Huawei to explore high-
quality content ecology.

Reached a strategic cooperation with e-Star gaming to build a
professional esports event ecosystem.

Obtained QQfamily IP authorization from Tencent, and opened
the first QQfamily flagship store.

2022

9-year-old Subway Surfers returned to the top and ranked
1st on the iOS Download List for 33 days.

Self-developed Chinese style casual mobile game Merge
Endless launched.

The revenue of the side-scrolling ARPG Glory All Stars
exceeded RMBL billion.

The QQfamily stores expanded from the Greater Bay Area to
the whole country, with 40 stores nationwide.

2023

Strinova and Delta Force: Hawk Ops obtained their publishing
licenses.

The number of users in Fanbook exceeded 10 million, with the
DAUs exceeded 1 million.

Self-developed game Strinova launched the closed beta test
for PCon 3 August 2023.

QQfamily realized independent operation.

2024

Successfully released War Robots and Shop Titans.
Officially launched the PC version of Strinova in China and
abroad; joined the Esports World Cup.

Reached a strategic cooperation with SCCCto promote the
development of gaming and e-sports in Saudi Arabia.
Established a joint innovation laboratory with Tencent Cloud.

2025

Strinova has launched a paid test for its mobile version, and
the nationwide launch process will commence sequentially
upon completion of the test.

Premium overseas games such as Rush Royale, All in Hole
and Castle Duels All in Hole will be launched one after
another.
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