GLOBAL GAMING BRAND
MY.GAMES




W MY.GAMES

WELGOME TO MY.GAMES!

MY.GAMES - an international online entertainment provider, developing and publishing modern games for PC, consoles, and
mobile, part of the largest Russian IT holding Mail.ru Group.




ABOUT MY.GAMES

W MY.GAMES

MY.GAMES is a global gaming brand developing, licensing,
and publishing games for PC, consoles, and mobile
devices for over 15 years.

Through our investment division MY.GAMES Venture
Capital (MGVC), we invest in video game studios, with
over 35 partner studios in division’s portfolio.

We have successfully brought many popular gaming
franchises to market, including Warface, War Robots,
Hustle Castle, and many others.

Our offices are located in the US, Europe, Russia, and Asia,
bringing together thousands of gaming industry
professionals with diverse cultural backgrounds and

origin countries.

For 10 years, MY.GAMES has been growing considerably
faster than the market thanks to the diversified portfolio
and continuous business expansion into new territories.
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GLOBAL GAMING BRAND

W MY.GAMES

MY.GAMES is currently among the top-50 leading gaming
companies globally and has diverse expertise in various

gaming market segments.
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We create and publish games worldwide for all modern

platforms
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HOW WE OPERATE

W MY.GAMES

Key operations

B2C and B2B gaming projects

Services available for all
MY.GAMES studios

* SOURCE: INTERNAL DATA, SINCE 2013
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MGUG — AN EXPERT IN GAMING INVESTMENTS NY micames
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MY.GAMES — A COLLABORATION OF DEVELOPERS NY micames

14 35+ FREE ACCESS

internal development I to the expertise and project data
and operation studios MGVC partner studios
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MY.GAMES today — a collaboration of partner studios, each
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PARTNER ENVIRONMENT AS THE DEVELOPMENT DRIVER NY micames

Our strategic goal is to enter the world’s top-25 gaming companies while creating products
that others would look up to.

We believe it’s possible to achieve this goal by developing our partner environment within our company, where everyone is focused on
strengthening each other and opening up new growth opportunities.
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Creative independence Constant expertise exchange Constant growth Mutual help and support
when developing and defining within the MY.GAMES teams and through regular experimentation in in achieving the set goals,
product strategy for each free access to the data development, operation, marketing celebrating victories and
studio accumulated over the years and other gaming business areas analyzing failures together




