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Gaming industry: at a glance

. $189.3b (+2.9% YoY)

. leading public gaming
ETFs up 4-12% YTD (vs S&P 500 = 10.7%)

. $574m across

123 rounds (funding is +80% QoQ, number
of rounds are +24% QoQ)

Key Trends

* Emerging IPO candidates in gaming

* Potential US TikTok ban

* Disney invests in Epic Games

* App Store sees increased scrutiny

* Apple Vision Pro: limited gaming use cases
* The rise of the indie developer

Source: CB Insights, Newzoo, public reporting, Drake Star

Total gamers in 2023 by region (millions):
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Gaming is expected to be a $189b market in 2024
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Source: IFPI, Newzoo, Arstechnica, MPAA, Mordor Intelligence, Konvoy
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Gaming funding: private markets overview
Strong Q1 private market performance is driven by Disney <> Epic ($1.5b)

& in millions Il Other Transactions! VC2
2020: $6,995 2021: $14,864 2022: $14,884 2023: $2,723 2024: $2,177
[ A 10 A 1 A 1 A 1 o A 1
$7,143 .
$1.5b of $1.6b in Other
Transactions! for Q1-24
$5.004 attributed to Disney <> Epic
mose [ o
<o [
$ $2,695
- . $2,024 $2,177
$1,057 $1,306 #1554 Bl s

, [ ] Bl - g507 $7I8 4,49
I —

Q1-20 Q2-20 Q3-20 Q4-20 Q1-2 Q2-21 Q3-21 Q4-21 Q122 Q2-22 Q3-22 Q4-22

Q1-23 Q2-23 Q3-23 0Q4-23 Q1-24

1: Includes transactions such as Private Equity, Growth Equity, Corporate Minorities, PIPEs, and others. This excludes M&A; 2: VC includes Pre-Seed
through Series K VC; Note 1: Historical data across reports is subject to change, as source adds new deals as they become public; Note 2: Updated 4/29

to remove falsely reported deal; Source: CB Insights
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Gaming VC funding: $574m (+80% QoQ) in Q1-24
Early and Growth VC funding has normalized to pre-COVID levels, Late remains absent

$ in millions

Unattributed VC Late Growth [l Early
2020: $2,812 2021: $9,977 2022: $6,796 2023: $2,177 2024: $574
[ A 10 A 1 A || A 1 o A 1
$3,360
$3,014 $2,897
$1,983 '
$1,621 ’ $1,652
— $1,366
$1,065
$780 $880 | g$827

$550 4.0 $526  $505 $574

$319

Q1-20 Q2-20 Q3-20 Q4-20 Q1-2

Q2-21 Q3-21 Q4-21 Q122 Q2-22 Q3-22 Q4-22 Q1-23 Q2-23 Q3-23 Q4-23 Q1-24

Note 1: Early = Pre-Seed through Series A, Growth = Series B through D, Late = Series E+ VC; Note 2: Historical data across reports is subject to change,
as source adds new deals as they become public; Note 3: Updated 4/29 to remove falsely reported deal; Source: CB Insights
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Gaming VC deals: 123 (+24% QoQ) in Q1-24
Q1-24 reversed the deal volume decline that we have seen since Q1-22

# of deals Unattributed VC Late Growth [l Early

2020: 418 2021: 689 2022: 761 2023: 456 2024: 123
| A A | A

Q1-20 Q2-20 Q3-20 Q4-20 Q1-2 Q2-21 Q3-21 Q4-21 Q122 Q2-22 Q3-22 Q4-22 Q1-23 Q2-23 Q3-23 Q4-23 Q1-24

Note 1: Early = Pre-Seed through Series A, Growth = Series B through D, Late = Series E+ VC; Note 2: Historical data across reports is subject to change,
as source adds new deals as they become public; Note 3: Updated 4/29 to remove falsely reported deal; Source: CB Insights
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Gaming VC: a healthier funding environment
A higher proportion of deals are making up 80% of funding
= % of deals that make up 80% of funding Unattributed VC Late Growth M Early

$ in millions % of deals

22% of deals have made up 80% of disclosed
funding, signaling a well-distributed and
healthier investment environment

$9,978

$10,000 - 23% 299, - 26%
) 19% / I .
$8,000 . $6.796 20%
$6,000 - 13% M 1N - 15%
$4,000 - - 10%
2,812
$ $2,177
$2,000 - - 5%
$574
$O . — eeee—— | 0%
2020 2021 2022 2023 Q1-2024

Note 1: Early = Pre-Seed through Series A, Growth = Series B through D, Late = Series E+ VC; Note 2: Historical data across reports is subject to change,
as source adds new deals as they become public; Note 3: Updated 4/29 to remove falsely reported deal; Source: CB Insights
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Gaming VC: early-stage capital distribution

80% of early-stage funding went into 31% of deals
% of deals that make up 80% of funding Il Early

$ in millions Almost 1/3 of early-stage deals have made up 80% of % of deals

funding this quarter, signaling a well-distributed and
healthier investment environment

$3,500 - $3,345 31% - 35%
$3,000 - 30%
$2,500 - 25%
$2,000 - 20%
$1,500 - 15%
$1,000 - - 10%
$500 $315 - 5%
$0 IS

2020 2021 2022 2023 Q1-2024

Note 1: Early = Pre-Seed through Series A, Growth = Series B through D, Late = Series E+ VC; Note 2: Historical data across reports is subject to change,
as source adds new deals as they become public; Source: CB Insights
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Gaming in the public markets

ESPO has outperformed the S&P 500 YTD but both have similar performance since Q1-20

Stock performance of gaming ETFs, % change from January 2020 ESPO — HERO

S&P500

YTD Performance (3/31):
+ ESPO:12.8%

* HERO: 4.9%

+ S&P 500:10.8%

2020 2021 2022 2023

Source: Public reporting as of March 31, 2024; Note: ESPO seeks to track the MVIS Global Video Gaming and eSports Index
(MVESPOTR), HERO seeks to track a modified market-cap-weighted global index of companies in video games and esports industry
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Public gaming companies hold $35b in cash
and equivalents; a healthy M&A environment

Gaming companies Tech companies with gaming divisions
Company Cash & equivalents? (USD)

$9.6b amazon $73.9b

G $3.00 Q0 Meta $65.4b

o sea $2.8b @& Apple $40.8b

@ Electronic Arts ~ $2.7b Tencent B&if $24.3b

KRAFTON $2.4b Google $24.0b

@ NEXON $2.0b B® Microsoft $17.3b

$1.7b SONY $14.3b

Others' $11.1b NETFLIX $7.1b

Total $35.3b Total $267.2b

1: Bandai Namco, Unity, Square Enix, Ubisoft, Sega, Playtika, TTWO, Roblox, Applovin, Embracer, NCSoft; 2: Does not include short-
term investments; Source: Latest public reporting (converted to based on historical exchange rate)
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Gaming M&A: 40 transactions in Q1-24

Similar number of M&A transactions YoY and QoQ

2020: 146 2021: 254 2022: 200 2023: 138 2024: 40

| A A | A
LI | LI |

72
67 70
60
55
50 51
44 44 a1 a1 40
35
30

28
24 26

Q1-20 Q2-20 Q3-20 Q4-20 Q1-2A1 Q2-21 Q3-21 Q4-21 Q122 Q2-22 Q3-22 Q4-22 Q1-23 Q2-23 Q3-23 Q4-23 Q1-24

Note 1: Deals are not included in the private markets overview or the debt financing overview; Note 2: Deal transaction values are
predominantly not disclosed; Note 3: Historical data across reports is subject to change, as source adds new deals as they become

public; Source: CB Insights
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Largest gaming tech & platform VC deals

Gaming tech & platform investments — Q1 2024

Company name Stage Raise, $m Region
splash sports Splash Sports Series A $14.1 North America
"""" W4  waGames  SeresA 41 Euope
 Jelixir  EirGemes  Seed  $140  North America
== Playton ~ Seed  $100  North America
B\ athix . Seed $85  North America
. BB Forgotten Playland  Seed $70  North America
‘MBockGames  BlockGames  Seed $60  Euope
'HELIKA Helka SeriesA $59  North America
" Nolgo  Wanwuntong  Seed $50  Asia
EX el seed $50  North America

Source: CB Insights

Comments:

7 of the top 10 Tech &
Platform deals were
into companies in
North America

The top 10 Tech &
Platform funding
totaled $89.6m (-13%
QoQ)

3 of the top 10 Tech &
Platform deals are
building in the
alternative game
engine / operating
system space (W4
Games via Godot,
Playtron, and Jabali)

KONVOY

12

o0



Largest game content VC deals

Game content investments - Q1 2024

Company name Stage Raise, $m Region

Build A Rocket Boy Series D $110.0 Europe
Cogm Second Dinner Series B $1000  North America
fParacee  Parallel Series B $350  North America
WEETRUES MetaKing Studios  Seed  $150  Asia
""""""""""""""""""""""" SeriesA  $120  Australia
@] carbonated SeriesA $10  North America
™ MetCene SeriesA  $100  Asia
P00 owewold  Seed  $100  NorthAmerica
EEM  MikeGames  Seed  $100  NorthAmerica
M = Pelmon  Seed $80  North America

Note: Updated 4/29 to remove falsely reported deal; Source: CB Insights

Comments:

Content was a large
driver of disclosed
deal activity this
quarter

The top 10 Content
deals totaled $321.0m
($117.5m in Q4 2023,
+173%), primarily
driven by the top 2
deals

This quarter, there
were 3 Growth-Stage
Content deals with
large disclosed deal
volumes >$15m (vs O
for Tech & Platform)

KONVOY
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Gaming deals globally:

Gaming venture funding in Q1 2024, $m

at a glance

M Early Growth Late Unattributed VC
Number of gaming venture deals in Q1 2024

320
300
280
260
240
220
200
180
160
140
120
100
80
60
40
20

$318
$4

$142

$160

$0
$110 $85
$82
$50 $12
$0 $0
North Europe Asia Australia South Africa
America America

54
0
47 S
4
(0]
4
49
19
o 070
17
2 1
— °
North Europe Asia Australia South Africa
America America

Note 1: Early = Pre-Seed through Series A, Growth = Series B through D, Late = Series E+ VC; Note 2: Some funding amounts may not be
disclosed in source data; Note 3: Updated 4/29 to remove falsely reported deal; Source: CB Insights
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NA: Q1 funding was a 1-year high (+111% QoQ)

M Early Growth Late Unattributed VC
Gaming venture funding from Q1 2020 through Q1 2024, $m

20: $1,770 “21: $5,535 “22: $2 377 ‘23: $861 “24: $317
r L 1 T . 1 T’ A 1 T A 1T . 1
$1,989

$1,537 i ;
$1,244 | 3

sao o cos 668 | $765 1$826 g716 Largest VC deals in Q1
292 ; 1

' $508 '

Q1 Q2 Q3 Q4. Q Q Q Q4. Q Q Q3 Q4:Q Q2 Q3 Q4! Qf _...Second Dinner $100.0m_
. Parallel $35.0m
# of gaming venture deals from Q1 2020 throughQ12024 | Splash Sports ________ $14.1m
. ElixirGames $14.0m
20: 157 “21: 245 “22: 264 “23: 178 “24:47 Carbonated  $11.0m
, . w . ¥ . o . = Overworld $10.0m
; 8o | g7 ; ; ... Playtron $10.0m__
§ s 58 : 6 57 | e2 e Mika Games $10.0m
40 40 3 41 | 46 = | 3 41 a0 g5 A Bthix $8.5m
! ! ! ! _Forgotten Playland . $7.0m

; ; ; ; Helika $5.9m

Qt Q2 Q3 Q4 Ql Q2 Q3 Q4 Qt Q2 Q3 Q4 Qt Q2 Q3 Q4

Note: Early = Pre-Seed through Series A, Growth = Series B through D, Late = Series E+ VC; Source: CB Insights
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Europe: Q1 funding was a 1-year high (+113% QoQ)

M Early Growth Late Unattributed VC
Gaming venture funding from Q1 2020 through Q1 2024, $m

‘20: $385 ‘21: $2,061 ‘22: $1,323 ‘23: $350 ‘24: $160
r A 1 [ . 10 . 1 7 . 1 T . 1 ’;
1 $890 ! ! 1
! » : ! ! A o
! $600 1 1
R sam || g %% $305 $322 $2083 ‘ Largest VC deals in Q1
165 | $200 ‘ | |
$30 s$a9 141 $ 3 3 3 $110 $106 g59 $75 | $160 Company Size
Ql Q2 Q3 Q4 Q Q2 Q3 Q4 Q Q2 Q3 Qi Q Q@ Q3 Qi Qf Build A Rocket Boy $110.0m
W4 Games $14.1m
# of gaming venture deals from Q1 2020 through Q1 2024 Cathodral Studios $6.7m
“20: 113 21: 154 22: 166 23: 86 24:19 | BlockGames ! $6.0m
' : X : X : 1 : \——_ SaltwaterGames $55m
! 55 | 60 ‘ ‘ 7 Digital Labs $4.0m
! : a7 ! !
36 : 37 H ' '
30 w 33 29 v 34 ‘
24 23 : 1 25 1 27 25 45 i

Q1 Q2 Q3 Q4 Q1 Q2 Q3 Q4;Q Q2 Q Q4 Q Q2 Q Q4 Qf

Note: Early = Pre-Seed through Series A, Growth = Series B through D, Late = Series E+ VC; Source: CB Insights
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Asia: high deal count, low disclosed funding

M Early Growth Late Unattributed VC
Gaming venture funding from Q1 2020 through Q1 2024, $m

(
20: $526 ‘21: $2,249 ‘22: $2,763 ‘23: $889 ‘24: $85
A L A A L
r 1 [ 10 1 7 1 T 1
i $1,309 I i \’j
1 ? 1 i e
' $531 ga77 s519 22| 591 $518 oo | Largest VC deals in Q1
s62 73 9168 $225§ = N  HH $224 $193  go3 | 85 Company Size
Q1 Q2 Q3 Q4. Q1 Q2 Q3 Q| Q Q Q3 Q4. Q Q Q3 Q4. Qf MetaKing Studios $15.0m
MetaCene $10.0m
# of gaming venture deals from Q1 2020 through Q1 2024 Liquidnitro Games $5.3m
20: 138 ‘21: 265 22: 208 23: 180 “24: 54  CrystalFun $5.0m
f 1 1T : VT 1 \ 1 = W anruntong . $ 75”07?7‘7”
' 108 Jieerwei Media $4.9m
! 89 ' [ el e L E L L L L
1 1 75 ‘ ‘ Ultiverse $4.0m
I 63 61 61 ‘ !
; 52 54 | D B4 e T
26 27 42 43 46 44 43 47 Panana Studio $3.7m

Q1 Q2 Q3 Q4 Q1 Q2 Q3 Q4 Q Q2 Q3

Q4 Q1 Q2 Q3 Q4 Qi
Note: Early = Pre-Seed through Series A, Growth = Series B through D, Late = Series E+ VC; Source: CB Insights
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Australia: 28% of 23 funding in Q1-24

Il Early Growth Late Unattributed VC
Gaming venture funding from Q1 2020 through Q1 2024, $m

‘20: $8 ‘21: $113 “22: $263 ‘23: $43 ‘24: $12
r A 1 [ . 10 . 1 7 . 1 T . 1
| | $219 |
s68 ; 3 Largest VC deals in Q1
i 38 | i i
$1 $0 $0 $7 | $5 $2 $-} $-27 $17 g0 | $6  $7 $-3° $1 1 $12 Company Size
Q1 Q2 Q3 Q4. Q1 Q Q3 Q| Q Q Q3 Q4. Q Q Q3 Q4. Qf lluvium $12.0m

# of gaming venture deals from Q1 2020 through Q1 2024

20: 5 ‘21: 13 22: 16 23: 6 24:2

Q1 Q2 Q3 Q4 Q1 Q2 Q3 Q4;Q Q2 Q Q4 Q Q2 Q Q4 Qf

Note: Early = Pre-Seed through Series A, Growth = Series B through D, Late = Series E+ VGC; Note 2: Updated 4/29 to remove falsely
reported deal; Source: CB Insights
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South America: no deals! since Q2-23

M Early Growth Late Unattributed VC
Gaming venture funding from Q1 2020 through Q1 2024, $m
‘20: $120 ‘21: $12 ‘22: $46 ‘23: $7 ‘24: $0
r A 1 [ . 10 . 1 7 . 1 T . 1
$120 j ; 3
| 3 34 ‘ | Largest VC deals in Q1
$0_ $0 sois2 so so SO 32 so so %6 s so so0 | s0 Company Size
Q1 Q2 Q3 Q4 Qr Q2 Q3 Q4 Qr Q2 Q3 Q4 Q Q2 Q3 Q4 Qf No deal data available
# of gaming venture deals from Q1 2020 through Q1 2024
‘20: 1 21: 7 22: 9 23: 4 ‘24: 0
A 1 A A 1
r 1 [ 10 1 7 1 T 1
» |
1 : ‘
o o o  gm o o ; ‘ o o o0
Q1 Q2 Q3 Q4 Q1 Q2 Q3 Q4;Q Q2 Q Q4 Q Q2 Q Q4 Qf

1: Announced deals; Note: Early = Pre-Seed through Series A, Growth = Series B through D, Late = Series E+ VC; Source: CB Insights
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Africa: 1 deal done in Q1-24

M Early Growth Late Unattributed VC

Gaming venture funding from Q1 2020 through Q1 2024, $m

‘20: $3 ‘21: $8 ‘22: $24 ‘23: $27 ‘24: $0
r A 1 [ . 10 . 1 7 . 1 T . 1
1 | s27 1 /
Largest VC deals in Q1
so 33 so o so $1 S g0 | $0 $0 $0 | $0 Company Size
Q1 Q2 Q3 Q4! Qi Q2 Q3 Q4! Q Q Q3 Q4. Qi Carrylst* Unknown
# of gaming venture deals from Q1 2020 through Q1 2024
‘20: 4 21: 5 22: 8 23: 2 ‘24: 1
A 1 A A 1
r 1 [ 10 1 7 1 T 1
3 3
2 2 2

1
H -0 - N
Q1 Q2 Q@ Q4 Q1 Q2 Q3 Q4 Q Q Q Q. Q4 Q Q3 Q4. Qi

* Denotes Konvoy portfolio company; 1: Undisclosed deal amount; Note: Early = Pre-Seed through Series A, Growth = Series B through D,
Late = Series E+ VC; Source: CB Insights

11 A I 1 b1
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1 Emerging IPO candidates in gaming

2 Potential US TikTok ban

3 Disney invests in Epic Games

q4 Apple sees increased scrutiny, opening the door for companies like Epic Games

5 Apple Vision Pro: limited gaming use cases

6 2024: the rise of the indie developer

Trends + Current Events
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1 Emerging IPO candidates in gaming

ivity: Leadership
Market activity: Company Est. Total raised, $m commentary
*  Context: Reddit’s IPO on March 20th, 2024, . .
was the first US Tech IPO since September @ Epic Games 1991 $8,127m Link
2023. The positive trading in the days T T
following IPO have raised the question about m __[_)'_S_?O_':O_l _________________ _2_0_115 _____ $i ???_T_____________l_‘irjlf __________
the “IPO window” reopening Improbable 2012 $866m N/A
* The high interest rate environment has | - mmmmmmmmm oo mme e mmme e
shifted investors away from the “growth at ? Niantic 2011 $770m Link (2019)
all costs” mentality towards profitability et T et e e e Ty
+ Companies that have right-sized, proven out e __E_)f‘?in_ _G_ei\r_n_e_s_, ___________ _2_0_1_9 _____ $i 4_1_6_7_rr_1_““““““[\l_/_A_ __________
and started to execute on a path to .
profitability are likely the ones to come to @ Moon Active 20Mm $426m Link
market first and be well received by investors | ~TTTTTTTTmmmm o oo Ao m A m T e
MPL Mobile Premier League 2018 $378m N/A
s Likely not targets ($ raised): VSPO (~$470m), | o
Mindmaze (~$350m), Cloud Imperium Games HE Homa 2018 $165m N/A
(~$315m), Rec Room (~$300m), Probably | o
Monsters (~$270m), From Software ﬁ VNG 2004 $29m Link
(~$260m), Supercell ($142m), Riot Games | o ________.
($16m), Mihoyo (N/A) “s  Smilegate 2002 N/A N/A

Smilegate

Source: The Wall Street Journal, CB Insights
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https://www.wsj.com/tech/epic-games-tim-sweeney-fortnite-d5476972
https://fortune.com/2019/01/16/pokemon-go-niantic-series-c-funding-ipo/
https://www.bnnbloomberg.ca/discord-to-offer-rewards-for-gamers-as-ceo-considers-ipo-1.2044117#:~:text=%E2%80%9CAt%20some%20point%2C%20we',%2Donly%20spaces%2C%20he%20said.
https://growfers.com/story/moonactive/
https://www.scmp.com/tech/tech-trends/article/3232109/vietnamese-video-gaming-and-social-media-start-vng-files-be-countrys-first-tech-firm-go-public-us

2 Potential US TikTok ban

What happened:

In March, 2024, the US House of Representatives overwhelmingly
passed a bill called the "Protecting Americans from Foreign Adversary
Controlled Applications Act" which requires TikTok's parent company
ByteDance to sell the app within 6 months or face a ban in the US

A Senate decision is unknown: Senate Majority Leader Chuck Schumer
has been noncommittal about a fast decision, saying the Senate will
"review the legislation" when it arrives from the House

US consumer pushback: There are concerns that this ban could violate
free speech, as it has become a major platform for expression and
content creation. Experts say that even with a ban, TikTok’s >100m US
users would likely still find ways to access the app (though it would
"harm its reach®)

Gaming implications: To date, TikTok has provided a valuable
platform for smaller game developers to showcase their games and
reach new audiences. The loss of TikTok could disrupt this flow of
gaming-focused viral content and culture, especially for indie and
smaller game studios

Source: CBS, Kotaku

o' TikTok

China

China has criticized the potential ban, saying the US
should “stop unjustly suppressing foreign companies”.

However, many websites, apps and tools are banned
or blocked in China, such as Google, Snapchat, The
Economist, BBC, The New York Times, The Wall Street
Journal, Wikipedia, Bloomberg, Reuters, TIME, Yahoo,
Gmail, Quora, Spotify, and Slack.

Also, the TikTok available in China is not the same
version that US consumers use.

China has banned the following apps (year banned):

» Facebook - 2009 * WhatsApp - 2017
* Twitter / X- 2009 * Pinterest - 2017

* YouTube — 2009 + Discord — 2018

* Instagram — 2014 + Twitch - 2018

* Tumblr - 2016

KONVOY
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3 Disney invests in Epic Games

Disney’s virtual theme park:

« In February 2024, Disney announced that they will be investing $1.5b
in Epic Games and will be launching a multi-year collaboration on
Epic’s UEFN platform which will capture “all-new games and
entertainment universe that will further expand the reach of beloved
Disney stories and experiences” (video preview)

* This expansion to UGC marks Disney’s newest phase of exploration in
the gaming space, which over the past 30 years has oscillated in focus
between in-house development or licensing

* Mattel: announced they will be doubling
down in games and will start self-

+ Attractive creator payouts: UEFN is sharing 40% of revenue with publishing. Historically, the group has
creators (engagement payout: attracting new players and player focused on licensing games
retention) vs Roblox who share 24.5%' (in-game purchases) plus 4.8%
(engagement-based: also known as “premium” revenue)

Epic is positioned to capture brand interest in gaming:

*  Warner Bros: will be moving away from 1
big game per year (e.g., Hogwarts Legacy)

+ UEFN is going all in on the “engagement model” while Roblox has to a set of live-service (and likely F2P,
continued to lean on their in-game-purchases-heavy model mobile) titles

1: For all non-web-based or desktop transactions; Source: The Walt Disney Company, Epic Games, Mattel, Warner Bros
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https://thewaltdisneycompany.com/disney-and-epic-games-fortnite/
https://thewaltdisneycompany.com/app/uploads/2024/02/BulldogCollide44DigitalH_Eng_Twitter.mp4?_=1

4 Apple sees increased scrutiny, opening the door
for companies like Epic Games

What happened:

*+ The Supreme Court declined to hear appeals from both Apple and Epic Games in January 2024, bringing an end to the legal saga.
This upheld the lower court's ruling, which largely sided with Apple but barred Apple from blocking developers from promoting
alternative payment options within their apps

* In March 2024, the US Department of Justice and 17 state attorneys general filed a major antitrust lawsuit against Apple. The
lawsuit accuses Apple of illegally monopolizing the smartphone market through its control over the iOS App Store

+ Epic Games affirmed its commitment to bringing the Epic Games Store to iOS and Android before the end of 2024 during GDC in
March 2024

What does this mean?

* Increased regulatory pressure on the control that the iOS App Store has on its mobile ecosystem will continue to drive
momentum towards alternative forms of payment

*  We believe that this will also have implications on distribution and result in the rise of third-party app marketplaces

Source: Apple, CNBC, Digital Trends
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5 Apple Vision Pro: limited gaming use cases

Source: Apple, CNBC, Sixcolors

Apple released 600 games and apps for the Apple Vision Pro (AVP),
including an accessible version of Apple Arcade (>250 games) and new
spatial games like Game Room, What the Golf?, and Super Fruit Ninja that
transform the user's physical space and provide engaging, immersive
gameplay

The Vision Pro features ultra-high-resolution displays, a powerful M2
processor, and intuitive eye and hand-tracking controls, enabling
immersive gaming experiences

While the initial sales of the Vision Pro are expected to be relatively low,
analysts believe that more affordable versions in the future could lead to
widespread adoption and significantly impact the gaming landscape

Takeaway: The Vision Pro has at launch, as it
is still a new and powerful technology looking for broader applications.
Since the AVP is not primarily focused on gaming, developers are
expected to create exciting apps that go beyond just gaming and leverage
the headset's advanced features

KONVOY
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https://apps.apple.com/us/app/game-room/id1642897935
https://apps.apple.com/us/app/what-the-golf/id1415190483
https://apps.apple.com/us/app/super-fruit-ninja/id6450550849

6 2024: the rise of the

* Indie titles have successfully competed in terms of player
experience: the average Steam rating for indie and AAA
games has nearly converged, at 72% and 74% respectively

« Back in the spotlight: in Q1, breakout hit Palworld ($6.75m
budget) surpassed 25 million units sold, joining the likes of
games like Minecraft, Stardew Valley, Among Us, Fall Guys
and Valheim

Top games on Steam by YTD gross revenue, $m
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Source: VG Insights, Steam

indie developer

Steam games rating by publisher classification, %

Paid AAA — Paid Indie
80% - 78% 78% 79%

74% 74%

72% 73% 72%

2018 2019 2020 2021 2022 2023

The democratization of developer tools

Developer tools have consistently decreased costs and
reduced the time and resources required to make a game,
which has allowed for more focus on quality.

The importance of these tools is only set to increase in the
coming years, especially as Al begins to play a more
significant role in further and incrementally streamlining
game development.
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Top gaming industry conferences / events

2024 events schedule

Event Location Dates Category
Pocket Gamer Connects* Multiple Multiple Gaming

S incisco, CA March 18-22, 2
GamesBeat Summit 2024 Los Angeles, CA May, 2024 Gaming
Augmented World Expo (AWE)* Long Beach, CA June 18-20, 2024 Gaming, Technology
Gamescom Latam (Prev: BIG) Sdo Paulo, Brazil June 26-30, 2024 Gaming, Media
Siggraph* Denver, CO July 28 - August 1, 2024 Gaming, Media, Technology
Gamescom Germany¥* Cologne, Germany August 21-25, 2024 Gaming
Tokyo Game Show Tokyo, Japan September 26-29, 2024 Gaming
Web Summit Lisbon, Portugal November 11-14, 2024 Gaming, Technology
Slush* Helsinki, Finland November 20-21, 2024 Gaming, Technology
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* denotes events our team at Konvoy plans to attend
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Konvoy: by the numbers

Assets under
management (AUM) >

Investments!

Our top newsletters published in Q1 2024:

The Era of the Indie Game

1.
2. Anime ($31b) is Underutilized in Gaming
3.

4. The Good and Bad of Free-To-Play

5.

A Whole New ($1.5b) World: Epic + Disney

A Shifting Esports Landscape

1: Initial investments

Funds

Of all funds invested
outside of NA

KONVOY
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https://www.konvoy.vc/content/the-era-of-the-indie-game
https://www.konvoy.vc/content/anime-31b-is-underutilized-in-gaming
https://www.konvoy.vc/content/a-whole-new-1-5b-world-epic-disney
https://www.konvoy.vc/content/the-good-and-bad-of-free-to-play
https://www.konvoy.vc/content/a-shifting-esports-landscape

Konvoy invests in the platforms and
technologies at the frontier of gaming

Investment Stage Check Size Fund Ill

Pre-Seed, Seed, $1m - $5m
Series A

$150m

REASY o
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T DORIAN CANOPUS SANL® []EDGEGAP SIPHER eMecho3D @Solsten G cositivesd
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https://form.typeform.com/to/B2MhblIX?utm_source=Konvoy#stage=Applied&source=Webform
https://www.muxy.io/
https://blerp.com/
https://www.quicksave.fi/#home
https://www.themirror.space/
https://www.proxima.gg/
https://www.goss.media/
https://www.genopets.me/
https://bunch.live/
https://hiberworld.com/
https://operaevent.co/
https://www.playrole.com/
https://www.afference.io/
https://solsten.io/
https://canopusnetworks.com/
https://www.sanlo.io/
https://edgegap.com/
https://sipher.xyz/
https://www.echo3d.co/
https://home.dorian.live/
https://cognitive3d.com/
https://bytebrew.io/
https://www.legendsoflearning.com/
https://skymavis.com/
https://readyplayer.me/
https://gamefam.com/
https://www.carry1st.com/
https://playpokpok.com/
https://www.k-id.com/

The Konvoy Team
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Taylor Hurst Dani Tran Anthony Schena Dhinuka Perera Carly Martin
Principal Senior Associate Associate Head of Platform Associate
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https://www.linkedin.com/in/joshchapmanb/
https://www.linkedin.com/in/joshchapmanb/
https://www.linkedin.com/in/jasondchapman/
https://www.linkedin.com/in/jasondchapman/
https://www.linkedin.com/in/jacksonvaughan/
https://www.linkedin.com/in/jacksonvaughan/
https://www.linkedin.com/in/daniellektran/
https://www.linkedin.com/in/daniellektran/
https://www.linkedin.com/in/taylor-hurst-579572a2/
https://www.linkedin.com/in/taylor-hurst-579572a2/
https://www.linkedin.com/in/anthony-schena-23456ab0/
https://www.linkedin.com/in/anthony-schena-23456ab0/
https://www.linkedin.com/in/dhinuka-p-1a3b084b
https://www.linkedin.com/in/dhinuka-p-1a3b084b
https://www.linkedin.com/in/carly-martin-164227a2/
https://www.linkedin.com/in/carly-martin-164227a2/
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