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2022 Q1 Results Highlights

– Revenue amounted to approx. RMB 91.5 million, up approx. 4.4 QoQ, up approx. 7.8% YoY

1
In Q1 2022, the increase in revenue was primarily due to the Group’s holding of certain 
online operational activities t and continuous optimization of the gaming products and 
gameplay.

2

In Q1 2022, our numbers of paying players and users increase quarter by quarter.

– The number of paying players in 2022 Q1 amounted to approx. 267,000, up approx. 8.5% QoQ
– The number of daily active users amounted to approx. 1.4 million, up approx. 6.2% QoQ

3

Steady increase in unaudited non-IFRS adjusted net profit in Q1 2022

– In Q1 2022,we recorded an unaudited non-IFRS adjusted net profit of approx. RMB16.4 million

– Unaudited non-IFRS adjusted net profit up approx. 21.4% QoQ mainly due to the QoQ increase in revenue and 
QoQ reduction of administrative expensesco

– Excluding the impact of non-operating one-off factors such as a decrease in fair value of financial assets such as 
equity investment partnerships, the unaudited non-IFRS adjusted net profit up approx. 31.0% YoY mainly due to 
the YoY increase in revenue

st reduction
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2022 Q1 Results

RMB ’000 2022 Q1 2021 Q1 Change

Revenue 91,524 84,919 +7.8%

Gross Profit 60,216 57,593 +4.6%

Profit / (Loss)  Attributable to Owners of the Company 16,185 (16,118) N/A

Gross Profit Margin 65.8% 67.8% -2.0p.p.

Net Profit Margin 17.7% -19.0% N/A

Earnings / (Loss)  Per Share – Basic (RMB cent) 2.46 (2.45) -ve to +ve
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2022 Q1 Revenue Breakdown

Revenue by Game Type

(RMB million)
Q1 2022 | Q1 2021

Mobile Games

68.0% | 59.2%

Web-based Games

32.0% | 40.8% 

62
55 59 60

50 46

Q1 22 Q4 21 Q3 21 Q2 21 Q1 21 Q4 20

Mobile Games

29
33

38 37 35
32

Q1 22 Q4 21 Q3 21 Q2 21 Q1 21 Q4 20

Web-based Games
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2022 Q1 Revenue Breakdown

Revenue by Game

(RMB million)Q1 2022 | Q1 2021

Other Card and 
Board games

37.9% | 31.7%

Texas Hold’em Series

62.1% | 68.3%

57 58
66 64 58 54

Q1 22 Q4 21 Q3 21 Q2 21 Q1 21 Q4 20

Texas Hold’em Series

35
30 31 33

27 23

Q1 22 Q4 21 Q3 21 Q2 21 Q1 21 Q4 20

Other Card and Board Games
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2022 Q1 Revenue Breakdown

Revenue by Language Versions of Game

(RMB million)Q1 2022| Q1 2021

Simplified Chinese

6.9% | 6.5%

Others

93.1% | 93.5% 

6 6 6
7

6
5

Q1 22 Q4 21 Q3 21 Q2 21 Q1 21 Q4 20

Simplified Chinese

85 82
91 90

79 73

Q1 22 Q4 21 Q3 21 Q2 21 Q1 21 Q4 20

Others
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2022 Q1 Costs and Expenses Breakdown

Cost of Revenue Selling and Marketing Expenses Administrative Expenses

(% of revenue, RMB million) (% of revenue, RMB million) (% of revenue, RMB million)
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Financial Position

RMB ‘000
As of 

31 March 2022
As of 

31 December 2021
Change

Total Assets 2,320,858 2,303,650 -+0.75%

Total Liabilities 299,274 285,680 +4.76%

Net Assets 2,021,584 2,017,970 +0.18%

Restricted Investment at Fair Value through Profit or 
Loss* 

245,595 243,873 +0.7%

Restricted Capital 435,428 434,143 +0.3%

Cash and Cash Equivalents and Term 
Deposit**(Excluding Restricted Capital)

1,297,218 1,263,303 +2.69%

Trade Receivables 27,433 21,849 +25.6%

Trade and Other Payables 71,321 76,828 -7.2%

* Restricted Investment at Fair Value through Profit or Loss: Investment in wealth management product that was frozen.
**  Cash and cash equivalents : bank and cash balances, term deposits
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Average Revenue Per Paying User (ARPPU) 
of Key Games

ARPPU of Texas Hold’em Series ARPPU of Other Card and Board Games

Texas Hold’em Series (Web-based)

(RMB) (RMB)

Texas Hold’em Series (Mobile)
Other Card and Board 
Games (Mobile)

Other Card and Board 
Games (Web-based)

2022 Q1                     2021 Q1                   2021 Q4

ARPPU of Texas 
Hold’em Series YoY QoQ

Mobile Games +35.7% +23.8%

Web-based Games -29.5% -10.1%

ARPPU of Other Card 
and Board Games YoY QoQ

Mobile Games +32.9% +0.7%

Web-based Games — —

2022 Q1                     2021 Q1                   2021 Q4

1,627.1 

2,307.3 
1,810.2 

176.3 

129.9 

142.2 

0.3 0.3 0.3 

55.7 

41.9 

55.3 
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(’000)

Paying Players

Paying Players YoY QoQ

Total -4.6% +8.5%

Mobile Games -5.1% +8.8%

Web-based Games +16.7% —

Mobile Games Web-based Games

Paying Players

260
274

239

7

6

7

2022 Q1 2021 Q1 2021 Q4
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Mobile Games

(’000)

Daily Active Users and Monthly Active Users

Daily Active Users Monthly Active Users

Web-based Games Web-based GamesMobile Games

Daily Active 
Users

YoY QoQ

Total -8.6% +6.2%

Mobile Games -9.7% +5.7%

Web-based 
Games

+8.7% +13.6%

Monthly Active 
Users

YoY QoQ

Total -0.5% +9.5%

Mobile Games -3.2% +7.1%

Web-based 
Games

+48.3% +47.7%

(’000)

4,035 4,169 

3,769 

350 
236 

237 

2022 Q1 2021 Q1 2021 Q4

1,269 1,406 
1,201 

100 
92 

88 

2022 Q1 2021 Q1 2021 Q4
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Development Plan for 2022

Keyword

01
02

03
04

Continue to conduct more 
intensive market surveys and 
launch innovative game rules

Ramp up the quality of our 
games in an all-rounded manner, 
and spare no effort to build our 
brand for online and offline 
match series
Remain dedicated to product 
refinement and operation
diversification

Continue to explore various 
domestic and overseas operation 
modes for card and board games 
Improve the experience of our game 
players

Further expand our overseas 
market as well as other board
and card games business

01 02

04 03
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Investor Enquiries

Boyaa Interactive International Limited
Email: investor@boyaa.com
Tel: +86 755 8651 3574 ext.6131
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Disclaimer

This document or data may contain some "forward-looking forecasts" including, but not limited to, the implementation of the company's strategic deployment and future business
projections and economic performance projections.

While these forward-looking forecasts represent our judgment and future expectations of business development, a number of risks, uncertainties and other statutory requirements may
cause actual developments and results to differ materially from our expectations or forecasts.

These factors include, but are not limited to, (1) changes in market conditions, macroeconomics, government and regulatory trends; (2) changes in exchange rates and interest rates in
local and international securities markets; (3) Pressure from competition; (4) development of technology ; (5) changes in the financial conditions or credit conditions of customers,
undertakers and partners and changes in their market strategies; (6) changes in laws and regulations; (7) changes in the management and the organizational structure of the company;
and 8) Other key factors that may have a significant negative impact on the company's business and financial model, etc.

We do not have any liability (and disclaim clearly any sorts of liability shall be exempted) to update or revise forward-looking forecasts of such documents or data in light of new market
information, future events or otherwise.

This document or data shall not be photocopied, distributed or transmitted in any form or by any means to any other person without the prior written consent from us, or incorporated in
any way with other documents or materials.

This file does not constitute

(1)offer to sell any securities in Hong Kong or elsewhere

(2) offer to conclude an agreement to acquire, dispose or subscribe for any security; or in connection with the issue of any security

This document (and the information contained herein) must not be used for any printing or distribution to any other person without our written permission.


