


CONFIDENTIAL

Disclaimer

This presentation is made pursuant to Section 5(d) and/or Rule 163B of the Securities Act of 1933, as amended, and is intended solely for investors that are qualified institutional buyers or
certain institutional accredited investors solely for the purposes of familiarizing such investors with Snail, Inc. (including any predecessor entities, the “Company”) and determining
whether such investors might have an interest in a securities offering contemplated by the Company. Any such offering of securities will only be made by means of a registration
statement (including a prospectus) filed with the U.S. Securities and Exchange Commission, after such registration statement becomes effective. No such registration statement has been
filed, or become effective, as of the date of this commmunication. This communication shall not constitute an offer to sell or the solicitation of an offer to buy these securities, nor shall there
be any sale of these securities in any state or jurisdiction in which such offer, solicitation or sale would be unlawful prior to registration or qualification under the securities laws of any such
state or jurisdiction.

This presentation has been prepared solely for informational purposes and is to be maintained in strict confidence. Neither the information contained in this presentation, nor any further
information made available by the Company or any of its affiliates or employees, directors, representatives, officers, agents or advisors, in connection with this presentation will form the
basis of or be construed as a contract or any other legal obligation.

This presentation contains forward-looking statements. All statements contained in this presentation other than statements of historical fact, including statements regarding the
Company's possible or assumed future results of business, financial condition, results of operations, liquidity, plans and objectives, are forward-looking statements. The words "anticipate,
"believe," "could," "expect," "should," "plan," "intend," "may," "predict," "continue," "estimate" and potential," or the negative of these terms of other similar expressions, are intended to
identify forward-looking statements, although not all forward-looking statements contain these identifying words. Forward-looking statements are based on the Company's
management's beliefs and assumptions and on information currently available to the Company's management. Such statements are subject to risks and uncertainties, and actual results
may differ materially from those expressed or implied in the forward-looking statements due to various factors. Forward-looking statements speak only as of the date they are made, and
the Company does not undertake any obligation to update them in light of new information or future developments or to release publicly any revisions to these statements in order to
reflect later events or circumstances or to reflect the occurrence of unanticipated events.

Certain information contained in this presentation relates to or is based on studies, publications, surveys and other data obtained from third-party sources and the Company's own internal
estimates and research. While the Company believes these third-party sources to be reliable as of the date of this presentation, it has not independently verified, and makes no
representation as to the adequacy, fairness, accuracy or completeness of any information. All trademarks, service marks and trade names appearing in this presentation are the property of
their respective holders.

This presentation includes certain financial measures not presented in accordance with generally accepted accounting principles in the United States (“GAAP”), which are used by
management in making operating decisions, allocating financial resources and internal planning and forecasting and for business strategy purposes, have certain limitations and should
not be construed as alternatives to financial measures determined in accordance with GAAP. The non-GAAP measures as defined by the Company may not be comparable to similar non-
GAAP measures presented by other companies. The Company's presentation of such measures, which may include adjustments to exclude unusual or non-recurring items, should not be
construed as an inference that its future results will be unaffected by other unusual or non-recurring items. A reconciliation is provided elsewhere in this presentation for each non-GAAP
financial measure to the most directly comparable financial measure stated in accordance with GAAP.
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Born to
Dream

Who we
are today

Snall Inc.

Started with a dream in 2009,
to provide quality interactive entertainment
globally

15+ years as a global game developer and
publisher, 170+ people strong, market leader of
the sandbox survival genre with the ARK
franchise

We listed on the Nasdag in November 2022,
SNAL ticker (o)
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CONFIDENTIAL

Our History Through Games

Leveraging our massive multiplayer online (MMO) expertise to become

BELLWRIGHT
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2009 MMOs 2015 Sandbox Survival Leader Today

Select highlights for illustration purposes
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Key Financial Overview

Six-Month 2026 Results

$47.0M

Net Revenue
+11.1% YoY

$(0.9)M

Net Loss
195.1% YoY

(@) Snail

$48.7M

Bookings

4.2M

Total Units Sold
113.8% YoY

$(0.6)M $13.3M

EBITDA Unrestricted Cash
+88.8% YoY

CONFIDENTIAL

Six-Month 2026 Revenue Mix

United States,
O,
B Geography )
International,
11%

Digital,

o)
ger Distribution

Channel

PC, 60%
Platform
Mobile, 6%
Other, 2%
Console,
33%
Mobile,
6%
Retail and
other, 2%

Results as of June 30, 2026
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Key Investment Highlights

Leading gaming company in an Sustainable revenue with Franchise expansion
attractive growth industry highly engaged gamers opportunities beyond gaming
115M+ installs in ARK franchise, a leader 11+ years of consistent ARK content Unique IP well-positioned to adapt
in the sandbox survival genre releases and player engagement across the broader entertainment space
Defined path to Seasoned executive team Al &
improved profitability with years of experience Digital Asset Forward
Strategic cost management and 50+ years of combined experience among Paving a path to an Al and digital asset
diversified monetization the executive team future in the gaming and entertainment
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CONFIDENTIAL

The Gaming Market - A Growth Engine for ARK

Global gaming revenue
expecting a 3% CAGR...

$183B

2024 2025E

(é)) Snail

2026E

2027E

$207B

2028E

...with players growing to Significant opportunity to
3.9B by 2028 attract and monetize gamers

3.9B
| —
VN
Global
Players in 94M
2024 [
ARK Gamers Global Players

Newzoo Global Games Market Report, 2025. ARK Gamers (Base Game Installs) as of June 2026
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CONFIDENTIAL

ARK, a Sandbox Survival Powerhouse

Established a strong foothold in the
Sandbox Survival genre

Our journey so far...

$1.1B 115M 4.

Launched Base Game and DLC
ARK in 2015 Gross Revenue! Install?
Base Game Install?
2015 2016 2017 2018 2019 2020 2021 2022 2023 2024 2025 Q22026

1. ARK franchise non-GAAP gross revenue (before platform fees) from Steam, PlayStation, Xbox, and game subscription services through June 2026
2. 82/18% Base Game/DLC installs from Steam, Epic, PlayStation, Xbox, Nintendo, Google, 2015 to June 2026
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CONFIDENTIAL

High and Consistent Player Engagement

4.5B hrs 374 hrs 1.IM 79K

Total Playtime Avg. Playtime, Peak Daily Active Users Avg. Peak Concurrent Users

on Steam! Highly Engaged Gamers? on Steam! on Steam!

12M
1.0M
Highly Engaged
Gamers » 800K
5

ARK G oo
amer % Daily Active
Breakdown! &, o Users, DAU

58%

Typical Gamers

200k Concurrent
@ Users, CCU
015 2016 2017 2018 2019 2020 2021 2022 2023 2024 2025 2026

1. Steamworks, CCU and DAU from game release through June 2026
2. Highly engaged gamers defined as gamers with a minimum of 20+ playtime hours, as of June 2026
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CONFIDENTIAL

Quarterly Revenues Reflect ARK's Continued Success

3ASA
DLC
Releases
in Q326
ASA
Release ASA DLC
, o DL Game and DLC
5 ASA 4 o
2 ASA DLC 49M
9 Release DLC % ! Relea ses
K Release 7777
>
G $4.0M"
5 $286M $26.2M g $251M $27.3M
22.5M -
s218Mm 5 sooqm $222M F19.7M 5 8 (y Reflects our ability to
$14.1M $13.8M 0 upsell and monetize

Lifetime Paid icti
existing players
DLC Conversion3 g play

Q42023 Q12024 Q22024 Q32024 Q4 2024 Q12025 Q22025 Q32025 Q4 2025 Q12026 Q22026 Q3 2026

1. Deferred revenue from ASA DLC'’s pre-sale launch. DLC released in December 2025
2. Q3 2026 estimate: $11.5M deferred revenue expected to be recognized on release of ASA DLC Genesis Part 1 Ascended
3. Lifetime paid DLC conversion calculated as DLC units sold to Base Game units sold, through June 2026
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CONFIDENTIAL

Well-Defined Strategic Pillars for Growth

1 Gaming Expansion 2 Profit Expansion 3 Product Expansion

Build on existing IPs while Lean on monetization mix Expand beyond traditional
seeking out new IPs via and cost control to games into Stablecoin &
developing and licensing improve profitability artificial intelligence
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Robust Game & Content Pipeline

ARK
Pipeline

Internally

Developed

External

Licensed

(@) Snail
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2026

Gobby Gang

Chaotic co-op party brawler
starring a gang of bomb-
wielding goblins

4‘ i Honeycomb: The World Beyond
s Sandbox-survival game set on the

UNEQCOHB, vibrant and perilous planet Sota7

s
PIHARK:

For The Stars

Massive space-themed
sandbox survival game with a
diverse planetary exploration

CONFIDENTIAL

VVA_ﬂ“'

ARK

LEGSACY OF
& . A S
SANTINGO

9 Yin Sutra: Immortal
Martial arts fantasy game set
in a rich world of cultivation
and spiritual ascension

2027

9 Yin Sutra: Wuxia

Richly atmospheric, non-linear
open-world experience steeped in
the spirit of the jianghu.

Content roadmap and release dates subject to change
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CONFIDENTIAL

AAA Games Beyond ARK

High-conviction AAA blockbuster titles in the final stages of the development cycle

A ;
7 )YIN-SUTRA

IMMORTAL

For The Stars 9 Yin Sutra: Immortal 9 Yin Sutra: Wuxia

* Richly atmospheric, non-linear
open-world experience steeped in
the spirit of the Jianghu

*  Massive space-themed sandbox * Martial arts fantasy game setin a
survival game with a diverse rich world of cultivation and

planetary exploration spiritual ascension

* 100% internally developed with * 100% internally developed with » Closest sequel to Age of Wushu
higher margin potential higher margin potential . Taps into the established 85M
+ Taps into the established 85M Age of Wushu install base

Age of Wushu install base
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Sandbox Survival Beyond ARK

Sandbox Survival expansion via
new themes to reach

new audiences

(@) Snail

Wy
2%
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et Y
PIHARK

HONEYCONE |

Genre

Sandbox
Survival

Sandbox
Survival

Sandbox
Survival

Sandbox
Survival

Theme

Prehistoric
Dinos

Middle Ages
Medieval

Minecraft-style
Dino

Sci-Fi Alien
Planet

CONFIDENTIAL

Audience

Hardcore Survivalists &
Teens/Adults

Strategy/Sim Fans &
Adults

Younger Gamers (8-
15) & Families

Cozy Survivalists &
Explorer Fans

15



Cost Control

126

148

CONFIDENTIAL

Development Talent Management

Methodical growth in development capacity
in the US, while accessing EU development

goom 1M $o6M  $10.4M

oo 120 15 109 18 .
® =~ BB ] O
Py ] talents at manageable cost
Q324 Q424 Q25 Q225 Q325 Q425  QI26 Q226
$9.9M $8.8M
OPEX Management $83M  $83M :
R&D and marketing expenses tightly aligned . .
with focused projects and near-term revenue
targets
Q324 Q424

@ Snail

Q125 Q225 Q325 Q425 Q126 Q226

G&A mR&D = Marketing m=Other
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Expansion Beyond Traditional Gaming

STABLECOINS & Al
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CONFIDENTIAL

Stablecoin Market Poised for Growth

Stablecoin Supply vs. Fiat Global M2
2019 - 2030 = Stablecoin Supply ($ Billions) — =====Stablecoins as % of Global M2

$1,600 1.0%
.., ADOPTION VECTORS S1509 oy
51200 Regulatory Clarity Versatile Payment Use Cases 0.8%
1,
GENIUS Act provides clearer Fast, low-cost transactions in 0.7%
$1,000 framework that supports e-commerce, remittances, and 0.6
. . . . o (]
g innovation while fostering real-world usage
= $800 trust and transparency 0.5%
m
“r
$600 0.4%
0.3%
$400
02%
$200 U
E n 0 B
$0 — 0.0%
2019 2020 2021 2022 2023 2024 2025E 2026E 2027E 2028E 2029E 2030E

Source: ARK Invest
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CONFIDENTIAL

Snail Games + Stablecoin = Heighten Engagement

Gamers engage with

Snail Games at
games from Snail Games

gamersto ec

More gamers with
Snail Rewards increased engagement

Ecosystem >

Games + Stablecoin?

94M

ARK Franchise Gamers!

Lifetime Paid
(o)
58 /O DLC Conversion?

leads to higher sales

Rewarded with crypto
coins for in-game
engagement

Redeem crypto coins for
games, DLCs, digital
goods

1. ARK Franchise Gamer count reflects Base Game installs from Steam, Epic, PlayStation, Xbox, Nintendo, Google, 2015 to June 2026
2. Lifetime paid DLC conversion calculated as DLC units sold to Base Game units sold

3. Early conceptualization of a potential use case of stablecoin

19
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CONFIDENTIAL

Snail Will be the 1st Gaming Company With Stablecoins

First symbolic Minting of
$USDO stablecoin

) ) Initiated front-end and
Established Snail Coins, LLC back-end infrastructure
and retained development

O'Melveny aslegal partner

O O

Jul 2025 Dec 2025
Established AML Policy and

Compliance program

Acquired MSB License and initiated
State MTL License processes and
Trademark applications

(@ Snail

Today

O

Continued platform
infrastructure build out

Money transmitter license
applications submitted across
multiple states

Evaluating real-world on-ramp
via crypto ATM deployment in
California

SUSDO

Powering the future of borderless
commerce

A fully compliant stablecoin bridging
traditional finance and Web3 to fuel
the gaming, creator, and
entertainment economies
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CONFIDENTIAL

Non-Human Player: An Al Gaming Companion

Human-Like Gameplay Work Across Games

I ntrOd UCi ng NHPs™ |earn to play naturally, . A shared Al architecture allows

making decisions that feel NHPs™ to understand and play
believable, adaptable, and fun o across many different games

NHP
'

B

1o
Non Human Players™, an Al brain -.
layer for game agents
Authoring, evaluating, and operating Persistent Companions Built for Everyone
Non Human Players™ that understand ) : o
. . Your NHP™ remembers previous No coding, scripting, or mods
games from the player's perspective. . .
experiences and becomes a long- required. Launch a game, choose
term gaming companion your NHP™ and play

Level up your gaming experience

(@ Snail .



Key Investment Highlights

Leading gaming company in an Sustainable revenue with Franchise expansion
attractive growth industry highly engaged gamers opportunities beyond gaming
115M+ installs in ARK franchise, a leader 11+ years of consistent ARK content Unique IP well-positioned to adapt
in the sandbox survival genre releases and player engagement across the broader entertainment space
Defined path to Seasoned executive team Al &
improved profitability with years of experience Digital Asset Forward
Strategic cost management and 50+ years of combined experience among Paving a path to an Al and digital asset
diversified monetization the executive team future in the gaming and entertainment
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