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TapTapAFPHURY K, TapTap PCTEEREAR; 2) k. (IRE5H2) AUMNKA L
(EF2027TF—FE) LUKk (OBNE) E8RIMNHIFAR.

FTNAEE . BT RMBERRIA R INEA LK TapTapyse H L 55 TFlA, F(1452026-284
WAFUN T IA3%~5%; FHA1iEE2026-28F%F TN TE10%~15%, LUIFE /R
T MHRERR. HMEHRNESHNEFRERHRE, SHiHTNEEEE: #&i1892026-27
F8F ) EFNERVisible Alphath & 6%,

bfE: BANMEMFRWSRALEHERE (EFIFm15E, BT hEERK

) , WEBRSUSFKAIETRE (RTFIAIR20ME, EENGERZHRTRER2026
FIHAIERNE) , EREEREEM2026FTHIERE2027TEI, HSHETHS
MEEEENIRI2TA BN N60.78T (FN66.88T) , REKF02TFMAHREE
7914.5(5.

E%R 1: Our new TP implies 14.5X 2027E PE
SOTP valuation

SOTP valuation Sales NP PE (X PS (X Value
Games (based on 2027E) 4,801 1,154 13x 31x 14,99
Information services (2027E) 2357 685 17x 49x 11,641
Total (RMB mn) 7,158 1,838 14 5x 37x 26,636
Total (HK$ mn) 30,331
Share outstanding 500
Implied valuation per s hare (HKS$)

HHEER: BREREEMRY

EZ 2: XD: 12m-fwd P/E trend

XD 12m-fwd P/E

P D g b A R R R R P i P
o OQQQ' @ W Y OGQ@ @ W o @ WP W

#EFIR: 5214, Data compiled by Goldman Sachs Global Investment Research

Drivers for our positive view

1. TapTap business is gradually recovering and long-term commercialization
potential remains to be unlocked.

TapTap’ s advertising revenue declined -2% yoy in 1H26, largely due to the issues
with its recommendation algorithm and surging volume of games from TapTap
Maker cannibalizing traffic which negatively impacted ad mometization. That said,
the company has resolved these issue and reallocated the traffic distribution
weights, and we have observed an upward MAU trend of TapTap platform according
to QuestMobile, which paves the way for enhanced monetization in 2H26E. We now

2026498218 3



FREKRET "REIRW" | BOIME!
Goldman Sachs DENZAE] (2400.HK)

expect advertising revenue to gradually recover and accelerate to 13% yoy growth in
2H26E.

Moreover, we note that a game called In Your Shoes (i& &b, which utilized Al
during its development) has gone viral on some social media platforms and
unexpectedly driven a massive influx of traffic to TapTap, making TapTap’ srankon
China iOS download chart jump to no. 10+ from previously no. 130+. Although the
game is no longer available on the platform, its brief popularity demonstrates the
creative Al-empowered games (eg. text-based games) have the potential to drive
traffic growth, which may translate into a revenue growth driver once a clear path to
monetization is established in the future. As TapTap is actively embracing Al
technology (eg. launch of TapTap Maker, Cindy, etc.) and offers a supportive policy to
small/mid-scale creators, we believe TapTap will be a key beneficiary if AIGC games
continue to evolve and achieve milestones.

TapTap Maker: we believe this is a valuable game development/testing tools for
developers pre game launch. As Taptap further enriches its ecosystem with new
games/mini-games, TapTap Maker could strengthen TapTap’ s moat and the
community.

TapTap Maker allows users to turn their game ideas into playable products through
natural-language prompts, with Al handling the coding, artwork and music
throughout the development process, and the Al-generated games can be published
directly on TapTap platform. By materially lowering the barriers to game creation,
TapTap Maker could enable more niche and experimental gameplay concepts to be
developed and validated rapidly, expanding TapTap’ s content supply.

In the near term, however, the proliferation of Al-generated games has lead to
content oversupply, quality dilution and greater pressure on traffic allocation,
including potential cannibalization of traffic from more commercially valuable titles,
which was already reflected in TapTap’ s revenue decline in 1H26. That said, the
company has reallocated the traffic distribution weights and improved the
recommendation algorithm. Over the longer term, TapTap Maker could help TapTap
attract a broader base of casual and lightweight-game users with more Al-native
light games, providing incremental user and traffic growth while enabling the
platform to evolve from a pure distribution channel into a more integrated creation,
publishing, operations and monetization ecosystem. This could enhance the
uniqueness of TapTap’ s content ecosystem and user stickiness, while allowing the
platform to accumulate valuable assets in user preference data and content
recommendation capabilities.

Key factors to monitor include: a) whether TapTap Maker generates incremental
users and engagement rather than merely reallocating traffic within the platform; b)
whether TapTap can enhance its recommendation algorithms to identify
high-quality games from a substantially larger content pool while limiting
cannibalization of commercially valuable titles; ¢) whether a sustainable
monetization loop can be established, allowing creators to generate meaningful
returns from Al-generated games and TapTap to participate in the value creation.

2026%9H21H 4
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E|Z% 3: XD: TapTap MAU has been rising since May 2026

m TapTap MAU (mn)

250 Tap Tap MAU
’ has been rising
-
20.0 -

- - i
15.0
10.0
5.0
0.0
© w
; a i,
=
3

Sep-23 e———
NOV-23  —
Jan-24 ——
Mar-24 e—
My -2/ e—
Mar-25  e—

0

o
3.
T

=

@M M m = T T N w 0 W Ww W
9 qd - o 6 A Gl B R BT T
B = 3 5 o =z C 5 Qa 2 c ok >3
a 8 @© 3 oo @ 3 0088 m 3
= o2 = hn=Zz = wZz D=2 =

#HEFE: QuestMobile, Data compiled by Goldman Sachs Global
Investment Research

[ElZ% 5: 1H26 new games jump by 800%+ with help of Al
creation tools
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[ElZ= 4: TapTap rank history in China iOS download chart
XD blockbuster titles’ release and surging popularity of
certain titles tend to boost traffic for TapTap

TapTap rank in China iOS download chart
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[E|7= 6: We expect TapTap ads to inflect from 2H26

TapTap Ads yoy growth
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EZR T: TapTap Maker vs. traditional game engines
TapTap Maker allows users to turn their game ideas into playable products through natural-language prompts, with Al handling
the coding, artwork and music throughout the development process, significantly lowering the barrier to game development

Dimension TapTap Maker Cocos Creator Unity
: ) A general-purpose game engine and
An Al-native game creation tool - ) . rp g . ’
ol o . i visual editor, with a focus on A comprehensive, cross-platform
Positioning emphasizing creation through natural- : -
" supporting lightweight platforms professional game engine
language dialogue

such as Wexin mini-games
General users, individual creators and

. Mini-game developers and studios Professional game developers,
i small teams with limited ) ) ) ) .
Primary target users ) ) with certain programming and game independent studios and large
programming, art or professional e
development capabilities development teams

game development experience

Users describe their game ideas in L Games are primarily developed
= Games are primarily developed -

natural language, while Al handles through an editor, component

. - through a visual editor, scene and :
coding, artwork, music and other J o systems, C# scripts and related
component systems, and scripting

Creation approach

development tasks development tools
Low programming requirements Typically requires proficiency in CG#
Programming under the core creation model, while Typically requires knowAIedge of and a relatively comprehensive
cuquisscnits also offering advanced development TypeScript or JavaScript and professional development workflow;
options through MCP and local familiarity with the engine workflow also offers node-based Visual
projects Scripting

Developers typically need to create,
Developers typically need to create, purchase or import assets themselves
purchase or import assets themselves and manage them through an asset
workflow
Supports multiple platforms,
including Android, iOS, Windows,

Al can assist with or complete the
generation of artwork, music and
other content

Artwork and music
generation

Primary distribution Games can be published directly on  Games can be quickly built as Weixin

h 1 TapT. ini
e e A macOS, Linux, PS, WebGL, XR, etc.
: : ) ) Independent games, mid-core and
. Currently more suitable for rapid Casual, social, IAA and hybrid- P 9 )
Typical content X ) ) By hardcore mobile games, PC and
prototyping, niche and experimental monetization games, as well as other
focus ) ) = console games, 3D games and cross-
gameplay, and lightweight games Weixin mini-games )
platform projects
Lowest barriers to creation; rapid Mature mini-game development Strong technical capabilities,
T — idea-to-game development; a closed workflow; strong Wexin compatibility; extensive developer control, broad
i loop between creation and TapTap balances production efficiency with cross-platform coverage and a
distribution developer control comprehensive ecosystem

FER: ATEUE, Data compiled by Goldman Sachs Global Investment Research
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&% 8: China Media advertising: Annual advertising revenue by platform
XD advertising revenue is expected to reaccelerate in 2027E as one of the players with fastest growth, though relatively small in
scale vs. peers

Ad Rev (Rmb mn) % yoy

2025 2026E 2027E 2028E 2025 2026E 2027E
Social  JPNIEd [ 144,973 [ 172,940 r 195,062 r 215726 19%  19%  13% 1%
Search [:EoM [ | 62,546 [ 49 474 [ 41772 37086 | -14% 21% -16% 9%
Shortform uaishou _ 81462 | 81,525 || \ 82,929 |} 85641 12% 0% 2% 3%
BN .sishou - non e-com [ ‘ 41,816 [ 43,919 I 45,786 [ 48448| 13% 5% 4% 6%
iQryl 5193 5,098 5,263 5486 9% 2% 3% 4%
Tencent Music | 4,075 ‘ 4,401 4,842 | 5220 20% 8% 10% 8%
Media

Mango Excellent Media | 3,831 ‘ 4,005 | 4220 | 4404| 1% 5% 5% 4%
XD 1,968 2,071 \ 2357 2675| 25% 5%  14%  14%
Offline -, s Media | 12,759 12,224 12719 | 13315] 4% 4% 4% 5%

elevator |

HHAR: AFMIE, BRLIRE AW
2. Game revenue is expected to accelerate to 21% yoy in 2H26E from 12% yoy in
1H26, primarily supported by incremental contribution from overseas version of
Heartopia. Currently Heartopia and Torchlight: Infinite account for c. 70% of total
game revenue. According to our proprietary third party database, we have seen an
uptick trend in Heartopia domestic grossing recently despite natural sequential
moderation in its international grossing after launch in overseas regions in 1H26, yet
which should also be beneficial to its yoy growth, and Torchlight: Infinite has been
largely stable between seasons. We believe this has provided a relatively solid
foundation for XD’ s game business, and expect game revenue to grow 21% yoy in
2H26E considering a low base last year, despite a sequential decline vs. 1H26.

Looking into 2027 onwards, RO2 is planned for a second-round test by end-2026 and
slated for 1Q27 launch (specific timeline still dependent on the test results)per the
company, which should help offset the natural decline of legacy titles and contribute
some incremental growth. GoGo Muffin 2 is initially scheduled for 4Q27 and there
are other self-developed titles under development in pipeline. We see XD now has a
more stable game portfolio to support the sustainable growth and its proven ability
of game operation enhance our confidence on its game execution.

2026498218 7
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B3 9: XD: MAU (mn) trend for major XD titles (RHS for
Heartopia and LHS for others)

Heartopia and Torchlight: Infinite MAU have been largely
stabilizing with slight upward trends in the past few months,

FIRSEEEFETF “"BEIRH |, 5DIME!
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[ElZ= 10: XD: Domestic monthly grossing of major titles
(USSk)

Heartopia and Sausage Man have seen a grossing uptick in the
past 2 months, and Torchlight: Infinite has been largely stable

though Go Go Muffin has declined meaningfully YTD

MAU (mn) of major XD titles (Heartopia RHS) Domestic grossing of major titles (US$K)

20
1.8
1.6
1.4
1.2
1.0
0.8
0.6
0.4
0.2
0.0

7000
6000
5000
4000
3000
2000
1000

b b B ' D b Vel o Nel o el
< éﬂ &1 s& o I ¥¥ 5;1 QW ¥
{o \g\ \:\fb by ‘oe' ‘\o )@ \3\’9 \g:) > c,a ‘\0

B oo e P

R

Torchlight: Infinite === Sausage Man

=== FEtheria: Restart ==@==Heartopia

== Go Go Muffin

GoGo Muffin

=== Sword of Convallaria ==#==Etheria: Restart

=== Heartopia
=@==Torchlight: Infinite

=—§-=Sausage Man

ZEE: QuestMobile, Data compiled by Goldman Sachs Global
Investment Research

#HIHIR: SensorTower, Data compiled by Goldman Sachs Global
Investment Research

%k 11: XD: Overseas monthly grossing of major titles (USSk,
RHS for Heartopia and LHS for others)

Heartopia has naturally declined post launch, yet relative
stabilizing mom recently

Overseas grossing of major titles (USSK,
Heartopia RHS)

25000
20000
15000
10000
5000

GoGo Muffin
=g Sword of Convallaria =@ Etheria: Restart

=== Sausage Man =#="Torchlight: Infinite

=g Heartopia

R SensorTower, Data compiled by Goldman Sachs Global Investment
Research

3. Earnings revision have likely bottomed: Operating profit is expected to outgrow
revenue in 2H26E and next 2 years, thanks to more disciplined expenses
management, though net profit will likely face headwinds from back taxes and
increasing tax rate.

In 1H26, OP declined -6% yoy largely due to meaningful growth in R&D expenses
(+16% yoy/+48% HoH) despite a stable R&D team, which is ascribed to the
company’ s token subsidy provided to users to promote its TapTap Maker (c.
Rmb70mn in 1H26). As company has been encouraging local deployment of TapTap
Maker and substantially reduced its token subsidy (to c. Rmb10mn) in 2H26, we
expect favorable OP growth for the company (GSe: OP +20% yoy in 2H26E). For net
profit, we note the negative impact from tax related issues including back taxes from
TapTap and increase in organic effective tax rate of TapTap and game business will
likely continue in 2H26E/2027E onwards. That said, we believe this is well

2026498218 8
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anticipated by the market and incremental impact shall be smoother in 2027E vs. in
2026E.

Financials and valuation

What to do with the stock: We lower our 2026-28E revenue estimates by -3%-~-5% on
softer-than-expected legacy titles and weaker-than-expected monetization of
TapTap, and cut our 2026-28E net profit estimates by -10%~-15% mainly to reflect
the slower gaming trend, payment of back taxes and increasing effective tax rate. On
core operating profit level, we still look for 20% yoy growth for 2H26 and 19% for
2027, driven by a recovery of topline growth in 2H and more cost discipline related to
R&D/AI token spendings.

Vs. Consensus: We are +6% higher than Visible Alpha Consensus for 2026-27E net
profit forecasts, as we are more constructive on Taptap growth and its cost control
capability.

Valuation: We now apply 13X P/E to the Games segment (lower vs. prior 15X P/E on
industry multiple contraction and now similar to our A share game coverage target
multiple) and a 17X P/E to the Information services segment (vs. 20X PE earlier given
lower peers multiple and slower 2026 growth), but rollover from 2026E to 2027E,
leading to our new 12m SOTP-based TP at HK$60.7 (vs. prior HK$66.8), implying
14.5X 2027E P/E as a group.

Key risks:

1) Weaker-than-expected performance of legacy titles and softer-than-expected

sustainability of Heartopia® s grossing. If major legacy titles (eg. Torchlight: Infinite,
Sausage Man, etc.) decline faster than expected or Heartopia’ s domestic/overseas
grossing drop faster than expected, it will present a downside risk to game revenue.

2) Slower-than-expected monetization progress of TapTap. If oversupply of
Al-generated games continues to cannibalize traffic for commercialization, it will
present a downside risk to advertising revenue.

3) Worse balance between revenue growth and OPEX in the longer term, especially
irrational increases in R&D and S&M expenses, which may lead to a lower margin.

2026498218 9
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E]3& 12: We expect overall profitablity to continue growing [ElZ= 13: We expect a steady growth of FCF over time as XD

after 1H26 slowdown now has stable revenue generation streams
XD group OP and margin FCF generation
35.0% 1,200 2,000 30%
30.0% 1,000 1,500 0%
25.0%
- I |- 800 ki

B
600

15.0% 500 0%

10.0% 400 -
5.0% ) ; e = ) a5
5.0% L~
. ‘ 200 2023 2024 2025 2026E 2027E
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S.0% i (1,000) -30%

-10.0% (200)
1H23 2H23 1H24 2H24 1H25 2H25 1H26 2H26E

-10%

— FCF (RMB mn) Yo¥ growth

FRRR ARME, SREIIRHMTE FRFR ARMIE, SBREIGEMTE

EZ& 14: XD: key changes to GSe

% Diff.

Domestic MAU (mn) - company 465 465 0% 495 43.0 3% 51.9 492 %

Revenue
Games 4405 4750 -7% 4,801 5,195 -8% 5,067 5408 -6%
1.1 Online games (free-to-play) 4169 4,454 -6% 4509 4803 -6% 4735 4983 -5%
1.2 Premium games (paid-to-play) 124 124 0% 120 120 0% 126 126 0%
Information services 2071 2060 1% 23687 2,351 0% 2675 2607 3%
Total revenue 6,476 6,810 -5% 7,158 7,547 -5% 7,742 8,015 -I%
G ross profit 4,643 5101 -O% 5,202 5,722 -9% 5,666 6,108 ™
Selling and marketing expenses 1,497 1574 -5% 1,619 1,722 -6% 1728 1,804 -4%
Research and development expenses 1,164 1,160 0% 1,215 1,285 -5% 1,314 1,365 -4%
General and administrative expenses 249 296 -16% 276 366 -25% 298 389 -23%
Total operating expenses 2910 3,030 A% 3,109 3373 8% 3,339 3,558 -6%
Operating profit (GS definition) 1733 2071 -16% 2,093 2,349 -11% 2326 2550 -9%
Operating Profit (company definition) 1,803 207 1% 2,143 2,349 -9% 2,376 2550 -™
Finance income/(costs), net 47 52 -9% 60 66 -9% 582 57 -9%
Finance income 55 60 -8% 67 73 -8% 59 64 -8%
Finance costs (8) (8) 0% (8) (8) 0% @ @ 0%
Profit before income tax 1,851 2123 -13% 2,202 2415 -9% 2428 2607 7%
Income tax expenses (278) (212) -31% (374) (290) -29% (413) (313) -32%
Profit for the year 15673 1911 -18% 1,828 2125 -14% 2015 2294 -12%
Equity holders of the Company 1,493 1,77 -16% 1,735 1,970 -12% 1,913 2126 -10%
Non-FRS net earnings 1,587 1,865 -15% 1,838 2,073 -11% 2,027 2,240 10%
Basic earnings (loss) per share (Rmb) 3N 3.61 -14% 354 394 -10% 382 417 -8%
Gross margin 72% 75% (3.2) 73% 76% (3.2 73% 76% (3.0)
operating margin 28% 30% (26) 30% 3% (1.2 31% 32% (1.1)
net margin 23% 26% (29) 24% 26% (1.9) 25% 27% (1.8)

FERFRR. SEEHRANRTE
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EZ% 15: XD: financial summary

1H24  2H24 1H25 2H25 1H26 2H26E
2221 2792 3082 26882 3312 3164

% yol - 8% 27% 71% 39% -4% 7% 18%
1. Online Games 2011 2,453 2,092 3434 3,796 4405 4,801 5067 1,486 1,948 2071 1725 2318 2,087
%yoy -14% 2%  -15% 64% 11% 16% 9% 6% 29%  107% 39% -11% 12% 21%
Online games free to play 1784 2311 1961 3317 3596 4169 4,509 4735 1426 1891 1982 1614 2200 1,969

a Domestic 856 1427 1314 2066 2195 1646 1,860 1,953 831 1235 1205 900 s 875

%yoy -9% 67% -8% 57% 6% -25% 13% 5% 14%  110% 56% -2T%  -40% -3%

b. International 928 884 648 1,251 1402 2523 2649 2782 505 656 687 715 1,420 1,004

%yoy -23% 5%  -21% 93% 12% _ 80% 5% 5% 68%  123% 15% 9%  108% 53%

2. Information service 692 978 1,297 1,578 1,968 2071 2,357 2,675 734 844 1,01 957 934 1,077
%yoy 34% 41% 33% 22% 25% 5% 14% 14% 22% 22% 38% 13% -2% 13%
[ele 1477 1596 1321 1534 1509 1833 1957 2077 724 810 829 680 983 850
Online Games 1284 1338 1116 1286 1237 1547 1642 1733 595 690 664 573 835 711
Information service 193 257 205 248 272 286 314 343 128 119 165 107 148 139
Online Games 727 1114 976 2148 2550 2858 3150 3334 801 1258 1407 1151 1483 1,376
Information service 499 721 1092 1330 1696 1,785 2043 2332 606 724 845 850 847 930
Gross Margin 45.4% 53.5% 61.0% 69.4% 73.8% 717T% T27% 73.% 67.4% T71.0% 73.1% 746% 70.3% 73.1%
yoy chg (ppts) 84% 81% 7.5% 84% 44% -21% 1.0% 05% 82% 80% 57% 37% -28% -15%
Online Games 36.2% W 454% W46 7% W62.6% W67.2% W649% W65.6% W658% 50.9% W64.6% W68.0% W66.8% W64.0% 659%
Inform ation service 72.1% W73.7% W84 2% I84.3% 86 2% W86.2%) 86 7% IN8T. 2% 825% 85 .9% 83.6% W88.9% W85 1% W87 1%
Ope> 2257 2440 2106 2584 2630 2910 3,109 3,339 1,253 1,330 1,419 1211 1,547 1,363
S&M 780 23 865 1307 1436 1497 1619 1728 695 702 744 692 770 727
R&D 1242 1284 1,016 919 981 1164 1215 1314 419 500 549 433 639 525
GEA 235 234 225 267 213 249 276 208 138 129 126 87 138 1M1
S&M as % Sales 28/9% W 26/9% I 255% W27/9% W249% 023 1% 22 6% 22 3% 31.8% 25 1% 24 1% B 258% 23 2% N 230%
R&D as % Sales 46.0% WG7.4% W30.0% W 183% W 17.0% W180% W17.0% W17.0% 189% W17.9% W 17.86% W 16.1% W19.3% W16 6%
G&A as % Sales 8%l 68%ll 66% 53% 1 3msl 38%l 38l 38% 62%0 46%l 41%| 32%0 4261 35%
EBIT (GS definition| 1,031 605 37] 895 1625 1,733 2093 2326 244 651 834 791 782 951
%yoy -1785%  -41%  -04% -2510% 82% %  21% 11% 215% -669%  242% 21% -6% 20%

% margin -38.1% -17.6% -1.1% 17.9% 28.2% 26.8% 29.2% 30.0% 11.0% 23.3% 27.1% 29.5% 23.6% 30.1%
Net income (loss) to shareholders 864 553 83) 812 1535 1493 1735 1,913 205 606 755 780 714 779
%yoy -9546%  -36%  -85% -1077% 89% -3% 16% 10% 127% <450%  268% 29% -5% %

% margji -32.0% -16.1%  -25% 16.2% 26.6% 23.1% 242% 24.7% 9.2% 21.7% 245%  29.1%  21.8%  24.6%
237 640 796 833 772 815

%y0 86% -3% 16% 10% 235% 30% -3% -2%
(1.88) (1.17) (0.18) 171 319 3an 354 382 0.43 1.27 1.57 1.62 1.49 1.62

1.86 1.02] 0. 1.85 339 330 375 405 0.50 1.34 1.65 1,73 1.61 1.70

HEER: QARMIE SRSIIRHEMRTE

Investment Thesis - XD Inc.

XD Inc. was established in 2009 and is uniquely positioned on the China domestic
Games value chain as the company not only covers the development and publishing
business, but it also operates one of China’ s largest mobile game-centric
distribution centers and player communities, TapTap. We believe XD (Taptap)
remains a unique game distribution platform for gamers and developers, and in the
era where gaming supply is becoming abundant with the help of Al creation tools
and more license approvals, the platform’ s value will be better appreciated.
Initiatives such as TapTap PC and TapTap Maker should enhance the community
ecosystem, expand its user scale, and bring new revenue streams in the long run. In
1H26 XD’ s P&L was impacted by elevated Al spending and traffic cannibalization
among Al created games, but as it re-directs traffic/monetization and with the
progress of TapTap Maker (Al game development tools), we see the platform serving
as an important game creation, testing and distribution channel for the gaming
industry, as well as a growing gamer community. XD also now has enhanced
earnings visibility from a more stable game portfolio, and we look for a recovery
inflection of TapTap advertising business with longer-term monetization potential to

2026%9H21H 1
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unleash alongside stable OP growth from better expenses/Al spending management.

Price Target Risks and Methodology - XD Inc.

Valuation methodology: We are Buy-rated on XD with a 12-month SOTP-based target
price of HK$60.7. Our TP is derived from 13X 2027E P/E for the Games segment and
17X 2027E P/E for the Information services segment.

Key risks: 1) Weaker-than-expected performance of legacy titles and
softer-than-expected sustainability of Heartopia’ s grossing; 2)
Slower-than-expected monetization progress of TapTap; 3) Worse balance between
revenue growth and OPEX in the longer term, especially irrational increases in R&D
and S&M expenses, which may lead to a lower margin.

2026%9H21H 12
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FAEA

M), FLMR, CFA, 3EBAZE, CFA. [FIRES, TEILERER, AIRGFIRANFTAMAERRIRT I LR R SSHEIEFHNTNABZE. Mok, FHBFEE
EEASHHTES, T8, BEFE5FREPHAGFEFRNIN - EESaEEX.

FREENFIEE BRI AR I, FRIESHIRA.
SEk{E#E: FLL 1R, CFA Goldman Sachs (Asia) L.L.C.. Z=EBE, CFA Goldman Sachs (Asia) L.L.C.. JAWP5 Goldman Sachs (Asia) L.L.C..
RSB HIMEE AERSBSAMRISSRIT, RIESEHE.

EREENE

ERERMESTEIE - RRENTERETRSTE (BDEIA T IRENREEE) MrtbELABE BRI iZzRNEEE R, OMEEEMEEEK. I
ek, HEGH (GE) HEaRR (k. WESER. AEEHNESER . BK. UESERNGEHEHESCASREEAFEIFNIESHEEIT
ﬁoﬁ %Egﬂ%g?‘éﬁm’%ﬂm?%E’\Jtﬁjﬁﬁiﬂb‘gﬁ?&}‘éﬁﬂ’ﬂﬁﬁﬁo BTN EEITEARAEEREVSFE, TUMMmBMXNTREMEREL, B
RSN

BEEGRET —ARENTEHEINE. EBITDASENSREFINE (SRREASREFNHENE)  BeNaSURnAsE KRk, W5
EHiREET— RRENTAEE 2 A~ ORFE. ROCEMCROCI (HMIEINCEMAFESLIRE) , RENBESURTATNY SRR, GEEHET—2
BREMTEAE S, e, B/BRE. EV/EBITDA, EV/FCF. EV/DACF (EV/2ESZEERMNMET) (SRBMNEATER, fmafRen/Re)
BRENEAIRTABRMMEEENRRS. SGEWRESUAEKESM. WESEIRESMM (100% - (GESHESAD) BTEHE.

T SEHRFMGEESE RS EDNEMBEEFRNFREELINZENTN. BREAFRKEDTIEENVREETISKRELINZENIEEE
et (FrEfEfrafERAEREE) .

URTREREEMEFAFNTE, FRECHSEAR.

H S

FHNeRES TR, RIIERHWERRSTRE, SE5EEEENERRR (BTIMMKAIREEEMTE) it ARLEAEREINEIRTREE.
SRR THRAR MBI R BT H DT, H 19 RRARMAH MRS (30%-50%), 203 REMENHEF(15%-30%), 30ARMBRIR
(0%-15%). MFiFHAIH2HAE, HINERARBAE—ATAGFURRFMERTVEREYP. HFEFIAMAARNAR, BbAFEFERE
EMNOBFRNEEF, STRERRREPA LT LOHEHF Fitie.

Quantum
%mmm%%ﬁE¢M%mﬁﬁﬁﬁi\mwm&%wﬁgﬁﬁﬁﬁﬁ,Eﬂum$ﬁ$—ﬁa%§Aﬁﬁ,ﬁEXEﬁMﬂmﬁmﬂazmmﬁw

sRiE

== FTRTY

XD Inc. WRREE 2EW T EMBMR EEANEMATNAMITELSR: 37 Interactive Entertainment, Alibaba Health, Damai Entertainment
Holdings, Focus Media Information Tech, G-Bits, JD Health International, Kuaishou Technology, Mango Excellent Media, NetEase Inc. (ADR),
NetEase Inc. (H), Perfect World, Tencent Music Entertainment Group (ADR), Tencent Music Entertainment Group (H), XD Inc., Zhihu Inc. (ADR),
Zhihu Inc. (H), iQIYI Inc.

SREBXBEEREE N

M EREE T SEERAREXRAR, #in SR )SSRLREARRBFIRRNHEARARS PRRIATZANER.
BRESEIAPTIHEN FRATHERIREGRARTRSEM: XD Inc. (HKI41.70)

BADIELNA RS FRASFERARTERRR XD Inc. (HKS41.70)

RS /IR B RITRA
BREATANN SRR ERCE

RS RARTERR
FEN #E EiH BN =8 =
23 50% | 34% | 16% 65% | 59% |  43%

HZE20265F7TH1IH, BRSHREAMNTENI 104MEZETETRATH. SBATRECSHHKIRARBPITANAMEHITE, KEFXETROR
FEWAP PR, RIEFINRARIRERER, XEPFIFIMMEN, FEREY, FRALT “A8iTE, AFREEMEXEN 80, RARITXR
TR T BRET A2 A BRI ERITIRSH AREZTRAEFI P SEIEEF,
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XD Inc. (2400.HK) Stock Price Currency : Hong Kong Dollar
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Source: Goldman Sachs Investment Research for ratings and price largets; FactSet closing prices as of 6/30/2026.
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Hang Seng Index

The price targets shown should be considered in the context of all prior published Goldman Sachs research, which may or
may not have included price targets, as well as developments relating to the company, its industry and financial markets.

B EHETIR
XD Inc. (2400.HK)
Date of report  Target price (HKS)  Closing price (HKS)

21-Sep-26 60.70 39.36
03-Aug-26 66.80 47.36
21-Apr-26 78.00 64.60
18-Jan-26 85.40 86.00
29-Sep-25 81.40 78.30
08-Jul-25 39.00 51.30
14-May-25 34.00 37.05
25-Sep-24 15.00 19.68
10-Jul-24 13.80 17.28
12-Jun-24 15.10 18.22
16-Apr-24 13.20 14.96
17-Jan-24 11.60 8.16
RERE
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