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Bilibili (9626.HK)
ACG culture has become a strong moat, self-developed games need work harder

China |Internet |

Overview

Bilibili (9626.HK) is an online entertainment platform for young generations. Its
main businesses include mobile games, value-added services, advertising, e-
commerce and others. The main income of mobile games is the company’ s
distribution of mobile games for third-party game developers on its platform. Users
can download and play with Bilibili accounts for free, while users purchase virtual
items in the games to get a better gaming experience, allowing the company to
earn revenue from it. The main income of value-added services is the subscription
fee from premium membership. Premium members can obtain exclusive rights to
original or licensed content, the sale of virtual gifts in live channels and the sale of
paid content and virtual items on the company’ s video, audio and comic
platforms. Advertising revenue mainly comes from various forms of advertising
services, including advertisements that appear on the launch page or top of mobile
applications, banner brand advertisements at the top of website homepages, and
performance advertisements that appear mainly in the form of organic feeds next
to online video feeds. E-commerce and other major revenues come from the
company’ s online sales of ACG (animation, comics and video games) related
products and offline performance and event ticket sales.

A review of Q3 2022 Results

Bilibili (9626.HK) has announced the Q3 report ended September 30, 2022. The
company’ s revenue amounted to RMB 5.8 billion, increasing 11.1% YoY. Cost of
revenue amounted to RMB 4.7 billion, increasing 13.1% YoY. Gross profit amounted
to RMB 1.1 billion, increasing 3.5% YoY. Gross profit margin was 18.2%, decreasing
1.4 percentage point YoY. Operating loss was RMB 1.9 billion, loss slightly narrowed
by 1.6% YoY. The loss for the period was RMB 1.7 billion, loss narrowed by 36.1%
YoY. Adjusted net loss amounted to RMB 1.8 billion, loss expanded by 8.8% YoY.

Revenue by Business Type
Mobile game revenue were RMB 1.5 billion, increasing 5.7% YoY. The increase in
revenue was primarily attributable to the newly launched mobile games.

Value-added revenue were RMB 2.2 billion, increasing 15.8%, mainly attributable to
the company’ s enhanced monetization efforts, led by an increased number of
paying users for the company’ s value-added services, including the premium
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membership program, live broadcasting services and other value-added

services.

Advertising revenue were RMB 1.4 billion, increasing 15.6% YoY, primarily
attributable to further recognition of Bilibili" s brand name in China" s

online advertising market, as well as BiliBili" s improved advertising efficiency.

E-commerce and others were RMB 757.8 million, increasing 3.2 YoY.

Business features

The company is a comprehensive video community that provides a large
amount of rich content to meet the diverse interests of young people, and
users and content creators can interact with each other. The content
categories include life, games, entertainment, animation, knowledge and
many other fields. The company also supports a wide range of video content
consumption scenarios, centered on professional user-generated video
(PUGV), supplemented by live broadcast, professional organization-

generated video (OGV), etc.

User data and characteristics

The users of the platform are mainly people of the Z+ generation, which
refers to people born in the middle and late 1990s to the early 2010s.
According to the iResearch report, among the MAUs of the platform in 2020,
users aged 35 and below accounted for more than 86%. Formal users of the
platform need to pass a membership examination consisting of 100 multiple-
choice questions to become a formal member, and the formal membership
that is difficult to obtain will make users value and cherish it more, and thus
have higher participation and loyalty, including actively using various social
and interactive functions provided on the platform, such as sending bullet
chats (referring to the real-time subtitle comment function that originated in
Japan and prevailed in China), comments and private messages, to improve
the user stickiness of the platform. As of December 31, 2021, the company
had approximately 145.3 million official members, increasing 41.6 YoY. In
addition, in recent years, the average daily time spent by active users on the
company’ s mobile applications has remained at more than 80 minutes and
will reach a record high of 96 minutes in the third quarter of 2022, reflecting
the continued rise in popularity of the platform.

In terms of DAUs, it can be seen from Figure 1 that the average DAUs have
been rising steadily, reaching 90.3 million in the third quarter of 2022,
increasing 8.1% QoQ and increased of 5.2% QoQ in the second quarter.
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In terms of average monthly active users, it can be seen from Figure 2 that
the average monthly active users have been rising steadily, but the growth
rat has continued to decline. In the third quarter of 2022, it reachs 332.6
million people, increasing 8.8% QoQ, and increased of 4.1% QoQ in the
second quarter. The single-digit growth of the two data for two consecutive
quarters reflects the slowdown in the growth of average active users, and the
reason for the higher growth in the third quarter than in the second quarter
may be due to the seasonal factor of summer vacation.

Figure 2:
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In terms of average monthly premium users, it can be seen from Figure 3
that the average monthly premium users have been rising steadily, but the
growth rate has continued to decline since 2020. In the third quarter of 2022,
it will reach 28.5 million people, increasing 3.6% QoQ, while in the second
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quarter it only increased by 1.1% QoQ. The two consecutive quarters of low-
single-digit growth reflect that the average monthly premium user is close to

the peak.
Figure 3:
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Video content

95% of the video views on the company’ s platform comes Professional
User-Generated Video(PUGV) and vertical video( Story Mode). Vertical video
is a popular form of video transmission in recent years. It is suitable for
mobile phone users to watch and caters to the current trend of information
and time fragmentation. It is convenient for users to watch videos anytime
and anywhere. In term of data, in the third quarter of 2022, the total user
time of the platform increased by 37% YoY, and the average daily video
playback volume increased by 64% YoY. Among them, at the financial report
meeting in Mach 2022, Chen Rui, CEO of Bilibili, said that the DAU
penetration rate of Story Mode has exceeded 20%. Investors can expect that
as Story Mode is realized, it can drive advertising revenue to increase.

In terms of video creation, a good cycle has been formed between the three
elements of content creators, creation and fans. More and higher-quality
videos will help users retain. When the content creators create high-quality
videos and is loved by fans, the positive reaction and increase in the number
of fans will encourage those content creators to create more high-quality
videos and attract more people to try to create videos. In terms of data, the
number of monthly active content creators on the company’ s platform in
the third quarter was 3.8 million, increasing 40.7% YoY. The average number
of submissions per month was 15.6 million, increasing 54.5 YoY. The number
of content creators with more than 10,000 fans increased by 48% YoY.
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Mobile games

As of December 31, 2021, the company has operated 59 exclusive mobile
games and hundreds of jointly operated mobile games. From 2018 to 2021,
mobile games accounted for 71.1%, 53.1%, 40% and 26.3% of the
company’ s total revenue respectively, while the top three mobile games
contributed 61%, 36%, 24% and 10.7% of the company’ s net turnover
respectively. Mobile game revenue continues to rise while the two figures
continue to fall. On the one hand, it reflects the successful commercialization
of other businesses of the company, and revenue no longer depends on a
single business. On the other hand, it reflects that the number of exclusive
licensed games of the company has increased, and the dependence on
popular exclusive licensed mobile games has decreased. Currently, the
company” s top three exclusive mobile games are Fate/Grand Order (FGO),

Guardian Tales and Azur Lane.

Fate/Grand Order is a turn-based card mobile game developed by Japanese
game production company Delightworks and launched in July 2015, Bilibili
began to exclusively represent the game in China in September 2016. This
game is a work derived from the “Fate” series of the Japanese game
publisher Type-Moon. Type-Moon launched the R-18 text adventure game
Fate/Stay Night in 2004. Later, because of its unique worldview and
wonderful plot, related animations and movies were launched, and many
fans have been accumulated around the world. Fate/Grand Order is still one
of the most popular games on Bilibili after its launch in China. According to
data from mobile market information tools quoted by the game media
Mobilegamer.biz, the total global revenue of Fate/Grand Order in 2022 were
approximately USD 500 million, ranked No.13 globally. In addition, according
to the data research agency Sensor Tower (the data does not include third-
party Android platforms in China or other places, the same below), the
revenue of Fate/Grand Order in China in December 2022 were around USD
3 million with about 20K downloads. Besides, the cumulative downloads of
the game on the TapTap platform were approximately 4.5 million. The
overall data shows that the popularity of this game, which has been
launched for about 7 years, is still very good.

Guardian Tales is a pixel-style adventure role-playing game launched by
Korean game developer Kong Studios in February 2020, and Bilibili
exclusively represented the game in China since April 2021. According to
Sensor Tower, the revenue of this game in December 2022 were around
USD 400K, with around 10k downloads, and the cumulative downloads of the
game on the TapTap platform were around 1.7 million.
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Azur Lane is a simulation ship development game produced by Shanghai
Manjiu Network Technology and Xiamen Yongshi Network Technology,
released by Bilibili in May 2017. Players mainly develop a fleet and carry out
various missions and battles, and the warships in the game refer to  “ship
girls”  (anthropomorphic warships, usually female characters). According to
Sensor Tower, the revenue of this game in December 2022 were around
USD 4 million with about 30k downloads, and the cumulative downloads of
the game on the TapTap platform were around 4.3 million. The data shows
that the popularity of this game, which has been launched for about 6 years,

has been maintained very well.

Princess Connect Re:Dive is a fantasy-style role-playing mobile game
launched by Japanese game developer Cygames in February 2018, and
Bilibili exclusively distributed the game in China since April 2020. Players
mainly collect and develop various female characters for various battles. This
game used to be one of the first three popular games on Bilibili, but the
popularity of the game has declined rapidly. According to Sensor Tower, the
revenue of this game in December 2022 were USD 100k with about 10k
downloads and the cumulative downloads of the game on the TapTap

platform were around 2 million.

Positive factors

The company deeply cultivates ACG content to grasp the market trend

Since its inception, the company’ s development direction has been
focusing on ACG (animation, comics and video games), including the
founder and the president XU Yi and the chairman Chen Rui, are all senior
ACG enthusiasts, so that the company has a very in-depth understanding of
ACG culture and trends, and can also understand the current trend of ACG
culture from user discussions or the number of occurrences of a certain topic
through the platform. When there is a phenomenon-level popular ACG,
Bilibili can often seize the opportunity to obtain the exclusive licensed right
of the work in China.

Re-approval of imported game licenses are good for the company’ s game
revenue

On December 28, 2022, the National Press and Publication Administration
approved the version numbers of 84 domestic online games and 44
imported games. This is the first time since June 2021 that imported game
licenses has been approved, and there are many high-quality games among
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them. With the normalization of the approval of imported game licenses, it
will benefit Bilibili and other companies that rely on agents to import games.
In addition, due to the cooperation between Bilibili and Japanese game
developer Cygames in the agency of Princess Connect Re:Dive, we believe
that if the license of Cygames’ another popular game Umamusume is
approved, Bilibili will represent this game in China. The game caused a
global boom in the first month after its launch in March 2021, surpassing
MiHoYo' s Genshin Impact to become the No.1 game in the world in terms
of global revenue in that month. According to the game media
Mobilegamer.biz, Umamusume amounted a total global revenue of about
USD 550 million in 2022, ranked No.12 in the global mobile game, and this
data was achieved without revenue in China, reflecting that the game is still
very popular in the world and has growth potential.

Chen Rui directly manages the game department and focuses on the game
business

Bilibili" s mobile game business has always relied heavily on exclusive
licensed games, and its ability to independently develop games is weak. The
suspension of the approval of imported game licenses has a greater impact
on the company, and this incident of stopping the approval of the licenses
also exposed the weakness of the company’ s poor ability to independently
develop games. Although the re-approval of imported game licenses is very
beneficial to the company, the approval of imported game licenses is usually
issued every few months to a year. The approval speed is slower than local
games, and the possibility of stopping the approval of game licenses in the
future cannot be ruled out. In addition, two of the company’ s three
highest-grossing exclusive licensed games have been launched for more
than six years, and it is necessary to develop new popular games to become
the company’ s new growth driver. According to the company’ s internal
emails quoted by multiple media, the chairman Chen Rui will directly listen to
the report of the game business, and then further strengthen the game
business and implement the company’ s game business strategy of “self-
developed with high quality and global distribution” , reflecting that the
company also understands its own weaknesses and start making changes.
However, the cost of developing high-quality and popular games is relatively
high, and the company lacks successful experience. Investors should pay
attention to the development of the company’ s game business in the

future.
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The unique culture of the platform constitutes a strong moat

There are only two comprehensive ACG platforms in China and Bilibili is one
of them, but its competitor AcFun lags far behind Bilibili in term of number of
users and other aspects. The company’ s core competitiveness comes from
the circle formed by people who love ACG culture to communicate with
each other and generate cultural resonance, so the platform still retains a
fairly high formal membership threshold. To a certain extent, ensuring the
quality of members will not affect the circle of existing platforms, and this
circle is Bilibili" s unique moat. High user stickiness makes it difficult for other
platforms to copy or replace. In addition, with the continuous emergence of
new phenomenon-level ACG works, more and more people pay attention to
ACG works, such as the game Elden Ring that swept various awards in 2022
and the animation Demon Slayer: Kimetsu No Yaiba was popular all over the
world in 2021. Coupled with the rise of domestic ACG works, the market
scale continues to expand, which is conducive to the long-term development
of Bilibili. According to iResearch” s 2021 China Secondary Industry Research
Report, the number of pan-two-dimensional users (meaning that they have
consumed some two-dimensional products but are not as enthusiastic about
two-dimensional products as the core group) reached 420 million people in
2020, and it is expected to reach 500 million people in 2023, with a
compound annual growth rate of 4.46%. Besides, the combined market size
of the two-dimensional content market and the two-dimensional peripheral
derivative market reached 100 billion in 2020, and it is expected to reach
221.9 billion in 2023, with a compound annual growth rate of 22.05%.

Risk factors

Lack of overseas experience, R&D costs rise

The company’ s businesses mainly revolve around the development of the
ACG cultural circle in China, and it is difficult to expand its business overseas.
As for whether self-developed games can go overseas in the future, the
company’ s ability to self-develop games has always been relatively weak,
and the possibility of developing games that are popular with global players
is low. Since the game license has been suspended twice in recent years and
under the influence of the game restriction policy, the game industry has lost
a sense of security in the Chinese game market. The large and capable game
leaders in the mainland have deployed overseas to find new growth drivers.
In addition, the game industry expects that the approval of domestic game
licenses will be tightened for a long time, and it is necessary to seize the
opportunity of each license approval and focus on the development of high-
quality games. For example, Tencent and NetEase have acquired several
overseas game studios in order to expand overseas markets and strengthen
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the development of high-quality games to engage in an arms race in games.
However, Bilibili has always been good at introducing overseas games to the
mainland rather than developing games and lacks the experience of self-
developed games going overseas. This is exactly the opposite of the current
environment of the mainland game industry. If Bilibili, which has weak self-
development capabilities, needs to keep up with the changes in the general
environment of the mainland game industry, the cost of developing games
or acquiring game studios will increase significantly. In fact, the company’ s
total R&D cost in the first nine months of 2022 amounted to 3.3 billion,
which has surpassed last year’ s R&D cost by 15.2%, reflecting the trend of
high-quality domestic games that has greatly increased the company’ s
R&D costs.

Chinese game market revenue declined in 2022

According to the game industry report released by Gamma Data on January
13, 2023, the actual sales revenue of the Chinese game market in 2022
amounted to 265.88 billion, decreasing 10.3% YoY. The number of players
was 660 million, slightly decreasing 0.33% YoY. The actual sales revenue of
self-developed games in the domestic market amounted to 222.38 billion,
decreasing 13.1% YoY. The actual sales revenue of self-developed games in
overseas markets amounted to USD 17.35 billion, decreasing 3.7% YoY. The
data shows that due to the suspension of the game license, the mainland
game market lacked the stimulation of new popular games in 2022. In the
case of a slight decline in the number of players, domestic players will reduce
spending in existing games, resulting in a double-digit decline in related
revenue. The low-single-digit decline in the revenue of domestic games in
overseas markets is mainly affected by two global factors. According to
another 2022 global game market report released by the research
organization Newzoo, the reason for the decline in global mobile game
revenue is that the average time spent by global mobile game players on
games has decreased significantly compared to the past two years, and the
money spent on mobile games has also decreased accordingly. Moreover,
the global economy is affected by high inflation, and many people tighten
consumption and reduce expenditure. However, Bilibili lacks the ability to
seize overseas market, and its game business is more affected by policies
change in the mainland. Investors should pay attention to related risks.

Valuation and recommendation

The company is the largest comprehensive ACG platform in China,
representing the Chinese ACG circle, and we believe that the ACG cultural
circle is Bilibili" s unique moat, and high user stickiness makes it difficult for
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other platforms to replicate and replace. With the development of foreign
and domestic ACG, the growth of pan-two-dimensional users will benefit the
company’ s development. Besides, more than 86% of the active users on
the company’ s platform are users aged 35 and under. The user group is
more receptive to multiculturalism and new things, enabling the company to
develop other multiculturalism. For example, the rap program New Rap
Generation has a good reputation. We believe that the company’ s future
growth drivers lie in three aspects, namely, as the young user group grows,
their spending power increases, the development of multiculturalism drives
the increase in platform traffic, the increase in commercial advertising
revenue, and the continued development of the ACG circle to enjoy the
development of the industry dividend. As for the game business, although
the re-approval of imported games is great news for the company, it is
expected to drive the company’ s game business to return to normal
growth, in the long run, domestic game companies need to self-develop
their games with high-quality and seize overseas market will increase the
company’ s operating costs. In particular, these three items are weaknesses
that Bilibili has not been able to solve for a long time, investors need to pay
attention to the positioning and changes of the company’ s game business
after the company’ s chairman Chen Rui directly listens to the report on the
game business, and whether it can launch popular games in the future. Self-
developed games will be the key to the company’ s game business. The
company expects revenue in the fourth quarter of 2022 to be 6 - 6.2 billion,
increasing 3.87% to 7.3% YoY. We expect Bilibili" s net sales amount to RMB
21.82 billion, 26.95 billion and 32.22 billion in FY2022-2024 respectively,
CAGR is 13.9%. Corresponding P/S ratio are 3.39/2.75/2.3x. While the
company’ s average P/S in the past year was around 3.1, we give Bilibili 3.5x
P/S in FY2023 and a target price of $266.74 HKD. (Calculated at the
exchange rate of RMB to HKD 1.16), with a  “buy” rating. (Current price as
of February 8)
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Financial

Consolidated Statement of Profit or Loss

Dec Y/E, RMB mn FY20 FY21 FY22E FY23E FY24E

Total net revenues 11999.0 19383.7  21823.0 269459  32221.2
Mobile games 4803.4 5090.9 5420.3 6540.9 7893.2
Value-added services 3845.7 69349 8487.1 10184.6 122215
Advertising 1842.8 4523.4 5044.2 J061.8 8474.2
E-commerce and others 1507.2  2834.5 28714 3158.5 3632.3

Total cost of revenues 9158.8) (15340.5) (16612.9) (19169.5) (22429.1)

(
Revenue-sharing costs (4366.5) (7733.3) (8324.8) (10279.0) (12291.4)
Content costs (1875.5) (2694.8) (3135.0) (3870.9) (4628.8)
Server and bandwidth costs (1141.3) (1565.9) (1763.0) (2176.8) (2603.0)
(

E-commerce and others 1775.5) (3346.4) (3390.1) (2842.7) (2905.9)

Total gross profit 2840.2 4043.1 5210.1 7776.4 9792.2
Sales and marketing expenses (3492.1) (5794.9) (4872.8) (4629.2) (4397.7)
General and administrative expenses (976.1) (1837.5) (2247.7) (2135.3) (2028.3)
Research and development expenses (1513.0) (2839.9) (4402.6) (5119.7) (6122.0)

Loss from operations (3141.0) (e429.1) (B312.3) (4107.8) (2756.1)
Other income/{expense) 140.3 (284.4) 411.0 511.3 611.4

Loss before tax (3000.7) (6713.4) (5902.0) (3596.5) (2144.7)
Income tax (53.4)  (95.3)  (107.3)  (1325) (158.4)

Net loss (3054.0) (6808.7) (6009.2) (3728.3) (2303.1)

EPS(RMB) (8.7) (17.9) (14.6) (3.1) (5.6)

DPS{HKD) 0.0 0.0 0.0 0.0 0.0

Dividend payout ratio 0.0 0.0 0.0 0.0 0.0

Weighted shares outstanding 345.8 379.9 409.8 409.8 409.8
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Dec Y/E, RMB mn FY20 FY21 FY2Z2E FY23E FY24E
Current assets
Cash and cash equivalents 4678.1 75231 12026.9 2285.8 -11049.0
Time deposits 4720.1  7632.3 123414 199559 322684
Account receivable, net 1053.6 1382.3 1896.3 2341.5 2799.9
Short-term investment 3357.19 15060.72 9036.432 7229.146 5783.316
Other current assets 1930.52 4848.37 3594.217 4437.944 5306.789
Total Current Assets 15739.6 364469 38B895.3 36250.2 35109.4
Non-current assets
Property and equipment, net 761.9 1350.3  1522.5  1380.0  2248.0
Production cost, net 667.9 1083.8 12356 1525.6  1824.3
Intangible assets, net 23570 38356  4318.3 53320 63759
Goodwill 1295.8  2338.3  2338.3 23383 23383
Long-term investments, net 22329  5502.5  4866.0 o6008.3 7184.6
Other long-term assets 810.6 1495.8 14958 14958  1495.8
Total Non Current Assets 8126.1 15606.3 15776.6 18580.0 21466.9
Total Assets 23865.6 52053.2 546719 54830.2 56576.3
MNon Current Liabilities
Long-term debt 8340.9 17784.1 15548.5 15548.5 15548.5
Other long-term liabilities 350.9 432.0 825.8 825.8 825.8
Total Non Current Liabilities 8691.9 18266.1 16374.2 16374.2 16374.2
Current Liabilities
Account payable 3074.3 43609 4909.7 6062.2 7249.1
Deferred revenue 2118.0 26454  2978.3 36774 43974
Other current liabilities 2199.2  5064.7 11015.1 11968.5 12950.2
Total current liabilities 7391.5 12071.0 18903.1 21708.1 24596.7
Total liabilities 16083.4 30337.1 35277.3 380824 40970.9
Equity
Total Bilibili Inc."s shareholders’ equity 7600.2 21703.7 19387.4 16721.2 15559.2
MNoncontrolling interests 182.0 124 7.1 26.6 46.1
Total equity 7782.2 217161 19394.5 16747.9 15605.4
Total liabilities and equity 23865.6 52053.2 546719 54830.2 56576.3
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Consolidated Statement of Cash Flow

Dec Y/E, RMB mn FY20 FY21 FY22E FY23E FY24E
CFO 7531 (2647.0) 1509.8 3715.5 6407.0
Net loss (3054.0) (6808.7) (5989.7) (3709.4) (2283.8)
Depreciation and Amortization 1817.9 2603.7  4310.8  4865.6 6007.7
Change in working capital 1487.3 (9.2) 2194.2  1516.1 1561.3
Others 502.0 1567.2 954.4 1043.2 1121.6
CFI (8906.8) (24578.1) (3165.9) (13476.2) (19761.4)
Total Capex (2239.0) (3687.2) (5117.6) (6526.7) (7718.4)
Short term and long term investment, net (2935.6) (17865.9) 6660.8 665.0 269.5
Time deposits, net (3236.9) (3042.3) (4709.1) (7614.5) (12312.5)
Others (495.4) 17.2 0.0 0.0 0.0
CFF 83354 30389.1 6160.0 19.5 19.5
Short-term loans, net 100.0 1117.7 5721.8 0.0 0.0
Proceeds from issuance of oridnary shares 2817.5 192884 2679.1 0.0 0.0
Redemption for convertible bonds 0.0 0.0 (2235.6) 0.0 0.0
Others 5418.0  9983.0 (5.3) 19.5 19.5
Net Change in Cash 181.7  3164.0 4503.8 (9741.2) (13334.8)
Cash and CE at Beg 4962.7  4673.1 7523.1  12026.9 2285.8
FX impact (466.3) (319.0) 0.0 0.0 0.0
Cash and CE at Y/E 4678.1  7523.1 120269 2285.83 (11045.0)
Key Financial Data
Dec Y/E FY20 FY2l FY22E FY23E FY24E
Valutation Ratio
PJE ratio MN/A MN/A MN/A M/A M/A
P/5 ratio 5.21 3.54 3.39 275 2.30
Dividend Yield, % 0.0 0.0 0.0 0.0 0.0
Per share data(RMB)
EPS (8.7) (17.9) (14.8) (9.1) (5.8)
BVPS 22.5 57.2 47.3 40.9 38.1
DPS 0.0 0.0 0.0 0.0 0.0
Sales Per Share 34.7 51.0 53.2 65.7 78.6
Growth & Margin
Growth
Revenue Growth 77.0% 61.5% 12.6% 23.5% 15.6%
Gross Profit Growth 138.6%  42.4% 28.9% 49.3% 25.9%
Operating Profit Growth MNSA MNSA MN/A MNSA M A
Met Profit Growth MN/A MN/A MN/A MN/A M/A
Margin
Gross Profit Margin 23.7% 20.5% 23.9% 28.9% 30.4%
Operating Profit Margin -26.2%  -33.2% -28.9% -15.2% -B.6%
Met Profit Margin -25.1%  -35.0% -27.4% -13.8% -7.1%
Key Ratios
ROE -38.7% -31.3% -30.9% -22.1% -14.6%
ROA -126%  -13.0% -11.0% -6.8% -4.0%

Current Price as of: 8 Feb
Source: PSHK Est.
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Total Return Recommendation Rating Remarks
>+20% Buy 1 >20% upside from the current price
+5% to +20% Accumulate 2 +5% to +20%upside from the current price
-5% to +5% Neutral 3 Trade within * 5% from the current price
-5% to -20% Reduce 4 -5% to -20% downside from the current price
<-20% Sell 5 >20%downside from the current price

We do not base our recommendations entirely on the above quantitative return bands. We consider qualitative factors like (but not limited to) a
stock's risk reward profile, market sentiment, recent rate of share price appreciation, presence or absence of stock price catalysts, and speculative
undertones surrounding the stock, before making our final recommendation

GENERAL DISCLAIMER

This publication is prepared by Phillip Securities (Hong Kong) Ltd (“Phillip Securities”). By receiving or reading this publication, you agree to be bound by the terms and
limitations set out below.

This publication shall not be reproduced in whole or in part, distributed or published by you for any purpose. Phillip Securities shall not be liable for any direct or
consequential loss arising from any use of material contained in this publication.

The information contained in this publication has been obtained from public sources which Phillip Securities has no reason to believe are unreliable and any analysis,
forecasts, projections, expectations and opinions (collectively the “Research”) contained in this publication are based on such information and are expressions of belief
only. Phillip Securities has not verified this information and no representation or warranty, express or implied, is made that such information or Research is accurate,
complete or verified or should be relied upon as such. Any such information or Research contained in this publication is subject to change, and Phillip Securities shall not
have any responsibility to maintain the information or Research made available or to supply any corrections, updates or releases in connection therewith. In no event will
Phillip Securities be liable for any special, indirect, incidental or consequential damages which may be incurred from the use of the information or Research made
available, even if it has been advised of the possibility of such damages.

Any opinions, forecasts, assumptions, estimates, valuations and prices contained in this material are as of the date indicated and are subject to change at any time
without prior notice.

This material is intended for general circulation only and does not take into account the specific investment objectives, financial situation or particular needs of any
particular person. The products mentioned in this material may not be suitable for all investors and a person receiving or reading this material should seek advice from a
financial adviser regarding the suitability of such products, taking into account the specific investment objectives, financial situation or particular needs of that person,
before making a commitment to invest in any of such products.

This publication should not be relied upon as authoritative without further being subject to the recipient’s own independent verification and exercise of judgment. The
fact that this publication has been made available constitutes neither a recommendation to enter into a particular transaction nor a representation that any product
described in this material is suitable or appropriate for the recipient. Recipients should be aware that many of the products which may be described in this publication
involve significant risks and may not be suitable for all investors, and that any decision to enter into transactions involving such products should not be made unless all
such risks are understood and an independent determination has been made that such transactions would be appropriate. Any discussion of the risks contained herein
with respect to any product should not be considered to be a disclosure of all risks or a complete discussion of such risks.

Nothing in this report shall be construed to be an offer or solicitation for the purchase or sale of a security. Any decision to purchase securities mentioned in this research
should take into account existing public information, including any registered prospectus in respect of such security.

Disclosure of Interest

Analyst Disclosure: Neither the analyst(s) preparing this report nor his associate serves as an officer of the listed corporation covered in this report.

Firm’s Disclosure: Phillip Securities does not have any investment banking relationship with the listed corporation covered in this report nor any financial interest of 1% or
more of the market capitalization in the listed corporation. In addition, no executive staff of Phillip Securities serves as an officer of the listed corporation.

Availability

The information, tools and material presented herein are not directed, intended for distribution to or use by, any person or entity in any jurisdiction or country where
such distribution, publication, availability or use would be contrary to the applicable law or regulation or which would subject Phillip Securities to any registration or
licensing or other requirement, or penalty for contravention of such requirements within such jurisdiction.

Information contained herein is based on sources that Phillip Securities (Hong Kong) Limited (“PSHK”) believed to be accurate. PSHK does not bear responsibility for any
loss occasioned by reliance placed upon the contents hereof. PSHK (or its affiliates or employees) may have positions in relevant investment products. For details of

different product's risks, please visit the Risk Disclosures Statement on http://www.phillip.com.hk.
© 2023 Phillip Securities (Hong Kong) Limited
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www.phillip.co.th

UNITED STATES
Phillip Futures Inc.
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