Exent In-Game Advertising
Solutions for Publishers

In-Game Advertising. Powered by Exent.

@ Create new revenue streams and offset development costs
© Capitalize on titles already sold on the market and in use
© Monetize on extended and new release windows

@ Enable mass market reach through ad-based models
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Publishers are feeling the heat...

As far as businesses go, video game publishing is certainly
a risky one. Although video gaming reigns as one of the
top entertainment industry sectors, alongside music and
film, game publishers more often than not bear the brunt
of heavy financial losses. It is a hit-driven industry, faced
with soaring development costs, with every new title
increasingly expensive to produce.

Marketing costs rise in parallel as publishers and developers
scramble to ensure their new release is a hit. Piracy also
takes its toll, with as much as 40% of potential revenues
lost, turning whole markets to be irrelevant in today's
business and distribution models.

There is no guarantee that a game title will succeed. And
even if it does - once a game has ended its limited lifespan
on store shelves, it no longer generates revenues. Up until
now, video game publishing has been a gamble.

Exent provides the solution

Exent's In-Game advertising solutions offer video game
publishers new monetization opportunities for new and
back catalog video games, through various In-Game
advertisement, advergaming and community building
solutions:

Exent provides.the only solution set allowing to easily add
In-Game advertising capabilities at any stage of the product
life cycle — during development, post-production (without
developer involvement) and even after the games have
been installed on users’ machines.

Exent's patented technology allows for the unique
identification of pirated copies, demos and trials and
uniquely allows the design of advertising campaigns
targeting these users, while providing an advertising-free
experience for premium purchases.

Playing Video Games is the #1 Online Activity
The mass penetration of broadband Internet has created
a major decrease in TV viewership. At the same time,
key demographics spend more time playing video
games. Video game play has been recognized to be
the #1 online activity. Advertisers and media companies
alike are increasingly turning to the various gaming
communities to recoup their lost advertising revenues.

Long Game Play Experience
A typical game play experience averages 60 — 90

hours. With such a long game play experience,
advertisers have the opportunity to communicate
with the user far more than any other medium,
utilizing the game’s immersive nature to achieve
higher recall rates and better ROI for ad spending.
In addition, the gaming experience does not lend
itself well to commercials that interrupt game-play,
or for in-between sessions advertising. In-Game
advertising techniques need to be seamlessly
embedded into the game flow such that ads can
achieve desired effectiveness.

Generate Revenues from New and Back
Catalog Titles

Analysts forecast that the In-Game advertising market will
experience tremendous growth over the next few years.
These estimates are based on the assumption that In-Game
advertising needs to be embedded into the source code
of a relatively small number of newly released games every
year. In fact, only a few hundred new game titles are
published every year, out of which only a minimal percentage
will actually integrate In-Game advertising SDKs.

Exent offers the tools to increase the numbers of newly
released titles incorporating In-Game advertising, by
removing the need for development time integration and
providing higher level of flexibility in campaign design and
ad-spotting. In-Game advertising launch efforts can be
completely decoupled from the launch of the game itself.

With Exent’s In-Game advertising solution, In-Game ads
can be applied, without the need to access any source code,
to an existing catalog of thousands of titles with more than
500 million active, sold units. Publishers can easily flip the
switch on In-Game advertising campaigns for games that
were never originally designed to support it.



Risk Reduction and Release Windows

Both the video game and movie industry rely heavily on
blockbusters. Yet the movie industry has long enjoyed the
luxury of multiple ancillary revenue opportunities — spanning
from the initial release in theatres, through DVD rental
and purchase, VoD and premium TV channels, to advertising
sponsored broadcast channels.

These avenues have dutifully provided the movie industry
with the ability to rely on a “long tail” of money-making
opportunities post-initial release, reaching all audiences
at distinctive price points. In contrast, the video gaming
business has long depended on a single, risky, hit-driven
retail distribution system.

Exent In-Game advertising solutions offer video game
publishers the desperately needed opportunity to create
an additional ad-revenue supported release window,
enabling the movie industry “long tail” monetization
opportunities equivalents, lowering risk and increasing

revenues.

Benefits

® Easily incorporate In-Game advertising to released
games: Easily generate additional revenues from new
units released, where revenue uptake can reach a
double-digit increase.

® Generate additional revenues from already
deployed and installed games: Take advantage of
the hundreds of millions of units already sold and
generate significant additional revenues from them.
These revenue streams apply to game units that were
originally distributed through retail or any other outlet.

® Salvage pirated copies revenues: It is estimated that
about 40% of the total game units in the field are
procured by users in illegal manner. Exent’s In-Game
advertising solution allows for the identification of
pirated copies, allowing the publisher to generate
significant revenues from these otherwise lost units.

©® Recoup on demo games: Embed ads inside demo
games with no additional effort, recouping some of the
costs associated with demo game deployment.

® Enable additional release windows: Enjoy new
release windows, building a model similar to standard
cable TV subscription offerings that include basic movie
channels, with up-sell opportunities to premium
channels. This basic bundle model is enabled solely by
the support of advertising revenues, which reach as
high as 70% of the total revenues.

® Try-buy monetization: Publishers offer their content
through various try-buy outlets. Today, the conversion
rate of 100:1 carries with it tremendous sales costs,
associated with bandwidth and customer support.
Embedding In-Game advertising during trial sessions
allow for publishers and try-buy outlets to recoup some
of the associated costs and create cost-effective try-buy
models for larger games.

® Advergame enablement: Exent’s advergaming solution
enables the configuration and branding of any game
to become an “advergame” at a very low cost, compared
with the need to go back to the game developer to
change the look and feel of the game by source code
manipulation. A $250K-$500K investment in customizing
a game can be cut down dramatically, while preserving
original game-play experience and as a result, allowing
for better advergames to be produced.



Key Features

No need for SDK integration: Exent’s In-Game
Advertising technology does not require any development
time integration or support from game developers.Ad
spotting can occur in a post production stage, and
publishers can easily flip the switch on advertising campaigns
for games that were not originally designed to support it.

Measurement and reporting tool: Exent allows for the
most granular measurement capability, taking into account
size, angle, distance and interaction level with any
advertising. The tool also tracks impressions, time spent
viewing ads, and the actual type of user interaction so
that advertisers can watch the return on their investment,
make smarter buys and design more effective campaigns.

Full In-Game ad placement control: Exent allows the
definition of advertising spots and assets at any point so
that a publisher can start with a limited number of ad spots
inside a game and later expand as the title gets older. This
allows for optimal leveraging of both retail and premium
revenues side-by-side with flexibility to maximize In-Game
advertising technologies, at the right time.

Multiple game style and genre support: Exent supports
both casual and hardcore games. As such, mass-market,
casual offerings can benefit from In-Game advertising
revenues.

Ad-spot granularity: Exent allows for the designation of
any object within the game, 2D or 3D, and even audio
objects to be defined as an ad-spot. Any texture, facets
and vertex set can be individually identified.
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With Exent In-Game advertising,
publishers can:

@ launch In-Game ad campaigns on all assets, new
and old, with no need for SDK integration
Exploit units already sold in retail

Use demo games as a new revenue source
Recoup revenues from pirated games

Generate revenues from game trials

Leverage older assets in the form of advergames

Exent is the leading global market solutions provider
for broadband-based monetization of PC and video
games. Exent delivers technologies and products for
various markets, including video game publishers,
broadband service providers, consumer portals,
consumer electronic manufacturers, media companies,
advertising agencies, brand owners, retailers and others.

Among the companies using Exent’s technologies and
services are Comcast, Verizon, Intel, Bell Canada, Turner
Broadcasting, RCN, Telefonica, Deutsche Telekom, France
Telecom, Portugal Telecom, KPN, Telstra, and others.




