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Safe Harbor Statement

This presentation does not constitute an offer to sell or issue or the solicitation of an offer to buy or acquire securities of Giant Interactive
Group Inc. ("Giant" or the "Company") in any jurisdiction or an inducement to enter into investment activity, nor may it or any part of it
form the basis of or be relied on in connection with any contract or commitment whatsoever. Specifically, this presentation does not
constitute a "prospectus" within the meaning of the U.S. Securities Act of 1933, as amended. The Company has filed a registration
statement (including a prospectus) with the United States Securities and Exchange Commission for the securities to be offered in the United
States. Any public offering of the securities to be made in the United States will be made solely by means of the prospectus in the
registration statement. Any decision to purchase securities in the proposed offering should be made solely on the basis of the information
contained in the statutory prospectus in due course in relation to the proposed offering.

This presentation has been prepared by the Company solely for use at the roadshow presentation held in connection with the proposed
offering. The information contained in this presentation has not been independently verified. No representation, warranty or undertaking,
express or implied, is made as to, and no reliance should be placed on, the fairness, accuracy, completeness or correctness of the
information or the opinions contained herein. None of the Company or any of its affiliates, advisors or representatives will be liable (in
negligence or otherwise) for any loss howsoever arising from any use of this presentation or its contents or otherwise arising in connection
with the presentation.

This presentation contains statements that constitute forward-looking statements. These statements include descriptions regarding the
intent, belief or current expectations of the Company or its officers with respect to the consolidated results of operations and financial
condition of the Company. These statements can be recognized by the use of words such as "expects," "plans," "will," "estimates,"
"projects," "intends," or words of similar meaning. Such forward-looking statements are not guarantees of future performance and involve
risks and uncertainties, and actual results may differ from those in the forward-looking statements as a result of various factors and
assumptions. The Company has no obligation and does not undertake to revise forward-looking statements to reflect future events or

circumstances.

The slides used in this presentation are strictly confidential. By attending this presentation, participants agree not to remove this document,
or any materials provided in connection herewith, from the conference room where such documents are provided. Participants agree
further not to photograph, copy or otherwise reproduce these materials in any form or pass on these materials to any other person for any
purpose, during the presentation or while in the conference room. Participants must return this presentation and all other materials
provided in connection herewith to the Company at the completion of the presentation.
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Giant: NYSE Listed

NYSE IPO: November 1, 2007
Ticker: GA
Market Cap: US$1.6B

Fully Diluted Shares:

November 30, 2009

Approximately 234M

About Giant:
Headquarters: Shanghai, China GA
Approximately 3,100 LISTED
Employees: including 1,550 liaison

personnel

NYSE

Investor Information: www.ga-me.com

[
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A Leading Developer and Ope_r LOT;
of Online Games in' China

China’s Leading Online Game Developer and Operator
e Flagship game ZT Online voted 2006’s Most Popular Online Game in Chinal
e ZT Online achieved over 2.1 million Peak Concurrent Users (PCU) in second quarter 2008
e Giant Online achieved over 344,000 PCU in second quarter 2008

"Free-to-Play"” Model Creates Large and Sticky In-Game Community
e Multiple monetization opportunities
e Extended game lifecycle

“Gamer First" Ideology Results in Compelling and Fun Gameplay
e Comprehensive “Encyclopedia” game features enhance user experiences for all types of gamers
e State of the art server technology maximizes in-game interactivity
e "Online Game 2.0” — Continuous game design & enhancements evolving from gamers’ feedback

One of the Fastest Growing and the Most Profitable Online Game Companies in
China

e Revenue growth of over 108% on CAGR basis from FY2006 to FY2008
e Net margin of 70% for FY2008

1 Source: IDC
I 4@
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Product & Operational Highlights
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Our Flagship Game:

ZT Online Overview.

o Commercial service began January 2006

* Free of charge to play
e Revenues derived from in-game purchases of virtual items and
services

e Voted 2006’s Most Popular Online Game in China in its first year of
operation?
¢ Achieved PCU of over 2.1 million in the second quarter of 2008

o Multiple expansion packs since commercial launch
¢ Players remain engaged by continually updated content

¢ Proprietary technology allows over 40,000 gamers to play together
in a single shard

. 1 Source C
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Our Second Game:
Giant Online Overview.

Open beta launch in March 2008

Free of charge to play
Revenues derived from in-game purchases of virtual items and
services

Reached PCU of over 237,000 during open beta launch
Achieved PCU of over 344,000 in the second quarter of 2008

e Modern military theme MMORPG blended with hundreds of casual
game elements
¢ 14 innovative roles and hundreds of modern weapons

e Proprietary technology allows a million gamers to play together in a
single shard
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Giant’s R&D and|State ofi the rr Saryar
Technology

Extensive R&D Department currently with approximately 800 Members

Advanced and Reliable Server Technology and Operational Infrastructure

.. Over 40,000 players can » Advanced sever technology
1 simultaneously interact in intended to enable a million
(‘ﬂ the same game shard concurrent players in a single
é % 3 ’ shard
¢ » Concurrent user capacity
is larger than most other » Will have the largest concurrent
ZT Online MMO games currently Giant Online user capacity in a single shard
operating in China among all MMO games in China

. . |
Enhanced Playability More Intense Interaction Complex Social Network
. . |
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A Growing Product Poritfolio

Giant Online

=/

Open beta testing launched at end of 1Q08

Released military rank, reputation system and equipment upgrades in
3Q09

Further enhancement with
additional features

My Sweetie

Bobey )

Part of our Win@Giant program from 1Q09
2.5D free-to-play casual MMORPG involving virtual pets

Currently under closed beta
testing

King of Kings III

sffl=

GA acquired rights to operate in China in 2007
Limited closed beta testing in China in 1Q09

Fine-tuning based on the feedback from limited closed beta testing and
2nd phase limited closed beta testing in 3Q09

Limited closed beta testing
with persistent accounts and
monetization features in Oct 09

XT Online

7

Part of our Win@Giant program from 2Q09
2.5D ancient Chinese martial arts MMORPG
Limited beta testing launched in Oct09

Limited closed beta testing
with persistent accounts in Oct
09

The Golden Land

R E e
,’v‘ )

Our first self-developed webgame, with a medieval strategy theme
Two phases of limited beta testing completed in 3Q09

More formal limited closed
beta testing in 4Q09

Dragon Soul

st

3D ancient Chinese PK MMORPG
Developed by our R&D office in Chengdu, Sichuan
Self-developed 3D engine

Limited closed beta testing in
1Q10

Empire of Sports

GA acquired rights to operate in China in early 2008
Officially launched in Europe in December 08
Commenced limited engineering testing in China in 2Q09

Limited closed beta testing in
4Q09
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Key Operating Metrics

Active Paying Accounts (APA) Average Concurrent Users (ACU)
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Financial Highlights

I 4 [ —— ]
© 2009 Giant Interactive Group, Inc. All Rights Reserved



Solid Revenue Growth
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Outstanding Profitability:

Gross Profit, USD millions

Gross Margin (%)
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Efficient Operation

Net Margin (%)
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Growth Strategy

Player Segmentation Based on Game Features and Spending
Preferences to Increase Player Loyalty and to Extend Game
Lifecycles

Introduce Different Genres of Games and Expand Geographical
Coverage to Grow Our Player Base

Pursue Opportunities for Acquisitions, Strategic Joint Ventures
and Opportunistic Investments

© 2009 Giant Interactive Group, Inc. All Rights Reserved 18



Launched in January 2006

Self-developed Free-to-Play 2D MMORPG
Multiple expansion packs introduced since launch
Monetization restructuring in 3Q08

Now also available in Vietham and Russia

“Parenthood Simulation”
expansion pack rolled out in
3Q09

Open beta testing launched at end of 3Q08

Original ZT Online features but eliminated all
promotional items

Designed to target former ZT Online players and
enhance player loyalty

“Unparalleled Martial Arts”
expansion pack rolled out in
3Q09

Original ZT Online gameplay with enhanced in-
game economy benefiting lower spending and
non-paying players for further in-game diversity

New maps, skills, items, and other game features

Limited closed beta testing
with persistent accounts and
monetization features began
in Oct 09

Sequel to ZT Online, brand new Free-To-Play 2D
MMORPG

Revised economic system targeting gamers of
different spending habits to attract more players

Basic game design completed with enhanced
graphics, sound effects, # of professions,
animation, etc.

Engineering testing to begin
toward the end of 2009

I 4
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Expanding into New Genrée

» Goal: capture gamers with a broader array of preferences

e Initiative: Utilize innovation and creativity derived from Win@Giant
Incubation Program to bring games in hew genres to market

Existing Genres of Giant
Games

Hardcore,
combat-centric
PK MMORPGs

ZT Online
and
Giant Online

IS 4
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Expanding into new genres with the help of

Win@Giant

Hardcore, combat-centric PK MMORPGs

ZT Online, Giant Online, King of Kings II1, XT
Online, ZT Online 11, and Dragon Soul

Casual MMORPGs
My Sweetie and Empire of Sports

Web Games
The Golden Land

20
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ZT Online Series R&D Spin-offs m

. King of ZT The Mobile
Giant - . My XT
i - Kings Online Golden . - phone
ZT Online Online 1Tt IT Land Sweetie || Online || © .o
ZT Online Classic
ZT Online Green Other future projects Other future projects

i

Revitalize Creativity and Innovation for Continued in-house Game Development
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Source: China Statistics Yearbook 2008

1 Include Beijing, Shanghai and Guangzhou

2 Include Chongging, Tianjin, Shenzhen, Qingdao, Xiamen, Ningbo, Dalian and capital cities of
all provinces and autonomous regions
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Rapid Growth of Online Game Players

Online Game Players 87 95

79

(In millions)
61 70
49

2008 2009E 2010E 2011E 2012E 2013E
Source. IDC, 2009
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Strategic Investmenti—5

US$51 million

Giant Interactive Group

4

25% stake

Leading Chinese online game
developer and operator

PCU of 1.3 million and ACU of 426
thousand

RMB260 ARPU with 1.1 million
APA

Proven revenue model with high
profitability

51.com

Leading Chinese online social
networking service provider with
large community

120 million registered users

40 million monthly unique
visitors

350 million average daily page
views

—~——g—

Long-term Strategic Goals
Broaden Player Base

Expand Community Size

Reinforce User Stickiness
Extend Game Lifecycles

© 2009 Giant Interactive Group, Inc. All Rights Reserved
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To Develop and Operate the Largest Online Game
Network in Asia by Providing the Most Compelling

Games and Community Experiences
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NYSE: GA
Thank you

WwWw.ga-me.com




