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Safe Harbor Statement

This announcement contains forward-looking statements. These statements are made under the i s alf aer bpoowigions of the U.S. Private
Securities Litigation Reform Act of 1995. These forward-looking statements can be identified by terminology such as A wi ié xpect
Aant i cipamiefsudtdlir @t éinpdl safndse 101 B g & 6 | oOfiact censf, ibdpeort te,Adc b a I proothex similar expressions. Among
other things, the Effects of COVID-19, Outlook and quotations from management in this announcement, as well as Bi | | diratdgic ansl
operational plans, contain forward-looking statements. Bilibili may also make written or oral forward-looking statements in its periodic reports to
the U.S. Securities and Exchange Commission, in its interim and annual reports to shareholders, in announcements, circulars or other
publications made on the website of The Stock Exchange of Hong Kong Limited (the i H o Kang Stock E x ¢ h a nig @e3ds) releases and other
written materials and in oral statements made by its officers, directors or employees to third parties. Statements that are not historical facts,
including but not limited to statements about Bi | i Weliefls andl £xpectations, are forward-looking statements. Forward-looking statements
involve inherent risks and uncertainties. A number of factors could cause actual results to differ materially from those contained in any forward-
looking statement, including but not limited to the following: the effect of the COVID-19 pandemic on B i | i Husinkss, Gesults of operations,
financial condition, and stock price; Bi | i diratdgieso Bi | i foturd business development, financial condition and results of operations;
Bi | iabilityl to rétan and increase the number of users, members and advertising customers, provide quality content, products and services,
and expand its product and service offerings; competition in the online entertainment industry; B i | i dbility to rbastain its culture and brand
image within its addressable user communities; B i | i ability to mhasage its costs and expenses; PRC governmental policies and regulations
relating to the online entertainment industry, general economic and business conditions globally and in China and assumptions underlying or
related to any of the foregoing. Further information regarding these and other risks is included in the C o mp a rfilings with the Securities and
Exchange Commission and the Hong Kong Stock Exchange. All information provided in this presentation is as of the date of the presentation,
and the Company undertakes no duty to update such information, except as required under applicable law.
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Enrich the everyday life of young generations in China

294mn 9mn 2/mn O5mins

31% YOY 32% YOY 33% YOY
MAU ©®® DAU @ MPU ® @)

Avg. daily time spent®®

Notes:

(1) In22Q1
(2) MAU = sum of our mobile apps MAUs and PC MAUSs after eliminating duplicates so that each active registered user that logged on both our Bilibili mobile app and our Bilibili PC website would only be counted towards mobile apps MAUs and not PC

MAUSs during a given month. We calculate mobile apps MAUs based on the number of mobile devices (including smart TV and other smart devices) that launched our mobile apps during a given month
(3) MPU = average monthly paying users who paid for games, live broadcasting, premier membership, Bilibili Comic services and Maoer, after eliminating duplicates of users paid for multiple services other than users of Maoer
(4) Avg. daily time spent is calculated by dividing the total time spent on our mobile apps during the specified period (excluding time spent on Bilibili operating games, Bilibili Comic and Maoer) by the average number of active users per day during such 3

period, further divided by the number of days during the specified period
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Bilibili Outstanding Growth Track Record

Rapid user base expansion sets solid foundation for fast revenue growth

MAUSs (mn)
Y-0-Y Growth
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Net revenue (RMB mn)
Y-0-Y Growth 30%

5,781

5,207 5,054
4,495
3,840 3,901
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Rapid Growth of Paying Users and Paying Ratio

Impressive Growth of Paying Users MPU/ MAU

Average MPU (mn)
Y-0-Y Growth 33%

9
9.2% 9-3%

8.99 9-0%

27.2
23.9 24-5 0
8.9% 3.8%
205 20.9
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15.0 7.8%
13.4 12.9 I I 7 5% 7.6%
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Golden Opportunity From Videolization

Video becomes fundamental to information, entertainment and communication

Massive Video-Based Industry® More Video Users, More Time Spent
RMB bn mn Hours per day
1,180
1,877 s 3.6
5G and +41%
video production tools 930 y
+
2.4x 2.5
More diversified content, 797
more video content creators
+
Rising demand and
spending power
for video-based content
2020 2025E 2020 2025E 2020 2025E

Source: iResearch

Notes:

(1) Refers to industry related to video content on video-centric platforms and non-video-centric platforms as well as mobile games. Non-video-centric platforms include social media, instant messaging, e-commerce, browser, and other kind of platforms 6
(2) Average daily time spent on video-based content by China mobile internet users
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i Our Unparalleled Leadership in Gen Z+

The golden cohort and future of the video-based industry

Our Core User Base Gen Z+ Key Characteristics
Gen Z+ (1985-20009)

Key driving force of consumption

450+ mn 67%

Gen Z+ contribution

+ ' - :
Gen Z+ population video-based industry revenue®

86%

of our users More time spent & more value
aged 35 and below ()

+83 mins +99%

More time spent® Higher per capita value®

Source: iResearch

Notes:

(1) In 2020

(2) Gen Z+ is expected to spend 5.0 hours daily on video-based content, compare with 3.6 hours for overall mobile users in 2025.

(3) Per capita value of Gen Z+inCh i n a 0 shasediindestoy is expected to reach RMB3,042, compared with RMB1,527 for overall users in 2025 . 7
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The Lilibili story

User-centric with
massive opportunities

Commercialization

Users

Aspiring and
fast growing

Highly engaged,
Interactive and sticky

Ever-growing ecosystem
centered around PUGV
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Multi-Categories for Diverse Content Interests

Fashion Viog

Lifestyle

How-to E-Sports

Knowledge Game
Electronics All the V.IdeOS Mobile Games
you like
Chinese Anime Pop Culture
Anime Entertainment
Cosplay Celebrity
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Multi-Scenarios for Different Viewing Preferences

Total user traffic”) On-the-go Interactive Living rooms

Average daily video views

21Q1 2201

Story mode
for fragmented time is
quickly gaining popularity = Story mode
&

adding incremental traffic growth PUGV and OGV

21Q1 2201

Notes:
(1) Total user traffic = DAUs multiplied by average daily time spent per user 10



