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Overview



VK In brief

VK is an online ecosystem that helps millions of people get
on with their daily tasks. The ecosystem includes a variety
of online communication products, entertainment, online
education, e-commerce and other services.

COMMUNICATIONS
& SOCIAL

Among other services, the segment includes two leading

Russian language social networking services and communication
platforms VKontakte and Odnoklassniki, Russia's leading email
service (Mail.ru), music and video services (VK Music and

VK Video), media projects and search functions.

EDUCATION
TECHNOLOGIES

The online education platforms represented by Skillbox Holding
Limited, which includes Skillbox, Geekbrains, SkillFactory,
Mentorama and Lerna, offering hundreds of courses and
programmes on a variety of subjects, from analytics and big data
to cybersport and management.

i

GAMES

Represented by the MY.GAMES brand, a global digital
entertainment provider that develops and publishes games across
various genres for PC, console and mobile devices for millions

of players worldwide. The MY.GAMES ecosystem also includes
services for donations and streaming such as Boosty.to and
Donation Alerts, along with a Cloud gaming business.

NEW INITIATIVES

The location-based online Classifieds Youla, the content
recommendation platforms such as Pulse and Relap, and a range
of cloud and B2B products among other experimental and earlier
stage products and services.



Our history
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Entry into the games market

MY.GAMES

2021
Rebranding into VK

2007
Social

Entry into the social networking business

2016-2020
New Initiatives & EdTech

Launch of e-commerce and 020 services,
including through joint ventures (JVs)
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Our people

VK PEOPLE AWARDS
—> 2021

Since the company was founded, one of our key priorities has
been to build an exceptional team through attracting top talent
and helping those already working for the company grow
professionally in a diverse, welcoming and safe environment.

The dedication and motivation of our employees to either become
or remain leaders in their fields has always been crucial to our
ability as a company to accept challenges and deliver solid results.




OUR MAIN ASSET IS OUR
EVER-GROWING TEAM
OF DEDICATED PROFESSIONALS




CEQO's

Sstatement
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| believe there is both an
opportunity and an urgency
to improve our focus and
execution but | also have

a lot of confidence in our
team and our unified ability
to make VK the best

it can be.

VLADIMIR
KIRIENKO

CEO VK



Introduction

The 2021 financial year again demonstrated that the structural shift to digitalisation continues, while our
products continue to serve user needs and remain in high demand at all times, which has been the key
driver for another strong year for VK. Despite the effects of the pandemic, and the ongoing geopolitical
issues, we continue to provide our users with convenient, safe and unifying products and technologies
and plan to transform and improve our business further in 2022.

Group revenue grew by 18% YoY to RUB 125.8bn in 2021. Online advertising, the largest revenue stream,
accelerated revenue growth to 24.6% YoY, driven by our ongoing improving AdTech, along with

the relatively low base of the initial COVID-19 year (2020). Typifying this, we saw a significant reduction
in cost perinstall in 2021 through better predictive models, which drove revenues from app install ads.
The year 2021 brought a number of challenges to the global games market, with product launches

being postponed, changes in the IDFA policy that affected the mobile games market, and the high

base effects of 2020 in the whole. Yet MY.GAMES managed to successfully tackle these challenges

and demonstrated a stable growth driven particularly by its diversified catalog’s strong performance.
Moreover, MY.GAMES delivered RUB 10.4bn in EBITDA in 2021, having more than doubled EBITDA versus
the 2018 level (RUB 5.0bn) a year ahead of guidance. Looking ahead, the MY.GAMES team will continue
diversifying its portfolio and investing in the development of products across all three segments: PC,
console, and mobile. MY.GAMES will also continue experimenting with new niches and genres and
developing cross-platform products to accommodate its increasingly growing audiences.

As befits its ongoing importance, EdTech has become a separate reporting segment in 2021, having
delivered the fastest growth for the year, expanding by 71% and approaching 10% of total Group
revenues in Q4 2021 versus 8% a year ago. Throughout 2021, our EdTech platforms continued

to increase their product matrix and grow their own customer base. We have also expanded our
geographical footprint in the C.I.S. & Brazil (including through our acquisition of Mentorama) while
enhancing our leadership position on the domestic market through the acquisition of SkillFactory.
Within the New Initiatives segment, Youla and B2B projects remain the largest components, each
accounting for about a third of the segment'’s revenues. Pulse and Relap, our recommendation
platforms, and sales of smart speakers were also important revenue contributors in 2021. Notably,
the New Initiatives segment demonstrated ongoing improvement in profitability across most product
groups for the year.

In 2021, we also continued to invest and support the development of our major partnerships:

the AliExpress Russia JV in e-commerce and the 020 JV in foodtech and mobility. AliExpress Russia
has been actively expanding its local business, which reached 36% of total GMV in 2021. Among

the 020 assets we can highlight the rapid expansion of the Samokat express delivery business as well
as Delivery Club, our restaurant delivery platform, for its strong performance and continued market
leadership. Samokat's dark store base exceeded a milestone of 1,000 in December (+2.5x YoY), one

of the largest globally. Delivery Club, meanwhile, generated RUB 16bn in gross revenue (+60% YoY) in
2021. Notably, given the increased scale, the introduction of new technologies and the rising efficiency
of operations, Delivery Club showed a positive contribution margin for the whole year

for the first time company-wide.

In October 2021 VK started a new chapter in its history, after rebranding from Mail.ru Group into VK.
The rebranding came as a natural step in the process of our evolution into a leading domestic internet
ecosystem. To achieve this, the company is required not only to continue to launch high quality and
convenient services for millions of users, but also needs to maximize links between our products and
services. The VK brand was chosen as universal due to its association with our core social networking
asset VKontakte, its major reach, high recognition and strong fundamental potential.

At the end of 2021, VK also saw changes within its shareholding structure (on the MFT level), but with
no change in the controlling shareholder — there remains no single controlling shareholder of VK.
In December, Vladimir Kirienko became CEO (Russia) of VK.



CEQO's statement

While | only joined the company as the new Chief Executive Officer (Russia) in December 2021, | would
like to share my initial impressions and discuss VK's key achievements over the past year.

First of all, | believe that VK offers a phenomenal combination of assets, which cover almost all the daily
online, and now also many offline, needs of millions of users. | have also been impressed with the team
at all levels and their motivation to either remain or to become the leaders in their relevant fields. | think
we have a strong brand as well as a unique culture. However, what | have also noticed is a high level

of complexity, and hence there is substantial room for more synergies and unity between the various
teams, room for more long-term planning, focus and consistency in execution as well as higher internal
transparency. These are therefore some of the areas we have been zooming in on and are looking

to enhance.

ESG

We strive to improve people’s lives by making technologies simple and accessible to all and distributing
our services in a way that has the least possible impact on the environment. We aim to design, offer and
support sustainable technologies that make a real difference to our users’ lives and follow a responsible
approach to the consequences and impact of our products on communities. We believe that it is our
duty to help society in its digital transformation. We work on improving users' quality of life with our
products, while enhancing their opportunities by improving their skillset, and giving back to society

and the communities in which we operate, including through assisting small and medium businesses.
Though the digital world brings many benefits to users, we also understand the growing concerns

about personal data protection and privacy issues, as more and more sensitive personal data becomes
digitalised and transmitted via global networks, with millions of new devices and millions of user
accounts. As the leading Russian internet company, we make data security and privacy our top priorities.
With the ESG agenda becoming increasingly important for our strategy and day-to-day operations and
decision making, we continue to improve our ESG-related disclosure. In 2021 we launched quarterly ESG
presentations, while also making ESG-related highlights in our regular IR news digests and IR blogs,

in addition to the annual ESG report.

Thanks and appreciation

| would like to close this section with an acknowledgement to a number of key groups, given the success
that we saw in 2021 and the support that is required in these current uneasy times. First of all, we would
like to thank our employees for their loyalty and achievements. Our people remain our main asset. Our
employees are highly skilled and continue to form our tech-driven culture with their commitment to
driving further strong growth for the business. In 2021 our headcount expanded by a further 18%

to more than 10,000 people.

We would also like to thank our millions of users, who sit at the heart of our ecosystem and our day-to-
day activity. We promise to continue to create accessible and useful technologies to further improve
your internet journeys. We also want to thank all our business partners, who continue to trust us with
their business and relationships even in uncertain circumstances. Additionally, on behalf of the Board,
we want to thank our shareholders, who not only believed in the promising future of our business but
also provide valuable and useful feedback, share their expertise and thoughts. We appreciate this
feedback and try to adopt it when possible. For example, we continued to improve our disclosure

in 2021, adding some details about our JVs, introducing a separate EdTech segment and waving

a reporting on a pro-forma basis. We aim to continue to build on our success in this new reality, despite
the challenges and uncertainty. We believe that past and future investments, the ongoing changes

in management approaches, our strong position on the market and our dedication will help us to further
transform and drive VK to the best it can be in 2022.



2021 key
highlights

January

VK expands its advertising partnership
model in Kazakhstan. Now local
agencies and advertisers can launch
marketing campaigns on the Company's
properties and advertising network
without intermediaries

Warface reaches 100 mn registered
users

VKontakte is ranked the 1st place in

grossing social networks apps in iOS
as well as Google Play, also iPhone in
Russia

OK is ranked the 1st place in grossing
social networks apps on iPad in Russia

VK's browser Atom adds a voice
control function via integration with the
Marusia voice assistant

VK and Raiffeisenbank launch a pilot
using VK's flexible payroll service
PayDay

Ural Federal University and
SkillFactory launch a new Masters
program on Al engineering

February

VKontakte, OK, and Mail.ru Email
introduce smart noise suppression in
video calls

VKontakte launches a neural network to
help public page managers fight threats
in comments

MY.GAMES Venture Capital invests in
the Pizza Club Games studio

MY.GAMES Venture Capital enters the
list of top 10 gaming venture funds

Marusia learns to manage Xiaomi smart
home devices

March

VK opens early access to Multimarket,
a unified B2B platform for managing
stores on VKontakte, OK, AliExpress
and Youla

OK releases its first own original
comedy series "Friendmates” as a new
step in professional content production
and exclusivity

Hybrid working regime and the “Make
Really Good" concept introduced

Super App mode is set as the default
for new installs of the Mail.ru Email
application

VK and Rostelecom launch the Sferum
educational platform

Lead Ads forms and Canvas pages
become available to all OK users

OK presents a major interface update in
the desktop version and mobile apps for
its 15th anniversary



April

VK Digital Technologies introduces
a new communication platform for a
hybrid office based on VK Teams

The Digital Indoor advertising self-
service tool is launched in myTarget

OK launches a chatbot to assist users
facing authorisation problems

OK becomes the first social network to
launch audio stickers

VK Business launches the Services
section in communities

VKontakte updates its iPad app
VK Clips launches Duets
Youla launches video selfie verification

MY.GAMES Cloud launches 4k gaming
and up to 120 FPS

May

VK Digital Technologies introduces the
Process Mirror platform

OK's series "Friendmates” is released
on Megafon TV

VK Calls introduces support for calls
to keep up to 2,000 people on hold
simultaneously

VKontakte becomes the world’s first
social network to add a voice assistant,
Marusia, to its app

VKontakte launches community calls

June

VKontakte launches self-destructing
and quiet messages

VK Calls introduces 4K screen sharing

VK Classifieds is integrated with local
and thematic groups in VKontakte

Login to Mail.ru Email and Cloud
Mail.ru becomes available through
VK ID (ex VK Connect)

VK presents Capsula Mini, a new smart
speaker with display

MY.GAMES launches Warface's console
cross-play

OK launches payment for advertising for
legal entities in the internal advertising
account

myTarget launches a self-service
programmatic tool for running DOOH
campaigns



July

OK expands a variety of gaming
products and launches a hyper-casual
games segment

OK launches its first referral programme
with AliExpress, allowing users to
receive discounts for inviting friends to
the marketplace

OK launches contests in Moments -
users can choose which contest to join
or create a new one

OK users can now recommend business
profiles with the “"Recommend” button
on the page

VKontakte gives communities the
ability to publish clips

Cloud Mail.ru neural network is now
able to select the best photos for social
networks

August

VKontakte and OK music services limit
background availability and provide
the ability to download tracks to paid
subscription users.

OK launches a paid subscription to
groups and a monetisation platform for
authors

VKontakte Business launches
automatic promotion of services

VKontakte launches a desktop app for
video calls

VKontakte introduces reactions

VK Clips launches thematic playlists
VKontakte launches chat themes
and introduces a new design for the
messaging function

VK publishes its second ESG report
VK announces the establishment of
a new education holding based on

Skillbox and GeekBrains

Mail.ru Email launches cancellation of
sent messages

VK and QazCloud agree to launch a
cloud platform in the Republic of
Kazakhstan

VK Mail appears in the VK ecosystem

VK invests an additional USD 60.3mn in
JV AliExpress Russia

MY.GAMES Venture Capital and
Google launch Game Drive 2.0

September

VKontakte introduces an updated
version of collections for stores

VKontakte launches VK Squad, a free
video blogging education platform

VKontakte integrates the new QUIC
network protocol

Pulse adds video monetisation

MY.GAMES Venture Capital invests in
The Breach Studios

MY.GAMES launches Tacticool on PC in
MY.GAMES Store

MY.GAMES acquires the hyper-casual
publisher Mamboo Games

OK launches a neural network to
combat clickbait on the social network



October

Mail.ru Group rebrands into VK

VK Cloud Solutions opens access to the
speech recognition and synthesis plat-
form Cloud Voice, based on the technol-
ogies of the voice assistant Marusia

The VK Video platform is launched
Umschool joins VK

OK now allows goods to be sold in video
streams, while users will be soon able to
pay for goods on the social network

VKontakte accelerates video and live
stream start speeds by 1.5x

VKontakte releases a neural net-
work-based automatic translation fea-
ture for posts

VKontakte launches automatic video
subtitles

VKontakte releases the VK Calls SDK

Mail.ru media projects — Mail.ru News,
Hi-Tech Mail.ru, Auto Mail.ru, and oth-
ers — begin integration with the Pulse
and Relap recommendation platform

Skillbox Holding acquires shares in the
Mentorama and SkillFactory educational
projects

MY.GAMES Venture Capital invests in 3
new studios: VOX, Tworogue Games, and
Wideview Games

OK launches an audio message recogni-
tion service

OK launches a music recognition func-
tion similar to Shazam

November

VK Calls becomes the world's first
platform to support calls with no limit
on participants

OK presents a large-scale update at
its own online conference OK.Update
in November. The changes affect
many large social network services: OK
announces the launch of a new version
of the news feed and new content

OK launches Memories, service where
users will be able to create slide shows
with previously published photos.

OK adds new functionality to the
Moments service

VK Dating is launched
VK Music is launched

VK Video presents the VKontakte video
catalogue

VK launches Customer Experience
Hub, based on PREDICT, Tarantool
and VK Cloud Solutions technologies,
helping users to manage data,
atomise marketing and personalise
communication strategies

VK Pay, Home Credit bank and the
financial service «Buy Don't Save»
launch an installment programme for
offline purchases

Skillbox Holding acquires shares in
Tefiti (Lerna)

December

VK launches VK Protect, an information
security system overhaul and user data
protection programme update

VK Women, an internal female
association, is recognised at the
VK People awards

OK becomes the first social network
to launch a service based on its own
deepfake technologies

VK Fest lasts 5 days and draws 33mn
unique viewers

VK Video introduces offline mode
VK Video introduces NeuroHD

VKontakte launches the VK Workouts
Mini App

VK Calls launches its in-house
background filter technology on the
desktop version of the website

MY.GAMES Venture Capital invests
in 2 new studios: Square Triangle and
Talerock

Cloud Mail.ru creates collections of the
best photos of the year



Financial
highlights

1?.2%7| 18.2%7

EBITDA
RUB mn RUB mn

125,752

106,373




25% 7

Online advertising
RUB mn

6% 7

MMO Games
RUB mn

1% 7

Community IVAS
RUB mn

N% 7

Education Technology
services
RUB mn

46% 7

Other revenue
RUB mn

39,004

2020

35,862

2020

18,337

2020

6,099

2020

7,071

2020

48,608

2021

37,918

2021

18,450

2021

10,422

2021

10,354

2021
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Konstantin Sidorkov = Roman Bogautov = Andrey Dimitrov = Dmitriy Zaharov

VK MUSIC
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Sergey Suvorov = Alexander Tobol = AlexanderVolodin = Marina Krasnova = llya Smirnov

VK VIDEO - |
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Operating
review

Our services attract
millions of users
each day. Whether
they are using our
social networks,
email, instant
messaging (IM) or
our games, we aim
to increase the
time they spend

on our sites and
mobile applications
by continuously
offering new and
relevant features
and services.

" Source: Mediascope, Russia, 0+, 12+,
December 2021, Desktop & Mobile data

2 Source: Yota, analysis of client’s traffic of
different age groups in July 2021

3 Source: Mediascope, Russia, 0+, August
2021 data

Communications & Social

We operate the two leading Russian-language social networks, VKontakte and
Odnoklassniki (OK). They enable users to find connect and communicate with friends,
families and colleagues. Our products include a newsfeed, messaging services, status
updates, photos, videos, stories and other features. Users can play games together, send
each other online gifts, recommend websites and keep track of events such as birthdays.
We frequently add new products and services to maintain and increase user engagement.

VKontakte

VKontakte is Russia's leading social networking platform, with an average Russia MAU of
72.5mn and DAU of 47mn in Q4 2021. According to Mediascope, VKontakte reaches 76% of
the Russian internet audience every month, with 45% visiting the platform daily’.

Throughout 2021, the VKontakte team launched over 230 product and technological
updates, driving user engagement. These updates include:

the launch of VK Video
«  the launch of VK Music

playlists in Clips

QUIC network protocol integration

an updated app for iPad

removal of all limits on VK Calls

reactions to posts

message backgrounds and self-destructing messages

monetisation platform for content creators

the launch of one of the largest geographically distributed CDN networks in Russia

We continue to work on developing VKontakte to ensure its position as the leading local
platform for user communication, entertainment and everyday needs. This is made possible
thanks to our broad and varied offering and the convenience of our services. In 2021,
VKontakte focused on technologies and innovation, entertainment, communication, and
social tools.

The convenience, speed, and variety of communication and entertainment services make
VKontakte popular among people of all ages. Research from mobile service provider Yota?
has showed that VKontakte's popularity is unrelated to generational habits. VKontakte is the
leading social network in Russia for Zoomers, Millennials and Gen Xers.

VKontakte's popularity can be proven not only in the numbers but in users' opinions as
well. According to Ipsos, VKontakte is Zoomers' favourite social media platform.3 At the
same time, we are trying to make our platform universal and useful for all internet users. In
addition, the VKontakte brand is very recognisable. VKontakte has the highest top-of-mind
rate among social networks in Russia (85% spontaneous awareness rate and 58% top-of-
mind rate).



In 2021, engagement also continued to grow thanks to product

updates and development of the VKontakte content platform:
48mn active content creators publishing over 5.6bn items of
content

. VK Video DAU of 40mn in Q4 in Russia, with 2bn unique videos
watched per year and 250mn video uploads from users around
the world
Implementation of the new QUIC network protocol accelerated
content delivery by 2x
In December 2021 VK Mini Apps grew by 18% YoY and the
number of services grew by 53% YoY
VK Clips video daily views reached the peak of 437 mn (368mn
on average in Q4)

. >5mn people listen to music with VK Combo subscription
premium features
15bn messages delivered per day on average during 2021
Mobile Games catalogue grew by 280% YoY in December 2021

Given the existing high internet penetration rate and the slowdown
in the overall growth of the Russian internet audience, VKontakte
is focused on boosting stickiness. According to Mediascope, users
visit VKontakte every other day, more than any other Russian social
network’.

Technologies

A key focus of VKontakte's technology strategy in 2021 was the
development of technologies in video and conferencing, machine
learning algorithms on the platform and the acceleration of content
delivery through network optimisation.

In 2021, the team was actively engaged in development of a single
technological video platform, VK Video. It unites VK's key technological
solutions: adaptive streaming, a cross-platform player with the fastest
first frame, 4K quality, video downloads of up to 256 GB, optimised
network protocols and content delivery technologies, as well as the
video platform's own search service and recommendation system built
on machine learning algorithms. VK Video also presented NeuroHD, an
in-house technology that improves video resolution, restores details
and removes noise in videos uploaded to VKontakte and OK. This and
other updates were introduced to the VKontakte's technology platform
using modern technological solutions.

VK Calls benefitted from large-scale technological upgrades: the
platform architecture was completely rebuilt and a new approach
to working with video and audio streams was adopted. VASOE[lS
became the first among the social networks globally to remove
restrictions on the number of video call participants. RIISRES
possible thanks to the horizontal scaling of calls using proprietary
technology. In 2021, VK Calls launched a smart noise suppression
technology, 4K screen sharing, and the ability to set up AR
backgrounds. VK Calls also released its SDK, which allows other
developers to integrate the platform into their IT projects.

" Average stickiness during the year

VKontakte is among the global leaders in the rollout of advanced
data transmission technology based on the new QUIC network
protocol, which doubled the speed of content delivery. Following
its introduction on VKontakte, content delivery time was reduced
by 55% on both weak internet connections and unstable mobile
networks. As a result, the total number of daily pieces of content
viewed by users increased by more than 250mn.

An important milestone in VKontakte's technological development
in 2021 was the expansion of the geographically distributed
content delivery network (CDN). The network has become one of
the largest in Russia and includes more than 50 nodes. VKontakte
users worldwide can now consume content at high connection
speeds. Video and live streams start playing 1.5 times faster on
average, regardless of location. In addition, video quality increased
by an average of 20%, depending on network conditions, and
occurrences of buffering decreased.

VKontakte technologies not only help with content delivery but with
content promotion as well. VKontakte launched neural network-
based automatic translation of posts from Russian into English.
Users in all countries can now enjoy unique Russian content on
VKontakte, and content creators are able to reach a broader
audience.

VK Video

VK Video was released in October. This is a single technological

video platform for all VK products, where users have access to a
multi-million content library of UGC, PUGC and licenced content.
Thanks to this integration, it reached average DAU of 40mn in
Russia in Q4 2021. During a year, viewers of the video platform
watched more than 2bn unique videos, and content creators
uploaded more than 250mn videos. VK Videos attracts more than
2bn views per day, with 75mn viewers from around the world
watching videos on VKontakte every month.

In October, an updated video player with automatic Russian
subtitles was rolled out to further drive engagement. Subtitles are
useful for people with hearing impairments and for users who want
to watch videos without sound. In November, a new interface to
the video catalogue was released, along with an updated search
and recommendation system. New machine learning-based
technologies increased user engagement by selecting the content
most relevant to users' interests. VK Video also released an offline
mode for the iOS and Android VKontakte app. This allows users to
save videos to their devices in order to watch them when offline. In
December, the video catalogue became available to unregistered
users, which led to a 35% increase in anonymous views on the
desktop version of the website. Thanks to this, we expanded the
service's potential audience and demonstrated the possibilities of
VK Video.

The first series of a VK Video original reality show was released,
generating 44mn views within its first three months. In 2022,
we plan to increase the amount of professional content on the
platform, including more videos produced by VKontakte. Reality
shows, series and other projects are already in development, all
centred around increasingly popular short, vertical videos.



437 mn

ANNUAL RECORD IN DAILY VIEWS

OF VK CLIPS

VK Clips

In June 2020, we invested in the short vertical video format by launching
VK Clips. Since then, the service has shown steady growth in views and
engagement. At the end of December 2021, VK Clips offered over 11.3mn
Clips (+223% YoY) from more than 2.4mn unique content creators
(+118% YoY). Engagement continues to rise, with daily video views
reaching a record of 437mn in 2021 (368mn on average in Q4). Time
spent per user in Clips grew by 103% YoY in December, with the number
of users spending 10+ minutes per day in Clips rising by 135% over the
same period.

This growth was made possible thanks to regular product updates.
VK Clips was the first short video platform to launch thematic
playlists. Viewers will be able to not only scroll through an endless
feed of Clips but view content on specific topics, such as music,
technology, video games, sport and more. Thanks to these playlists,
Clip creators will be able to find their audience and increase their
reach. Another important launch that will help increase reach and
grow audiences was the ability for all communities, as well as users,
to upload Clips. VKontakte also launched flexible privacy settings so
content creators can reach only the audience they want to reach.

Other new features included the launch of Duets, new personalised
recommendations and technological improvements to the Clips
player, which have made content creator collaboration and the
discovery of new content even smoother.

VK Clips already features advertising-based monetisation methods.
The two main monetisation formats are traditional video promos
and special projects that feature special effects, AR masks,
challenges, etc. However, the main near-term focus remains on
driving user engagement and retention on the platform. To further
develop VK Clips, the team plans to boost content consumption by
enhancing thematic playlists, challenges, and other mechanics and
effects, as well as looking for an optimal balance between UGC,
PUGC, and the VK Clip Series (vertical video series and special
projects with partner integration).

VK Calls and VK Messenger

Throughout the COVID-19 pandemic, when many people moved
their communication online, our communication services, VK Calls
and VK Messenger, came in especially useful. We are continuing to
develop these products that help people stay in touch with family
and friends, communicate with classmates and fellow students,
interact with their colleagues and study remotely.

Over the past year, we have been actively working on the VK
[OF1Is]E sielfnl] Ve launched AR enhancements and the ability to
simultaneously host an unlimited number of participants on VK
Calls, which drove its MAU on VKontakte to 13mn (and 20mn on
ofo) g AVA G =1 Q=R e ROLGRTNBLEIEIno sl In 2021, the VK Calls desktop
application was released, and a new Calls section was added to
VKontakte in which users can quickly access calls. In it, users

can create call invite links, view their call history, or join ongoing
group calls. VK Calls has all the tools necessary for managing and
moderating large calls, such as the Waiting Room feature and the
ability for participants to raise their hands or join calls anonymously
without having a VKontakte account.

VKontakte users continue to communicate via the platform'’s
messaging function, exchanging 15bn messages every day. In 2021,
we carried out dozens of updates to make it even more convenient

to communicate. We also added new options for personalising
messaging, such as the ability to change the chat background

and message colour. Every day around 150k users change the VK
Messenger theme. We also introduced the option to use “quiet” and
self-destructing messages. These allow users to show tact and care
when talking to loved ones and keep their chats free of superfluous
information. To further help our users maintain good chat hygiene,

we also launched the Archive, which allows users to hide chats from
their chat list. VKontakte also enabled support for messages on
Android Auto and launched “Favourites,” enabling users to save notes,
favourite messages and files. Voice messages remain the most popular
attachment in chats, amounting to average during 2021 MAU of 33mn
people.

In 2022, we will continue to actively develop and invest in
communication tools to bring people together by giving them all the
necessary tools for personal and professional communication online.



Content creators and content
monetisation tools

VKontakte is Russia's largest content platform, a place where users
can create and promote content in a wide variety of formats. It
unites 48mn active content creators, both users and public pages.
In 2021, they created more than 5.6bn pieces of content, including
posts in communities and on profiles, articles, Clips, videos, audio
content and Stories. VKontakte's leading position as a platform
for creators is confirmed by independent research. According to
data from Brand Analytics, Russian social network users published
over 408mn posts in October 2021, three times more than on

ElVE O Elge]Elufelfnl In October, users published 95mn more posts
on VKontakte than on all other platforms combined [(MNEFIEINN
YouTube, TikTok, Facebook, Twitter, and others).

In 2021, VKontakte worked actively on developing an ecosystem
of tools for content creators and communities that includes a
partner programme, the VK Donut platform for community content
monetisation, news feeds and recommendations, the VK Talents
grant programme, and other services.

February 2021 saw the launch of a unified monetisation platform
for content creators, created based on the new partner programme
for VKontakte communities. Programme participants receive money
when users view promoted posts in communities and the news
feed. According to the results of its first year, communities with
such content saw a 33% growth in earnings. The largest monthly
earnings received by a public page exceeded RUB 1.5mn.

We are continuing to develop VK Donut. Users can buy
subscriptions to support their favourite communities on a regular
basis. Content creators who joined VK Donut have earned RUB
>180mn by December 2021 since its launch in June 2020, and 14
content creators have already earned more than RUB Tmn each
through VK Donut. This platform has become the main source

of revenue for many communities. In December, the number of
paying subscribers rose to 148k (+97% YoY), and, for the first time,
communities earned more than RUB 19mn in a month (+151%YoY).

VKontakte's thematic news feeds help bring content creators and
their audiences together. These are tabs featuring posts on specific
topics, such as K-pop, IT, sport, football, films, or Euro 2020 and
Tokyo 2020. On average, posts in thematic feeds get 189% more
likes, and their creators gain 81% more followers.

Throughout the year, content creators were supported by the

VK Talents programme, which held contests, presented grant
programmes, and recognised the best creators. In 2021, VK Talents
gave out 255 prizes and 12 grants to creators of unique content on
VKontakte.

Games

Games on VKontakte are traditionally popular, with over 10mn users
playing them every month. In 2021, The VKontakte Mobile Games
catalogue grew by 280% YoV, with 31% YoY growth in in-game
payments on mobile using VKontakte's internal currency in Q4.

VK Mini Apps

In 2021, the number of VK Mini Apps rose by 53% YoY to above
39,700, with an MAU of 46mn (+18% YoY). \/elaERE e laReliinllali=ole
and games on the VK Mini Apps platform is expanding, with its in-app
ad revenue increasing by 300% YoY in Q4. The main drivers of growth
were developer education, precise advertising network settings,

new advertising networks and new ad formats. Cross-integration
continues, with VK Mini Apps now available on the desktop version of
Odnoklassniki (OK).

We updated the second tab by changing the design and ranking
of services. The menu changed from a block with five services,
identical for all users, to a block displaying services chosen based
on each user's preferences. The menu item ranking mechanism
was refined, taking into account users' actions in Mini Apps. This
personalised approach has made it easier for users to navigate the
variety of services VKontakte and third-party developers offer.

The VK Mini Apps platform meets a wide range of user needs, from
online shopping or ordering food to looking for jobs and learning
workout techniques online. For example, VK Jobs mini app users
created >2mn new CVs inside VKontakte in 2021. VK Health brings
together services that help users maintain a healthy lifestyle

and take care of their well-being. In 2021, VK Health users took
3.6trn steps. In December, VKontakte launched VK Workouts, a
personalised online fitness service offering free programmes from
athletic championship medallists.

Business

In 2021, small businesses continued their expansion to online
platforms as a way of helping them to overcome the problems
created by the ongoing pandemic. About 2mn businesses have an
active page on VKontakte, which accounts for around a third of all
B2C businesses in Russia. We focused on simplifying our products
for SMBs to make the first steps easier and more rewarding for new
and growing businesses on VKontakte.

We launched a new unified platform for SMBs, bringing all the key
tools to a single place, where businesses can launch a marketplace
or advertise their products or services within VK. Thanks to overall
product simplification, business owners no longer require any
special skills — they need just three minutes and RUB 500 to launch
their first ad campaign on VKontakte from scratch. Each month,

we provide SMBs with over 45mn paid clicks and over 20mn leads
(which include followers, messages and orders).

We also introduced the Services section to help business owners
drive client orders and awareness. It allows SMBs focused on
offering paid services to showcase all their options on a business
page as well as on a web page created with our free builder tool. It
also has a dedicated simple automatic promotion tool. The number
of business pages and accounts using Services has grown to 135k.

Thanks to the steps we've taken during 2021, VKontakte has
increased its total revenue. VKontakte increased its total revenue
by 21.9% YoY to RUB 27.9bn, further strengthening of its leading
position on the domestic social networking market remains among
our major strategic priorities.



Our vision for 2022

VKontakte brings millions of people together and remains the most popular social platform in Russia.
We are continuing our mission to connect people, services and companies by creating simple and
convenient communication tools.

VKontakte offers very strong social and content features that allow users to create content, chat, learn
new things and have all of their communication needs met in one place. VK Messenger and VK Calls work
well for personal and professional online communication, while communities help creative minds share
their work and also provide business owners with new opportunities. We see the high demand for these
products among our audience and will therefore continue to actively develop them in 2022.

VKontakte products include entertainment services such as VK Video, VK Music, Games, and others.
The short vertical video format has skyrocketed in popularity on our platform, as shown by the number
of daily views on VK Clips regularly reaching record highs. These products have high engagement and an
even bigger potential, which is why we are continuing to invest in them.

The stability and speed of our services are supported by our technological platform. The year 2022
will be one of technology and innovation, making it possible for users to start chatting, having fun and
studying right away on any device, no matter their internet connection.

VK, mobile users, Russia, mn
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23,000,000

MONTHLY USERS OF MOMENTS

OK

OK'is one of the leading social platforms in Russia that gives people the power to build
strong communications with friends and family, find communities and grow businesses. In
2021, Russia's average MAU stood at 38 mn, with mobile MAU at 33 mn.

Key 2021 launches:

«  OKpresented a large-scale update at its own online conference OK.Update in November.
The changes affected many of its major social network services. For example, OK
announced the launch of a new version of the news feed and new content formats.

OK continues to develop one of its leading content services, Moments, adding some
brand new features and introducing major updates during the year: contests, private
publications, responses in private messages, slide shows.

OK presented a unique solution for IVAS: awarding virtual gifts as a reward for video ad
views in order to diversify revenue from user payments and ensure that traditional IVAS
services continue to enjoy a high level of monetisation.

. OK introduced major interface changes to its mobile apps and desktop version.

«  Social commerce: payment for goods within a social network, goods in video broadcasts
OK presented a full-fledged service for the sale of goods through video broadcasts.
New Vertical Content Feed, monetisation platform and a new algorithm for supporting
new and interesting authors.

OK was the first social network to launch a service based on its own deepfake
technologies.

VK Mini Apps are now available in the social network’s mobile apps and in the desktop
version of OK: developers of mini-applications on the VK Mini Apps platform will now be
able to publish their projects in the mobile and desktop version.

Communication services

OK remains the main domestic platform for sending holiday greetings. In 2021 we continued
to give users handy tools to congratulate their loved ones and friends. On Women's Day,
42% of Russian women (33.5 mn) received virtual gifts through OK, with 1.4 bn gifts
exchanged in total over a 3-day period. The New Year holidays saw traditionally huge user
engagement: from 30 December to 1 January, OK users sent more than 900 mn gifts and
200 mn themed "snowball"-postcards in messages.

OK continued to focus on communication services: in total in 2021 users sent more than
~37.3 bn virtual gifts, 3.2 bn postcards and more than 2 bn stickers, contributing to Group's
IVAS growth. In 2021, OK also launched a special sticker constructor through which users
can create stickers and memes without special photo editing skills. Following the launch the
number of user generated stickers grew by x2. In H2, OK also presented a unique solution for
IVAS: awarding virtual gifts as a reward for video ad views. In-game advertising revenue and
the launch of the gifts for ad views initiative showed 300% growth YoV, helping to diversify
revenue from user payments and ensure that traditional IVAS services continue to enjoy a
high level of monetisation.

OK was the first social network to launch a service based on its own deepfake technologies
in December 2021. OK also rolled out a service for creating a "New Image" personalised
animation for personal greetings based on deepfake technology and neural networks. OK
users are now able to transform themselves into a bright image in just one click.

Entertainment services:
games, video platform,
music

OK's entertainment services such as
games, videos and broadcasts also have
reached new heights, making them a
go-to destination for social network users
looking for entertainment. The mobile
games audience became more engaged.
Mobile games DAU grew by 7% YoY in Q4,
with penetration exceeding 10.9% of OK's

overall mobile DAU and MAU exceeding
(eIl Total payments to game developers
exceeded RUB 3.2 bn in 2021; of these, total
payments to mobile game developers were
more than RUB 1.2 bn.

OK continued to develop its video

platform — in 2021 video uploads also grew
by 14% YoY. In H1, OK finished airing its
first original series Friendmates — OK was
the first social network in Russia to present
its own original series. The production of
the comedy series marked a new step for
OK'in working with its own professional
content. During the series' run, 10 original
episodes of the series aired, drawing more
than 59 mn views from 9 mn viewers on
the OK video the platform. OK also started
to distribute series on the largest online
Russian internet platforms via the revenue
sharing ad model.

OK moved ahead with developing its
own music service by introducing a new
function for quickly identifying music,
based on ShazamKit technology in i0OS15.
OK also expanded the capabilities of the
music service and offered the option to
download music for offline playback.



Moments publishing disappearing photos and videos

OK continues to develop Moments, one of its leading content services, adding some brand new features
and introducing major updates during the year: in 2021 the team added new unique competitive mechanics
to Moments — thematic contests for users. Moments also released its API to third-party developers. In
2022, contests will be available to groups, brands and media in OK. Users have access to privacy settings
when publishing disappearing photos and videos, with the ability to respond to Moments with private
messages and the publication of several photos at once in the form of a music slideshow.

The service's monthly active audience has reached 28 mn users in the year since the launch of Moments

and is already more than half of the audience of the entire social network in Russia. The number of views
and reactions grew to 434 mn (up by x4 YoY) and 46 mn (up by x4.8 YoY) respectively during Q4.

Content platform

As part of its 2021 product strategy, OK revamped its platform, introducing a completely new format
for consuming content. OK, the news feed has been completely updated: the content recommended by
the algorithm is added to the news feed for posts from friends and subscriptions. Now, after viewing all
the latest posts from their friends and groups in the feed, the user will see the recommended content
from groups to which he was not previously subscribed. Thanks to the new model, users will be able to
learn new things directly from the news feed. This will help content creators reach new audiences while
keeping in touch with their followers. The social network is constantly developing recommendations:
both in the News Feed and in a separate Discovery section (thematic news sections). The number of
unique authors receiving impressions in the discovery section doubled in 2021. We are making the
content platform more attractive to authors: specifically, we have introduced an algorithm for promoting
new authors, new content formats (including vertical videos), and new monetisation tools — such as a
unified platform for author monetisation via subscriptions.

OK also announced a new scheme for working with content creators for the updated content platform, in
order to have as many interesting original authors as possible. New technology for selecting high-quality
content will appear in early 2022, and will automatically highlight interesting authors, groups and media

on social networks and give them additional coverage.

Redesign of the desktop and mobile version

OK also introduced major interface changes to the desktop and mobile version: a change of font for the
social network logo, and a change of color for the classic OK top menu from orange to white. The main
apps page now has a lighter design, and a single content creation button allows users to quickly access
all formats: from photos and posts to Moments. Now, users can use several services at once with a
single button: upload a photo or video, capture a moment, or publish a post.

Social commerce

OK'is consistently developing its social commerce activities. In addition to working on a joint
marketplace with AliExpress Russia, OK helps online stores sell their products and services through
groups and profiles on social networks. In 2021, OK took the next step in social e-commerce market
development and presented a fully-fledged service for the sale of goods through video broadcasts.

The service is now available on all platforms and allows product cards to be shown directly in the

video player, both one by one and in a list in a carousel format. With the help of OK creative studio
technologies, broadcast authors will be able to add annotations with links to products posted in a profile
or group. Viewers of the broadcasts will be able to go to the product they are interested in right away
and make a purchase. The service operates based on the single video platform VK Video.

Our long-term growth strategy also includes innovation and new product development, and services
have to offer benefits that meet our users' needs. Users are able to purchase goods from group and
business profiles directly on the social network using the built-in secure payment system. Moreover, OK
does not charge a commission on the sale of goods. So after placing the product in OK, the online store
will be able to set up interaction with the customer in three ways: through personal messages, visiting
the product page on the store’s website or through payment for the product on OK.



13mn

MAU OF GAME
PLAYERS IN OK

SMB platform development

In 2021, OK also continued to expand the SMB ecosystem and providing it with strategic solutions.

Ad monetisation on OK has continued to be an important driver — the number of SMB advertisers through
an internal OK Ads manager increased by 17.8% YoY, with revenue growing by 45% YoY in 2021. The share
of OK revenue generated by legal entities’ payments in ad manager reached 22.4% in December.

Entrepreneurs will be able to find customers even faster on the updated OK content platform: both with

the help of high-quality content and through paid tools. A retargeting technology for the advertisers’ CRM
database will appear inside the OK ads manager (which is based on myTarget technologies) in the near
future, as well as payment per clicks under the CPC model, in which funds for ad impressions are not debited.

In 2021 OK launched a programme to support small and medium-sized businesses: the social network
doubled the budget for promotion through an internal ad manager that is based on myTarget technologies,
until 20 December 2021 inclusive. In this way, OK helps entrepreneurs to increase the number of customers
and to reach their audience at a time when the coronavirus restrictions have made it difficult for business.

VK ecosystem integrations

In September, OK rolled out the Al-based voice message transcription feature based on technology
developed by VKontakte, and enhanced its music service by quickly identifying music technology and
ability to download music for offline playback.

Also in 2021, VK Mini Apps became available in OK's mobile applications and desktop version:
developers of mini-applications on the VK Mini Apps platform will now be able to publish their projects
in the mobile and desktop version. By doing this, OK took the next step in integrating the platform into
the social network and developing VK ecosystem products. With the help of mini-applications, a user
can place any new service or project on OK, or adapt an already published application on the VKontakte
social network.

OK, mobile users, Russia, mn
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45,400,000

MAU OF EMAIL MAIL.RU

Email Mail.ru

Email Mail.ru continues to maintain its position as the No.1 email
service on the Russian-speaking internet, with 16.9mn daily active
users and 45.4mn monthly active users in Russia alone’. The Mail.ru
email mobile app has retained its place among Russia’s top five
apps in the App Store and in the top 10 apps on Google Play.?

The product revenue grew by +38% YoY in 2021 thanks to ad Ul and
technical optimisations, including improvements in the MyTarget ad
network.?

Mobile revenue increased by +144%
YoY. At the same time we achieved

historic high rates of NPS scores, App
Store and Google Play user rates.*

Mobile user retention rates grew by +7% on Android and +17%
on i0S.5 This balanced and stable growth was achieved through
numerous product improvements.

"Swipes" have been added to mobile apps to help users clear and
sort their inboxes with a single gesture to archive, delete or mark
mail as read. Smart folders with automatically sorted mail have been
scaled from 39% to 56% DAU, improving 30-day retention among
them by +14%. The “Unsend” mail feature has been added to desktop
web and prevents over 500k emails from being accidentally sent
every month. The quick "Unsubscribe” shortcut on the mailing list
has been scaled to all web users and helps them get rid of unwanted
newsletters. The new anti-spam ML model combines a state-of-the-
art natural language understanding approach with tens of millions
of sampled texts in order to detect spam and fraud practically in

real time, and is showing high efficiency. Spam complaints and false
spam detections fell by 8.8% and 12.6% respectively YoY in 2021.
The Mail.ru team continues to improve users' security by launching
separate passwords for third-party email apps, and reducing the
number of hacks through external applications.

' Source: Mediascope, WEB-Index, Russia O+, age 12+,
Desktop&Mobile, average for Jan 2021 - Oct 2021

2 Source: App Annie, Russia, Jan 2021 - Dec 2021

3 Source: Internal Data (SAP)

4 Source: AppStore and Google Play, Internal Data (Brand Health
Tracking)

5 Source: Internal Data (MyTracker)

All mobile app users now have native access to our productivity and
media services. The calendar is now automatically filled with over
200k events every day, created via an ML algorithm that analyzes
the content of emails: courier deliveries, appointments, tickets,

etc. Tests proved that the Pulse recommendation system and News
notifications are effective in increasing time spent using the service
and the sticky factor. Marusia's mail reading skill (text to speech),
launched in 2020, was improved last year with ML and used by
more than 10% of our Mobile MAU.

To build strategic advantages and attract a young audience, we
launched VK Mail, a new email app and web interface for @vk.com.

A total of 65% of VK Mail MAU had not used Mail.ru during the
previous 30 days and were therefore new to the company'’s
services. The launch of VK Mail was received enthusiastically by
the public and journalists, resulting in the highest media index and
largest number of publications in recent years.

We also launched support chats in cooperation with the VK
Messenger team. Users can now instantly contact customer
service via an email link. This new feature is already available for
key e-commerce players such as OZON, AliExpress, M-Video,
Wildberries, and Sportmaster.

As another move to fortify the ecosystem, Mail.ru has adapted VK
ID and now allows it to be used by all Mail.ru users to sign up and
log in. All payments in the Mail.ru apps and web have now been
transferred completely to VK Pay checkout.
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Cloud Mail.ru

Cloud Mail.ru remains one of the leading B2C cloud solutions on the Russian digital market. [lii4¥AN
product revenue grew +33% YoY and