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This Universal Registration Document was filed on October 28, 2020 with the Autorité des Marchés Financiers
(AMF), the competent authority in this respect under Regulation (EU) 2017/1129, without any prior approval
requirement, as set out in article 9 of said Regulation.

The Universal Registration Document may be used for the purpose of a public offering of securities or their
admission to trading on a regulated market if it is supplemented with a securities note and, where applicable,
a summary and all amendments made to the Universal Registration Document. This set of documents is then
approved by the AMF in accordance with Regulation (EU) 2017/1129.

In accordance with Article 28 of European Commission Regulation (EC) No. 809/2004, the following
information is included by reference in this Universal Registration Document:

e The consolidated financial statements and the Statutory Auditors’ report relating thereto for the year ended
March 31, 2019, as presented in the Universal Registration Document filed on November 8, 2019 under
number D19-0931 on pages 45 to 89. (https://www.atari-investisseurs.fr/wp-content/uploads/2019/11/URD-
2019-03-VDEF.pdf);

e The consolidated financial statements and the Statutory Auditors’ report relating thereto for the year ended
March 31, 2018, as presented in the Reference Document filed on September 7, 2018 under number D18-
803 on pages 36 to 80 (https://www.atari-investisseurs.fr/wp-content/uploads/2018/09/DDR-2018-

VDEF..pdf);

This document is available free of charge at the Company’s registered office and on the website of the Autorité
des Marchés Financiers (www.amf-france.org) and on the Company website (https://www.atari-

investisseurs.fr).

Note to the reader: The English version of this report is a free translation of the original, which was prepared in
French and is available on the company’s corporate French website. In the event of any inconsistencies between
the original language version of the document in French and this English translation, the French version will take
precedence.
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A%l GENERAL PRESENTATION

1. GENERAL PRESENTATION

1.1 DEFINITIONS

In this Universal Registration Document, and unless stated otherwise:

®  The terms “Atari SA” or "Company” refer to the parent company Atari SA, whose registered office
is located at 25 rue Godot de Mauroy, 75009 Paris, France, registered in the Paris Trade and
Companies Register under number 341 699 106;

®  The terms “Atari” or “Group” refer to the group of companies formed by the Company and its
consolidated subsidiaries;

®  The term “Document” refers to this Universal Registration Document filed with the AMF.

1.2 DISCLAIMER

The Universal Registration Document contains information concerning the Group’s activity and the
market on which it operates. This information comes from research carried out by either internal
sources or external sources (industry publications, specialized studies, information published by
market research companies or analyst reports). The Group considers that this information gives a
true and fair view to date of its reference market and its competitive positioning on this market.
However, this information has not been verified by an independent expert and the Group cannot
guarantee that a third party using different methods to collate, analyze or calculate market data
would obtain the same results

1.3 FORWARD-LOOKING STATEMENTS

This Universal Registration Document also includes information on the Group’s objectives and key
areas for development. These indications are sometimes identified by the use of forward-looking
words, such as “estimate”, “consider”, “have as objective”, “expect”, “intend”, “should”, “want”,
“may” or other variations of such terms. These statements are based on data, assumptions and
forecasts that the Group considers reasonable at the time of this Universal Registration Document.
Readers’ attention is drawn to the fact that these objectives and key areas for development are not
historical data and should not be seen as a guarantee that the described facts and data will be
realized, that the assumptions will be verified or that the objectives will be met. These are objectives,
which by their nature may not be achieved and the information contained in this Universal
Registration Document could prove to be incorrect without the Group having any obligation to update,
subject to applicable regulations, in particular the AMF General Regulations and the Regulation (EU)
n°596/2014 dated April 16, 2014 on Market Abuse ("MAR Regulation”).

1.4 RISK FACTORS

Investors are also invited to take into consideration the risk factors described in section 3.1 “Risk
Factors” of the Universal Registration Document before taking any investment decision. The
realization of some or all of these risks could have a negative impact on the business activity,
situation, financial results or objectives of the Group. Furthermore, other risks, that have not yet
been identified or that are not considered material by the Company, could have the same negative
impact and investors could lose part or all of their investment.
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2. INFORMATION ABOUT THE ISSUER

2.1 PROFILE

Legal name of the Company: Atari, SA.

The corporate purpose of the Company ATARI, in accordance with article 2 of its by-laws, in France
or abroad, directly or indirectly, is:

- the design, production, publishing and distribution of all multimedia and audiovisual products
and works, including those in the nature of entertainment, in any form including software, data
processing and content - either interactive or otherwise - for all media and by means of all
present and future means of communication;

- the purchase, sale, supply and more generally distribution of all products and services related
to the foregoing;

- the creation, acquisition, use and management of intellectual and industrial property rights or
other in rem and in personam rights, including by means of assignment, licensing, patents,
trademarks and other copyrights;

- the acquisition, the search for partnerships and the acquisition of interests in other firms,
including the formation of new entities and the issuance, subscription or transfer of securities
in any business directly or indirectly related to the foregoing or to the products and ideas
developed by the company;

- and, more generally, any transactions with a purpose similar or related to the foregoing, or
otherwise likely to benefit the company.

The Company is registered in the Paris Trade and Companies Register under number 341 699 106.
The Company’s NAF code is 5829C.
The LEI code is 969500EY082T9MF5R336.

The Company was incorporated on July 15, 1987 for a duration of 99 years expiring on July 14, 2086,
unless dissolved or extended.

The Company’s registered office is located at: 25 rue Godot de Mauroy, 75009 Paris. This is also the
registered office for Atari Partners, SAS. Telephone: +33 (0)1 83 64 61 58.

The US subsidiaries have their registered office at 286 Madison Avenue, New York, NY 10017 (United
States).

The Company’s website is www.atari.com. Disclaimer: unless stated otherwise in this Document, the
information displayed on this website is not part of the present Document.

The Company, governed by French law, is mainly subject to articles L.225-1 and following of the
French Commercial Code, as well as to its by-laws.

The Company is listed:

- on Euronext, Paris, compartment C (ISIN: FR0010478248, Ticker: ATA);

- as a secondary listing, since April 25, 2019, on the Nasdaq First North Growth segment in the
form of SDRs (Swedish Depositary Receipts) (ISIN: SE0012481232, Ticker: ATA);

- on the US OTC market: affiliated to the Nasdaq International Select program on the OTC
market (Ticker: PONGF).
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2.2 HISTORY

Atari Inc., a video games industry pioneer, was founded in 1972.

Infogrames Entertainment (“Infogrames”), a French video game development company, was
founded in 1983 and first listed on the Paris Stock Exchange in 1993.

In 2000, Infogrames acquired the Atari brand from the Hasbro Group.
In May 2009, Infogrames changed its name to Atari.

In early 2013, the US subsidiaries (the “US subsidiaries”) were placed in court-supervised
receivership (the “Chapter 11 Proceedings”). In February, the BlueBay funds sold their stakes to Ker
Ventures, LLC (a holding company owned by Frédéric Chesnais) and Alden Capital Group. Frédéric
Chesnais was appointed Chairman of the Board and Chief Executive Officer.

By immediately granting a €250,000 loan to Atari SA, Ker Ventures prevented the initiation of a
safeguard procedure for Atari SA and its subsidiary Atari Europe SAS. The procedure had been
solicited by the former management team.

In September 2013, Atari SA filed a reorganization plan for the US subsidiaries, personally
guaranteed by Frédéric Chesnais. This plan was approved by the US court, and on December 24,
2013, the US subsidiaries exited the Chapter 11 Proceedings.

Since then, the business has returned to growth and profitability, and the Atari Group is now
completely debt free.

In March 2020, Wade J. Rosen acquired 10.46% of Atari’s share capital from Ker Ventures. In early
April 2020, he became Chairman of Atari’s Board, with Frédéric Chesnais remaining as the Group
CEO.
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3 BUSINESS OVERVIEW

3.1 THE INTERACTIVE ENTERTAINMENT MARKET

The global games industry is one of the largest entertainment industries today. The global games
market is estimated at US$165 billion in 2020. It is larger than the sales of movie tickets, music
downloads and music streaming combined.

The Asia Pacific (APAC) region is the largest at US$67 billion, followed by North America at US$36
billion and Europe, Middle East & Africa (EMEA) at US$31 billion. Global annual revenue for the
market is expected to grow 9% per year to reach a total market size approaching US$200 billion in
2022.

While historically console and PC games drove the majority of total revenue, 2018 marked the first
year when games on smartphones and tablets accounted for nearly 50% of the global market. This
segment also has the most players, with 2.2 billion, the majority of whom are gaming on their
smartphone, and is expected grow by 11.3% per annum until 2022.

VIDEO GAME MARKET 2018-2022

+9.0% p.a. $196mds
$178mds

2018 2019 2020 2021 2022

B CONSOLE W®TABLETTE BESMARTPHONE OPC

Source: Newzoo Global Games Market Report 2019

THE MARKET FOR MOBILE GAMES, ON SMARTPHONES AND TABLETS

Mobile games are video games that are played on mobile phones, smartphones, tablets and portable
multimedia devices, excluding any game played only on dedicated portable consoles.

The mobile market is benefiting from the fast penetration rate of smartphones (mainly devices
running iOS and Android). The tablet market also benefits from a fast and high penetration rate.

The rapid expansion of these smartphones has generated and has benefited from the success of
“apps”, small specialized programs that can be downloaded to mobile devices.
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BUSINESS OVERVIEW

ONLINE GAMES AND CONSOLE GAMES

The Group favors the online games segment, and no longer distributes physical boxes, which are
now distributed by partners.

The online games segment covers several types of games, from “casual” to “hardcore” games, and
uses all types of platforms, from personal computers (PCs) to consoles (via Microsoft Xbox Live, Sony
PlayStation Network). An Internet connection is required at the time of download, and sometimes
also during the game phase.

These games can either be paid at the time of download, or free but then, in most cases, with options
to make payments via microtransactions as and when the game progresses.

Revenue from online games is generated by the following sources:

= Game downloads

= Microtransactions, which consist of offering additional content or virtual goods to players who
already have a free or paid game (most often, new features or access to additional zones or
levels)

= Online advertising

=  Subscriptions, usually monthly or quarterly
= Billing by the minute

=  Trial offers.

CURRENT MARKET TRENDS AND DYNAMICS

Social trends:

= Global living standards are improving steadily. For the gaming industry, this translates into more
free time and increased demand for entertainment products, as well as more money to spend on
entertainment.

= Demographic shifts have increased the average age of gamers. Popularity for games grew during
the 80s and 90s; this first generation of gamers is now in their mid-thirties, with often-
considerable disposable income to spend on games. In the United States, there are around 160
million people aged 10 to 65 that play games at least once a month.

= The ubiquity of the Internet and social media has helped foster and develop highly engaged
communities of enthusiastic gamers across the world. Game developers now have access to an
extremely loyal core fan base for certain games or genres who are happy to support new projects
both financially (i.e. crowdfunding) and through very powerful viral online marketing.

Gameplay trends (changes in game consumption):

The evolution of technology and social dynamics has completely changed the way games are
consumed. The hardcore male teenage and twenty-something console or PC gamer has been
overtaken by an entirely new population of casual gamers thanks to the adoption of smartphones
and mobile games. The casual gamer is often older (35-45) and includes a large proportion of
females.

The end result is a much larger global audience of gamers. Another powerful trend in the way the
gaming experience is changing is the emergence of E-Sports and streaming extending the gaming
universe from purely active gaming to the possibility to watch and support the most skilled gamers
across the world in real time. The emergence of streaming and competitive tournaments has had a
huge impact in turning certain games that are particularly well suited to the format into blockbuster
commercial successes like Fortnite, which is grossing over US$300M per month currently. The
streaming platform Twitch boasts 15 million daily average users and over 44 billion minutes watched
per month.
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Technological trends (digital is overtaking physical):

Digitalization has completely revolutionized the value chain in global gaming, and by lowering
distribution costs and increasing availability, it has largely contributed to the explosive growth of the
industry in recent years. While a game was historically limited to be a physical box with static content,
now a game'’s life can be extended for years through new downloadable content. Game as a Service
(GaaS) has become the new normal which is contributing to industry growth by extending the lifespan
and revenue potential of games. Further growth is to be expected from the crossover of gaming
experience into real life. Virtual Reality, Augmented Reality and Gamification are increasingly blurring
the boundaries between gaming and reality.

INDUSTRY COMPETITION

While the competitive dynamics vary across different gaming products and platforms, the overall
gaming market remains extremely competitive. The industry is growing at a strong pace and
constantly evolving, creating threats and opportunities for established players, as well as new
entrants. Atari competes with game developers and publishers from all over the world.

Changes in technology and evolving consumer habits and demographics require gaming companies
to constantly reinvent themselves in order to remain relevant and secure their position in the market.
Game quality and creativity are more important success factors than a company’s prior achievements
or long-term history.

Mobile and Tablet Games:

Mobile games are often “casual games” characterized by lower complexity and player involvement
and shorter playing times. Mobile games are typically quicker and cheaper to develop and are easily
distributed through Apple and Google online stores. Their lifecycle tends to be shorter, and due to
low barriers to entry and limited upfront costs, the number of games available to play has
skyrocketed. At the end of 2019, over 950,000 active game apps were available on Apple’s App
Store. Competition in the mobile games segment is significant, making it difficult to achieve strong
levels of profitability for the average developer.

While the barriers to entry are lower for mobile games in terms of development costs compared with
mid and high-quality PC and console games, the sheer number of games available on digital
storefronts today makes differentiation and consumer awareness the most important elements for
success. Reaching a substantial user base to ensure a game’s commercial success often requires a
large marketing budget and continuous reinvestment in user acquisition, making it harder for small
developers with limited financial resources to compete.

Competition in the mobile gaming industry is widespread and includes large players like Zynga,
Electronic Arts, Activision or Vivendi, as well as more focused mobile game developers like Rovio or

Glu Mobile. Due to the lower barriers to entry, competition also includes a myriad of small developers.

Online and Console Games:

Continued industry growth coupled with vast improvements in gaming technology over the cycles
has led to an escalation of video game development budgets for so called AAA, high-quality console
and PC titles. The combination of a large necessary upfront investment coupled with the hit-driven
nature of the industry has increased the risk to develop such games substantially. Competition in
this segment is therefore somewhat limited to a smaller number of large players like Activision,
Electronic Arts, Take Two, Ubisoft or Microsoft.

The move to digitalization and the appearance of digital storefronts like Steam for PC and Sony,
Microsoft and Nintendo for their last-generation consoles has however opened up opportunities for
smaller players to compete in the market for low to mid-range budget titles. Competition is still
somewhat more restricted than in the mobile space as the barriers to entry are still higher. However,
for most small developers the environment is still very difficult, as there are a large number of quality
games competing for limited amounts of game time. This has led to numerous smaller and
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BUSINESS OVERVIEW

independent game developers going out of business. There are still numerous independent
developers competing successfully in this space, including THQ Nordic, Paradox Entertainment or
Frontier Developments.

3.2 STRATEGY

Atari is an interactive entertainment production company that manages an intellectual property
portfolio focused on the Atari brand, Atari Classics games, and intellectual property assets and
licenses such as RollerCoaster Tycoon.

The company has four main business lines:

(i) video games (“Atari Games”) make up the Group’s DNA, which includes, by extension, the
monetization of such games via multiple channels, multimedia production and licensing activities;

(ii) the regulated online casino games within the dedicated subsidiary “Atari Casino”;

(iii) the “Atari VCS”, the Group’s new PC, a hybrid system combining a PC and a console-type
environment;

(iv) “Atari Partners”, which covers investments in technology companies, primarily by licensing the
Atari brand and the blockchain activity / Atari Token.

The Company’s business model is based on directly or indirectly monetizing its rights, in the broadest
possible sense. Direct monetization includes revenue earned from games played on mobile, PC,
online, console or multimedia platforms. Such direct monetization also includes the final sale of rights
under an ongoing arbitrage policy concerning the Company’s intellectual property portfolio. Indirect
monetization covers licensing agreements granted to third parties, who are then responsible for
manufacturing and producing products or applications in exchange for royalties paid to Atari, under
multi-year contracts. In general, any transaction concerning such rights, whatever their legal nature,
is considered part of the Company’s current business activity and contributes to its revenue and/or
current operating profit.

The Atari brand is known worldwide and is associated with entertainment and digital technologies.

Atari’s strategy is to develop, directly or via licensing, content and applications that blend digital
entertainment and innovation, through its 4 main business lines:

= Atari Games ("Video games, Multimedia and Licensing”): this division covers video games, the
Group’s DNA, which includes, by extension the monetization of such games via multiple channels,
multimedia production and licensing activities. The strategy is to develop, exploit and monetize
in the best way the portfolio of over 200 Atari games with a priority focus on mobile games and
digital distribution.

Atari’s business model for games is that of an executive producer. Atari owns the rights (directly
or through an exclusive license) to the intellectual properties and partners with third-party
development studios for game production. Atari does not develop any games in-house and does
not own any development studios itself. Atari then takes delivery of the finished games and
publishes the game itself.

For mobile games, Atari pursues a free-to-play or freemium strategy, where the games are
downloadable for free on Apple’s App Store or Google Play for Android. Revenue is generated
from micro-transactions and in-game advertising and the revenues are collected globally by
Apple and Google and remitted to Atari after deduction of a distribution commission.
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For console and PC games, Atari’s strategy focuses on digital distribution. Atari publishes its
games directly on Steam (for PC), Nintendo’s eShop (for Switch), Microsoft’s Xbox Live Arcade
(for Xbox) and Sony’s PlayStation Store (for PlayStation 4). Revenues are again collected by
these platforms globally and remitted to Atari after deducting a distribution commission. When
Atari decides to release a game in physical format like the recent RCT Adventures for Nintendo
Switch, it uses distribution partners (BigBen Entertainment in Europe, AtGames in the US) who
sell directly to retailers.

= Atari Casino ("Game like never before”): this division covers the regulated online casino games
as well as any other real-money games including e-sports. Atari Casino’s strategy is to leverage
the attractiveness of the brand through licensing agreements with platforms, which are suited
for these types of games.

= Atari VCS ("Reinventing the way you game again”): this division’s primary objective today is to
launch and distribute the new Atari multimedia home console (VCS - Video Computer System)
and to integrate a large content offering available online to attract the largest amount of users.
By extension, this division is also in charge of projects like the Speaker Hat and other connected
devices in development stage.

= Atari Partners (“Investing in technology for the future”): this division’s objective is to take
equity stakes in young growth companies led by recognized entrepreneurs, preferably through a
licensing grant of the Atari brand in exchange for an equity participation. At the beginning of
2020, the Atari Group took back control of the Atari Token project and has since actively managed
the project’s development, with the objectives of developing multiple use cases for the token and
listing the token on an exchange (www.atarichain.com).

The complementary nature of these business lines enables the optimization of synergies.

3.3 REGULATORY ENVIRONMENT

Atari Games

The specific regulations applicable to video games can be classified into two distinct categories
depending on their ultimate objective:

- the first category targets consumer information on the risks inherent to the use of video games;

- the second category of rules regulates the content of video games with a view to protecting
minors.

The Group ensures that it complies with the consumer protection regulations that apply to it,
particularly with regard to informing consumers about the rules of use and the content of games, by
referring to age ratings defined either by the Pan European Game Information (PEGI) classification
in Europe or by the Entertainment Software Rating Board (ESRB) classification in the United States.
Finally, as regards the insertion of advertising within games, the Group ensures compliance with the
sector’s regulations.

Atari Casino

Online casino games are subject to the regulations of each individual country, with two categories of
regulations:

- the first category is the legal framework requiring an operator to obtain a license, which is
awarded by the competent administrative authorities;

- the second category relates to the taxation of wagers and winnings.

The Group is constantly monitoring changes in the regulatory environment and has already obtained
operating licenses in the course of the development of its activities on the African continent.
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Atari VCS

In order to launch electronic products on international markets, companies need to demonstrate that
the products that are being sold satisfy the technical requirements set by national legislation. In the
United States, the FCC approves the sale of electronic and telecommunications equipment only if it
fulfils a set of established norms and criteria.

The Group ensures that it complies with these regulations.
Atari Partners

This division’s objective is to take equity stakes in young growth companies evolving in innovative
spaces that complement the Group’s activities. The regulatory environment concerned is mainly
linked to investments in companies operating in the blockchain universe and, in particular, the
regulation of tokens, the crypto currencies used in that space. Legislation is constantly evolving
regarding crypto currencies, which can be assimilated to a traditional currency (“fiat”) or seen as a
virtual currency without legal rights. With respect to tokens representing “fiat” currency, a more
stable regulatory environment is required to allow a risk-free operation of this activity.

3.4 KEY FIGURES

Sales totaled €24.0M for the year ended March 31, 2020, up 16.5% year-on-year at current exchange
rates and 12.0% at constant exchange rates.

The following table shows the Group’s key figures. The accounts are presented in accordance with
IFRS.

(M€E) March 31, 2020 March 31, 2019 | March 31, 2018

Revenue 24,0 20,6 18,0
Current operating income 2,9 3,1 2,3
Operating income (loss) 2,9 2,5 2,5
Net income (loss) 2,0 2,7 2,3
Total assets 43,8 33,3 22,2
Shareholders' equity 28,5 22,3 13,8
Net cash (net debt) 1,1 7,8 2,5
Cash and cash equivalents 1,8 8,5 3,1
Number of employees 22 20 19

3.5 HIGHLIGHTS OF THE PERIOD

HIGHLIGHTS OF THE PERIOD
The highlights of the period are:

= April 2019: Secondary listing in Stockholm

On April 25, 2019, Atari announced that its shares would begin trading on the Nasdaq First North
segment in Stockholm, the stock exchange segment for growth companies in Nordic countries.
No new shares were issued as part of this listing. As part of this process, Atari completed a retail
offering of Swedish depositary receipts reserved for individuals in Sweden, Norway, Denmark,
and Finland. The conditions, particularly a minimum float requirement, were met, and the listing
began on April 25, 2019.
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= May 2019: Change of registered office

The company relocated its headquarters to 25 rue Godot de Mauroy, 75009 Paris and entered
into a new renewable nine-year lease that took effect on May 1, 2019. The annual rent including
charges is about €70K.

= June 2019: Distribution agreements for the Atari VCS with Walmart and GameStop
Atari entered into distribution agreements with Walmart and GameStop for the Atari VCS and
launched the official pre-order campaign in the United States on Walmart.com and
GameStop.com. These partnerships include exclusive limited editions for these distributors.

= September 2019: Atari VCS partnership with Antstream Arcade

Atari entered into a partnership with Antstream Arcade, a retro-gaming streaming platform.
Through an exclusive app for the Atari VCS, this partnership will give players streaming access
to over 2,000 officially licensed retro-games, as well as to the library of Atari classics in new
enriched formats.

= September 2019: Distribution agreements for the TV shows Codebreaker and Player
Up
Atari entered into two non-exclusive distribution agreements for these TV shows for an amount
of $1.7M.

= September 2019: Expansion of the partnership with Animoca Brands
The Atari Group agreed to a significant expansion of its existing partnership with Animoca Brands
by expanding the original licensing agreement, which covered the development of blockchain
versions of the games RollerCoaster Tycoon and Goon Squad, to include 15 additional titles from
the Atari catalogue.
In exchange for the extension of this license agreement, Atari received 19,200,000 Animoca
Brands shares, valued at $1.8M.

= September 2019: Agreement with Legalist
Atari Interactive signed an agreement with Legalist, which agreed to pay $1.0M to Atari
Interactive in exchange for a share of future profits to be received by Atari in its ongoing
copyright infringement lawsuits. This amount, even though it is not recoverable from Atari even
in the event of an unfavorable outcome with these lawsuits, is treated as a financial instrument
in accordance with IFRS 9 and accounted for as a financial debt until the lawsuits are resolved.

= Atari Casino: Development in Africa

During the financial year, the Group developed its casino activities in Africa. The objective is to

set up a platform, launch the first games and use the experience acquired to subsequently enter

the European market through partnerships. This development covers:

o The complete development of a gaming platform for mobile and PC, integrating the user
interface and full back-end (managing wagers, promotional activities, reporting, etc.);
priority was given to the USSD format, the development for smartphones is planned prior to
the launch of a European expansion;

o The obtaining of national licenses (Kenya, Liberia, other countries in application process) or
the conclusion of partnerships with owners of such licenses;

o The creation of local subsidiaries and the set-up of a dedicated technical and commercial
team in Nairobi, with local marketing support in targeted countries;

o The launch of this platform, country by country.

= January 2020: Licensing agreement for the development of Atari hotels in the United
States
Atari has signed a licensing agreement with True North Studio, a US real estate developer, and
GSD Group, for the development of hotels under the Atari brand in eight US cities. Under this
licensing agreement, Atari received a non-refundable $0.6M advance on signing and will be
entitled to 5% of the hotel revenue.

= February 2020: €7.5M licensing agreement for an online casino using crypto currencies
The Atari Group signed a non-exclusive licensing agreement with the ICICB Group to launch an
online casino in crypto currency. Under this agreement, the Atari Group is entitled to 50% of net
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gaming revenue and the ICICB Group has guaranteed Atari a payment of €7.5M at the end of a
three-year period.

March 2020: Launch of the Atari Token
The Atari Group terminated the license granted to Infinity Networks Ltd and announced the
launch of the Atari Token in partnership with the ICICB Group.

March 2020: €3.3M capital increase
The capital increase was carried out by issuing 11,665,590 new shares at a price per share of
€0.28 including the share issue premium, for a total of €3.3M.

March 2020: Arrival of a new major shareholder for Atari

Wade J. Rosen acquired 10.46% of Atari’s share capital from Ker Ventures. In early April 2020,
he became Chairman of Atari’s Board, with Frédéric Chesnais remaining as Group Chief Executive
Officer. The Board of Directors was reconstituted as follows: Wade J. Rosen (Chairman of the
Board), Kelly Bianucci (new independent board member), Alyssa Padia Walles (independent
board member) and Alexandre Zyngier. Erick Euvrard and Isabelle Andres, both independent
board members, resigned from the board.

Impact of the Covid-19 pandemic on business activities

On January 30, 2020, the WHO declared an international public health emergency. During the
course of March, lockdown measures became widespread in many countries and had an impact
through delays with the launch dates for certain games, the renewal and extension of licensing
agreements, and the deferral of the Atari VCS delivery date to fall 2020.

SUBSEQUENT EVENTS

The

following events occurred after March 31, 2020:

Continued impact of the Covid-19 pandemic:

Faced with the ongoing health crisis, the Group has taken the necessary measures to ensure the
safety of its employees and the continuity of operations, despite the closure of the New York
offices and the continued work from home arrangements that are still in effect as of the date of
this document. The duration of this crisis and its proportions are not predictable. However, the
impact resulting from this situation should not affect the continuity of the business based on the
information available at the date of these annual financial statements.

Greatly varying consequences can be observed depending on the Group's different activities,
with a negative impact expected for the licensing activities due to the delays with renewals of
licensing agreements. A positive impact has been observed for video game revenue. As a result,
the overall level of activity and profitability for the first half of the year will be lower than usual,
with efforts concentrated on the second half of the financial year with the launch of the Atari
VCS.

In the United States, the Group has benefited from a $383K loan under the Paycheck Protection
Program, which can be forgiven if the conditions of its utilization are approved by the relevant
government agency; in France, one Casino division executive was furloughed.

The impact of Covid-19 is being closely monitored by the Group in order to take the necessary
actions according to the situation.

Launch of new games:

April 2020 in soft launch, Mob Empire, a strategy and simulation game offering a humorous take
on a fight by rival gangs to take control of a city.

July 2020, Beat Legend Avicii, a rhythm-based music game based on the works of the world-
renowned artist Avicii.

September 2020, Atari Combat: Tanks & Puzzles, a mobile game in the very popular puzzle RPG
genre combing match-3 puzzles and tank combat.
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3.4 FRANCHISING / LICENSING/ LICENSES

The Atari Group’s activities have enabled it to acquire or manage a large portfolio of intellectual
property assets. The Group also licenses some of its intellectual property assets.

The Atari Group may therefore find itself in one of two situations: (i) as a licensee and in the
obligation to pay royalties to the licensor; (ii) as a licensor and being remunerated as such. In both
cases, the structures of the licensing agreements are relatively similar.

The licensor’s remuneration consists of a fixed fee and/or a proportional charge based generally on
a percentage of the sales made. The licensor may negotiate advances on licensing fees payable in
installments spread over the term of the contract, which is effectively a guaranteed minimum income.
Advances are then deducted from the amount of the remuneration due, so that the licensee is able
to recover the equivalent of the advances paid before being required to pay additional remuneration.

Content licenses and support licenses have a number of ethical, graphic, and technical requirements.
The publishing and the commercial release of the product are in fact subject to the preliminary
approval of the right-holder or the media manufacturer.

3.5 GROUP'S MATERIAL CONTRACTS

The Group’s material contracts are as follows:

LICENSING AGREEMENTS

The Group holds the license for the RollerCoaster Tycoon franchise. This license has been granted
until June 30, 2022 by Chris Sawyer, the owner of the rights to this franchise.

AGREEMENTS WITH CONSOLE MANUFACTURERS

Contracts between the Company and/or its subsidiaries and console manufacturers (Sony Computer
Entertainment, Nintendo, and Microsoft) govern the relationship between the parties. These
contracts allow the Company to use these console manufacturers’ technology to develop and market
products compatible with their respective consoles. These contracts cover in detail the use of
development kits, the publishing authorization process, the publisher royalties to the manufacturer,
the duration of the relationship, the territories concerned, the manufacturing costs and related
logistics, and the payment terms and confidentiality obligations of the parties.

AGREEMENTS WITH MOBILE AND ONLINE PLATFORMS

The Atari Group uses mobile and online platforms such as iOS (Apple), Android (Google), Steam,
EPIC, and Facebook to reach users via these platforms. The Atari Group must comply with the terms
and conditions applicable to application developers, which define the promotion, distribution, and
operation of these platforms. Such terms and conditions may be modified at the sole discretion of
the platform owners. Furthermore, the Group is dependent on the functionalities of these platforms.

To the Group's knowledge, apart from the contracts entered into in the normal course of business,
including those relating to long-term licensing in the gaming, casino, multimedia or blockchain
sectors, there are no other material contracts entered into by any Group companies in the two years
preceding the date of this Annual Financial Report that are still in force today, and that contain
provisions creating an obligation or a commitment likely to have a material and negative impact on
the Group’s business or financial position.
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3.6 INVESTMENT POLICY

The Group's investments are still in a recovery phase. The amounts for the last three financial years
break down as follows:

March 31, 2020 March 31, 2018

R&D expenditures

revenues revenues revenues
Capitalized R&D 9,3 38,9% 31,5% 31,2%
Other R&D expenditures* 9,8 40,7% 7,4 35,9% 4,9 27,5%

(*) This item primarily includes the operating costs of the studios, pre-production on developments that have
been started, the organizational costs of the publishing department, and the costs of any project whose technical
feasibility could not be demonstrated, as well as provisions for game amortization.

The Group’s research and development expenses for the year ended and prior years are detailed in
in Notes 2.9 & 3 to the consolidated financial statements relating to intangible assets.

The video game business requires significant investments in development, covering average periods
of 12 to 24 months, which must be funded from own funds. In addition, the success of new licenses
launched is not always assured. For these reasons, positive shareholders’ equity and positive net
cash flows generated by the business are essential to guarantee funding for regular investments, as
well as to cope with the risks linked to the success or failure of games upon release without
jeopardizing the Group’s future.

3.7 INFORMATION CONCERNING THE WORKFORCE

At March 31, 2020, the Group’s workforce represented 29 people, with the following breakdown: 16
in the United States, five in France and eight in Kenya. At March 31, 2019, the Group’s workforce
totaled 19 people.

The following information is published pursuant to French Law No. 2001-420 of May 15, 2001
governing new economic regulations.

The scope of this report includes the entities of the Economic and Social Unit (Unité Economique et
Sociale, UES) Atari, i.e. the holding company Atari SA, and Atari Partners SAS and excluding
corporate officers.

At the end of the financial year, the aforementioned French entities employed a total of four
managers.

ORGANIZATION, WORKING TIME, AND ABSENTEEISM

Working hours in the French entities of the UES are divided into fixed periods where the presence of
employees is mandatory and variable ranges allowing great flexibility for personal organization, for
people reporting their time. For the independent managers, the working time is based on a maximum
number of working days in the year. The average weekly working time is 35 hours, according to the
agreement in force within the UES. The figures on absenteeism are no longer relevant because of
the small number of staff still employed in France.

COMPANY'S EXTERNAL WORKFORCE

The Company relies on outside labor only for the maintenance of its premises.

COMPENSATION

The annual gross payroll (excluding corporate officers and trainees) for all French subsidiaries
comprising the UES is €0.5M for 2020, compared with €0.3M in 2019. The Company does not pay
overtime to its employees. These are recovered and take the form of compensatory time off due to
the 35-hour agreement.
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HEALTH AND SAFETY

The number of workplace and commuting accidents affecting the Group’s French entities is extremely
low. No workplace accidents and no commuting accidents have been reported since January 1, 2011.
No occupational diseases were reported during the same period.

TRAINING

The percentage spent on training was less than 1% of payroll in the 2019 calendar year.
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4 ORGANIZATIONAL STRUCTURE

4.1 GROUP’S SIMPLIFIED ORGANIZATION CHART AT MARCH 31, 2020

The simplified organization chart below reflects the Group's main companies.

The subsidiaries are all 100% owned by Atari SA, either directly or indirectly through the holding
companies Atari US Holdings, Inc. Atari Games, Corp. and Atari Entertainment Africa, Ltd., except in
the United States for an inactive sub-subsidiary (Cubed Productions, LLC) that is 91% owned and for
three subsidiaries in Africa: Atari Gaming Ltd (Kenya), Atari Lifestyle Ltd (Nigeria) and Atari Ghana
Ltd (Ghana), respectively owned at 60%, 99% and 90%.

ATARI SA

"ATARI GAMES" Atari Inc Atari Interactive Inc Atari Studios Atari Games Corp & subsidiaries
(Us) (Us) (Us) (Us)

"ATARI VCS" Atari VCSLLC Atari Connect LLC
(Us) (Us)

"ATARI CASINO" Atari Casino LLC Atari Lotto Ireland Ltd Atari Gaming Ltd Atari Entertainment Africa & subsidiaries
(us) (Ireland) (Kenya) (Africa)

"ATARI PARTNERS" Atari Partners SAS Atari Capital Ireland Ltd

(France) (Ireland)

4.2 BASIS FOR CONSOLIDATION AT MARCH 31, 2020

At March 31, 2020, 28 entities were consolidated, compared with 19 at March 31, 2019. All of the
Group entities are fully consolidated. All of the consolidated companies are listed in the table below:

Company Country
year e
es

e subs
Atari Partners S.A.S. March 31 France 100,00 100,00 100,00 100,00
Atari US Holdings Inc. March 31 United States 100,00 100,00 100,00 100,00
Atari Inc. March 31 United States 100,00 100,00 100,00 100,00
Atari Interactive Inc March 31 United States 100,00 100,00 100,00 100,00
Atatri Studios Inc March 31 United States 100,00 100,00 100,00 100,00
Atari Games Corp March 31 United States 100,00 100,00 100,00 100,00
AITD Productions LLC March 31 United States 100,00 100,00 100,00 100,00
Cubed Productions LLC March 31 United States 90,72 90,72 90,72 90,72
RCTO Productions LLC March 31 United States 100,00 100,00 100,00 100,00
Atari Connect LLC March 31 United States 100,00 100,00 100,00 100,00
Atari Casino LLC March 31 United States 100,00 100,00 100,00 100,00
Atari VCS LLC March 31 United States 100,00 100,00 100,00 100,00
Atari Hotel