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G5 Entertainment in brief

Revenue (MSEK)

* Developer and publisher of casual free-to-play (F2P) 2

games for tablets, smartphones and PCs 400

350

* Serving the $90+ billion market for global market for 200
mobile games

250

* T offices worldwide each serving a strategic purpose and 200

providing a competitive advantage 150

* Strong history in creating and publishing games: 100

50

* The Secret Society » USD 147 million in sales
> 27 million downloads 0

* Hidden City » USD 452 million in sales
» 54 million downloads

2009 2010 201 2012 2013 2014 2015 2016 2017 2018 2019 2020 2021 2022 2023

Gross Margin (%)

* Focused on games for a female audience age 35+ 70% 67%
* Founded 20 years ago and listed on Nasdagq Stockholm
since June 2014 and public since October 2006 60%
50%
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Mobile Gaming Industry




Global Gaming: Historical Growth 1970-2020

THE RISE OF GAMING REVENUE VISUALIZED (s

"'«"@ Cloud

(Inflation Adjusted, 2020) A e

2016 VR
From the arcade boom to the rise of home consoles and ; Pokémon Go,
PC gaming, the gaming industry quickly grew to rival and a':“o’::i’lgmg"m‘:drs::gg
outpace film and television. Once mobile gaming took off, - = 500 m-,"i%n douploads
that wave of revenue became an ever-growing tsunami. 2000 2004 2009 in one year
The Sims for PC World of Warcraft Angry Birds for mobile
[ | popularizes life | launches on the PC, becomes the most
Here’s how tl.\e gaming market’s revenue wave has E simulation games | a subscription-based downloaded freemium
grown over time. " online role-playing game and launches a
— game that grows to media franchise
T more than 14 million
1.989 1993 . ‘ 199.7 subscribers 2018,
Nintendo releases Doom popularizes Nokia releases Fortnite,
the Game Boy the first-person cell phones a free-to-play Mobile
M Cloud handhgld system, shooter genre | with the game battle royale for $ 85B _
@ eeoe alongside a port | Snake, the first 2007 " ¥ PC and consoles,
M VR p—d —_ of Tetris | Popular mobile Apple’s iPhone 4 is ported to mobile
B Handheld 1980 1985 game smartphone is 2012
: % Nintendo i released
M Mobile Pac-Man generates : Candy Crush Saga
more than $1 billion in Entertainment Ha ndh elg for mobile popularizes 2020
H PC arcade sales in the gx-‘é‘g’“ (NE;) ! limited plays and Epic Ga]fgsslentefé
U.S. in one year uper Marto in-app monetization legal battle witl
B Arcade Bros. o Apple, Fortnite is
B Console ) removed from

b\ App Store
2010 | 201

Minecraftis | Twitch, a video
1988 1994 released in | streaming service
Sega releases the Mega Sony's PlayStation and a public | primarily for games,
Drive in Japan, released Sega'’s Saturn consoles beta | is launched
in the U.S. as the Genesis use CDs instead of 2 v i §8§°
icrosoft, NVidia,
cartridges 2001 Google, and
Microsoft’s Xbox 2006 | 2006 Amazon launch PC
console is the first Nintendo's Wii | Sony's cloud gaming $40 B_
1991 with an integrated console is targeted at | PlayStation 3 services
Nintendo releases ethernet port a wide demographic | is the first
the Super NES of families and | console to 2013
(SNES) non-gamers | use Blu-rays Grand Theft

Auto V earns J
E / $800 million

1972 in its first da 1
Pong becomes the first 1983-1985 e : 2020
commercially successful AR The video game crash of 1983 2002 2009 : PlayStation 5 and
arcade game B hits North America, caused by Microsoft launches Xbox Live, League of Legends, Xbox One X and
o 1978 market oversaturation and a subscription service for online a freemium multiplayer 2017 Xbox One S are Console
Space Invaders reinvigorates high-budget poor-quality ports multiplayer gaming popularized online battle arena, becomes Nintendo releases launched $ 33B
the arcade market like E.T. the Extra-Terrestrial through its Halo series the world'’s largest esport the Switch, a hybrid

home/portable console

SOURCE  Pelham Smihers VISUAL 4 4 % 3
COLLABORATORS RESEARCH + WRITING Orniri Waloch | DESIGN + ART DIRECTION Cloyton Viadsworth CAPITALIST @ @ Nvisualcapitalist @ @visualcap @ visualcapitalist.com



Global Mobile Gaming: A Growth Market

2016 — 2025 Global Mobile Games Market Revenues Bn USD
* The market is currently experiencing a post-pandemic recoil, but
is expected to recover to 2021 levels already in 2024 120

* Mobile gaming is the best-performing segment of the overall 2

gaming market, with global revenues expected to reach $103 Bn 80
USD by 2025

60

* 53% of 2023 global game revenue will come from mobile gaming 49

20
* With almost 2.8 billion gamers worldwide today, and 3.0 billion

gamers projected by 2025, mobile gaming has more players

than any other gaming segment 2000 207 2018 200 2020 2021 2099F 2093F opgar 2025F
* Asiais the biggest market, accounting for almost 48% of total S
revenues for the industry in 2022, followed by the US G5 Revenue breakdown by geography Q2 2023

* Mobile gamers are spending more money than ever before, with
Japanese gamers spending the most per player

* Gb's main market is North America, followed by EU and Japan North

America
62%

G5



G5 Development:

Accumulated
downloads of group

games in H1: 210 million

Starts trading on
NASDAQ
Stockholm: G5EN

2014

2014-2022

2NEW games
released
5 NEW games 2022
released )
: Six new offices established
8 NEW games 021 - G5Llauncherreleased
released | + Own games 71% of revenue
5 NEW games + New Generation Games 67% of Revenue
releo§ed 2020 » Sherlock:13% of revenue in Q4
. . : G5 GAMES
Two hidden object 2019 ! % SRS

games gross
>$100M Iilfetime

31.0 million
(\b * Sherlock R |

‘. e « Jewels of Eg‘_ypt‘ Ll
22.1 milliong + Jewels of Wild'West
Investment: G5 Store

Hidden City exits
soft launch phase

Expansion & Investment: —————— New Generation Games
Development teams and + Jewels of Rome
new portfolio of games + Wordplay
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Target Audience and Game Genre 5

Match-3
A Unique Market:

Women Age 35+
Growing demographic
Underserved market
Very loyal audience

Strong paying
audience $

G5 Friends Network
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New Games Development Funnel

Game idea

In this stage the
argument for the
new product is
developed
through extensive
marketing tests

Early
development/
SoftLaunch

Very limited revenue
from soft launch in
select markets

Game is released in
limited markets and
tested against
benchmarks. Usually,
iterative process to find
the best product/market
fit. The game either
clears benchmarks for
Global release or gets
canceled. We expect 5-6
to reach this stage and
-2 to bereleased
Globally every year

Scaling

After global release,
we invest in growing
the game’s revenue.
Game continues to be
analyzed and updated
to find the best game
balance for worldwide
audience

Peak revenue

UA and Growth: As revenue
grows, games are
optimized, user acquisition
is increased, and games
are scaled to higher
revenue levels

Often during the growth
phase, games appear to
have reached a plateau,
however improvements
can be made to the game
and/or the marketing

strategy to achieve a higher

peak level

Maturing

Harvest Mode
Long-tail revenue

=T revenue

In time, growth may slow as
the game reaches a more
mature state. Cross-selling

with the rest of the G5 games
portfolio helps extend the long

tail of revenue

— user acquisition

Harvest mode games
do not have a
dedicated team and
only very limited UA is
done on the games.
These games bring in a
healthy cash flow that
can be invested in new
or active games.

The games have very
limited updates through
one shared team




Our Portfolio Approach

own/licensed revenue (MSEK) | Own games share (%)

* Strengthened the development teams giving the company full
control over game development and quality combined with 400
tougher approach to underperforming games

80%

350

0% - 72.8%m 7 | o 71 7105 20%
* Own games have consistently grown and is now >71% of the ... 6606 01"
total net revenue 20 o 60%
* New Generation games »607% of total net revenue
v" Sherlock: 24% of total net revenue

o

25 50%

o

v Jewels family: 31% of total net revenue

* Eight games released in 2020, five games in 2021, five currently 200 40%
in soft launch and two released globally in 2022. Building on
previous technology and game play foundation with an 150 30%
emphasis on engaging storylines and immersive meta-
mechanics 100 20%
* Balanced and diversified portfolio with games in different
stages in their lifecycle creates a balance between profitability 50 10%
and growth
. . . O O%
* UA efficiency and MAAR.SS UA suite tools accelerated growth of Q Q@2 Q@ Q@ Q@ Q@ Q@ Q4 Qq Q@
earnings 2021 2022 2023
* Building a foundation for long-term future growth W= New Generation Oldown  mmmlicensed Own games %

G5




G5 Store

@uu«m- < > ALL GAMES INSTALLED GAMES SETTINGS

G5 Store - % of G5's Net Revenue (USD)
12%

106% Y/Y
10%

8%

’ e Tt somaant n 6%
Continues to gain momentum A
« G5 Store accounts for 9.8% of total net revenue up from 4.3% last )
year, +106% Y/Y and +17% Q/Q in USD 2%
Another all-time high in monthly revenue in Q2 .
o,
Ql Q2 Q3 Q4 Ql Q2 Q3 Q4 Ql Q2

* Room to grow Some peers report 25% of revenue from direct-to-
consumer (DQC) 2021 2022 2023

* Lower processing fees G5 Store are low single digits compared to
the 12-30% third party application store fees

* > Continued potential for growth and increased margins @







Financial Summary: Q2 2023

Revenue SEK 331M (344),-4% Y]Y
Own games >71% of net revenue (69)

* New Generation games: 60% of net revenue, the biggest segment of
the portfolio up from 57% in Q2 last year

* Sherlock +20% Y/Y in SEK »24% of net revenue (19.5)
- Stable MAGRPPU $62.0 (641)

Operating Profit (EBIT) SEK 38.9 M (1.0), EBIT margin 12%
- Gross Margin 67.4% (66.7) strong due to fast growth of G5 Store

- Net capitalization impact on earnings was SEK -12.6 M (+11.6)
* EBIT in Q2 22 was negatively impacted by UA boost
- UA costs 19% of revenue (decrease from 35% last year)

Strong balance sheet

« Dividend SEK 64.5 M (59.1) highest dividend in company’s history
and buybacks SEK13.1M

« Total cash flow SEK -31.8 M (33.9)
+ Total cash at end of period SEK 1731 M (226.3)
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Own/Licensed revenue (MSEK) | Own games share (%) 80,

40%
||IIII|III%
0%

2021 2022 2023
mmm New Generation Oldown mmmlicensed em===Owngames %

N

Gross Margin (%)
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Cash & Cash Equivalents (MSEK)

2021 2022 2023




Expect continued stability in the second half of 2023

We aim to release -2 new games globally in the second half of the year. The
potential impact will be not be seen before 2024

We are working on 7 games in soft launch development and iterations and 36
new game ideas

Gb Store continues to be a catalyst of growth improving the Gross Margin and
profitability

Continued discipline in cost structure coupled with decreased expenses due to
integration of generative Al tools in the development process

Maintain sustainable UA spend within 17-22% range
Continue to strengthen balance sheet through strong cash generation
Committed to dividend payments and buyback

Thank you for following G5

L\
PLAY ON ANY DEVICE

G5 Store

Upcoming Global launches before end of 2023



Contact

Stockholm Headquarters

G5 Entertainment AB
Nybrogatan 6, 5t floor
114 34 Stockholm
Sweden

Email: investor@gbe.com
www.corporate.gbe.com

Connect with us on

Linked [T}
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