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MAG INTERACTIVE AB [PUBL)

MAG INTERACTIVE IS A LEADING DEVELOPER AND PUBLISHER OF CASUAL MOBILE GAMES FOR A
GLOBAL AUDIENCE. MAG INTERACTIVE REACHES OVER 10 MILLION ACTIVE PLAYERS EVERY MONTH AND
THE GAME PORTFOLIO CONSISTS OF TEN SUCCESSFUL GAMES WITH OVER 200 MILLION DOWNLOADS,
INCLUDING SUCCESSFUL TITLES RUZZLE, QUIZ DUEL AND WORDBRAIN, ALL OF WHICH HAVE REACHED
#1SPOTS ON THE APP STORE AND GOOGLE PLAY. WITH OFFICES LOCATED IN STOCKHOLM AND
BRIGHTON, MAG INTERACTIVE'S GAMES ARE DISTRIBUTED THROUGH VIRTUAL APP STORES ALLOWING
FOR GLOBAL REACH WITH MINIMUM EFFORT. MAG INTERACTIVE IS LISTED ON NASDAQ FIRST NORTH
PREMIER WITH TICKER MAGI. FOR MORE INFORMATION VISIT WWW.MAGINTERACTIVE.COM


http://www.maginteractive.com/

MAG

AUDIENCE

12 GAMES IN 6 YEARS

200M+ PLAYERS
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GAMES ALL GAMES HAVE OVER
1MILLION DOWNLOADS AND COUNTING:
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MAG

STRATEGY

OPTIMIZATION PORTFOLIO @
AR

) —

10 M PLAYERS 12 GAMES INFRASTRUCTURE
PORTFOLIO MANAGEMENT BIGGER PORTFOLIO GAME ANALYTICS, LTV
OPTIMIZATION OF GAMES INCREASED STABILITY PREDICTIONS AND

CROSS PROMOTION AMBITION : 2-4 GAMES PER YEAR SEGMENTATION



MAG

MAR-MAY (+June) '

HIGHLIGHTS .-

EBITDA UP 10%

TWO NEW GAME LAUNCHES

MARKETING AND REVENUES UP IN JUNE
6 MILLION NEW PLAYERS




WORD DOMINATION

LAUNCHED ON MAY 31 - STRONG PLATFORM SUPPORT

If | win dinner’s
on you, deal?
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Wil TELIA =

Spel

VAD VI SPELAR NU
Word Domination
Smid kvicka ord

WORD

DOMINATION

APPSTORE
FEATURE X3

Visa alla

Cookle Cats Blast HAMTA

Pusse

"W The Ancients AR

‘Ndratars
Strateg
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GLOBAL HIT

WITH TREMENDOUS
GROWTH
- SM FIRST MONTH




MAG  pAINTHIT

GOOGLE PLAY
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DOWNLOAD RANKS

=— FRCASUAL DE CASUAL — GB CASUAL = US CASUAL
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JUN 06 JUNE 10 JUN 16



MAG

GAMES

HYPER CASUAL

SELF EXPLANATORY MECHANICS

FEWER LIFETIME PLAYER DAYS
FASTER TO PEAK REVENUES

QUICK ROI TIME




MAG IDEA

PROCESS OVERVIEW GAME PITCH

GOOD TIMES FACTORY PROTO‘VPE
v’

CORE GAMEPLAY

PRE PRODUCTION

ART & DESIGN

................... ALPHA |
v

. RELEASE OF :
E PA'NT H'T .E .......................

: CREATIVE PHASE

. RELEASE OF
. WORD DOMINATION




MAG ACTIVE USERS

USERS Million US cents
DAU DAU ARPDAU ARPDAU
3 2.9 (+60%) 6
$5.2c
5
2 7.8 M 4
3
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March-May 17 March-May 18 March-May 17 March-May 18



SALES

80,000
70,000
60,000
50,000
40,000
30,000
20,000

10,000

/5.1 MSEK

NET SALES

March-May 17

March-May 18

51.8 MSEK (-31%)

March-May 18
Adjusted for
Currency effects



MAG  camecontriBUTION

CONTRIBUTION
KSEK

40,000

31.1 MSEK
(+46%)

30,000

21.2 MSEK

20,000

10,000

0,

March-May 17 March-May 18

Game Contribution = Net sales - Platform fees - Performance marketing



MAG

KSEK

15,000 -

10,000 -

5,000 -

EBITDA Q3 102 UP - BRIOGE TO 2017

2018

+0.3
|
2017
4.9 MSEK I
-0.6
EBITDA Change in Change in Change in Change in Change in
March-May 17 Contribution Personel Capitalised server costs Other
costs work

EBITDA
March-May 18



MAG

GAMES

GLOBAL HITS

WITH TREMENDOUS POTENTIAL
6 MILLION NEW PLAYERS
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THE END



