Disclaimer

This presentation contains statements concerning, among other things, MTG's financial condition and results of operations that are forward-looking in nature. Such
statements are not historical facts but, rather, represent MTG's future expectations. MTG believes that the expectations reflected in these forward-looking statements
are based on reasonable assumptions; however, forward-looking statements involve inherent risks and uncertainties, and a number of important factors could cause
actual results or outcomes to differ materially from those expressed in any forward-looking statement. Such important factors include but may not be limited to MTG's
market position; growth in the gaming industry; and the effects of competition and other economic, business, competitive and/or regulatory factors affecting the
business of MTG, its group companies and the gaming industry in general. Forward-looking statements apply only as of the date they were made, and, other than as
required by applicable law, MTG undertakes no obligation to update any of them in the light of new information or future events.
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Who are we? We are
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One of the in mobile gaming

~11.5 BJ

SEK Revenue!

- (~$1.2bn?)

90+

Live Games3

N

r 4

Notes: 1) Based on approximate mid-range of 2025 Revenue guidance of SEK 11.4-11.7bn; 2) USD figure presented based on reported financials converted from SEK at an FX rate of 9.41 at
30-Sep-25 spot rate; 3) As of September 2024; 4) Average DAU during Q2 2025
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Notes: Q2 2025 LTM North America & Europe; 1) By IAP Net Revenue; 2) After Minecraft, Goddess of Victory and Balatro; 3) By Installs
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We have been on an incredibly

Reported quarterly gaming revenue, SEKm
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Notes: USD figure presented based on reported financials converted from SEK at an FX rate of 9.41 at 30-Sep-25 spot rate
Sources: MTG reported figures



With a history of

Scaled mobile
gaming leader
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Notice anything new today?







Creationofa
by Plarium acquisition

supercharged

ICONIC IP - RAID: SHADOW LEGENDS

TECH, TOOLS & SERVICES

RELEVANT SCALE
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Stronger than ever to carry out our

OUR MISSION: BUILD THE BEST HOME FOR GAME MAKERS
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MTG HQ:

of the Gaming Village and its Districts

TG,

VILLAGE & DISTRICT ARCHITECT
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CASUAL DISTRICT

FUTURE DISTRICTS
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Our District model is set to deliver
unlock additional

* Platform enabled
* Right bets at the right time Accelerated

* Increased shots on goal New Games
Development

_ _ Optimized
* Top tier LiveOps Existing Games

* Proprietary D2C

District
Model

* Alsupercharging everything

aw

Platform &
Reinvestment

and

Studios enabled by best-
in-class shared core
functions
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Our District model is set to deliver and
unlock additional

» Leveraging the platform play District
and building agile and Model
efficient organizations to

drive synergies i : :
ynerg Pc.’rt.f °I'c.’ Sy?erqy * Exploring various structural
Optimization Realization .
opportunities

* Potential IPO as enabler for
]
« High growth, smaller, Midcore PIPIulg\JlliA casual consolidation
ay *  Opportunity to crystalize

studios
value for shareholders

* Larger scale Casual
consolidation

Value Creatio®

Notes: 1) Subject to study and Board approval, may be explored in 2026 14



We reiterate our ambition: to

Value 3
Accretive
M&A
Operating
Model
Synergies

Organic

SEK 11.4-11.7bn 2x
(~$1.2bn) Leverage platform to
also supercharge Today’s
new acquisitions Revenue
TODAY MEDIUM
TERM

Notes: USD figure presented based on reported financials converted from SEK at an FX rate of 9.41 at 30-Sep-25 spot rate 15



Today’s Agenda

13.30-14.15 M
14.30-16.45 I

17.15-18.30 G

18.30-21.00

arket Leadership
We are one of the leading mobile game operators globally

ransformation

We are transforming our operating model to unleash our full potential

rowth
We will continue to drive sustainable, profitable growth and value creation

Mingle, food, and drinks

16



TG

MARKET LEADERSHIP

Speakers: Arnd Benninghoff



Gaming is the of entertainment

Global revenue per entertainment form, 2024

~$40bn

Music
Steaming'2

~$100bn

Mobile gaming?
'24-27E CAGR 2-3%

~$125bn

Video
streaming'?

~$200bn

Video gaming?
'24-27E CAGR 2-3%
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Sources: 1) Statista (2025); 2) Grand view research; (2024); 3) Newzoo (2025); 4) Udonis (2025); 5) BCG (2023)
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Gaming has gone through multiple

Global video game revenue by platform 1970-2030

ILLUSTRATIVE

m\\ )

NEXT WAVE

MOBILE

CONSOLE
1970 1975 1980 1985 1990 1995 2000 2005 2010 2015 2020 2025 2030

Notes: 2023-2025 values are extrapolated based on Newzoo’s growth rates for Mobile, PC, and Console, while other platforms are assumed to remain flat
Sources: Pelham Smithers (2022); Newzoo (2025), Company analysis

GENERATIVE Al
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PLAY-TO-EARN
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Mobile gaming market has post covid cycle
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Notes: 1) Forecast 20

Sources: NewZoo (2025)



outlined in our 2022 CMD

(SEK)

>2X Revenue
~3X Adj EBITDA

{ J
I

VALUE ACCRETIVE M&A X

Revenue Adj. EBITDA

{ J
I

FY 2021 2025 Guidance
Sources: MTG reported figures 21



We did so primarily through

Cumulative FCF

Spent on acquisitions

Generated from
divestments

.

Additional new debt!

Paid to shareholders

Notes: Figures since 2022, SEKbn 0.3 raised in share issuance since 2022; 1) SEK 5bn new debt raised in 2025, less pay down of SEK 2bn in debt in 2022
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MTG has cemented itself as a in western mobile gaming

Rank by IAP net revenue LTM Q2 2025

#1 Company Headquarter
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Notes: Includes Europe, NA and Oceania based publishers, excludes Chinese founded or owned companies (FunPlus, Top Games, MiniClip), excludes RMG revenue, excludes non-mobile
focused or primarily casino focused companies (Roblox, Electronic Arts, Product Madness, Light & Wonder); 1) Rank by IAP net revenue LTM Q2 2025
Sources: Sensor Tower (2025)
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of leading, established games fuel new
game development and growth

Select games in each stage (not exhaustive)

Games in development Recently launched games Rapidly growing games Established games
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Notes: 1) LTM Q2 2025 24



RAID is one of the most TG

recognizable brands
in gaming

Lifetime revenue

25



arket leadership:

> We are a top gaming company with world-leading games

&
v > We have the right scale, people, tech and capabilities to win

> Our ambition is to double in size again

26
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