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*The forecast for the financial years 2022/23 and 2023/24 excludes Beamdog, Eidos, Crystal Dynamics and Square Enix Montréal  / ** Does not include the segment Tabletop Games

Q1 FY 22/23

Net sales Group 

SEK 7,118m

Adjusted EBIT

SEK 1,322m

107 %

YOY GROWTH

3%

YOY GROWTH

Adjusted EBIT forecast *

SEK 9,200m ï11,300m FY 22/23

SEK 10,300m ï13,600m FY 23/24

Pipeline projects

222
whereof 167 

unannounced

AAA projects

25+
planned for release 

until March 2026

- 12 %

ORGANIC GROWTH **

- 6%

PRO FORMA GROWTH

Acquisitions

Management reiterates the forecast for adjusted EBIT the coming financial years

First

IFRS

PC / CONSOLE GAMES

MOBILE GAMES

TABLETOP GAMES

ENTERTAINMENT & SERVICES

SEK 20.0 b

New

Sustainability

goals

Cash & credit 

facilities

by the time of this report

announced after Q1

Operative groups

11

report

August 23rd

Selected

revenue driver

PIPELINE



Continued growth
INTERIM REPORT Q1 22/23

31) According to previous reporting standards. 2) According to International Financial Reporting Standards (IFRS).
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1. Segments



SEGMENTS

Operative groups by segment

PC / CONSOLE GAMES (AAA ǐAA+ ǐIndie ǐFree-to-play ǐMMO ǐAsset care ǐVR ǐWork-for-hire)

Internal Headcount: 8,234 | Internal Studios: 86 | IP: 243

MOBILE GAMES (Free-to-play ǐPay-to-play)

Internal Headcount: 1,117 | Internal Studios: 11 | IP: 41 

ENTERTAINMENT & SERVICES (Comic books ǐFilm ǐTV ǐe-Services ǐMerchandise ǐDistribution)

Internal Headcount: 689 | Internal Studios: 1 | IP: 163

TABLETOP GAMES (Board games ǐTrading card games)

Internal Headcount: 2,388 | Inernal Studios: 22 | IP: 369 

PC / CONSOLE GAMES

MOBILE GAMES

TABLETOP GAMES

ENTERTAINMENT & SERVICES

32%

21%

37%

9%

NET SALES SPLIT

Q1 FY 22/23



NEW RELEASES

PC / Console Games

NON TOP 10 BACK CATALOG TITLES SEK (million)NET SALES REVENUE SPLIT SEK (million)

OPERATIVE GROUPS
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40%
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SAINTS ROW ςEMBRACER GROUP Q1 AUG 2022

LAUNCH MOMENTUM

The biggest and most ambitious 

Saints Row is primed for takeoff!

V Successful Launch Boss Factory

V Pre-orders performing to 118% of target

V Strong final hands-on previews and blanket top-tier coverage.

V Pre-orders performing to expectation 

V Kicked off Global Marketing Campaign 

ά{ŀƛƴǘǎ wƻǿ ƛǎ ǎƘŀǇƛƴƎ ǳǇ ǘƻ ōŜ ŀ ǇƻǿŜǊŦǳƭ 
ǊŜǘǳǊƴ ǘƻ ŦƻǊƳ ŦƻǊ ǘƘŜ ŦǊŀƴŎƘƛǎŜέ 

Windows Central

έCŜŀǊ ƴƻǘΦ ¢ƘŜ {ŀƛƴǘǎ wƻǿ ǊŜōƻƻǘ ƛǎ Ƨǳǎǘ ŀǎ 
ǊƛŘƛŎǳƭƻǳǎ ŀǎ ǇǊŜǾƛƻǳǎ ƎŀƳŜǎέ 

Eurogamer



GLOBAL REACH

SAINTS ROW ςEMBRACER GROUP Q1 AUG 2022

TV SPOT



SAINTS ROW ςEMBRACER GROUP Q1 AUG 2022

TV SPOT





Å The one and only Pilgor is back!

Å Coming November 17thto EGS, PS5and XboxSeries X/S

Å Gameplay trailer will be shown at Gamescom OpeningNight Live onthe23rdAugust

Å TikTok         Goat Simulator - 587K followers and4.7Mlikes



Online Multiplayer
Å Up to 4 players(online or split screen)
Å 7 unique Minigames
Å Wreak havoc together or annoy each other

Sandbox
Å New large world to explore!
Å Tons of Quests
Å Lots of destruction and chaos
Å Play with fire, electricity, oil and more

Customization
Å 7 customization slots
Å 11 different types of goats
Å 350+ different Goat Gears
Å Some with unique abilities



NET SALES DRIVERS

Mobile Games

Sudoku.comNonogram.com

Number Match Blockudoku

Pixel ArtDifferencesArt Puzzle

Jigsaw Puzzle

Super Stylist

NEW RELEASES

Lash SalonDessert DIY Dig Deep

USER ACQUISITION COST DAILY ACTIVE USERS / MONTHLY ACTIVES USERS (PRO FORMA)

NET SALES SEK (million)
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Tabletop Games

NET SALES SEK (million)

INTERNAL STUDIOS

SELECTED NET SALES DRIVERS
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Launched Catan

ranking #1 in terms 

of hours played.

15

Synergy

projects

identified

Solid

M&A

pipeline

Launched

Exploding Kittens 

on Netlfix.

So Clover was named Party 

Game of 2021 at

Board Game Geek



COMPANIES

Entertainment and Services

NET SALES SEK (million)

OPERATIVE GROUPS
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The Umbrella Academy Season 3, based 

on the Dark Horse comic book series, 

made its debut on Netflix.

Dark Horse Entertainment announced 

that its partnership with Netflix had been 

extended for several years.

Plaion Pictures won two of the main 

awards at the Cannes film festival (Broker

and Decision to Leave)

The main revenue contributors during the quarter were in falling order:

Plaion Partner Publishing

Dark Horse

Plaion Pictures

Grimfrost, Game Outlet and Quantic Labs



Market update

Source: * Newzoo

GLOBAL GAME REVENUE

PC
market*

+2%
YoY

Tabletop
market

Remained flat in Q1
in line with full-year 

estimates

Mobile
gaming*

expected to grow by

+5%
YoY

Console
market*

-2%
YoY

GLOBAL MARKET KPIs

Å The global games market is predicted to generate USD 197 billion in 2022, a growth by 2% YoYi

Å This represents a slight downward revision of previous 2022 forecasts (+5% YoY), mainly driven by a lower forecast for 

console games.
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Forecast

2020-25 CAGR 5%
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2. Financial Performance



FINANCIAL PERFORMANCE

Key PNL Metrics
Q1

FY22/23

Q1

FY21/22

YOY

GROWTH

YOY

ORGANIC GROWTH

YOY

PRO FORMA GROWTH

Net sales 7,118 3,433 107% -12% -6%

Net sales ïPC / Console Games 2,294 2,239 2% -21% -23%

Net sales ïMobile Games 1,488 728 104% 20% 11%

Net sales ïTabletop Games 2,665 - - - 6%

Net sales ïEntertainment & Services 671 466 44% -22% -12%

Adjusted EBIT (margin %) 1,322 (19%) 1,279 (36%) 3% - -

Adjusted EBIT ïPC / Console Games 602 (26%) 984 (44%) -39% - -

Adjusted EBIT ïMobile Games 277 (19%) 287 (39%) -3% - -

Adjusted EBIT ïTabletop Games 445 (17%) - - - -

Adjusted EBIT ïEntertainment & Services 21 (3%) 40 (9%) -48% - -

Adjusted EPS, SEK 1.04 1.01 3%

Adjusted EPS after full dilution, SEK 0.96 0.96 0%

SEK million



Transition to IFRS
FINANCIAL PERFORMANCE

20

Å The transition to IFRS is an important workstream in the process of changing listing venue but does not change the way we conduct 
business or measure underlying performance.

Å Best way to measure the underlying operational performance of Embracer is through Adjusted EBIT (previously Operational EBIT). The 
transition to IFRS has an immaterial impact on Adjusted EBIT, but the definition is different, since acquisition related expenses are 
accounted for differently under IFRS.

Å Adjusted EBITDA; due to the accounting treatment of certain earnouts under IFRS, we have added a new APM (Alternative Performance 
Measure) in our reporting to get a relevant measure of underlying operational cash flow generation.

Å Segment reporting; the reporting now consists of four segments for which we disclose net sales, adjusted EBIT and additional information 
where applicable to facilitate understanding of the business performance from a segment perspective.

Information about the transition is available in our quarterly report;

Å An overview in the transition to IFRS, page 5, 

Å Details are available in note 10 ïTransition to IFRS. There is bridges for key financial reports (PL, BS and CF) and an explanation to the 
different steps in moving from K3 to IFRS.

Questions? ir@embracer.com

mailto:ir@embracer.com
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A. If there is an explicit or implicit condition that sellers should remain employed to receive 

an earnout the contingent consideration is not classified as part of the purchase price 

and should instead be expensed as it is earned and reported as personnel cost. This is 

an acquisition related item and is excluded when establishing adjusted EBIT.

B. Costs for legal-, financial-, tax- and commercial due diligence are expensed under IFRS 

and part of the purchase price in K3. When establishing the adjusted EBIT only 

transaction costs for closed deals are excluded. This is an acquisition related expense 

and is excluded when establishing adjusted EBIT.

C. No goodwill amortizations under IFRS. Amortizations on acquired surplus values are an 

acquisition related expense and is excluded in adjusted EBIT. Individual useful 

economic life under IFRS as opposed to five year under K3.

D. The immaterial difference is mainly explained by the implementation of IAS 16 and the 

revenue recognition of durables within mobile games.

FINANCIAL PERFORMANCE

Adjusted EBIT and Adjusted EBITDA

Adjusted EBIT and Adjusted EBITDA 21/22, SEKm IFRS K3 Variance Index

EBITDA 1,667 6,135 -4,468

Remeasurement of participation in associated companies -416 -418 2

Remeasurement of contingent consideration 46 16 30

Contingent consideration not classified as part of purchase price 4,277 0 4,277 A)

Transaction costs 367 0 367 B)

Adjusted EBITDA 5,942 5,734 208

Total amortizations -2,793 -9,851 7,058 C)

Acquisition related amortizations 1,316 8,534 -7,218 C)

Operational amortizations -1,477 -1,317 -160

Adjusted EBIT 4,465 4,416 49 D)
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FINANCIAL PERFORMANCE

Earnouts, Numbers of shares and Adjusted EPS

Contingent Consideration and Number of shares 31 March 2022 IFRS K3 Variance Index

To be settled in cash, SEK billion

Financial liability, cash 4.8 8.2 -3.4 A)

To be settled in shares (million shares)

Already issued 95 142 -47

To be issued 66 94 -28

161 236 -75 B)

Average no of shares diluted 921 1,086 -165 C)

A. Consideration to be settled in cash not treated as part of purchase price is excluded 

from the financial liability under IFRS. Hence the liability for consideration to be settled 

in cash is lower under IFRS.

B. Consideration to be settled in shares not treated as part of purchase price is excluded 

from share count under IFRS until it is earned. Hence the outstanding number of shares 

are lower under IFRS. All issued shares were part of equity and share count under K3.

C. Average no of shares diluted according to IFRS does not include shares that has not yet 

been released due to operational and financial earn-outs, The difference from K3 no of 

shares also relates to the fact that the settlement in shares does not meet the fix-for-fix 

critera and are classified as financial liability in the balance sheet

A. Adjusting for acquisition related items within EBIT as above.

B. Adjusting for acquisition related financial items (revaluation of contingent consideration)

C. Tax effect on the above with 20% estimated tax rate. Not all items are taxable.

D. When calculating Adjusted EPS diluted, the fully diluted share count is used to reflect 

the actual shares outstanding and the maximum amount of shares that could be issued 

in the future to settle earnout obligations

Adjusted EPS after full dilution 2021/22 2021/2022 Index

Net profit for the period attributable to equity holders of the parent 1,078

Acquisitions related items in Adjusted EBIT 5,591 A)

Acquisitions related items in Financial net -2,468 B)

Tax effects on adjustments -276 C)

Adjusted Net Profit for the period 3,925

Average number of shares (K3) 1,086 D)

Adjusted EPS diluted 3.61



Cash flow and investments
FINANCIAL PERFORMANCE

SEK million
FY22/23

Q1

FY21/22

Q1

TTM

Q1

Adjusted EBITDA 1,867 1,573 6,236

Cash Tax -180 -110 -612

Other non-cash items 86 -82 312

Operating Cash flow 1,774 1,381 5,936

Net investment in intangible assets -1,204 -829 -4,088

Net investment in tangible assets -76 -51 -365

Net investment in financial assets -33 3 -108

Net Investment -1,313 -877 -4,561

Free Cash Flow before WC 461 504 1,376

Change in working capital -1,260 -732 -1,634

Free Cash Flow after WC -799 -228 -258

Cash Flow from financing activities 7,393 619 31,643

Net investment in acquired companies -1,009 -2,273 -32,507

Cash Flow for the period 5,585 -1,881 -1,122

Å At the end of June Net debt amounted to SEK 11.5 bn.

Å Available funds as per the date of this report amount to approx. 

SEK 20 bn.

Å We expect a strong cash flow for the remainder of the fiscal year. 

We are confident that we will be in line with our financial leverage 

target of 1.0x (Net debt to adjusted EBIT on a 12-month forward 

looking basis) in the end of this fiscal year.

Å We welcome HSBC and Svensk Exportkredit to Embracer´s group 

of relationship banks as we entered into amendment agreements, 

at unchanged terms, for two unsecured long-term credit and loan 

facilities, maturing in 2024 and 2026. Increasing our credit facilities 

with SEK 5.0bn replacing the SEK 4.0bn facility communicated in 

May.

Net debt and Financing
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Project ROI - PC/Console
FINANCIAL PERFORMANCE

ÅBased on reported numbers until 

30 June 2022

ÅSample includes projects with 

sales above SEK 40 mn or 

investment above SEK 40 mn

(54 projects)

ÅROI = Contribution / Investment

ÅContribution = Gross Profit less 

marketing expenses from 

release 

to 30 June 2022.

ÅInvestment = Capitalized 

Development Expenses 

including follow-on investment.

3.04x in average

1.0x in break even

PROJECT ROI (CONTRIBUTION/INVESTMENT)

SEK 13,3 Bn

in net Sales

SEK 9,2 Bn

in Contribution

Average title project data:

Sales SEK 246m, Contribution SEK 171m 

and Investment SEK 56m.

SEK 3,0 Bn

in Total Investments

>50,0



Guidance
FINANCIAL PERFORMANCE

Market

Å Growth forecast of 2% YoY (excl. Tabletop Games) has seen a slight downward revision of previous 2022 forecasts (+5% YoY).

Management reiterates the forecast* for adjusted EBIT the coming financial years:

FY 22/23 SEK 9,200-11,300 million

FY 23/24 SEK 10,300-13,600 million
Phasing of forecast 22/23

Å We expect notable seasonality phasing for board games, mobile and PC/Console back-catalog products.

Å Q2 and Q3 to be clearly stronger than Q1, somewhat in Q3ôs favor, driven by both new releases and seasonality.

ü Q2 is supported by the reboot of Saints Row and other notable platform deals. 

Å Further, we expect Q4 to be the clearly strongest quarter of the financial year driven by a few strong releases including a long-

awaited AAA title, now expected in Q4 and to be announced soon.

PC / Console

Å Strong organic growth driven by at least 3x higher accumulated investment value of games YoY planned for release in FY22/23.

Å Two AAA releases in addition to several AA, A and Indie titles slated for release in FY22/23.

Å Multiple platform deals driving profitability as well as predictability.

Mobile

Å Organic growth notably above the overall market driven by increased utilization of existing platforms, fueled by current and 

future investment in user acquisition and planned releases.

Tabletop

Å Expected to deliver according to plan with adjusted EBIT growth of at least 10% versus last year.



3. Sustainability


