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Stillfront’s positive momentum accelerated in the second
quarter of 2022. Net revenues grew by 31 percent to 1,811
MSEK in the quarter, of which 1 percent was organic
growth. Adjusted EBIT amounted to 500 MSEK, resulting
in an adjusted EBIT margin of 28 percent in the quarter.
Free cash flow for the last twelve months amounted to
1,016 MSEK, an increase by 18 percent compared to the
same 12-month period last year.

The organic growth amounted to 1 percent in the second
quarter, which is an improvement by 8 percentage points
compared to the first quarter and 18 percentage points
compared to the same period last year. The return to
organic growth is driven by a combination of successful
new game launches and strong live ops across the portfolio.
In contrast to the lower growth rates reported from thirdparty data providers during the first half of the year, we
continue to see a high demand for our games and strong
returns on our user acquisition spend, and we expect a
solid organic growth acceleration during the second half of
the year.
The adjusted EBIT margin came in at 28 percent in the
second quarter, slightly down from 30 percent in the first
quarter, mainly due to our different growth initiatives and
a short to mid-term effect in gross margin from the current
product mix.

We added three new titles to our active portfolio in the
second quarter. It now consists of 76 games across genres
that are enjoyed by 66 million gamers every month. Our
ability to launch and scale new games is key to our success.
Over the past twelve months, we have added 14 new owndeveloped titles to our active portfolio, and we are
confident that these will continue to grow and contribute to
Stillfront’s success for many years to come.
User acquisition spend in the second quarter amounted to
473 MSEK, corresponding to 26 percent of net revenues.
We were able to continue to invest significant amounts on
user acquisition in the quarter, without compromising on
our strict payback targets of 180 days return on ad spend.
Thanks to our market reach and our diversified portfolio of
games, we can dynamically allocate user acquisition spend
between marketing channels and games based on
performance, allowing higher overall spending levels
compared to if we would have had just a few large titles.
Our ability to invest in user acquisition without
compromising on returns will continue to be important
going forward as we accelerate organic growth while we are
able to maintain a high profitability across the group.
On this important topic, we took additional steps during
the quarter to strengthen our user acquisition and data
platform capabilities in the Stillops platform. By these and
other investments in Stillops, we can work more seamlessly
across the group, continue to expand our market reach

globally and create significant synergies between our
studios.

Our two recently acquired studios continue to deliver in
line with our expectations. Jawaker, which will be included
as organic from 1 October 2022, has maintained its strong
performance in the second quarter and is growing
significantly year-over-year. The studio continues to
develop and release new games within the Jawaker app,
and the studio has successfully expanded into new
geographic markets. 6waves, which was consolidated for all
three months in the second quarter, has a promising
pipeline of new games for the second half of the year, while
its main titles continue to be stable. Despite just joining the
group six months ago, the studio has already initiated
exciting game collaborations with other Stillfront studios,
showcasing the potential we see in taking Stillfront’s titles
to the attractive Japanese market.

In June, Netflix and Nanobit announced the “Too Hot to
Handle” mobile game, a co-development project between
Nanobit and Netflix which will be available for all Netflix
subscribers. This is a strategically important project that
shows that there is a large and growing demand for gaming
content from an increasing number of platforms, while it
shows how we further can leverage the value of the Stillops
platform to create new revenue streams for our studios. We
are happy to be partnering with Netflix on this
development for their new game platform and look forward
to the launch of the game in 2023.

Live ops, how we continuously work with improving and
updating our existing portfolio, continues to be an
important growth driver for Stillfront. During the second
quarter, we added several updates and features and
arranged large events in titles across our portfolio, with
some of our biggest games implementing updates driving
continued and sustainable increases in engagement and
revenue. Storm8 launched a new player vs player feature in
its two flagship titles Property Brothers: Home Design and
Home Design Makeover, which significantly improved
KPIs across both titles. Supremacy 1914 celebrated 13 years
in May with a large in-game event, capping of the most
successful year in the game’s history. Candywriter’s
flagship title BitLife released two large content updates in
the quarter, which contributed to Candywriter’s impressive
organic growth in the quarter and the overall strong
performance from the Casual product area.
Candywriter also continued their successful BitLife
collaboration with Goodgame Studios during the second
quarter with the launches of two new BitLife games
adapted and culturalized for the Portuguese and Spanish
speaking audiences. The collaboration is a great example of
the synergies created through our Stillops platform and
how we can leverage our geographical reach to grow our

portfolio. With the launches, BitLife has gained significant
traction in Latin America. The two titles have reached top
ten rankings across several countries in the region, and we
are excited about the potential that we see in further
scaling BitLife globally.

Going into the third quarter of the year, we expect to see
the same seasonality effects that we experience every year,
with somewhat lower activity levels and lower marketing
spend during the summer months. These seasonal effects
are typically most distinct for our Strategy games.
Looking ahead, Stillfront is in a great position for the
second half of the year. We have had good traction across
our portfolio, and we have a strong pipeline of upcoming
game launches and large updates. We see significant
opportunities to scale our new games and to grow our
existing portfolio, and we are confident in our ability to
continue to accelerate our growth during the second hand
of the year. We reiterate our guidance of mid-single digit
organic growth for the full-year 2022.

Stillfront is a leading free-to-play powerhouse of gaming
studios. Our diverse and exciting games portfolio has two
common themes: loyal users and long lifecycle games.
Organic growth and carefully selected and executed
acquisitions embody our growth strategy and our 1,500+
co-workers thrive in an organization that engenders the
spirit of entrepreneurship.
Stillfront is headquartered in Sweden, and the company is
listed on Nasdaq Stockholm.

Stillfront’s purpose is to make a positive impact in our
gamers’ everyday life, through creating a social,
entertaining, and positive gaming experience. Our business
model is built on our long-term perspective towards our
studios, our professionals, and our gamers.
Stillfront builds for a digital and carbon-free future, and
since 2019, we are a climate neutral company, fully
compensating for the carbon impact in our daily operations
and the energy usage of gamers playing our games.

Bookings in the second quarter amounted to 1,805 MSEK,
of which 1,713 MSEK in the active portfolio. The increase of
31 percent year-over-year in the active portfolio was driven
by the addition of games from recently acquired studios,
FX effects and organic growth, mainly driven by strong
growth in Strategy.
Bookings from other games amounted to 92 MSEK in the
second quarter, up from 68 MSEK in the same quarter last
year. The increase is mostly attributed to new game
releases that have not yet been added to the active portfolio
and Nanobit’s “Too Hot to Handle” collaboration with
Netflix, which is not included in the active portfolio.
Advertising bookings accounted for 16 percent of total
bookings in the active portfolio in the second quarter,
slightly down from 17 percent in Q1’22 and 19 percent the
same period last year. This was driven mainly by the recent
addition of 6waves’ games, which are largely monetized
through in-game purchases. Advertising bookings declined
slightly by -4 percent organically both quarter-over-quarter
and compared to last year.
Mobile share of bookings increased to 79 percent in the
second quarter, up from 78 percent in Q1’22 and from 77

percent in the same period last year. The increase was
driven by strong performance from several mobile titles
within Strategy, as well as the addition of 6waves’ titles,
which were included for the full second quarter.
ARPDAU for the active portfolio increased by 9 percent
quarter-over-quarter, driven mainly by the addition of
6waves’ titles. Compared to the same period last year,
ARPDAU was up from 1.1 SEK to 1.5 SEK, growing
organically by 13 percent.
User acquisition costs, UAC, in the active portfolio
amounted to 468 MSEK in the second quarter, slightly up
compared to 465 MSEK in Q1’22 and up by 37 percent
compared to 342 MSEK the same period last year. This
corresponds to 27 percent of bookings in the active
portfolio, down slightly from 29 percent last quarter driven
by normal seasonality effects and higher total bookings.
MAU, monthly active users, decreased by -1 percent
compared to the same period last year while MPU, monthly
paying users, grew by 8 percent year-over-year, driven by
the addition of recently acquired studios.

The strategy portfolio consists of 21 classic war and so called 4X strategy games,
including titles like Empire, Conflict of Nations, Supremacy 1914 and
Shishinogotoku. The strategy games amounted to 35 percent of the bookings in the
active portfolio in the second quarter. Strategy bookings increased by 83 percent
year-over-year to 605 MSEK, driven by the addition of games from recently acquired
studios as well as strong organic growth. Organically, bookings from the strategy
portfolio increased by 29 percent year-over-year and by 3 percent quarter-overquarter. Celebrating its 13-year anniversary in May, Supremacy 1914 continued its
strong trajectory and had all-time high bookings in the quarter.
User acquisition spend in Strategy during the second quarter was up by 164 percent
compared to the same period last year and amounted to 154 MSEK. The high level of
UAC was driven by the strong traction from the strategy titles built on Bytro Lab’s
grand strategy game engine, with many more new users discovering games such as
Supremacy 1914, Call of War and Conflict of Nations: WW3. In total, Bytro’s grand
strategy game engine now serves five games across three studios.
As a result of the continued high user acquisition spend, daily and monthly active
users were up year-over-year by 68 percent and 51 percent respectively. ARPDAU
increased by 9 percent in the quarter compared to the same period last year, due to
the strong monetization of 6waves’ games which were included for the full second
quarter.
6waves, which was consolidated for all three months in the second quarter, has a
pipeline of new games for the second half of the year, while its main titles continue to
be stable. The studio has initiated several game collaborations with other Stillfront
studios, showcasing the potential in taking Stillfront’s titles to the Japanese market.
In contrast to most other studios in the group, 6waves has been slightly negatively
affected by FX in the quarter as the JPY has depreciated to the SEK.

Simulation, RPG & Action is a diversified portfolio of 29 game titles including
simulation games such as Big Farm: Mobile Harvest and Hollywood Story, action
games such as Battle Pirates, and RPGs such as Albion Online and Shakes & Fidget.
Simulation, RPG & Action totalled 22 percent of the bookings in the active portfolio
in the second quarter, decreasing by -1 percent compared to last quarter and by -3
percent compared to the same period last year. The slight decline is a result of lower
user acquisition spend in the product area, as other product areas have been able to
show higher returns on ad spend. User acquisition spend in Simulation, RPG &
Action was down by -12 percent quarter-over-quarter and -14 percent year-overyear, and as a result MAU and DAU were down during the same periods.
In June, Everguild announced a new game project at the Warhammer Skulls 2022
video games festival. The new project will be the studio's first game based on the
popular Warhammer 40,000 universe and is a result of the studio's long-standing
relationship with Games Workshop.

The Casual & Mash-up portfolio consists of 26 games, including titles like Property
Brothers Home Design, BitLife, Word Collect, Trivia Star and Ludo Club. Three new
titles were added to the product area in the second quarter. The product area totalled
42 percent of the bookings in the active portfolio in the second quarter, growing by
24 percent compared to the same period last year, driven primarily by the addition of
Jawaker and positive FX effects. Casual & Mash-up grew quarter-over-quarter by 6
percent, driven by a combination of FX effects and strong performance from
Candywriter’s hit title BitLife.
Candywriter had a successful second quarter, with its key title BitLife growing almost
40 percent organically year-over-year, driven by two large content updates. The
successful collaboration between Goodgame Studios and Candywriter also continued
during the second quarter with the launches of two new BitLife games adapted and

culturalized for the Portuguese and Spanish speaking audiences. With the launches,
BitLife has gained significant traction in Latin America and the two titles have
reached top ten rankings across several countries in the region.
Super Free continued its positive development from the past quarters. The studio
has successfully launched new products and been able to ramp up its user acquisition
spend in the second quarter. Storm8 launched major updates, including a new player
vs player feature, in its two largest titles Property Brothers: Home Design and Home
Design Makeover during the quarter. The updates had significant positive impact on
the games’ KPIs in June.
Jawaker, which will be included as organic from the fourth quarter 2022, continued
its strong performance and showed solid sequential growth in the second quarter.
Jawaker has continued to develop and release new games within the Jawaker app,
and the studio has successfully expanded into new geographic markets.

Net revenue in the second quarter amounted to 1,811 (1,382) MSEK. The increase of
31 percent is driven by acquired studios (+21 percent year-over-year), currency
movements (+10 percent year-over-year), and organic growth (+1 percent year-overyear).
Stillfront experienced a positive impact from currency movements on net revenues
in the second quarter, mainly driven by the strong USD compared to the SEK yearover-year. Currency rates in the quarter are outlined in the currency table on page 20
in this report.

Stillfront had a gross margin of 76 percent in the quarter, compared to 77 percent in
the same quarter last year. 6waves is included for the full second quarter 2022,
which, as communicated in connection with the acquisition, has a slightly negative
impact on Stillfront’s gross margins as the studio has higher direct costs than other
studios in the group offset by a lower cost base for user acquisition.
Stillfront’s personnel expenses as a percentage of net revenue amounted to 17
percent in the quarter, compared to 16 percent in the same quarter last year. Other
external expenses amounted to 6 (5) percent of net revenue.
EBITDA amounted to 632 (526) MSEK in the second quarter. Adjusted EBITDA
amounted to 639 (551) MSEK, corresponding to an adjusted EBITDA margin of 35
(40) percent in the quarter.
EBIT amounted to 258 (289) MSEK in the second quarter. Adjusted EBIT amounted
to 500 (477) MSEK, corresponding to an adjusted EBIT margin of 28 (35) percent.
Items affecting comparability amounted to -7 (-25) MSEK in the quarter and
consisted mainly of costs for share-based compensation programs.

In the second quarter, investments in product development have been capitalized by
249 (149) MSEK. Investments include development of new games such as Fun Feud
Trivia as well as other not yet announced games. Investments also pertain to new

titles built on existing engines such as the development of BitLife Portuguese and
BitLife Spanish, as well as larger extensions and additions to existing games.
Amortization of product development of -121 (-59) MSEK was charged during the
second quarter. Amortization of PPA items amounted to -236 (-163) MSEK, where
the increase is driven by recent acquisitions.

The financial net was -81 (-72) MSEK in the second quarter, consisting of net interest
expenses -47 (-37) MSEK, non-cash interest charge on earnout provision -33 (-26)
MSEK, revaluation of earnout provision -4 (2) MSEK and currency effects of 3 (-11)
MSEK.

The group’s tax cost amounted to -59 (-68) MSEK for the second quarter, equivalent
to a tax rate of 34 (31) percent. Excluding the impact of non-deductible transaction
costs, the tax rate for the quarter would have been 33 (29) percent. Excluding the
impact of non-deductible transaction costs and non-cash earnout interest, the tax
rate for the quarter would have been 28 (27) percent.
The group’s tax cost for the first half-year amounted to -115 (-128) MSEK, equivalent
to a tax rate of 31 (30) percent. Excluding the impact of non-deductible transaction
costs, the tax rate for the half-year would have been 29 (28) percent. Excluding the
impact of non-deductible transaction costs and non-cash earnout interest, the tax
rate for the half-year would have been 25 (25) percent.

In the first quarter, a directed issue of shares to the sellers of 6waves took place, in
the amount of 147 MSEK and a preferential rights issue of 1,989 MSEK was
completed to finance the acquisition of 6waves and to increase financial flexibility. In
the second quarter, earnout provisions were settled of which 523 (617) MSEK in cash
and 170 (153) MSEK in new issued shares.
Net debt as of June 30, 2022, amounted to 3,571 (3,587) MSEK.
Adjusted interest coverage ratio, pro forma was 15.0x (16.0x) at the end of the
quarter.
The adjusted leverage ratio, pro forma was 1.4x (1.6x). Stillfront has a financial target
for the adjusted leverage ratio pro forma to not exceed 1.5x, with the ability to exceed
this target for shorter periods.

At the end of the quarter, Stillfront had unutilized credit facilities of 2,305 (2,605)
MSEK, of which 2,105 (2,405) MSEK were long-term credit facilities. Cash balances
amounted to 1,470 (850) MSEK.
The Group’s financial assets and liabilities are in general measured at amortized
cost, which is also a good approximation of their fair value. Bond loans with a
carrying value of 3,094 (3,089) MSEK, however, have a fair value of 2,922 (3,170)
MSEK. FX forwards and currency basis swaps with a carrying amount of -78 (-3)
MSEK are measured at fair value through other comprehensive income. Contingent
purchase considerations (earnout provisions) with a carrying amount of 3,722
(2,361) MSEK are measured at fair value through profit and loss.

The amounts stated above refer to provisions in the balance sheet, calculated as
present values of nominal expected future payments, by year of expected settlement.
As of the quarter-end, the Group had liabilities of 3,722 (2,361) MSEK for earnout
provisions, of which 1,597 (915) MSEK current and 2,125 (1,446) MSEK non-current.
The amounts will be settled during 2022 to 2027, where 2,629 MSEK of the book
value corresponds to amounts expected to be paid out in cash and 1,093 MSEK
expected to be paid out in newly issued shares.
The earnout liability includes 390 MSEK pertaining to last year that has already been
settled in the beginning of the third quarter of 2022, or is expected to be settled
shortly, of which 273 MSEK in cash and 117 MSEK in new shares. The adjusted
leverage ratio, pro forma, would have been 1.5 (1.6)x if the amount had been settled
before the end of the second quarter.

The Group had cash flows from operations of 450 (443) MSEK in the second quarter.
The amount includes taxes paid of -58 (-55) MSEK during the quarter and changes
in working capital of -27 (9) MSEK, primarily driven by a reduction in accounts
payable in the quarter.
Cash flows from investment activities amounted to -829 (-1,004) MSEK, including
-523 (-617) MSEK related to cash settlements of earnouts and -249 (-149) MSEK
investments in product development.
Cash flows from financing activities amounted to -4 (211).
Free cash flow for the last twelve months amounted to 1,016 (865) MSEK. The cash
conversion rate, defined as free cash flow for the last twelve months divided by
EBITDA for the last twelve months, amounted to 0.45 (0.46).

May 12, Stillfront held its Annual General Meeting at which, in addition to customary resolutions, it was resolved (i) on
seven directed new share issues to the sellers of seven of the companies that Stillfront previously has acquired; (ii) to
authorise the board of directors to, on one or several occasions during the period until the next annual general meeting,
resolve on repurchase of own shares and to resolve on transfer of own shares; (iii) to authorise the board of directors to,
subject to certain conditions, resolve to increase Stillfront's share capital by issuing new shares, warrants or convertible
debt in Stillfront equivalent to a maximum of ten percent of the shares in the company at the time when the board of
directors first utilises the authorisation and (iiii) implement a long-term incentive program. The meeting also resolved, in
accordance with the nomination committee's proposal, to elect Marcus Jacobs as new member of the board of directors

New Moon Production, previously a part of Goodgame Studios, has been set up as a fully independent studio, officially
becoming Stillfront’s 23rd studio. New Moon Production has since 2016 released multiple games including Big Farm:
Mobile Harvest. The spin-off is part of smaller organizational change for Goodgame Studios that will strengthen core
capabilities and business responsibilities. Goodgame Studios will continue to be an independent studio with a clear focus
on operating their successful games portfolio for many more years to come.

The earn-out considerations related to the financial year 2021 to the sellers of certain previously acquired entities has been
determined. Stillfront Group AB (publ) has agreed on the earn-out considerations for the financial year 2021 with the
sellers of Storm8 Inc., Candywriter LLC, Everguild Ltd., Game Labs Inc., Sandbox Interactive GmbH, and Super Free
Games Inc., respectively. See page 21 for further information.
For more information on events, please visit: https://www.stillfront.com/en/section/media/press-releases/

The gaming industry is today the largest entertainment industry in the world with more than 3 billion gamers globally. In
2022, the gaming industry is expected to generate revenues of around USD 203.1 billion, a year-over-year increase by 5.4
percent, according to Newzoo. The global number of players playing games is expected to reach 3.09 billion players by
year-end. The games market is expected to continue to grow in the coming years with an expected CAGR of 5.6 percent
between 2020 to 2024. Newzoo expects the total global games market to exceed USD 220 billion by 2024.
Mobile gaming is the world’s most popular form of gaming. Mobile games are expected to account for 51 percent of the
total games market globally and generate revenues of USD 103.5 billion in 2022. According to Sensor Tower, worldwide
player spending in mobile games declined by 6.6 percent year-over-year during the first half of 2022 to USD 44.1 billion,
as mobile game spending has been impacted by both normalization after the surge during the pandemic as well as
economic headwinds worldwide. Although preliminary market data show that growth has slowed comparatively in the first
half of the year, Sensor Tower’s five-year market forecast projects that consumer spending will climb with a 12 percent
CAGR to reach USD 233 billion in 2026.
People across all age demographics play games. The average age of a gamer in the US is 33 years of age, according to the
Entertainment Software Association, ESA, and 76 percent of gamers are above 18 years old. The number of female gamers
has increased during the past years, and today 48% of US video game players identify as female and 52% identify as male.

Newzoo’s Global Games Market Report 2022
Sensor Tower’s June Global App Spending
Sensor Tower’s Mobile App Market Outlook 2022
Essential Facts of the Video Game Industry 2022, by ESA

Customary group management functions and group wide services are provided via the parent company. The revenue for
the parent company during the quarter was 36 (39) MSEK. The profit before tax amounted to -430 (34) MSEK.

Other than customary transactions with related parties such as remuneration to key individuals, there have been no
transactions with related parties.

Source: Monitor by Modular Finance AB. Compiled and processed data from various sources, including Euroclear,
Morningstar and the Swedish Financial Supervisory Authority (Finansinspektionen).
The total number of shares per June 30, 2022, was 507,062,315. This is the number of shares registered at the Companies’
Registration Office at that date. There were 4,130,895 additional shares that had been subscribed for but not yet registered
as of June 30.
The share is traded on Nasdaq Stockholm. Closing price as of June 30, 2022, was 22.57 SEK/share.
Following bonds are traded on Nasdaq Stockholm:
2018/2022 bond: ISIN: SE0011897925
2019/2024 bond: ISIN: SE0012728830
2021/2025 bond: ISIN: SE0015961065

This interim report has been prepared in accordance with IAS34, Interim Financial Reporting. The consolidated financial
statements have been prepared in accordance with IFRS as adopted by the EU and the relevant references to Chapter 9 of
the Swedish Annual Accounts Act. The parent company’s financial statements are prepared in accordance with RFR2,
Accounting for Legal Entities and the Swedish Annual Accounts Act. No material changes in accounting principles have
taken place since the latest Annual Report.
The financial statements are presented in SEK, which is the functional currency of the Parent Company. All amounts,
unless otherwise stated, are rounded to the nearest million (MSEK). Due to rounding, numbers presented throughout
these consolidated financial statements may not add up precisely to the totals provided and percentages may not precisely
reflect the absolute figures.

As a global group with a wide geographic spread, Stillfront is exposed to several strategic, financial, market and
operational risks. Attributable risks include for example risks relating to market conditions, regulatory risks, tax risks and
risks attributable to public perception. Other strategic and financial risks are risks attributable to acquisitions, credit risks
and funding risks. Operational risks are for example risks attributable to distribution channels, technical developments
and intellectual property. The risks are described in more detail in the latest Annual Report. No significant risks are
considered to have arisen besides those being described in the Annual Report.

Some statements herein are forward-looking that reflect Stillfront’s current views or expectations of future financial and
operational performance. Because these forward-looking statements involve both known and unknown risks and
uncertainties, actual results may differ materially from the information set forth in the forward-looking information. Such
risks and uncertainties include but are not limited to general business, economic, competitive, technological and legal
uncertainties and/or risks. Forward-looking statements in this report apply only at the time of announcement of the report
and are subject to change without notice. Stillfront undertakes no obligation to publicly update or revise any forwardlooking statements as a result of new information, future events or otherwise, other than as required by applicable law or
stock market regulations.

The Board of Directors and the CEO provide their assurance that the six-month report provides an accurate overview of
the operations, position and earnings of the Company and the Group, and that it also describes the principal risks and
sources of uncertainty faced by the Company and its subsidiaries.
Stockholm, 21 July 2022

Jan Samuelson
Chairman of the Board

Katarina Bonde

Erik Forsberg

Marcus Jacobs

Ulrika Viklund

Jörgen Larsson,
CEO & Founder

The interim report has not been reviewed by the Company’s auditors.

Birgitta Henriksson

The average rates are used for converting profit and loss items in foreign currency during each respective period to
Swedish currency, SEK. The closing rates are used for converting assets and liabilities in foreign currency at the end of
each period to Swedish currency, SEK.

The acquisitions in 2021 of Super Free Games, Moonfrog Labs, Game Labs and Jawaker, and their preliminary purchase
price allocations are described in the Annual Report 2021. The purchase price allocation for Super Free Games, Moonfrog
Labs and Game Labs have been finalized.
On January 19, 2022, Stillfront announced it had entered into an agreement to acquire up to 100 percent of the shares and
votes in Six Waves Inc., a leading publisher of mobile free-to-play strategy games in Japan, for a total upfront
consideration of USD 201 million on a cash and debt free basis. The sellers of 6waves were the founders, employees, and
investors. Of the upfront consideration, approx. 92 percent was payable in cash, and approx. 8 percent was payable in a
total of 2,913,857 newly issued shares in Stillfront. 6waves was consolidated into Stillfront’s consolidated financial
reporting from February 1, 2022.
The preliminary purchase price allocation analyses of Jawaker and 6waves are provided above. The purchase price
allocations are based on assumptions regarding fair values of intangible assets and earnouts among other things, which
may be adjusted during the twelve-months period following the acquisition. Goodwill recognized in the acquisitions
pertains to the value of the skills within the companies in terms of their capability to develop and publish new games and
new versions of existing games. The preliminary purchase price allocation analysis of Game Labs has been finalized since
the last published quarterly report.
The earn-out considerations related to the financial year 2021 to the sellers of certain previously acquired entities has been
determined. Stillfront Group AB (publ) has agreed on the earn-out considerations for the financial year 2021 with the
sellers of Storm8 Inc., Candywriter LLC, Everguild Ltd., Game Labs Inc., Sandbox Interactive GmbH, and Super Free
Games Inc., respectively.

The Annual General Meeting in Stillfront resolved on 12 May 2022 on a directed new share issue of not more than
1,927,559 shares to the sellers of Storm8 Inc., as part of the earn-out consideration to be paid following Stillfront’s
acquisition of all of the shares in Storm8 Inc. pursuant to the terms of the acquisition agreement. The earn-out
consideration for the financial year 2021, which shall be paid partly in cash and partly in the form of shares in Stillfront,

has now been determined to a total amount of USD 27,349,286.00. Subscription for shares has been completed and the
board of directors of Stillfront has resolved to allot 1,735,649 subscribed shares to the sellers of Storm8 Inc., entailing an
increase of Stillfront's share capital by SEK 121,495.43. Payment for the shares has been made by way of set-off of the
sellers’ claim of USD 6,837,320.89, which corresponds to the part of the agreed earn-out consideration to be paid in the
form of newly issued shares in Stillfront.

The Annual General Meeting in Stillfront resolved on 12 May 2022 on a directed new share issue of not more than
2,607,429 shares to the sellers of Candywriter LLC, as part of the earn-out consideration to be paid following Stillfront’s
acquisition of all of the shares in Candywriter LLC pursuant to the terms of the acquisition agreement. The earn-out
consideration for the financial year 2021, which shall be paid partly in cash and partly in the form of shares in Stillfront,
has now been determined to a total amount of USD 20,625,337.37. Subscription for shares has been completed and the
board of directors of Stillfront has resolved to allot 2,086,208 subscribed shares to the sellers of Candywriter LLC,
entailing an increase of Stillfront's share capital by SEK 146,034.56. Payment for the shares has been made by way of setoff of the sellers’ claim of USD 10,312,663.96 which corresponds to the part of the agreed earn-out consideration to be paid
in the form of newly issued shares in Stillfront.

The Annual General Meeting in Stillfront resolved on 12 May 2022 on a directed new share issue of not more than 6,075
shares to the sellers of Everguild, Ltd, as part of the earn-out consideration to be paid following Stillfront’s acquisition of
all of the shares in Everguild, Ltd pursuant to the terms of the acquisition agreement. The earn-out consideration for the
financial year 2021, which shall be paid partly in cash and partly in the form of shares in Stillfront, has now been
determined to a total amount of GBP 33,137.58. Subscription for shares has been completed and the board of directors of
Stillfront has resolved to allot 4,860 subscribed shares to the sellers of Everguild, Ltd, entailing an increase of Stillfront's
share capital by SEK 340.20. Payment for the shares has been made by way of set-off of the sellers’ claim of GBP 14,410.94
which corresponds to the part of the agreed earn-out consideration to be paid in the form of newly issued shares in
Stillfront.

The Annual General Meeting in Stillfront resolved on 12 May 2022 on a directed new share issue of not more than 86,318
shares to the sellers of Game Labs, Inc, as part of the earn-out consideration to be paid following Stillfront’s acquisition of
all of the shares in Game Labs, Inc pursuant to the terms of the acquisition agreement. The earn-out consideration for the
financial year 2021, which shall be paid partly in cash and partly in the form of shares in Stillfront, has now been
determined to a total amount of USD 354,792.44. Subscription for shares has been completed by certain sellers and the
board of directors of Stillfront has resolved to allot 37,681 subscribed shares to certain sellers of Game Labs, Inc, entailing
an increase of Stillfront's share capital by SEK 2,637.67. Payment for the shares has been made by way of set-off of such
sellers’ claim of USD 186,266.90 which corresponds to the part of the agreed earn-out consideration to be paid in the form
of newly issued shares in Stillfront to such sellers.

The Annual General Meeting in Stillfront resolved on 12 May 2022 on a directed new share issue of not more than 289,507
shares to the sellers of Sandbox Interactive GmbH, as part of the earn-out consideration to be paid following Stillfront’s
acquisition of all of the shares in Sandbox Interactive GmbH pursuant to the terms of the acquisition agreement. The earnout consideration for the financial year 2021, which shall be paid partly in cash and partly in the form of shares in
Stillfront, has now been determined to a total amount of EUR 3,850,946.63. Subscription for shares has been completed
and the board of directors of Stillfront has resolved to allot 266,497 subscribed shares to the sellers of Sandbox Interactive
GmbH, entailing an increase of Stillfront's share capital by SEK 18,654.79. Payment for the shares has been made by way
of set-off of the sellers’ claim of EUR 925,793.40 which corresponds to the part of the agreed earn-out consideration to be
paid in the form of newly issued shares in Stillfront.

The Annual General Meeting in Stillfront resolved on 12 May 2022 on a directed new share issue of not more than
3,273,734 shares to the sellers of Super Free Games Inc., as part of the earn-out consideration to be paid following
Stillfront’s acquisition of all of the shares in Super Free Games Inc. pursuant to the terms of the acquisition agreement.
The earn-out consideration for the financial year 2021, which shall be paid partly in cash and partly in the form of shares
in Stillfront, has now been determined to a total amount of USD 19,732,716.71. Subscription for shares is currently pending
and the board of directors will resolve to allot a total of 1,785,468 shares (set-off against the sellers’ claim of USD
8,826,028.61, which corresponds to the part of the agreed earn-out consideration to be paid in the form of newly issued
shares in Stillfront), representing an increase of Stillfront’s share capital by SEK 124,982.76, once the subscription process
has been finalized.

Average revenue per daily active user. Calculated as
Bookings in the quarter divided by days in the quarter
divided by average daily active users in the quarter.

Revenue before changes in deferred revenue, including
deposits from paying users, in-game advertising revenue
and other game-related revenue.

Free cash flow for the last twelve months divided by
EBITDA for the last twelve months.

Average daily active users. Calculated as the average daily
active users each month of the quarter, divided by months
in the quarter.

Operating profit before depreciation and amortization.
Adjusted EBITDA is EBITDA adjusted for items affecting
comparability.

EBITDA as a percentage of Net revenue. Adjusted EBITDA
margin is EBITDA margin adjusted for items affecting
comparability.

Profit before financial items and tax. Adjusted EBIT is
EBIT excluding items affecting comparability and
amortization of PPA, purchase price allocation-items

EBIT as a percentage of Net revenue. Adjusted EBIT
margin is EBIT margin excluding items affecting
comparability and amortization of PPA, purchase price
allocation-items.

Cash flow from operations minus acquisitions of intangible
assets and repayment of lease liabilities.

Significant income statement items that are not included in
the Group’s normal recurring operations and which distort
the comparison between the periods.

Adjusted EBITDA Pro forma divided by net financial items
excluding revaluation of provision for earnouts and interest
on earnout consideration for the past twelve months.

Net interest-bearing debt excluding earnout payments in
relation to the last twelve months Adjusted EBITDA Pro
forma.

Average monthly active users. Calculated as monthly active
users each month of the quarter, divided by months in the
quarter.

Average monthly paying users. Calculated as monthly
paying users each month of the quarter, divided by months
in the quarter.

Interest bearing liabilities, including the book value of
equity swaps and currency derivatives, minus cash and
cash equivalents. Provisions for earnouts are not
considered interest bearing in this context.
Change in consolidated net revenues, excluding the
translation impact of changed currency exchange rates and
acquisitions. Net revenues in acquired operations are
considered as acquired growth during twelve months from
the acquisition date.

Shareholders’ equity attributable to the parent company
shareholders divided by the number of shares at the end of
the period.

User acquisition cost.

Gross profit as a percentage of Net revenue, where Gross
profit is defined as Net revenue minus Direct costs.

The purpose of each key figure and alternative performance measure is described in the latest Annual Report.

Interim report July - September 2022
Year-end report 2022

26 October 2022
15 February 2023

This information is information that Stillfront Group AB (publ) is obliged to make public pursuant to the EU Market
Abuse Regulation and the Securities Markets Act. The information was submitted for publication, through the agency of
the contact person set out below, on July 21, 2022, at 07.00 CEST.

Jörgen Larsson, CEO

Andreas Uddman, CFO

Tel: +46 70 3211800, jorgen@stillfront.com

Tel: +46 70 0807846, andreas@stillfront.com

Stillfront is a free-to-play powerhouse of gaming studios. Our diverse and exciting games portfolio has two common themes; loyal
users and long lifecycle games. Organic growth and carefully selected and executed acquisitions embody our growth strategy and
our 1,500+ co-workers thrive in an organization that engenders the spirit of entrepreneurship. Our main markets are the US,
Japan, MENA, Germany and UK. We are headquartered in Stockholm, Sweden and the company, is listed on Nasdaq Stockholm.
For further information, please visit: www.stillfront.com

