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Representation

DDM represents talented development
studios around the globe that create great
games on every platform. With its
worldwide business development team
and deep industry relationships, DDM
secures full game deals and co-
development projects for its clients.
Always with a personal touch, DDM has
secured hundreds of deals and

deeply understands how to run extensive
business development in an efficient and
effective manner.

We secure the project deals to achieve
your company’s goals.

W

Consulting

DDM provides best-of-class consulting to
help companies succeed in their games
industry initiatives. Whether entering the
games space, expanding on an existing
endeavor, or undertaking a new project
that can benefit from interactive
technologies, DDM partners with you to
build and execute upon a tailored strategy.
With a network of consulting executives,
development studios, production services
experts and publishing capabilities, plus
DDM's own internal extensive expertise and
research department, DDM can tackle any
games industry project you've got.

Consulting from experts who know the
games business. We create action plans
that are actually used.

Data & Research

DDM's research team provides our clients
with bespoke services based on extensive
industry experience, a wealth of data we
maintain on a regular basis and the most
comprehensive and up-to-date game
industry investment database that exists.
We leverage our overall company’s
Representation, Investment and Consulting
services to help our clients succeed in
their project funding, investments,
acquisitions, exits and strategic initiatives.
Our team publishes the quarterly DDM
Games Investment Review reports which is
regularly featured on Forbes,
Gameslindustry.biz, VentureBeat and

many others.

We provide the data and research to take
your company to the next level.

Investment Services

DDM consults as an M&A Broker for
companies in the game industry looking to
secure a buyer as well as those looking to
source acquisition targets. Our extensive
knowledge of the games industry and
worldwide business development
capabilities are combined with deep
financial expertise and rich investment
data. Whether you are seeking

partial investment or full acquisition, we
globally source business prospects that
match your strategy and criteria.

We secure the investment or M&A required
for you to take your next major strategic
step.



DDM’s Investment Services and Consulting Drive Key Acquisitions and Investments

Leveraging the knowledge obtained from having closed 750+ deals over 19 years, keeping the most comprehensive M&A transaction level data in the

industry and being involved in some of the most interesting consulting projects and M&A transactions, DDM truly offers an unrivaled value
proposition second to none.

» Fully dedicated investment team

vy

" Unparallel industry & deals
knowledge

" Global presence with offices
in key territories

" Full understanding of the
needs at each stage of the
process

" Second-to-none industry
network

Up-to-date proprietary market
information - DDM Game
Investment Review (GIR)

Unique set of proprietary tools and
methodologies developed for the
video game industry

Holistic approach

Relationship vs transactional driven

Focus Home Interactive: Acquisition of Deck13 Interactive, a Leading

Embracer Group acquires Purple Lamp Studios s

) . Duplha&l-’
German Game Development Studio and Long-time Partner f v
’ ]
* First studio acquisition: & major step in the Group’s EEE' strategic plan ] yuhoo' flnance
+ Full ownership of m'el\eclfa\ Pjupe”'. STOCKHOLM, Nov. 18, 2020 /PRNewswire/
+ New bank financing of €46 milion @ busmesswwe S Gmbracer Group AB ['Embrace) through s whlly owned subsidisry THQ Nordie Joyme Capital Comp!eted thg $5M CAD Strategic
e GmbH (“THQ Nordic), has entered into an agreement o acquire 100 percentof the Investment to Canadian Public Company PopReach
shares in Purple Lamp Studios ("PLS"). PLS ks an independent video game developer
PARIS—(BUSINESS WIRE--Reoulatory News: nmsintinad [y thipd nsees BB samtas wasad ln Ulamns Risstsin BI€has & amassaniing
CD Projekt buys the indie studio behind P lpwith: i Outri
i triders Dev People Can Fly Opens
- : : fonc Nordisk Games buys 40% of "
'The Flame i the Fiood y i Esports Platform - M St y | Chicago Studio, Now Has 320+
msn = Challengermode Secures joww ercury>team P | Employees Worldwide
| $12 Million Investment wous,  Deal for the Spanis}} developer is Nf)rdislf's first investment 1ir:; People Can Fly continues 1o epand s it makes new
B | outside of the Nordic region k. T
s @ t’"ke f'"hbs RuEe FOI'bES most gamesindustrybiz gsub{  EddwAMbich o A28, 2021 S5 POT
| 2018, y v 1 influenc s the world. o the er ;
= 1#says|  Nordisk Games has acquired a 40% stake in the ‘ ;_ Miﬂhfw Handrahan Pazio Can Py the Poish garre dendeper Tt secantly nksasd Outedhry, &
|sifman | Editorin-Chief parcng t duevcprment foctpil. The compeny bas scoured Mimpser

Virtuos Launches a New Era of Collaborative Game
Development with Strategic Acquisitions of
Pipeworks (USA), Abstraction (Netherlands), and
Umanaia (Canada)

Acquiring best-in-class studios in the Western region enhances Virtuos’ creative
game development, ishing it as a development [

&B S

PIPEUUORKS abstraction GOty

WVIRTUOS

SINGAPORE—(BUSINESS £)-Virtuos, a leading video game development company, today
announced a significant expansion into Europe and North America through the acquisitions of
Abstraction in the Netherlands, Pipeworks Studios (Pipeworks) in the US, and a majority
stake in Umanaia Interactive (Umanaia) in Canada.
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2024 Investment and M&A Highlights

In December 2024, DDM published our 2024 Investment and M&A Highlights which reflected the current events that the games industry navigated throughout 2024. The full in-depth
analyses and insights of the highlighted list below is provided on our website:

Post-COVID normalcy mixed with macroeconomic headwinds brings record
layoffs, closures, and divestitures

Public gaming companies are now considering going private

Embracer Group and its subsidiaries have a turbulent 2024 by reducing debt and
finding stability

While Al has replaced blockchain as the latest “shiny” technology, Al within the
video game industry has not received the same amount of interest from investors
and acquirers

The next frontier for XR games funding may be mixed reality

User-Generated Content (UGC) is attracting investment interest with prominent
UGC game platform Roblox’s share price recovering from questions around its
business practices

Poland continues to lead the world in gaming companies going public although
the market prices of such companies have been rocky in recent months

The Indian video game market is fast-growing and Nazara Technologies is at the
forefront

Saudi Arabia has actively created partnerships with fewer game investments and
M&As, but a “megadeal” is coming soon
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Chinese gaming giants' investments and M&As in Western companies slowed in
2024

Blockchain survives the “crypto winter,” boosting blockchain games investments
from improved market conditions

Incubators and accelerators continue to be a resource for early-stage game
studios and emerging technology

More countries are using tax incentives and grants to boost their video game
industries

The eSports winter brought a blizzard of industry change leading to layoffs,
divestitures, pivots, and consolidations

Blockchain TON-based gaming is rising on social media platform Telegram

Apple and Google being forced to allow 34 Party app stores brings more game
storefronts and investments

Games’ mainstream success across transmedia brings in investments for proven
IPs


https://www.ddmagency.com/news/2024-investment-and-ma-highlights/

04 and Annual 2024
Executive Summary

The Transaction Bundle, a complete list of the quarter’s transactions in
PDF and Excel format, is available for single and annual subscription at

[ DDM | GAMES INVESTMENT REVIEW™


https://gamesinvestmentreview.com/
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2024

COMPARED TO PREVIOUS YEAR

2023

54.6B

691DEALS

2023

576.8B

158 DEALS

2023

«

50.66B =

MARKET CAP
13 IPOs

2024 investments
totaled $7.7B across
812 investments show
volume is bouncing
back towards 2022’s
record highs of 1001
investments

Removing 2023 MSFT/ATVI
$68.7B acquisition as an
outlier, 2024 M&As were
+22% in value and +10% in
volume compared to 2023’s
$8.1B across 157
transactions

2024

57.7B

812 DEALS

2024

$9.9B

173 DEALS

2024

%3.07B

MARKET CAP
8 IPOs

2024 game developer
investments of 580
represented 71% of
the total yearly
investment volume,
achieving the highest
ever recorded



2024 Ends as a Strong Year with $17.5B Across 985 Investments and M&As

To compare 2024 to 2023, it’s important to remember that in Q4 2023 Microsoft acquired Activision Blizzard for $68.7B
recording the largest gaming M&A in history by over 5.4x its nearest counterpart of Take-Two Interactive’s $12.7B acquisition of
Zynga. Thus, to properly compare both years, by removing Microsoft’s acquisition as an outlier within 2023, 2024 was an
improved year totaling $17.5B across 985 in combined investments and M&As (+39% in value and +16% in volume compared to
2023"s $12.6B across 848 investments and M&As):

>

2024 investments totaled $7.7B across 812 investments (+68% in value and +18% in volume over 2023’s $4.6B over 691
investments); although investment values are -81% from 2021’s $41.4B, volume is bouncing back towards 2022’s record
highs of 1001 investments

2024 M&As totaled $9.9B across 173 transactions (-87% in value and +10% in volume compared to 2023’s $76.8B across 158
transactions); 2024’s sharp decrease in M&A value is from Microsoft’s colossal $68.7B acquisition of Activision Blizzard
(90% of 2023’s M&A value) and if removed as an outlier, 2023 M&As would have totaled $8.1B across 157 transactions,
resulting in 2024’s M&A value to be +22% of 2023

2024 IPOs totaled $3.1B in total market capitalizations across 8 IPOs (+364% in value and -38% in volume compared to
2023’s IPOs totaling $660.9M in combined market capitalizations across 13 IPOs); while Shift Up’s $2.5B IPO contributed
82% of the combined market capitalization, Poland-based game studios provided 63% of the volume within 2024

2024 Exits (M&As + IPOs) totaled $12.9B across 181 transactions (-83% in value and +6% in volume compared to 2023’s
$77.4B total across 171 transactions) which is slightly above with pre-pandemic and 2019 levels of $10.1B across 180
transactions

2024 game investments with blockchain and artificial intelligence continued to receive interest as blockchain game
investments totaled $1.6B across 282 investments (+9% in value and +24% of the volume compared to 2023’s $1.5B across
227 investments); while games with Al technology totaled $469.0M across 95 investments (-42% in value and +16% in
volume compared to 2023's $806.9M across 82 investments)

2024 developer investments totaled $4.4B across 580 investments (+84% in value and +25% of volume compared to 2023’s
$2.4B across 465 investments); investments in game developers represented over 71% of the total yearly investment
volume, achieving the highest ever recorded

2024 new fund announcements totaled $58.9B in new capital raised across 132 funds (+25% in value and +7% in volume
compared to 2023 totaling $47.2B across 123 funds)

In 2024, DDM tracked over 626 new investors and or acquirers across investments and M&As
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Q4 2024

COMPARED TO PREVIOUS QUARTER

$1.4B

193 DEALS

3

50.8B

50 DEALS

Q3

$3.04B

MARKET CAP
4 1POs

Q4 2024 investments
total of $906.2M across
201 investments is the
lowest value since Q3
2018, despite being
above the 2-year
volume average

«

Q4 2024's new fund
announcements totaled
$9.8B, propped up by
Founders Fund, Coatue
Management, and General
Catalyst (collectively raised
51% of the capital)

$5.0B

50.9B

201 DEALS

4

35 DEALS

Q4

50.02B

MARKET CAP
3 IPOs

Q4 2024 M&As
totaled $5.0B across
35 transactions
causing Q4 to
surpass Q1-Q3’s
combined total M&A
value of $4.8B



Q4’s $6.0B Across Investments/M&As Was the Largest Quarter in 2024

Q4 2024 achieved the largest quarter in 2024 by combined games investments and M&As totaling $6.0B across 236
transactions (+177% in value and -3% in volume compared to Q3’s $2.2B across 243 combined investments and M&As):

>

20,000

15,000

10,000

5,000

0

2020 2021

Q4 2024 investments saw a sizable decline in value totaling $906.2M across 201 investments (-35% in value and +4% in
volume compared to Q3’s $1.4B and 193 investments) recording the lowest value since Q3 2018 of $650.6M;
investment values were dampened, with early-stage investments representing the majority (66% by value), while
volume remained strong as Q4 was +7% above the 2-year quarterly average of 187 investments

Q4 2024 M&As saw a large increase in value totaling $5.0B across 35 transactions (+572% in value and -30% in volume
compared to Q3’s $751.1M across 50 transactions) enabling Q4 to surpass the combined value of Q1-Q3 M&As of
$4.8B; this was achieved through EQT Groups and others’ $2.7B acquisition of Keywords Studios and Playtika’s $2.0B
acquisition of Superplay (collectively 94% of the total M&A value)

Q4 2024 IPOs had a significant decline in market capitalization totaling $15.9M across 4 IPOs (-99% in value and -25%
in volume compared to Q3’s $3.0B across 4 IPOs)

Q4 2024 new fund announcements assisted by three funds raising $1.0B or more (51% of the capital raised) bringing
Q4 to reach $9.8B across 36 funds (-21% in value and +33% in volume compared to Q3 2024’s $12.5B across 27 funds)

Investments (SM) M&As ($M)
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Q4’s $906.2M in Investments Marks Lowest Value Since Q3 2018

>

Q4 2024 investments totaled $906.2M across 201 investments (-35% in value and +4% in volume compared to Q3’s $1.4B
and 193 investments) recording the lowest value since Q3 2018 of $650.6M; investment values were dampened, with early-
stage investments representing the majority (66% by value), while volume remained strong as Q4 was +7% above the 2-year
quarterly average of 187 investments

Q4 2024 game developer investments totaled across $679.5M across 134 investments (-39% in value and -4% in volume
compared to Q3’s $1.1B across 140 investments)

Blockchain and artificial intelligence continue to receive interest in Q4 2024 as game industry blockchain investments
totaled $179.6M across 54 investments (-70% in value and -17% in volume compared to Q3’s $607.7M and 65 investments)
and game industry artificial intelligence investments totaled $120.7M across 26 investments (-39% in value and +30% in
volume compared to Q3’s $197.2M across 20 investments)

Highest segment by value led by Mobile (43%), followed by Console/PC (26%), MCG* (14%), Tech/Other (10%), AR/VR (3%),
eSports (3%), and Browser (2%); highest segment by volume led by Console/PC (29%), followed by Mobile (28%),
Tech/Other (22%), MCG* (8%), AR/VR (5%), eSports (5%), and Browser (2%)

Q4 2024 undisclosed investments totaled 60 investments (30% of the quarter); using historical averages to estimate the
undisclosed investment values, Q4 2024 reached $1.3B [+/- $120.0M]

Segments by Value Segments by Volume
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*Mass Community Games (MCG) are games driven by online community play. Includes MMOs, MOBAs, battle royale, and metaverse games.
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Top and Median Segment Investment Q4 2024

Category AR/VR Browser Console/PC eSports MCG* Mobile Tech/Other
No. Investments 8 5 29 8 14 49 30
.(r;; 3:;') by Value Tilt Five's $13.9M Ray Browsers’ Aonic Group's Nodwin Gaming’s $7.6M Decart’s $32.0M Series Azra Games’ $42.7M Balance’s $10.0M early-
mid/late-stage $6.0M early-stage $159.6M mid/late- mid/late-stage Ainvestment from Series A investment from stage investment from
investment from investment from stage investment from  investment from Nazara Benchmark, Sequoia Pantera Capital, Animoca Brands, Amber
undisclosed investors ~ Play Ventures, Metric Capital Technologies Capital, Zeev Ventures Andreessen Horowitz, Group, GSR Markets,
Samsung, Spatial Partners, Active NFX MARBLEX, Mask
Capital, and others Ownership Network, MetaBlast

Group, and others

Seed by Volume 63% 60% 66% 25% 43% 43% 43%
Series A by Volume 13% 0% 7% 13% 29% 22% 13%
Other by Volume 25% 40% 28% 63% 29% 35% 43%
Q4 Median Segment Investment ($M USD) 0.9 3.0 2.0 6.8 4.2 3.4 1.2
Q4 Segment Total Value ($M USD) 25.2 15.5 222.0 16.9 79.4 262.8 74.3
Q3 Median Segment Investment ($M USD) 4.0 2.3 585 5.8 3.6 4.5 585
Q3 Segment Total Value ($M USD) 1.6 1.6 43.3 13.5 30.9 266.5 656.2
P We prefer medians instead of averages to reduce the impact of large mid/late- P Chart excludes other-stage investments: IPO, Post IPO, crowdfunding, grants, and
stage rounds from skewing the picture of typical investments; conversely, if a token offerings

category has low volume, any blockbuster investment can have an outsized effect

*Mass Community Games (MCG) are games driven by online community play. Includes MMOs, MOBAs, battle royale, and metaverse games.
Early stage = Angel to Series A, Mid/Late Stage = Series B and later, Other = Grants, Crowdfunding, Initial Coin Offerings, IPO, and Post IPO
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Top Active Investors Q4 2024 (#1-5)

Andreessen —— animeca Animoca
.. 35Investments == SRAND 6 Investments
Horowitz Brands
Q4 Round Total Q4 Top Round Q4 Round Total Q4 Top Round
St Top S t:
($M, USD) Value ($M, USD) ~ 2% opegment ($M, USD) Value ($M, UsD)  °'°8°S LGS
Mobile, Tech/Other, Mobile, Tech/Other,
105.2 42.7 Early R I 20.7 10.0 Early MCG
P Azra Games, a blockchain RPG games developer, raised $42.7M in P Balance, an Al-powered blockchain infrastructure provider, raised
a Series A funding round EB $10.0M in an early-stage funding round
P Mobile gaming payment platform provider Neon raised $14.0M in P Alliance Games, an Al-driven blockchain infrastructure solutions
m an early-stage funding round provider, raised $5.0M in a Series A funding round
P Mobile fitness games developer Endo Health raised $9.4M in an P Blockchain games developer Moonray raised $4.7M in an early-
o early-stage funding round stage funding round

BITKRAFT o Big Time PL -
5Investments =—= . 5Investments = Play Ventures 4 Investments
Ventures Studios AY
Q4 Round Total Q4 Top Round Q4 Round Total Q4 Top Round Q4 Round Total Q4 Top Round
St Top S t St Top S t
($M, USD) Value ($M, USD)  >'28%S Top Segments ($M, USD) Value ($M, USD)  >'28%S op Segments ($M, USD) Value ($M, USD)  '28%S op Segments
66.0 26.0 Early Mobile, Console/PC, N/A N/A Early MCG, Mobile, AR/VR 32.0 26.0 Early Mobile, Browser
Tech/Other
P> Mobile games monetization platform provider Appcharge raised P Blockchain MMORPG games developer Lowkick Studio raised an P Mobile games monetization platform provider Appcharge raised
$26.0M in a Series A funding round early-stage funding round $26.0M in a Series A funding round
= P Ruckus Games, a Console/PC game developer, raised $19.0M in a P Pixward Games, a blockchain VR/PC games developer, raised an [ 1 P> Browser games storefront platform provider Ray Browser raised
nd Series A funding round early-stage funding round w $6.0M in an early-stage funding round
P Blockchain games developer Meta Icons Lab raised $9.0M in a P Blockchain mobile games developer and eSports organization Qor P BeyondOs, an Al-driven interior design game developer, raised an

Seed funding round

Gaming raised an early-stage funding round

early-stage funding round

be

Some transactions also may be repeated if multiple investors invested in the same round for the company. We list the most active firms by deal volume as well as the total value of the disclosed
investments in which they participated and top value for single deal along with select investments. Further, our investment tracking focuses on deals that involve Western companies. As always,
since announcements do not typically list the contribution breakdown by firm, we do not include a breakdown of how much is invested by each firm.
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Q4’s $5.0B in M&A Value Surpasses Q1-Q3’s $4.8B Combined Total

>

60%

&
TechDthear

Q4 2024 M&As totaled $5.0B across 35 transactions (+566% in value and -30% in volume compared to Q3’s $751.1M across
50 transactions), surpassing the combined total M&A value of $4.8B from Q1-Q3; Q4’s M&As were propped by EQT Groups
and others’ $2.7B acquisition of Keywords Studios and Playtika’s $2.0B acquisition of Superplay (94% of the total M&A value)

Q4 2024 game developer M&As totaled $2.0B across 27 transactions (+41% in value and -47% in volume compared to Q3’s

$1.4B across 32 transactions)

Q4 2024 undisclosed M&As totaled 26 transactions (74% of the total volume); this is slightly above or +7% the quarterly

average of 67% undisclosed M&As

Highest M&A segment by value was led by Tech/Other (60%), followed by Mobile (40%), eSports (<1%), and Console/PC
(<1%); highest M&A segment by volume was led by Tech/other (29%) followed by Console/PC (28%), Mobile (20%) and

eSports (20%)

Europe and Asia were the most active regions by M&A value and volume with Europe totaling $2.7B across 13 transactions
(57% of the value and 37% of the volume) and Asia totaling $2.0B across 4 transactions (40% of the value and 11% of the

volume)

North America the Middle East, Africa were the least active regions by M&A volume totaling a combined $2.4B across 11

transactions (47% of the value and 31% of the volume)

Segments by Value
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Q4’s 38 Exits (M&As + IPO) Records Highest Exits Value in 2024

>

Q4 2024 Exits (M&As + IPO) totaled $5.1B across 38 transactions (+33% in value and -30% in volume compared to Q3 2024’s
$3.8B in value and 54 in volume); despite Q4 recording lowest exit volume since Q2 2023’s 36 exits, Q4 achieved the
highest exit value in 2024

Q4 2024 IPOs totaled $15.9M in total combined market capitalizations across 3 IPOs (-99% in value and -25% in volume
compared to Q3’s $3.0B across 4 IPOs)

Poland continues to provide the games industry with a steady rate of IPOs per quarter with 3 in Q4 2024 (100% of the
volume); all of which were PC game developers including Dark Point Games ($9.2M market capitalization), G-DEVS ($1.8M
market capitalization), and Madnetic Games ($4.9M market capitalization)

Highest Exits (M&A + IPOs) by segment value was led by Tech/Other (60%), followed by Mobile (40%), Console/PC (<1%),and
eSports (<1%)

Highest Exits (M&A + IPOs) by segment volume was led by Console/PC (34%), followed by Tech/Other (26%), Mobile (21%),
and eSports (19%)
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2024’s $58.9B in New Fund Announcements Exceeds 2023’s Total of $47.2B

>
>

2024 new fund announcements totaled $58.9B in new capital raised across 132 funds (+25% in value and +7% in volume compared to 2023 totaling $47.2B across 123 funds)

Q4 2024’s new fund announcements totaled $9.8B across 36 funds (-21% in value and +33% in volume compared to Q3 2024’s $12.4B across 27 funds); this funding was driven by three
funds collectively raising over $5.0B (51% of the capital raised): Founders Fund (§3.0B), Coatue Management ($1.0B), and General Catalyst ($1.0B)

Artificial intelligence and blockchain continue to receive interest from venture capital firms as funds targeting Al totaled $2.2B across 12 funds (-77% in value and +72% in volume
compared to Q3 2024’s $9.8B across 7 funds) and blockchain totaled $1.7B across 13 funds (+13% in value and +44% in volume compared to Q3’s $1.5B across 9 funds)

New fund announcements focused solely on early-stage companies dominated by volume representing 75% of the fund announcements in Q4 2024; however, the funding distribution by
value was more balanced, with early-stage funds raising $3.4B across 27 funds (35% by value), mid/late-stage funds raising $3.1B over 3 funds (31% by value), and stage-agnostic funds
raising $3.3B across 6 funds (34% by value)

Fund Announcements By Year (SM) Fund Announcements by Quarter (SM)
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Notable Transactions & Announcements®

We also monitor announced transactions that will affect future quarters as well as ones considered “adjacent” to the games industry, and these
values are not included in our preceding sections to present a clear landscape of transactions officially settled for the quarter.

Video gaming transactions with a future impact on the Games Investment Review Report:

P Tencent subsidiary, Miniclip’s $1.2B acquisition of mobile games developer Easybrain from The Embracer Group closed in Q12025

» MTG’s $820.0M acquisition of mobile games developer Plarium from Aristocrat Leisure and is expected to close in Q12025

P Sony’s $317.2M Post IPO Equity investment in Console/PC games developer Kadokawa Corporation closed in Q12025

P Scopely’s $34.5M acquisition of mobile games developer Chengfeng Studio from Perfect World is expected to close in 2025

» DoubleU Games $27.0M acquisition of mobile games developer Paxie Games is expected to close in Q1 2025

Video gaming and industry-adjacent transactions with no impact on the Games Investment Review Report:
P Al-driven data intelligence platform provider Databricks $10.0B Series J funding round with a valuation of $62.0B
P Mobile games marketing and monetization platform provider Applovin’s $3.6B senior notes debt raise

P Console/PC games developer/publisher The Embracer Group’s $991.6M senior notes debt raise

» Al cloud infrastructure provider Coreweave's $650.0M secondary share sale to Jane Street and others providing Coreweave a $23.0B valuation

» MMO games developer/publisher Stillfront Group’s $227.5M credit facility and a $77.0M bond issuance debt raise

*Transactions listed within Notable Transactions & Announcements is by no means exhaustive!
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https://embracer.com/releases/embracer-group-divests-easybrain-to-miniclip-for-a-consideration-of-usd-1-2-billion/
https://embracer.com/releases/closing-of-easybrain-divestment/
https://www.mtg.com/plarium-acquisition-2024/
https://www.sony.com/en/SonyInfo/IR/news/20241219_E.pdf
https://ssl4.eir-parts.net/doc/9468/ir_material7/243241/00.pdf
https://www.yicaiglobal.com/news/chinas-perfect-world-unveils-plan-to-sell-video-game-studio-for-usd35-million
https://www.businesswire.com/news/home/20241225448193/en/DoubleU-Games-acquires-Turkish-studio-Paxie-Games-One-of-the-Top-5-Companies-in-Fast-Growing-Merge-2-Genre
https://www.databricks.com/company/newsroom/press-releases/databricks-raising-10b-series-j-investment-62b-valuation
https://investors.applovin.com/news/news-details/2024/AppLovin-Corporation-Prices-3.55-Billion-Offering-of-Senior-Notes/default.aspx
https://embracer.com/releases/embracer-group-successful-pricing-of-eur-940-million-of-senior-secured-notes-by-asmodee-group-ab/
https://www.reuters.com/technology/artificial-intelligence/coreweave-closes-650-mln-secondary-sale-ai-startups-lure-investors-2024-11-13/
https://www.stillfront.com/en/stillfront-group-secures-a-new-unsecured-revolving-credit-facility-of-sek-2-5-billion/
https://www.stillfront.com/en/stillfront-successfully-issues-bonds-of-sek-850-million/

2025 Outlook

Throughout 2024 game studios continued to pivot their businesses models, slash expenses, and divest non-core offerings making H2 2024 dip in combined investments and M&As
totaling $8.1B across 479 transactions (-14% in value and -5% in volume compared to H1's $9.4B across 506 combined investments and M&As). While 2024 game investments and M&As

slowed as the year progressed, 2025 is looking to build on a more stable ground:

Investments

P> H22024’s investments totaled $2.3B across 394 investments (-57% in value and -
6% in volume over H12024’s $5.4B and 418 investments), suggesting that while
investors are still investing with steady volume, they are more cautious

P From our January 2025 Project and Studio Financing Snapshot, studio and game
financing will slowly grow in 2025 as many companies end their fiscal year in
March, loosening purse strings for 2026/2027 games and strategic investments

P Top gaming giants and publishers including Hasbro, Krafton, My.Games, Nazara
Technologies, and Say Games have all announced cash reserves to invest in games

P As Artificial intelligence and crypto adoption progresses, increased liquidity will
drive fund announcements for investments in games with Al and blockchain
technology

P As geopolitical tensions rise between the United States and China, Chinese
companies expanding to the West may opt more for launching their own studios
rather than invest in existing ones as NetEase launched its own Bullet Farm and
Jackalope Games
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Exits (M&A + IPOs)

H2 2024 M&As totaled $5.8B across 85 transactions (+43% in value and -3% in
volume compared to H12024’s $4.1B across 88 transactions); although Q4’s lack of
M&A activity caused H2's volume to decrease marginally, 2025 has already hit the
ground running with Miniclip’s $1.2B acquisition of Easy Brain, MTG’s $820.0M
acquisition of Plarium, and Scopely eyeing a megadeal this year

In 2024, the games industry suffered mass layoffs, closures, and divestitures
where gaming giants such as Embracer Group sold businesses not vital to their
core-offering; in 2025 activity will be consistent with 2024 and tight belts will

continue with companies like Saga acquiring distressed studios or IPs

In 2024 private equity firms snapped up a few large gaming studios including
Keywords Studios, Jagex, and Kahoot!; if interest rates decrease, private equity
firms will continue to have interest in large gaming M&A deals

Since 2023, IPO volume has remained consistent thanks to Poland’s supply of small
gaming IPOs (13 IPOs since 2023 and 40 since 2020); however, 2025 could bring a
slight increase in overall IPO activity as Animoca Brands, AppsFlyer and Inmobi

consider going public if conditions become improved


https://embracer.com/releases/embracer-group-divests-easybrain-to-miniclip-for-a-consideration-of-usd-1-2-billion/
https://embracer.com/releases/closing-of-easybrain-divestment/
https://www.mtg.com/plarium-acquisition-2024/
https://gameworldobserver.com/2024/10/08/scopely-megadeal-acquire-billion-dollar-franchise
https://publish.obsidian.md/vg-layoffs/Archive/2024
https://embracer.com/releases/embracer-group-closes-the-divestment-of-gearbox-entertainment/
https://venturebeat.com/games/how-saga-origins-is-exploring-the-boundaries-of-web3-games-rebecca-liao-interview/
https://www.keywordsstudios.com/en/about-us/news-events/news/keywords-studios-eqt-acquisition/
https://www.cvc.com/media/news/2024/2024-02-09-carlyle-agrees-to-sell-jagex-to-cvc-capital-partners-and-haveli-investments/
https://kahoot.com/blog/2023/11/10/new-opportunities-ahead/
https://www.coindesk.com/policy/2024/09/18/animocas-timeline-to-go-public-would-depend-on-the-markets-status-yat-siu
https://www.pocketgamer.biz/rumour-appsflyer-is-considering-a-300-million-ipo-by-early-2025/
https://www.inmobi.com/
https://docsend.com/view/wtwfrjzeczwdnjex
https://www.pocketgamer.biz/hasbro-aims-to-invest-up-to-150m-a-year-in-games/
https://gameworldobserver.com/2025/01/13/krafton-to-invest-136-million-in-2025-growth-strategy
https://www.pocketgamer.biz/mygames-launches-mgvc-publishing-division-with-100m-marketing-budget-to-scale-mobile-games/
https://www.pocketgamer.biz/nazara-nets-100m-to-accelerate-strategic-acquisitions-and-expansion-plans/
https://www.pocketgamer.biz/nazara-nets-100m-to-accelerate-strategic-acquisitions-and-expansion-plans/
https://www.pocketgamer.biz/saygames-to-invest-30-million-in-hybridcasual-studios/
https://www.theblock.co/post/322962/microsoft-places-assessment-in-investing-in-bitcoin-as-a-voting-item-for-december-shareholder-meeting
https://www.neteasegames.com/news/Corporate/20240228/37075_1140305.html
https://www.neteasegames.com/news/game/20220505/30576_1016017.html#:~:text=(NASDAQ%3A%20NTES%2C%20HKEX%3A,party%20studio%20of%20NetEase%20Games.

Methodology

In reporting our values, we only include deals where the investment or acquisition officially closes, not simply announced. This methodology
has been used consistently with our data for 17 years and it ensures that we are measuring actual activity instead of potential activity.

Additionally, with SPACs we consider the investment value to be what was raised in the transaction, not the company valuation afterward. This
is consistent with how we track investment data, where we track the money raised in the transaction and, separately, its effect on the

company’s overall enterprise value.

The exclusion of announced deals may result in a large difference between our quarterly total and other firms, but our methodology gives a
clearer picture of the money deployed in each quarter, providing valuable data consistency for companies evaluating game industry

investment and acquisitions.

Digital Development Management maintains and continuously updates the only source of investment, acquisition, and merger data specific to the video game industry that has been gathered and rigorously tracked for
over a decade. We focus on Western investments that span development, publishing and technology across PC, console, mobile, browser, mass community (MMO, MOBA, battle royale), eSports and AR/VR games. In
short, our focus is fully on the games industry, where other reporting organizations include non-games technology investments and acquisitions by companies such as Apple and Microsoft, which overshadow and

obfuscate what is happening in games.

©2025 DDM Game Industry Services LLC ("DDM”). The DDM logo is a registered trademark and "DDM Games Investment Review” is trademark of Digital Development Management Inc. All Rights Reserved. DDM is the
copyright owner of this work and does not grant you any license to copy, adapt, modify, compile, distribute or publish it, in whole or in part, whether commercially or otherwise, whether internally or externally,
without DDM’s written permission to do so. By downloading and using this work, you agree to DDM’s terms and conditions found at www.ddmagamesinvestmentreview.com, acknowledge your awareness of DDM’s
copyright in this work, agree to not copy, adapt, modify, compile, distribute or publish this work, in whole or in part, whether commercially or otherwise, whether internally or externally, and acknowledge that any
breach by you of DDM’s terms and conditions and/or copyright in this work would cause irreparable commercial damage to DDM for which you would be directly liable. For the avoidance of doubt, DDM reserves its

rights to take further action for any and all breaches by you of its terms and conditions and/or copyright in this work.

This report has been published for educational purposes and all information provided are from sources we believe are credible. However, DDM is not liable for any incompleteness of data or information provided.
This document is not to be used for financial advice for the purchasing or sale of securities. Any opinions, attitudes, or beliefs in this document were made to the best of DDM’s knowledge at the time of publishing

and is subject to change after the published date.
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http://www.ddmagamesinvestmentreview.com/

contact

DIGITAL
DEVELOPMENT
MANAGEMENT

GIR Team
Mitchell Reavis, Katie Williams, and
Peggy Twardowski

EMAIL
data@ddmagents.com

Digital Development Management
PO Box 180
Northampton, MA 01061-0180

www.ddmagency.com

http:/ddmgamesinvestmentreview.com

@Gameslnvestment

linkedin.com/company/
digital-development-management






	Slide 1
	Slide 2
	Slide 3: DDM Provides Comprehensive Services for the Video Games Industry
	Slide 4: DDM’s Investment Services and Consulting Drive Key Acquisitions and Investments
	Slide 5
	Slide 6: Q4 and Annual 2024 Executive Summary  The Transaction Bundle, a complete list of the quarter’s transactions in PDF and Excel format, is available for single and annual subscription at www. GamesInvestmentReview.com.
	Slide 7
	Slide 8: 2024 Ends as a Strong Year with $17.5B Across 985 Investments and M&As
	Slide 9
	Slide 10: Q4’s $6.0B Across Investments/M&As Was the Largest Quarter in 2024
	Slide 11: Q4’s $906.2M in Investments Marks Lowest Value Since Q3 2018
	Slide 12: Top and Median Segment Investment Q4 2024
	Slide 13: Top Active Investors Q4 2024 (#1-5)
	Slide 14: Q4’s $5.0B in M&A Value Surpasses Q1-Q3’s $4.8B Combined Total
	Slide 15: Q4’s 38 Exits (M&As + IPO) Records Highest Exits Value in 2024
	Slide 16: 2024’s $58.9B in New Fund Announcements Exceeds 2023’s Total of $47.2B
	Slide 17
	Slide 18
	Slide 19
	Slide 20: Contact
	Slide 21

