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SAFE HARBOR STATEMENT & IMPORTANT INFORMATION

Forward -Looking Information and Statements
This presentation,  including  the  appendix, includes  forward -looking  information  and statements  within  the  meaning  of  the  federal  securities  laws . Except  for  historical  information  
contained  in this  release, statements  in this  release may constitute  forward -looking  statements  regarding  assumptions,  projections,  expectations,  targets,  intentions  or beliefs  
about  future  events . Statements  containing  the  words  άƳŀȅέΣ άŎƻǳƭŘέΣ άǿƻǳƭŘέΣ άǎƘƻǳƭŘέΣ άōŜƭƛŜǾŜέΣ άŜȄǇŜŎǘέΣ άŀƴǘƛŎƛǇŀǘŜέΣ άǇƭŀƴέΣ άŜǎǘƛƳŀǘŜέΣ άǘŀǊƎŜǘέΣ άƎƻŀƭέΣ άǇǊƻƧŜŎǘέΣ άƛƴǘŜƴŘέ and 
similar  expressions,  or the  negatives  thereof, constitute  forward -looking  statements . Forward -looking  statements  are only predictions  and are not  guarantees  of  performance . 
Forward -looking  statements  involve known  and unknown  risks and uncertainties,  which  could  cause actual  results  to  differ  materially  from  those  contained  in any forward -looking  
statement . The inclusion  of  such information  should  not  be regarded  as a representation  by the  Company, or any person, that  the  objectives  of  the  Company will  be 
achieved. Forward -looking  statements  are based on ƳŀƴŀƎŜƳŜƴǘΩǎ current  beliefs  and expectations,  as well  as assumptions  made by, and information  currently  available to,  
management . While  the  Company  believes that  its  expectations  are based upon reasonable  assumptions,  there  can be no assurances  that  its  goals and strategy  will  be realized. 
Numerous  factors,  including  risks and uncertainties,  may affect  actual  results  and may cause results  to  differ  materially  from  those  expressed  in forward -looking  statements  
made by the  Company or on its  behalf . Some of  these  factors  include, but  are not  limited  to,  risks related  to  trade  policies,  including  the  imposition  of  tariffs  on imported  goods 
and other  trade  restrictions,  the  release and availability  of  successful  game titles,  macroeconomic  conditions  affecting  the  demand for  our products,  logistic  and supply  chain 
challenges  and costs,  dependence on the  success  and availability  of  third -parties  to  manufacture  and manage the  logistics  of  transporting  and distributing  our products,  the  
substantial  uncertainties  inherent  in the  acceptance  of  existing  and future  products,  the  difficulty  of  commercializing  and protecting  new technology,  the  impact  of  competitive  
products  and pricing,  general  business  and economic  conditions, the  expansion  of  our business  including  the  integration  of  any businesses  we acquire  and the  integration  of  such 
businesses  within  our internal  control  over financial  reporting  and operations,  our indebtedness,  liquidity,  and other  factors  discussed  in our public  filings,  including  the  risk factors  
included  in the  /ƻƳǇŀƴȅΩǎ most  recent  Annual  Report  on Form 10-K, Quarterly  Report  on Form 10-Q and the  Company's  other  periodic  reports  filed  with  the  Securities  and 
Exchange Commission . Except  as required  by applicable  law, including  the  securities  laws  of  the  United  States  and the  rules and regulations  of  the  Securities  and Exchange 
Commission,  the  Company is under no obligation  to  publicly  update  or revise any forward -looking  statement after  the  date  of  this  release whether  as a result  of  new information,  
future  developments  or otherwise . This presentation  also contains  trademarks  and trade  names that  are property  of  their  respective  owners .

Non -GAAP  Financial  Measures
In addition  to  its  reported  results,  the  Company has included  in this  presentation,  including  in the  appendix, certain  financial  metrics,  including  Adjusted  EBITDA, that  the  
Securities  and Exchange Commission  define  as άƴƻƴ-GAAP financial  measures .έ Management  believes that  such non-GAAP financial  measures, when read in conjunction  with  the  
Company's  reported  results,  can provide useful  supplemental  information  for  investors  analyzing period-to -period comparisons  of  the  Company's  results . Non-GAAP financial  
measures  are not  an alternative  to  the  /ƻƳǇŀƴȅΩǎ GAAP financial  results  and may not  be calculated  in the  same manner  as similar  measures  presented  by other  
companies .  ά!ŘƧǳǎǘŜŘ 9.L¢5!έ is defined  by the  Company as net  income  (loss) before  interest,  taxes,  depreciation  and amortization,  stock -based compensation  (non-cash), and 
certain  non-recurring  special  items  that  we believe are not  representative  of  core operations,  as further  described  in the  appendix  hereto . These non-GAAP financial  measures  are 
presented  because management  uses non-GAAP financial  measures  to  evaluate  the  /ƻƳǇŀƴȅΩǎ operating  performance,  to  perform  financial  planning, and to  determine  incentive  
compensation . Therefore,  the  Company believes that  the  presentation  of  non-GAAP financial  measures  provides  useful  supplementary  information  to,  and facilitates  additional  
analysis by, investors . The presented  non-GAAP financial  measures  exclude  items  that  management  does not  believe reflect  the  /ƻƳǇŀƴȅΩǎ core operating  performance  because 
such items  are inherently  unusual, non-operating,  unpredictable,  non-recurring,  or non-cash. See a reconciliation  of  GAAP results  to  Adjusted  EBITDA included  in the  appendix  
hereto for  the  three  months  ended March  31, 2026  and March  31, 2025 . 
By providing  full  year 2026  Adjusted  EBITDA guidance, the  Company provided  its  expectation  of  a forward -looking  non-GAAP financial  measure . Information  reconciling  full  year 
2026  Adjusted  EBITDA to  its  most  directly  comparable  GAAP financial  measure, net  income  (loss), is unavailable to  the  Company  without  unreasonable  effort  due to  the  
variability,  complexity,  and lack of  visibility  with  respect  to  certain  reconciling  items  between  Adjusted  EBITDA and net  income  (loss), including  other  income  (expense), provision  
for  income  taxes  and stock -based compensation . These items  cannot  be reasonably  and accurately  predicted  without  the  investment  of  undue time,  cost  and other  resources  and, 
accordingly,  a reconciliation  of  the  /ƻƳǇŀƴȅΩǎ Adjusted  EBITDA outlook  to  its  net  income  (loss) outlook  for  such periods  is not  provided . These reconciling  items  could  be material  
to  the  /ƻƳǇŀƴȅΩǎ actual  results  for  such periods .
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NAMED A TOP 5 CONSUMER ELECTRONICS 
BRAND FOR GAMING HARDWARE & PERIPHERALS
Time.com October 2024 / https:// time.com /collection/worlds -best -brands-2024
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INVESTMENT HIGHLIGHTS

Continued Market Leadership

Operational Excellence in the Growing Games Industry

Brand Transformation  Underway

Expanded Innovation Pipeline

Focused Capital Allocation Strategy

Experienced Leadership Committed to Enhancing Shareholder Value
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1. Circana, LLC, Retail Tracking Service, US, Video Games, Gaming Accessories, Headsets and Headphones, 
Turtle Beach & PDP Brands Combined, Dollar & Unit Sales, Jan 2010 ς Dec 2025

2. Newzoo Peripheral Market Forecast, June 2023 & Internal Estimates updated July 2025
3.  Circana, LLC, Retail Tracking Service, US, Video Games, Gaming Accessories, Flight Controllers, Dollar, 
  Jan ς Mar 2026
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THE BEST-SELLING GAMING HEADSET BRAND for the 
past 16-years(1), and one of the most recognized brand names 
in gaming.

A TOP 5 GAMING ACCESSORIES LEADER  in the 
$11.2B(2) multi -category global gaming accessories market.

Å Gaming Headsets Life-To-Date ~86 -million Turtle Beach 
headsets sold

Å Controllers , a top 5 global brand

Å PC Gaming Peripherals featuring award -winning 
keyboards, mice, & more

Å Simulation , including the best -selling flight simulation 
model in the US(3)

Å Expanding Brand Reach in key international growth 
markets including Canada & Latin America

Å Retail Strength with over 470K global points of 
distribution

THE BEST-SELLING GAMING HEADSET BRAND for 
the past 16 -years(1), and one of the most recognized 
brand names in gaming.

A TOP 5 GAMING ACCESSORIES LEADER  in the 
$11.2B(2) multi -category global gaming accessories 
market.

Å Gaming Headsets Life-To-Date ~86 -million Turtle 
Beach headsets sold

Å Controllers , a top 5 global brand

Å PC Gaming Peripherals featuring award -winning 
keyboards, mice, & more

Å Simulation , including the best -selling flight simulation 
model in the US(3)

Å Expanding Brand Reach in key international growth 
markets including Canada & Latin America

Å Retail Strength with over 470K global points of 
distribution
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INDUSTRY FUNDAMENTALS

ÅAn Expanding Global Gaming Market: The global 
gaming market is growing, fueling continued demand 
for high -quality gaming accessories

ÅTechnological Advancements:  Continuous 
advancements in technology are essential for 
enhancing the gaming experience

ÅCustomization & Personalization: Gamers seek 
accessories that cater to their unique preferences, 
requirements, and personalities

ÅContent Creators: As content creation grows, Turtle 
Beach will continue to drive awareness and grow 
fanbases through this medium

ÅCompetitive Gaming: The rise of competitive gaming 
increases the need for high -quality, high -performance 
gaming accessories

ÅSupply Chain Management: Efficient supply chain 
management is crucial for timely delivery and cost -
effective production

6

KEY DYNAMICS & GROWTH DRIVERS WITHIN GAMING & ACCESSORIES

Billy/Veenu to Review

66
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THE GAMING MARKET CONTINUES GROWING

1. DFC intelligence November 2025 market Forecast . Forecasts are based on a 2028 launch for new consoles
2. Circana, US Video Games Spending/Hardware/Software/Accessories Jan ς Mar 2026 7

EXPECTING STRONG GROWTH IN THEVIDEO GAME SECTOR(1)

MARKET GROWTH AND HIGHER SPENDING IN 
2026  is driven by an IMPROVING CONSOLE AND 
CONTENT ENVIRONMENT .

NINTENDO SWITCH 2  debuted in June 2025 and 
was the best -selling hardware platform for Q1 2026. 
{ǿƛǘŎƘ нΩǎ ƳƻƳŜƴǘǳƳ ǿƛƭƭ ŎƻƴǘƛƴǳŜ ǘƻ ŀŎŎŜƭŜǊŀǘŜ ƛƴ 
2026. (2)

Launching in November 2026, GTA VI holds the 
ƘƛƎƘŜǎǘ ǇǳǊŎƘŀǎŜ ƛƴǘŜƴǘ ŜǾŜǊ ǊŜŎƻǊŘŜŘ ƛƴ /ƛǊŎŀƴŀΩǎ 
tracking history, and is expected to boost gaming 
hardware, accessories, and subscription demand. (2)

New consoles are expected around 2028, consistent 
with previous cycles. Consumers are projected to 
delay purchases of current systems as next -
generation hardware approaches. This creates a 
temporary pre -transition slowdown in hardware 
sales. The dip reflects a normal platform reset and 
is typically followed by renewed growth.

GLOBAL VIDEOGAMES MARKET PROJECTIONS 
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Source: Newzoo Peripheral Market Forecast, June 2023 & Internal Estimates updated July 2025

8Newzoo Peripheral Market Forecast, June 2023 and internal estimates updated July 2025
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THE MARKET LEADER IN GAMING HEADSETS
FOR THE PAST 16 YEARS & COUNTING

1. Circana, LLC, Retail Tracking Service, US, Video Games, Gaming Accessories, Headsets and Headphones, Wired, Turtle Beach & PD P Brands Combined, Dollar Share, Janς Dec 2025
2.    Circana, LLC, Retail Tracking Service, US, Video Games, Gaming Accessories, Headsets and Headphones, Wireless, Turtle B each & PDP Brands Combined, Dollar Share, Jan ς Dec 2025

U.S. GAMING 
HEADSET 

REVENUE SHARE

2025

#1 OVERALL SHARE POSITION (1)

HIGHEST REVENUE & UNIT SHARE

#1 GAMING HEADSET (1)

PROVIDER FOR XBOX & PLAYSTATION

OVER 27% REVENUE SHARE (2)

OF THE WIRED HEADSET MARKET

STRONG BRAND & REPUTATION
AMONG GAMERS, RETAILERS, GAMING INDUSTRY

PRODUCT INNOVATION
WITH UNIQUE FEATURES, MANY PATENTED

RETAIL STRENGTH
LEADERSHIP IN US POINTS OF DISTRIBUTION

STRONG PARTNERSHIPS
WITH LEADING INFLUENCERS & CONTENT CREATORS

WHY & HOW

OVER 24% REVENUE SHARE (2)

OF THE WIRELESS HEADSET MARKET
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Confidential
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FINANCIALS &
INVESTOR HIGHLIGHTS
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