The gametech ecosystem
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#indexgamingsummit speakers 2022

Dan Caroline Sebastian Dean llkka Liz Nick Danny
Sturman Hyde Knutsson Takahashi Paananen Hamren Fajt Rimer

CTO Co-host Co-Founder & former COO Lead Writer Co-Founder & CEO CO0 Co-Founder & CEO Partner

Roblox BloomberglV King GamesBeat Supercell Discord Rec Room Index Ventures

Maneet Damir Ryan Jeff “Jiho” Sofia Soner Jenova Stephane
Khaira Becirovic Wyatt Zirlin Dolfe Aydemir Chen Kurgan
Co-Founder & CEO Partner CEO Co-founder Partner Co-Founder & CEO CEO Venture Partner

Backbone Index Ventures Polygon Studios Sky Mavis / Axie Infinity Index Ventures Dream Games That Game Company Index Ventures
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€€ One of the benefits of our creator
community is that they constantly

y surprise us and do things we would
Damelggurma“ have never expected. | like that we
el don’t have to be the geniuses, but they

will be the geniuses for us.”

Full video interview »
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€€ \When we went to the public markets |
think our plan was about launching
eight new games per year on top of

SRR what we had, which was totally the
Knutsson ”
Co-founder & former COO WrOﬂg ]COCUS

King

Full interview »
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14 Consumer adoption of cloud
gaming has blown past all our
expectations this year. Microsoft has

, gone on the record and said half of

Maneet Khaira :

Co-founder & CEO all Game Pass subscribers are
Facoone playing Xbox cloud gaming."

Full video interview »
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¢ This pullback will unveil what is real
versus whatis not. A lot of people
started building. Now we are going to
see: what are the ftundamentals.”

Ryan Wyatt
CEO
Polygon Studios

Full video interview »
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Today there are 3B gamers worldwide, generating $175B in annual
revenue; 3.5x more than music and movie box office combined ($47B).

2021 Global Players per region with year-on-year growth rates

Middle East & Africa
434M

+10.1% Yoy

Europe
408M

+4.0% YoY

2021 Total

3B

Latin America
289M

+6.2% YoY

Asia-Pacific
1615M

+5.3% YoY

. +4.8% YoY
North America °

212M
+0.7% YoY

Page /8 Source: Newzoo.

2021 Global games revenue per device with year-on-year growth rates

PC
$35.9B

-1.7% YoY

Mobile
$90.7B

+4.4% YoY

2021 Total

$175.8B

-1.1% YoY

Console
$49.2B

-8.9% Yoy
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Gaming has been growing 7.5% since 2018.

Global video gaming revenue

$250M
$200M

B eSports (16.5% CAGR since ‘18)
$150M

$100M l I I
$50M .

2016 2017 2018 2019 2020 2021 2022 2023 2024 2025

Advertising (3.0% CAGR since ‘18)

B Social/casual gaming (9.4% CAGR since ‘18)

B Traditional gaming (5.1% CAGR since ‘18)
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The gaming startup ecosystem is now worth $1.6 trillion in combined
value, with startups founded before 2000 adding the most value.

Enterprise value by launch year » view online

2015-2021 [ 2010-2014
1995-1999 [l 1990-1994

$2.0t

$1.5t

$1.0t

$500t

2005-2009 | 2000-2004

$1.6T

2010 2011 2012 2013 2014 2015 2016 2017 2018 2019 2020 2021 2022
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Most valuable companies in gaming
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Europe's most valuable gaming companies were founded after 2000.

Enterprise value by launch year » view online Most valuable companies in gaming
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Global gaming investment reached $5.1B in the first half of 2022, the
biggest H1 on record.

$10.0b
$8.0b
$250m+
$6.0b
$5.1B $100-250m
$40-100m (series C)
$4.0b $15-40m (series B)
Ll $4-15m (series A)
$1-4m (pre-seed)
$2.0b

B $0-1m (pre-seed)

C View online
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H1-2010 H1-2011 H1-2012 H1-2013 H1-2014 H1-2015 H1-2016 H1-2017 H1-2018 H1-2019 H1-2020 H1-2021 H1-2022
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European gaming startups raised $887M in the first half of 2022, up
14% on H1 2021.

$2.0b
$1.5b
$250m+
$100-250m
31.0b 3887M $40-100m (series C)
I $15-40m (series B)
‘ $4-15m (series A)
$500m ‘ 0 1 $1-4m (pre-seed)

] | B $0-1m (pre-seed)

s Eemio S aememm e - N CVieWO”“”e >

H1-2010 H1-2011 H1-2012 H1-2013 H1-2014 H1-2015 H1-2016 H1-2017 H1-2018 H1-2019 H1-2020 H1-2021 H1-2022
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Gaming startups from US, Singapore and China have raised the most

venture capital so farin 2022.

United States
Singapore
China

United Kingdom
Turkiye

India

South Korea
Australia
Sweden
Portugal
Germany
France
Norway

Israel

Brazil

Page / 14 Source: Dealroom.co.

$93M
$87TM
$78M
$69M
$67M
$61M
$37M

$34M

$206M

$320M

$318M

$499M
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Gaming startups
who raised the
most in H1 2022

View online
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Serious Gaming.

Children's Learning Education Esports
= wbined fuoding $ 3600 =

Serious Gammgallovys users to experience situations that ™S WYATD kispe “ N « Qe - E
cannot be replicated in the real world due of cost, safety or '

ethical issues, but that positively impact skill development.
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millions) of learners. And applications can cover anything
from flight simulation and battlefield tactical training, to
surgery and city planning.
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Geospatial/3D Data
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The Metaverse.

(| ,3;3;;—‘

The Metaverse is a collection of interconnected,
highly immersive, shared virtual worlds where
people gather to play games, socialise and

work.
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Metaverse
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Game Engine & Creation Platform PC Game Developer

VR Gaming. o
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Virtual reality has been one of the most innovative ey I -
technologies in gaming history, putting the player literally

inside the game. These are the biggest players: Lo e A. {;ﬂ;g{é 17
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Discover the most
promising Gaming
startups using

predictive signals.

(Pre)seed opportunities

Series A+ opportunities

Breakout opportunities
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Create a free account on dealroom.co
for more intelligence on startups and
ecosystems.
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