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Acquisition of social games publisher ATM Gaming
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This presentation, which should be understood to include these slides, their contents or any part of them, any oral presentation, and any question or answer session 
(the "Presentation") has been prepared by Asmodee Group AB (publ) (the "Company") in relation to the presentation of the acquisition of ATM Gaming SAS (the 
"Acquisition"). None of the Company, or any of its affiliates or employees, directors, representatives, officers, agents or advisors shall have any liability whatsoever (in 
negligence or otherwise) for any loss howsoever arising from any use of this Presentation or its contents or otherwise arising in connection with this Presentation. 

The Presentation does not constitute or form part of, and should not be construed as, any offer, invitation, solicitation or recommendation to purchase, sell or 
subscribe for any securities in any jurisdiction and the Presentation does not constitute, and should not be considered as, a prospectus within the meaning of 
Regulation (EU) 2017/1129 of the European Parliament and of the Council of 14 June 2017 (the "Prospectus Regulation"). The Presentation is intended to present the 
background, rationale and expected contribution of the Acquisition to the Company's business but is not intended to provide complete disclosure. The content of this 
Presentation should not be construed as legal, tax, accounting or investment advice, representation or a personal recommendation. 

This Presentation includes information pertaining to the Company's and ATM Gaming's market and their competitive position therein. Certain market information has 
been obtained from sources prepared by other parties that the Company has deemed to be relevant and trustworthy. The Company has not made any independent 
review of information based on public statistics or information from an independent third party regarding the market information that has been provided by such third 
party, the industry or general publications.

Some of the financial information contained in the Presentation are not directly extracted from the Company's accounting systems or records and/or are not 
International Financial Reporting Standards ("IFRS") accounting measures. Such information has not under any circumstance been independently reviewed, audited or 
verified by the Company's auditors. Non-IFRS financial measures in the Presentation may not be comparable to similarly titled measures as presented by other 
companies, nor should they be considered as an alternative to historical financial results or other indicators of the Company's performance which are based on IFRS. 

Certain statements in the Presentation, including those regarding the possible or assumed future or other performance of the Company or ATM Gaming, or their 
industry or other trend projections, constitute forward-looking statements. These forward-looking statements are based on a series of assumptions, both general and 
specific, and have been developed from scenarios based on a number of economic assumptions in the context of a given competitive and regulatory environment. 
Although the Company believes its expectations are based on reasonable assumptions, everyone taking part of the Presentation are cautioned that, by their nature, 
forward-looking statements involve known and unknown risks, uncertainties, assumptions and other factors as they relate to events and depend on circumstances that 
will or may occur in the future, whether or not outside the control of the Company. The Company is unable to anticipate all the risks, uncertainties or other factors 
likely to affect its business and to appraise their potential consequences and evaluate the extent to which the occurrence of a risk or a combination of risks could 
cause actual results to differ materially from those provided in the Presentation. No assurance is given that such forward-looking statements will prove to be correct. 
Undue reliance should not be placed on such forward-looking statements. They speak only as at the date of this Presentation.
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Asmodee and ATM Gaming to form 
a leading global player in social games

• Social games is the fastest growing category of the board games market and ATM Gaming 
is a leading player

• Asmodee is the best global platform to unleash the full potential of ATM Gaming 

• Asmodee will benefit from ATM Gaming’s IPs and digitally driven go-to-market know-how 

• The purchase price amounts to EUR 180m, payable in cash and class B shares

• Performance-based earn-out up to EUR 70m in class B shares

• The acquisition is expected to contribute to asmodee’s organic growth engine while 
being margin accretive

For FY 26/27, ATM Gaming is expected to contribute at least EUR 50m in net sales 
and in excess of EUR 25m in EBITDA before synergies

  Earn-out tied to EUR 30–50m average annual EBITDA over next 5 years
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Social games is the fastest growing category of the board 
games market

1. Mass market sales for US and main Europe countries | Source: Arthur D Little, October 2025

Market growth & trends: board games and social games category in mass1

Board games market across categories
Social games category
CAGR: 2017-2019, 2019-2025, 2025-2030F

2017 2019 2025 2030F
// ////

Key social games & IPs: 
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Broad portfolio of innovative and long-lasting games and IPs

Published by 
asmodee

Social Games
Lifestyle GamesTabletop Games

Published by 
partners

Social Games
USPs for 

consumers:

Accessibility:
easy to learn, no prior 
gaming culture needed

Intensity:
short sessions, high 
replayability

Affordability:
lower prices, available in 
many retail points 5
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ATM Gaming – Creator of unforgettable social games
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ATM Gaming’s sucessful journey in social games

2018-2019
Founded by four co-founders with strong 
profiles and passion for board games. 
After several months of development, they
launched their first party game, which
rapidly became a major success in France.

2020-2025
Between 2020 and 2024, the team expanded internationally and 
broadened its portfolio with family and couple games, while
achieving strong market recognition through award-winning
titles including Osmooz (2020), Little Secret (2022) and Speed 
Bac / Quickstop (2024).

2026 →
Asmodee and ATM Gaming to form 
a leading global player in social games, 
combining asmodee’s global platform with 
ATM Gaming’s IPs and digitally driven go-to-
market know-how.

Foundation Portfolio and international expansion Joining asmodee

40+ team members

60+ SKUs

6+ million games sold
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Unique and proven e-retailer distribution engine for 
social games

5 ATM Gaming titles in top 10 Toys & Games bestsellers on Amazon1

1. Top 10 AMZ Toys & Games in France capture from 18 dec. 2025

ATM Gaming has built a proven know-
how to capture visibility, convert 
demand and defend rankings in highly 
competitive categories.

The model combines:
➢ Catalog optimization
➢ Full-funnel advertising (Amazon Ads)
➢ Advanced SEO
➢ Real-time performance analytics

→ Resulting in sustained Top 10 
placements and repeatable launch 
success.

#1 #2 #3
#4

#10#6 #9#7 #8

#5
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Established

Emerging

Asmodee reach – ATM Gaming
expansion opportunity

Strong European footprint with expansion opportunities
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Strong team and leadership continuity
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40+ Team members
(Design & dev, ads, community 

management, Amazon, etc) 
9 nationalities 3 offices

Paris, Munich, Madrid

Antoine
ex-META, Client 

Solution Manager
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• For FY 26/27, ATM Gaming is expected to contribute at least EUR 50m in net sales and in excess of EUR 25m 
in EBITDA before synergies

• Earn-out tied to EUR 30–50m average annual EBITDA over next 5 years
• Expected to contribute to asmodee’s organic growth engine while being margin accretive

Asmodee is the best platform to unleash the full 
potential of ATM Gaming

Social games – the fastest-
growing category of the board 

games market

ATM Gaming will leverage 
asmodee’s geographical reach 
and know-how in operational 
efficiency

Asmodee will benefit from 
ATM Gaming’s IPs and 
digitally driven go-to-market 
know-how
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By end of
April 2026 July 2031

Transaction details (timeline)

• EUR 120m in cash
• EUR 30m in class B 

shares

• Deferred payment 
in cash of EUR 30m

• Instalment 1 
class B shares

• Instalment 2 
class B shares

EUR 180m Maximum of EUR 70m

June 2027

12

Earn-out tied to EUR 30–50m average annual 
EBITDA over next 5 years

By end of 
September 2027
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• The acquisition strengthens the global positioning of asmodee in social games, 

the fastest-growing category of the board games market

• Asmodee is the best platform to unleash the full potential
of ATM Gaming

• Asmodee will benefit from ATM Gaming’s IPs and digitally driven go-to-
market know-how

13

The acquisition is expected to contribute to asmodee’s organic growth engine 
while being margin accretive

ATM Gaming marks asmodee’s fifth acquisition in the past 12 months

Active pipeline remains strong, with asmodee continuing to execute on its M&A 
strategy going forward 
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