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STARBREEZE
AGM Presentation 2016
The Starbreeze Ecosystem & Beyond
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P&L 
JUL-DEC 
YOY

Note	that	in	accordance	with	decision	taken	at	the	AGM	in	November	2015	Starbreeze	has	changed	fiscal	year	to	
calendar	year	as	of	January	1st 2016.

JUL-DEC	15 JUL-DEC	14
NET	SALES 98,8 77,7 27,2%
TOTAL	REVENUES 149,6 82,3 81,8%
OPERATING	EXPENSES -126,0 -49,0 157,1%
EBITDA 23,6 33,3 -29,1%
DEPRECIATIONS	 -2,6 -8,7 -70,1%
EBIT 21,0 24,6 -13,8%
NET	PROFIT 22,7 21,2 7,1%

Cash	balance	end	of	period 85,4 184,4 -53,6%
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P&L 
Q1 
YoY

According	to	our	plan	q1	was	the	quarter	in	which	we	broke	the	positive	trend.	Q1’15	had	an	insanely	successful	campaign	and	we	also	sold	
brothers.	We	have	now	started	to	depreciate	Valhalla	and	the	convertible	bond	re-valuation	hits	net	profits		

Q1 16 Q1	15
NET	SALES 40,8 47,7 -14,5%
TOTAL	REVENUES 66,5 61,5 8,1%
OPERATING	EXPENSES -70,8 -47,5 49,1%
EBITDA -4,2 13,9 -130,2%
DEPRECIATIONS	 -5,2 -3,0 73%
EBIT -9,5 10,8 -188%
NET	PROFIT -14,8 8,1 -282,7%

Cash	balance	end	of	period 416,5 165,4 250%

Adjusted	for	the	disposal	
of	Brothers	IP,	main	FX	
differences	 	and	
Convertible	Bond,	the	
Net	Profit	would	have	
been:	

Q1	2016 Q1	2015	
-5,9	MSEK								-2,2	MSEK	
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REVENUES 
YOY 
ANALYSIS

Revenues	down	14	%	yoy.	Sale	of	brothers	ip and	a	very	successful	spring	break	campaign	last	year	
(march	2015	is	second	best	month	ever)	main	reasons.	

47,7

40,8

Q1	LY	Rev

-2,6

Royalty	PD2 Merchandise Disposals

-4,0-0,2

-14%

Q1	Rev

-0,1

Other	Revenues

Last	year	 in	March	we	held	a	
monumental		spring	break	
campaign	on	Steam	plus	multiple	
releases	 and	Hype	train.		

Disposal	of	Brothers		

Q1	- 15 Q1	- 16
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NET SALES 
PER 
QUARTER & 
YOY Growth

The	positive	trend	is	broken	–negative	growth	of	-14,5	%		
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PAYDAY 2 
REVENUE 
PER 
QUARTER

Continued	strong	revenue	stream	from	payday	2	despite	11	quarters	since	release
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TOTAL 
EXPENSES 
BY QUARTER

High	activity	across	all	business	areas	drives	OPEX	
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for	ASIA

10+1
10 games + VR

3+0 
3 games

2014/152013/14

14+1
14 games + VR

2016

ACCELERATION 
NEEDED TO 
SECURE 
SUCCESS OF 
OUR GROWING 
BUSINESS

The	acceleration	is	focused	on	growth	areas	but	significant	and	will	drive	OPEX	and	CAPEX.	AAA	partners	such	as	Smilegate,	Acer	and	IMAX	will	
be	key	enablers	and	reduce	risk.	
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Cash 
balance   
Q1-15 to    
Q1-16

Strong	cash	position	due	to	Smilegate	cash	injection
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STARBREEZE 
$HARE

Per	May	23	
Market	cap	5	282	MSEK
>18,200	shareholders	(April)

From	Jan	15	–May	15
SBZ	B	+	316		%
OMX	SPI	+	1	%
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CAPITALIZED 
EXPENSES  
– THE WAY 
IT WORKS

1) In	order	to	match	
expenses/investments	with	the	
future	revenues	for	a	game	or	a	
technology,	Starbreeze
capitalizing	the	expenses	for	the	
development.	

2) This	capitalization	(CAPEX)	is	
booked	as	a	revenue	and	
expense	over	the	P&L	plus	an	
asset	on	the	Balance	Sheet.

3) When	the	game	is	released	we	
start	to	take	the	cost	gradually	
by	depreciation	of	the	asset	over	
the	expected	life	time	of	the	
game	or	technology.		

4) 1-2	are	applicable	for	our	own	
game	development	e.g.	OTWD.	
The	publishing	business	is	
treated	differently	with	no	
impact	on	the	P&L	during	the	
development.	The	“expenses”	
are	 instead	directly	recorded	as	
an	asset	and	then	treated	
according	to	point	3.	

BALANCE SHEET

PROFIT & LOSS 
Profit	and	loss	statement	
Only	expenses	for	own	
developed	games	impacts	the	
P&L	(both	revenues	and	costs)	
during	the	development.	

CASH FLOW

Balance	sheet
Both	“expenses”	related	to	own	
game	development	and	
advanced	royalty	in	the	
publishing	business	are	
recorded	as	assets.	

Cash	Flow	statement	
Paid game	and	tech	
development	and	paid	advanced	
royalty.	Not	the	same	as	in	the	
balance	sheet.	

IMPORTANT	TO	UNDERSTAND	P&L	AND	BALANCE	SHEET	CASH	FLOW	EFFECTS	OF	GAME	DEVELOPMENT	–EXAMPLE	FROM	OUR	LAST	
QUARTERLY	REPORT	
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SMILEGATE 
CONVERTIB.
BOND

• The	partnership	with	Smilegate	in	Q1	rendered	two	immediate	
cash	injections:
• New	share	issue	amounting	to	129	MSEK	
• A	convertible	bond	amounting	to	215	MSEK		

• Due	to	the	structure	of	the	CB,		the	instrument	is	defined	as	a	
derivate

• A	derivate	needs,	per	IFRS	13,	be	recorded	at	market	value at	
each	closing	

• The	change	in	value	will	be	recorded	as	a	financial profit	or	
loss

• The	key	variables	that	impact	the	value	are	a)	SBZ	share	price,	
b)	volatility	of	the	underlying	share	and	c)	time	to	maturity	

• A	significant	change	in	share	price	will	
have	a	significant	P&L	impact	until	the	
convertible	is	converted	

• There	is	no	cash	impact
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Payday 2 –
enabling 
success

SOON Celebrating 3 years 
of PAYDAY 2

3,9 million community 
members

Concurrent peak of 
81.000 players

Multiple collaborations

99 updates & counting

40+ DLCs released on 
steam
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Strength 
in 
numbers

PAYDAY 2 community soon 4 million 
strong
The highest ranking community on Steam.

Transferring knowledge to our 
Publishing partners
Through active community management, our first 
publising partner Behaviour Digital with Dead by Daylight 
soon have 100.000 members in their community before 
launch.



19Slide  / 19Slide  /

STARVR 
TIMELINE

L

The one FOV to rule them all
The first idea of a HMD with natural FOV was born. 120° prototype constructed. 

More. 210 ° Infinite Eye 
The first prototype true to StarVR vision was born

Starbreeze acquires infinite eye
Launched at E3 2015

STarVR and OVERKILL’s The Walking Dead Tour
Following E3, Overkill’s The Walking Dead and StarVR tours the US in an RV. 

june

Jul-dec
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STARVR 
Timeline

p

Collaborating with Tobii for Eyetracking
Tobii and Starbreeze to collaborate on integration eye-tracking into the StarVR HMD

Announcing the Starcade
Starbreeze to bet on location based VR, center to open in LA (later brought into 
IMAX VR).

Announcing Acer as manufacturing partner
Acer and Starbreeze to form a joint venture . 

p

Sept

feb

may

may

Announcing IMAX as a location based partner
IMAX and Starbreeze in agreement to form a joint venture . 

p
may

Announcing Smilegate as a VR Platform Partner
IMAX and Starbreeze in agreement to form a joint venture . 
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01. IP

THE STARbreeze ECOSYSTEM
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STARbreeze
ECOSYSTEM
01.IP

INTERNAL Ips & developement

Starbreeze portfolio of products is growing. 
PAYDAY 2 is joined by upcoming OVERKILL’s 
The Walking Dead and more

Publishing

Expanding our business to publishing 
partnerships, Dead by Daylight first to release 
on June 14.

Collaborations

Key collaborations are made to retain 
momentum in our products and develop on 
existing franchises, like Crossfire.
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02. Tech

01. IP

THE STARbreeze ECOSYSTEM
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STARbreeze
ECOSYSTEM
02.TECH

DIESEL

Our in-house engine powering PAYDAY 2 and 
the publishing title RAID: World War II 

VALHALLA

Our next generation VR-ready engine to power 
future development, including OVERKILL’s The 
Walking Dead 

STARVR

Our high fidelity, VR technology
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03. USER base/Communication

02. Tech

01. IP

THE STARbreeze ECOSYSTEM



26Slide  /

STARbreeze
ECOSYSTEM
03. 
USERBASE
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03. USER base/Communication

02. Tech

04. Location Based 
Entertainment (LBE)

01. IP

THE STARbreeze ECOSYSTEM
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STARbreeze
ECOSYSTEM
04.LBE

Celebrating 3 years

Concurrent peak of 
81.000 players

MASSIVE Reach Potential 
for LBE

PREMIUM  CONTENT - Games 
& movies

Positioned for No.1 
Location Based VR-
experience
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03. USER base/Communication

02. Tech

04. Location Based 
Entertainment (LBE)

01. IP

THE STARbreeze ECOSYSTEM

05. STARVR HMD



30Slide  /

STARbreeze
ECOSYSTEM
05.STARVR 
HMD

Celebrating 3 years

Concurrent peak of 
81.000 players

ANTAL THEATRES

PREMIUM  CONTENT

No.1 Location Based VR-
experience

ESTABLISHED 
MANUFACTURING PARTNER

Joint Venture with R&D 
Capabilities

KEEP ON INNOVATING 
THROUGH COLLABORATIONS
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03. USER base/Communication

02. Tech

04. Location Based 
Entertainment (LBE)

01. IP

THE STARbreeze ECOSYSTEM

05. STARVR HMD

06. ???
What will the future hold?
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THANKS!
The Starbreeze Ecosystem & Beyond


