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The Annual Report is prepared in Swedish and 
translated into English. Should differences occur 
between the Swedish Annual Report and the English 
translation, the Swedish version shall prevail.



– 5 –– 4 –

G5 ENTERTAINMENT AB – ANNUAL REPORT 2018 G5 ENTERTAINMENT AB – ANNUAL REPORT 2018

G5 2018 – THE YEAR IN BRIEF

1,4 BILLION 
Revenue for the period 
(SEK)

143 MILLION
Operating profit for the 
period (SEK)

28 %
Increase in revenue

 Consolidated revenue was SEK 1,450 M (1,135),  
an increase of 28 per cent compared to 2017

 EBIT for the year was SEK 143.4 M (101.7), an 
increase of 41 per cent compared to 2017

 Net result was SEK 128.8 M (89.3)

 Earnings per share before dilution was SEK 14.34 
(10.15) and after dilution SEK 14.24 (9.73) 

 Cash flow before financing activities was SEK 74.7 M 
(36.1). 

FINANCIAL KEY RATIOS, KSEK 2018 2017 Change %
Revenue 1,450,025 1,135,491 28%

Commission to distributors -440,378 -342,895 28%

Royalty to external developers -262,671 -234,814 12%

Gross profit 746,976 557,782 34%

Gross margin 52% 49%

Operating costs excluding costs for user acquisition -225,952 -141,194 60%

EBIT excluding costs for user aquisition 521,024 416,588 25%

EBIT margin before costs for user acquisition 36% 37%

Costs for user acquisition -377,576 -314,870 20%

Costs for user acquisition as a percentage of revenue -26% -28%

EBIT 143,448 101,718 41%

EBIT margin (%) 9.9% 9.0%

Earnings per share before dilution 14.34 10.15 41%

Cash flow before financing activities 74,703 27,172

Cash and cash equivalents 138,531 91,194

THIS IS G5 ENTERTAINMENT

G5 Entertainment AB (G5) is a developer and publisher of 
free-to-play games, F2P, that are mostly played on smart-
phones and tablets. In 2018, G5 generated revenues of SEK 
1,450 million and EBIT of SEK 143 million, corresponding to 
an EBIT-margin of 10 per cent. Geographically, G5’s most 
important markets are the US and Asia which combined 
accounted for 78 per cent of group revenues in 2018. 
The company, which is listed on Nasdaq OMX since June 2014, is headquartered in Stockholm 
and had 556 employees at the end of 2018. The division responsible for intellectual property 
rights, creative processes and game licensing is located in Malta, while development offices and 
studios are situated in Moscow and Kaliningrad in Russia and Kharkiv and Lviv in Ukraine. G5 
also has a marketing office in San Francisco, USA. 

Mobile games are the fastest growing segment of the overall gaming market. The mobile games 
market is, according to consulting firm NEWZOO, expected to grow by about 13 per cent annu-
ally from USD 56 billion in 2017 to more than USD 106 billion in 2021. The number of players 
worldwide today stands at 2.1 billion, a figure which is expected to rise to 2.7 billion by 2020.

G5’s games target the “casual player” segment, which is a rapidly growing market. The main tar-
get group is predominantly made up of female players over 35 years of age. The company’s mobile 
games portfolio contains 20 F2P-games, the category which dominates the mobile games market. 

G5 primarily offers proprietary games but also publishes games licensed from other developers. 
The company’s games are available for iOS, Android, Kindle Fire and Windows platforms and to 
a certain extent Facebook. They are distributed to customers through Apple App Store, Google 
Play, Amazon Appstore, Kindle Fire and Windows Store.

G5 IN NUMBERS

2018 2017
F2P Q4 Q3 Q2 Q1 Q4 Q3 Q2 Q1
DAU (mn)1 2.0 2.0 2.1 2.2 2.0 1.7 1.7 1.5

MAU (mn)1 8.2 8.0 8.2 8.9 8.9 7.3 7.4 6.5

MUP (thousands)1 275.4 286.1 321.5 337.8 331.4 273.1 273 236.4

MAGRPPU (USD)1 44.7 44.2 46.2 44.3 42.7 40.1 38.1 35.9

1For more information regarding the operational metrics, see the glossary on page 65.

6 EMPLOYEES
San Francisco, marketing

24 EMPLOYEES
Lvov, development

7 EMPLOYEES
Malta, licensing and development

87 EMPLOYEES
Moscow, development

95 EMPLOYEES
Kaliningrad, development

3 EMPLOYEES
Stockholm, head office

338 EMPLOYEES
Kharkov, development

G5's employees and offices
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WORD FROM THE CEO:

DELIVERING A RECORD YEAR

G5 Entertainment achieved record rev-
enues and earnings in 2018. Our focus 
on improving existing games and bring-
ing new, exciting games to the market 
gives us a strong position to continue 
driving future growth. 

When we ended 2017, we committed to gradually improving 
profit margins while still keeping the foot on the gas pedal to 
grow fast. Looking back on 2018, I’m proud to say our team 
delivered on those promises. Our revenue jumped 28 percent in 
2018 compared to the previous year, while our earnings soared 
41 percent. G5’s EBIT margin improved to 10 percent from 9 
percent in 2017. 

Management committed to developing G5 in a sustainable 
way, and it has paid off. The group is debt free, profitable and 
has positive cash flow, allowing us to return capital to share-
holders through dividends. This strong financial position also 
gives us the flexibility to continue investing in evolving our 
game portfolio, which is key to continued strong growth.

The market for mobile games is more mature now than 
when G5 started its mobile game publishing business, but it is 
still expanding and is considered the fastest-growing area of 
the overall videogames market. The market for mobile games 
is expected to grow about 13 percent annually over the next 

three years. With this tailwind behind us, our strategy remains 
the same – to focus on managing our current portfolio and to 
create new growth drivers to take G5 to the next level. 

The group’s revenue balance slightly improved in 2018 com-
pared to 2017 as the revenue from internally-developed games 
achieved record levels with Mahjong Journey, Homicide Squad, 
and Pirates & Pearls being the highlights of the portfolio. 
Hidden City currently remains the largest game in the portfo-
lio by monthly revenue, but as we continue to evolve existing 
games and bring new games to the market that dynamic should 
gradually change. 

Hidden City is going strong and has a loyal audience of 
players looking to continue the adventure. Together with the 
game’s developer, we are taking great care of the game to bring 
the best experience possible to the players. The title is a massive 
hit and will generate impressive sales and profits for G5 for 
many years to come. 

Our strategy of managing current portfolio while also 
building more games ourselves led us to recruit new team 
members over the past two years. Our development teams are 
stronger than ever after attracting many talented engineers, 
artists and designers who play a critical role in making sure 
our existing and new games are the best possible. 

The upside to having these development teams is that when 
we succeed, we reap the benefits. G5 has developer DNA and 
has learned a lot over the years and we are using that extensive 
knowledge when focusing our efforts on current games and 
those new ones that have the best potential to drive revenue 
and earnings. 

Homicide Squad continues to show positive signs and we 
are seeing solid sales from Mahjong Journey. We will continue 
to evolve these games and expect them to do well this year. In 
addition, our development pipeline looks promising. The new 
games build upon the technology and game play foundation 
we have created earlier and have special emphasis on an engag-
ing story line and immersive meta-mechanics, not unlike the 
best games on the market in the corresponding genres. We are 
looking forward to releasing these titles during 2019. 

G5 has an exciting 2019 ahead of it. We started the year in 
a strong financial situation and are determined to continue 
driving a well-managed, global business that returns capital to 
shareholders. We have a solid track record of creating success-
ful games that generate sales over an extended period of time, 
thanks to our portfolio approach. We will continue to develop 
our existing games and release new titles to keep our loyal 
users coming back. 

Vlad Suglobov
CEO, co-founder
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