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We connect
fans, brands,
creators, and
publishers.

NASDAQ: GAME




DISCLAIMER

This presentation is provided for information purposes only and should not be considered as
an offer to purchase or a recommendation to purchase, sell or hold any securities of
GameSquare Holdings, Inc. (“GameSquare”).

The information contained in this document is subject to change without notice and is based on publicly available
information, internally developed data and other sources. Where any opinion or belief is expressed in this
presentation, it is based on the assumptions and limitations mentioned herein and is an expression of present
opinion or belief only. No warranties or representations can be made as to the origin, validity, accuracy,
completeness, currency or reliability of the information. GameSquare and its respective shareholders, affiliates,
representatives, directors, offices, employees, advisers or agents disclaim and exclude all liability (to the extent
permitted by law), for losses, claims, damages, demands, costs and expenses of whatever nature arising in any
way out of or in connection with the information in this presentation, its accuracy, completeness or by reason of
reliance by any person on any of it. This presentation should not be construed as legal, financial or tax advice to any
person, as each person’s circumstances are different. In addition, this presentation does not purport to be all-
inclusive or to contain all of the information relevant to or a fully analysis of GameSquare. Readers should consult
with their own professional advisors regarding their particular circumstances.

FORWARD-LOOKING STATEMENTS

This presentation contains "forward-looking information" and "forward-looking statements" (collectively, "forward-
looking statements") within the meaning of the applicable Canadian and United States securities legislation. All
statements, other than statements of historical fact, are forward-looking statements and are based on expectations,
estimates and projections as at the date of this presentation. Any statement that involves discussions with respect
to predictions, expectations, beliefs, plans, projections, objectives, assumptions, future events or performance
(often but not always using phrases such as "expects", or "does not expect", "is expected", "anticipates" or "does
not anticipate”, "plans", "budget", "scheduled", "forecasts", "estimates", "believes" or "intends" or variations of such
words and phrases or stating that certain actions, events or results "may" or "could", "would", "might" or "will" be
taken to occur or be achieved) are not statements of historical fact and may be forward-looking statements. In this
presentation, forward-looking statements relate, among other things, to GameSquare’s future performance and
revenue; continued growth and path to profitability; GameSquare's ability to execute its business plans; and the
future potential and performance of the business sectors in which GameSquare operates, the market size of the U.S
and global influencer marketing platform and U.S. and global digital advertising spending. These forward-looking
statements are provided only to provide information currently available to GameSquare and are not intended to
serve as and must not be relied on by any investor as, a guarantee, assurance or definitive statement of fact or
probability. Forward-looking statements are necessarily based upon a number of estimates and assumptions which
include, but are not limited to: GameSquare’s ability to grow its business and being able to execute on its business
plan, being able to complete and successfully integrate acquisitions, being able to recognize and capitalize on
opportunities and continuing to attract qualified personnel to support its development requirements. These
assumptions, while believed to be reasonable, are subject to known and unknown risks, uncertainties, and other
factors which may cause the actual results and future events to differ materially from those expressed or implied by
such forward-looking statements. Such factors include, but are not limited to: GameSquare's ability to achieve its
objectives, successfully execute its growth strategy, obtain future financings or complete offerings on acceptable
terms, leverage its portfolio across entertainment and media platforms, depend on the combined entity’s key
personnel, and successfully respond to general business, economic, competitive, political and social uncertainties
including impact of the COVID-19 pandemic and any variants.

These risk factors are not intended to represent a complete list of the factors that could affect
GameSquare, which are discussed in greater detail in GameSquare’s most recent MD&A. There can be no
assurance that forward-looking statements will prove to be accurate, as actual results and future events
could differ materially from those anticipated in such statements. Accordingly, readers should not place
undue reliance on the forward-looking statements and information contained in this presentation.
GameSquare assumes no obligation to update the forward-looking statements of beliefs, opinions,
projections, or other factors, should they change, except as required by law. Investors are cautioned that
this presentation may not be accurate or complete and should not be relied upon, and that trading in the
securities of GameSquare should be considered highly speculative.

In addition, the estimates of revenues, gross margin or other financial metrics contained herein may be
considered “future oriented financial information” or “financial outlooks” (collectively, “FOFI”) within
meaning of applicable securities legislation. FOFI has been prepared by GameSquare’s management to
provide an outlook on GameSquare’s activities. GameSquare believes that the prospective financial
information has been prepared on a reasonable basis, reflecting management’s best estimates and
judgments, and represents, to the management’s current knowledge and opinion, GameSquare’s course of
action. The reader is cautioned that this information may not be appropriate for any other purpose and the
reader should not place undue reliance on such future-oriented financial information and financial outlooks.
FOFI, as with forward-looking statements generally, are, without limitation, based on assumptions and
subject to the risks set out above. GameSquare’s actual financial position and results of operations may
differ materially from management’s current expectations and, as a result, GameSquare’s future revenue,
gross margin and other financial metrics presented herein may differ materially from the guidance provided
in this presentation. Except as required by law, GameSquare assumes no obligation to update the forward-
looking statements of beliefs, opinions, projections, or other factors, should they change, except as
required by law.

MARKET RESEARCH AND PUBLIC DATA

Market data and industry forecasts contained in this presentation have been obtained from industry
publications, various publicly available sources and subscription-based reports as well as from
management’s good faith estimates, which are derived from management’s knowledge of the industry and
independent sources that management believes to be reliable. Industry publications, surveys and forecasts
generally state that the information contained therein has been obtained from sources believed to be
reliable. GameSquare has not independently verified the data obtained from these sources and they
cannot assure you of the data’s accuracy or completeness. This data is subject to change. GameSquare
hereby disclaims any responsibility or liability whatsoever in respect of any third-party sources of market
and industry data or information.

CURRENCY

Unless otherwise indicated, all dollar references are to U.S. dollars.
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THE OPPORTUNITY
Youth culture is hard to find, yet we know how to locate
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$250-500B 3+ BILLION

Growth of Global Creator Economy Gamers in the World

Source: Goldman Sachs Research PC/Console/ Mobile
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TIGHT STRUCTURE

Key investors include Jerry Jones

and Goff Families
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GAMESQUARE MARKET TRENDS AND TAM

GLOBAL VIDEO GAME MARKET
(Billions, USD, 2021 -2025)

230B+ TAM
$180 12% CAGR $284 $ GLOBAL GAMING MARKET

BO0-65%
U.S. DIGITAL ADVERTISING SPENDING REVENUE ACTIVITY THROUGH INFLUENCERS
(Billions, USD, 2021-2025)
$211 13% CAGR $342
10-15%
_______________________ REVENUE SPEND ON
MARKETING

U.S. INFLUENCER MARKETING

PLATFORM MARKET
(Billions, USD, 2021-2025)

$23-358B

Sources: Newzoo, eMarketer, Grand View Research
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End to end Powered By  Amplified By
Creative Pro%rletary World Class
Services Tec ;I'F?Ient and

Strategy Influencer Marketing

In-game builds Managed services

Media + Placement Content + IP
Experiential FaZe Esports
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Crea_tive
Services

Your full service
creative team, rooted
in gaming and
internet culture.

The majority of today’s internet trends started in
gaming. Our native gaming roots have allowed us to think
about the consumer landscape differently, constantly
navigating new platforms, weaving in cohesive
messaging from interactive experiences to static content,
to IRL experiences, and every other touchpoint.

Cohesive Campaigns for Scattered

Attention:

At any given moment, today’s consumer can be
simultaneously playing a game on a PC, scrolling a
variety of social apps on their phone, communicating with
friends on Discord, shopping in another window, and
interacting live with their favorite streamer. With attention
so scattered, our strategic approach brings consistent
messaging to meet consumers in each one of those
experiences in a way that is native to that platform.

B (s

Content for the
internet

generation

We help you tell your brand story and
authentically tap into gaming culture with
bespoke end-to-end content services.

. Long / Short- form
. Live broadcasts

. Scripted

. Photo

. Design

-

Consumér
Product

Full service product development capabilities.
. Strategic design and development
. Fulfillment
. Store management

In Game
Activations

Building world class experiences in today’s
top gaming platforms.

. Custom builds
o Guerilla integration
° In-game placement

Influencer
Procurement

Sourcing and activation of influencers for any
strategy or timeline.

. Sourcing and contracting

. Deliverable management

. Tracking and optimization

IRL
Experiences

Full service event and creative
production services.

. Custom fabrication
Concept development
Retail pop ups
Event production

L[]
L[]
L[]
. Tradeshow

Media
Placement

Meet gamers where they watch, browse,
connect, and play with a dynamic approach built
for a multi-screen audience.
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Powered by Proprietary Tech

Your Universal

) Your Influencer
Planning Tool

Marketing Hub

(g

Industry-Leading data
analytics platform & reporting
focused on influencer
marketing and sponsorship
measurement.

Identify the right influencers for
your campaign, communicate
directly, and measure your
results... all in one place.
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The Most Recognizable Global Esports Brand
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BRANDS WE’VE
WORKED WITH
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WHY WE WIN — UNIQUE AND DIFFERENTIATED PLATFORM

)

GameSquare
(GAME)

FAZE

b

EGLX

WPP

Creative Agency

Publisher & Influencer
Network

Recurring Revenue

Programmatic Advertising
Technology

Analytics & Insights
Technology

Long & Short Form Video
Production

Merchandising

Campaign Management
Technology

Traditional Sports & Cross
Culture Connection

Esports Teams
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BRANDS ARE GROWING INSIDE OUR PLATFORM

Global Customer Relationships and Diverse End Markets

Massive Opportunity for Organic Growth through Cross Pollination

GAME HARDWARE & CONSUMER MEDIA & APPAREL & LIFESTYLE
PUBLISHERS PERIPHERALS BRANDS ENTERTAINMENT BRANDS
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PRICE (5/22/25) S0.78
TIGHT CAPITAL STRUGTURE WITH 2. WK HIGH (5122129 ”
HIGH INSIDER OWNERSRIP wEKOWE2) 50

SHARES 1&0 (5/14/25) 38.9M

MARKET CAP (5/22/25) $30.4M
OPTIONS + RSUs OUTSTANDING 3.3M
WARRANTS OUTSTANDING 2.0M

SHARES UNDERLYING 0.3M
CONVERTIBLE DEBT (5/22/25) '
FULLY DILUTED SHARES 44 4\
OUTSTANDING (5/22/25) '

CASH S4M

TOTAL DEBT (PRINCIPAL +

ACCRUED UNPAID INTEREST) S41M

INSIDER OWNERSHIP 22%
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POSITIONED FOR

PROFITABLE GROWTH

Amounts shown represent pro forma results
including GSQ Esports, Engine and FaZe*

$95M

$45M

2023

- GameSquare Holdings less FaZE

$102M

$40M

2024

|
1
[

+40-50%
YoY Growth

Excluding FaZe
2024-2025E

$100M-105M*

| $10M-15M* l

2025E

: FaZe clan (FaZe eSports + FaZe Media)

Adjusted EBITDA defined as EBITDA adjusted to exclude extraordinary items, non-recurring items and other non-cash items, including, but not limited to (i) share
based compensation expenseg, (ii) transaction costs related to merger and acquisition activities, (iii) arbitration settlement reserves and other non-recurring legal
settlement expenses, (iv) restructuring costs, primarily comprised of employee severance resulting from integration of acquired businesses, (v) impairment of goodwill
and intangible assets, (vi) gains and losses on extinguishment of debt, (vii) change in fair value of assets and liabilities adjusted to fair value on a quarterly basis, (viii)

gains and losses from discontinued operations, and (ix) Net income (loss) attributable to non-controlling interest

13 *2025E guidance does not include Q1 results or Q2-Q4 projections of FaZe Media, which was disposed of on April 1, 2025
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EXPERIENGED AND DRIVEN LEADERSHIP

MANAGEMENT TEAM

JUSTIN KENNA LOU SCHWARTZ
CEO PRESIDENT

TOM WALKER

CFO DALLAS COWBOYS &
JONES FAMILY OFFICE

MIKE MUNOZ MATT EHRENS
CFO CTO

JEREMI GORMAN

NETFLIX PRESIDENT,
WORLDWIDE ADVERTISING

KEY INVESTORS

TYLER “Ninja” BLEVINS JOHN WILK
clo GENERAL COUNSEL

LA

JERRY JONES

OWNER, PRESIDENT & GM
DALLAS COWBQYS, NFL

14

PROVEN BOARD MEMBERS

TRAVIS GOFF
PRESIDENT GOFF CAPITAL

N\

STU PORTER
CEO, DENHAM CAPITAL

JOHN C. GOFF

FOUNDER GOFF CAPITAL
CEO CRESCENT REAL ESTATE,
CHAIRMAN CONTANGO QIL & GAS

JUSTIN KENNA
CEO

NICK LEWIN
CROWN PREDATOR

LOU SCHWARTZ
CHAIRMAN

4
A

PAUL HAMILTON
ATLANTA ESPORTS VENTURES
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THANK
YOU

GAM=SQUANAR=
JUSTIN KENNA, CEO LOU SCHWARTZ, PRESIDENT
JUSTIN@GAMESQUARE.COM LOU@GAMESQUARE.COM
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https://twitter.com/GSQEsports
https://www.instagram.com/gsqesports/
https://www.youtube.com/channel/UCx8mKf2rjqKRSdf1m5fyj6Q
https://www.facebook.com/GSQEsports
https://www.linkedin.com/company/gamesquare-esports-and-media-group/
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RECENT CASE STUDIES

4 Domino’s

NINJA NEW YEARS EVE

STRATEGY, CONTENT, EVENT PRODUCTION,
TALENT IP, DEVELOPMENT.

OVERVIEW:

Zoned and Ninja partnered to host a six hour New Year’s Eve multicast
livestream featuring some of the biggest talent on the internet! The event was
a massive success, the talent participating in the event had rave reviews and
the community loved the content! We showed a new way to celebrate NYE,
authentic to gaming culture.

OUR APPROACH:
. We built custom programming for the event, working with team
Ninja on each segment and building out a full ROS
. We creative directed the event and developed a bespoke logo that

will live on for future NNYE events! Creative direction included
stream assets, social assets, set design, and merchandise

. We brought in talent relevant to Ninja’s audience to help promote
and participate in the event
. The event was able to sell sponsorships to massive brands such

as Domino’s and State Farm.

RESULTS
. Talent on set and the audience at home had great positive
sentiment. We are gearing up for year two right now!

186M 119K 29K

Total Event Impressions Hours Watched Total Peak CCV

NINYE

- NINJA’S NYE

DECEMBER 315" @ 6PM CST
STREAMING ON -]

GUEST STARS PARTY GAMES

GIVEAWAYS
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RECENT CASE STUDIES

5 SCOPELY

SCOPELY

INFLUENCER DISCOVERY, MANAGEMENT, AND
CAMPAIGN EVALUATION ACROSS PUBLISHING

P

OVERVIEW:

Scopely has grown its creator programs for Monopoly GO and Stumble Guys
to span across the globe and into several different live streaming and social
media platforms. Their team needed a streamlined solution to discover
emerging talent, onboard selected creators, manage campaigns, and quickly
and accurately measure success + attribution.

OUR APPROACH:

RESULTS

Sideqik’s best-in-class CRM was deployed to vet influencers on a
global scale and ensure that the programs were able to target the
proper audiences (demographics, location, etc.) Once
onboarded, Scopley’s team has been able to use Sideqgik as a one
stop solution to execute the complex workflows stemming from
seasonal/ongoing campaigns

Stream Hatchet developed custom and recurring reporting to
measure the results of its creators’ live-streaming content. The
insights help Scopely to evaluate its paid content strategy KPIs
across multiple regions and platforms to give its team actionable
insights into rewarding creators and developing future campaigns

ONOPOLY] = STUMBLE
GO! g

° & =

$97M 600K+

EARNED MEDIA VALUE

MONTHLY PROGRAM

FROM HOURS WATCHED

SPONSORED POSTS

FR Holiday Campaign 2023

Engagement Over Time

Top Creators

Connect Profiles

Authenticity Score

Low

Top Games 90

Top Content

600000

625.4k
Location

Meboume

Melbourne:

BrandSafe

Conversions
Top Brands 9

TOTAL PROGRAM HOURS
WATCHED

% MoM:
SCOPELY GOAL: %ACCOMPLISHED: 76%

ORGANIC CREATORS PAID CREATORS

VOD's DATA
TOTAL VIEWS: T12.24M

SCOPELY GOAL: %ACCOMPLISHED: 34%

SOCIALS: # OF COMBINED POSTS: 2.7K TOTAL ENGAGEMENTS: 2.9M | scoreLY GoAL:

%ACCOMPLISHED:

NASDAQ

. GAME @



VALUE CHAIN OVERLAP PRESENTS A SWEET SPOT

GAMESQUARE'S END TO END SOLUTION ALREADY DELIVERS A MARKET
LEADING COMPETITIVE ADVANTAGE

LONGER TERM FOCUS

$23B GAMING
CREATOR $250B
ADVERTISING CREATOR

MARKET ECONOMY
OPPORTUNITY MARKET SIZE

18
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