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Item 2.02 Results of Operations and Financial Condition.

On August 14, 2024, Super League Enterprise, Inc. (the “Company”) released its financial results for the fiscal quarter ended June 30, 2024 (the ‘Earnings Press
Release”) and posted on its website a letter to shareholders of the Company (the “Letter to Shareholders”) from the Company's Chief Executive Officer, Ann Hand. The
Letter to Shareholders discussed, among other matters, operating highlights and financial results for the fiscal quarter ended June 30, 2024. Copies of the Earnings Press
Release and the Letter to Shareholders are attached hereto as Exhibits 99.1 and 99.2, respectively.

Item 7.01 Regulation FD Disclosure.

See Item 2.02.

Item 9.01 Financial Statements and Exhibits.
(d) Exhibits Index
Exhibit

No. Description

99.1 Earnings Press Release, dated August 14, 2024

99.2 Letter to Shareholders, dated August 14, 2024

104 Cover Page Interactive Data Filed (embedded within the Inline XBRL document)
Disclaimer.

The information in this Current Report onForm 8-K is being furnished and shall not be deemed “filed” for purposes of Section 18 of the Securities Exchange Act of
1934, as amended (the “Exchange Act’), nor shall the exhibits filed herewith be deemed incorporated by reference in any filing under the Securities Act of 1933, as
amended, or the Exchange Act, except as shall be expressly set forth by specific reference in such a filing.

This Current Report on Form 8-K may contain, among other things, certain forward-looking statements within the meaning of the Private Securities Litigation
Reform Act of 1995, including, without limitation, (i) statements with respect to the Company's plans, objectives, expectations and intentions; and (ii) other statements
) "o

identified by words such as "may", "could", "would", should", "believes", "expects", "anticipates", "estimates", "intends", "plans" or similar expressions. These statements
are based upon the current beliefs and expectations of the Company's management and are subject to significant risks and uncertainties.
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Pursuant to the requirements of the Securities Exchange Act of 1934, the registrant has duly caused this report to be signed on its behalf by the undersigned
thereunto duly authorized.

Super League Enterprise, Inc.

Date: August 21, 2024 By: /s/ Clayton Haynes

Clayton Haynes
Chief Financial Officer



Exhibit 99.1

Super League Announces Second Quarter 2024 Financial Results

~ Q2 2024 Highlighted by Launch of Innovative Scalable Products, SOUNDZ and Unlockables, New Dedicated Worlds and a Strategic
Partnership with Meta-Stadiums~

~ Net Loss Improvement in Q2 2024 Attributable to Reduced Spend Paves the Way for First Profitable Quarter in Q4 ~

SANTA MONICA (August 14, 2024) — Super League (Nasdaq: SLE), a leader in redefining the gaming industry as a media channel, has released its second quarter 2024
financial results in the form of a shareholder letter which can be accessed under the Quarterly Results section of the Company’s investor relations website. A webinar hosted
by Ann Hand, CEO of Super League, and Clayton Haynes, CFO of Super League, will be streamed here beginning today, Wednesday, August 14, 2024 at 5:00 PM Eastern
Time to further discuss the results.

Management Commentary by Chief Executive Officer, Ann Hand:

“While our revenues were flat sequentially due to $1.8 million in revenue deferrals and program start delays to Q3, we once again made material strides in controlling costs
and eroding our operating losses as we march toward our first expected profitable quarter in Q4. Through further productization of our immersive experience offerings,
Super League Pop-Ups, along with other innovations, we create new paths for margin expansion and increase our speed to market. In our view, we are a boutique product
and technology company in this space as evidenced by the debut of our scalable music offering “SOUNDZ,” bringing Bebe Rexha to Roblox. We continue to attract and
retain some of the world's most valuable brands like Visa, Kraft, Maybelline, Sony and more. A real hallmark for the quarter was the launch of our "Olympic World"
experience through a collaboration with Visa and the IOC that captured global audiences with the thrill of the Olympics through games, quests and events along with digital
merchandise shopping.

A separate significant development to highlight is our new strategic partnership with Meta-Stadiums that creates the opportunity to bring much larger programs to Super
League that are cross-platform. This enables our capability inside existing game platforms to be complemented with Meta-Stadiums technology to create dedicated, ownable
digital "stadiums" outside of existing platforms. Meta-Stadiums brings top tier sports and entertainment IP, and a path for us to expand into consumer and data
monetization."

Our strong pipeline and sales momentum continue to build in the back half of 2024 while we maintain strict expense management and streamline efficiencies, as we are
positioned for another record setting revenue year in 2024 leading us to our first expected profitable quarter in Q4.”




The webinar may also be accessed by dialing 877-407-0779 or 201-389-0914 (International). A replay of the webinar will be available on Super League’s investor relations
website and can also be accessed here.

For any questions related to the Company’s second quarter 2024 financial results or shareholder letter, please contactSLE@mzgroup.us.

About Super League:

Super League (Nasdaq: SLE) is redefining the gaming industry as a media channel for global brands. As a leading end-to-end immersive content partner, Super League
enables marketers, advertisers, and IP owners to reach massive audiences through creativity, innovation, and gameplay within the world’s largest immersive platforms.
Boasting an award-winning development studio, a vast community of native creators, and a proprietary suite of tools that maximize user engagement, Super League is a one-
of-a-kind holistic solutions provider. Whether a partner is focused on building a world-class creative experience, achieving a lift in brand awareness, inspiring deeper
customer loyalty, or finding new sources of revenue, Super League is at the forefront — always pioneering within immersive worlds. For more information, visit
superleague.com.

Investor Relations Contact:
Shannon Devine/ Mark Schwalenberg
MZ North America

Main: 203-741-8811
SLE@mzgroup.us



Exhibit 99.2

Letter to Shareholde
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compared to the prior year quarter. We are off to a strong
start for Q3 and expect to be zble to deliver a large second
half of 2024 inside of our current cost structure,

Second quarter 2024 topline highlights included revenues
associated with immersive experiences for global brands
such 2s the Internationzl Olympic Committee, Visa,
Maybelline, Claire's, Skechers, Goocle and Universal
Pictures.

Pitching for mare of six and sevan-figure deals has become
our “new normal”  We continue to see strong repeat
oppartunities with the likes of Kraft, iHeart, Samsung, Sany,
Univarsal, Ubisoft as well as new brands wanting to enter
the spaca, In fact, our current pipaline features 51 repaat
customers and 6B new entrants. As we anticipate the
larger deal trend to continue, we can quickly scale our
revenue with fewer brand partners that are committed to
larger and longer-tarm engagements, Our strategy begins
with creating a brands' short-term experience to leverage
into more persistent programs as an additional marketing
chanmal an  immersive platforms. &  well-racognized
persistent strategy utilized by brands on traditional social
media charnels like Instagram and Facebook. We expect
larger deal sizes with mare pradiciable, longer-term
revenue that, over time, should offer more stable cash flow
and ultimataly drive shareholder value.

As wa grow and deliver on these larger programs, it
verifies our unigue position as a one-stop shop and
enterprise solution capable of driving commerce across 2
variety of immersive platforms and ultimately back to a
brand’s own immarsive wabsite and commerce
experiences. VWe see evidence of this with retailers who are
increasingly realizing the value in hosting their own virtual
worlds to create brand  awareness, highlight  trendy
products, drive community among customears, and now, to
even recruit young workers. Recent moves from various
major retailers such as Walmart's rollout of Realm and
IKEA s virtual universe confirm this trend.

With our leaderzhip position and relationships with 3 host
of major global brands across warious wverticals, the
opportunity in front of us remains enticing. Look at Roblox,
who recently reported Q2 results with 21% daily active
user growth year over year and a 24% increase in hours
engaged, evidence that immersive platforms continue to
thrive and captivate the attention of younger generations.
Qur scalable solutions including strategic and creative
capabilities coupled with our suite of proprietary products
and measurement tools guide brands to appropriately
position and capture 3D consumer engagsment. This
engagement ultimately results in digital and physical
convarsion as a loyal consumer. We are the leadars in this
new chapter of brand marketing, digital advertising, and a-
commerce that can transform business models,

Recent Operating Highlights

Focusing on the dedicated worlds we build, there was no
better examplz of the excitement and breacth in our
offering than the work we launched in partnership with
Visa. The Olympic Games in Paris provided the
opportunity to showcase the growth of immersive and 3D
virtual engagement since the last Olympics, allowing Super
League to shine through multiple collaborations that
showeased our innovative products and tachnology.

n Jure, leading up to games, we launched a “first of its
kind™ event featuring a Post Malone hybrd {live and virtual)
concert hosted at the iconic Louvre Museum ang streamead
live onte Roblox reaching over 170 countries around the
world. In addition to the concert, players were able to
explore the virtual Louvre Museum Experience to learn and
interact with a collection of curated artwork such as ths
Mona Lisa.

This was followed up with the launch of *Olympic World” a
global experience on Roblox to unite Olympic fans in
partnership with Visa and the Intzrnational Olympic
Committee. The historic first Roblox experience features
Clympic and Paralympic intellectual property offering
players the virtual space to explore the Clympic spirit
through wvarious gzames, activities, quests, and events,
including OClympic-inspired mini-gamas and access to
virtual products in the Olympic Shop.

We continue to gain traction with retailers such as with
Skechers where we created the first immersive Skachers
store within Roblox's Livetopia Topia Mall. The Skechers
shop was designed to build community and engage yaung
consumers in a world that brings the Skechers brand to life.
&g 2 visitor, you could participate in 2 treasure hunt to win
exclusive Skechers digital items as well as create stylish
locks inspired by select Skechers products. The results
were compelling with 3.4 million visits to the store, 4
million  try-ons, and rearly 45 million  impressions
generated in five waeks,




And go check out our recently launched Old Navy store
offering players the opportunity to shop for digital twin
fashions of current in real life clothing in stores now for
the back-to-school shopping season leveraging our Pop
Up Store product

Additionally, during the quarter, we continued to
demonstrate  product  innovation  with  the debut of
SQUNDZ, a new scalable immersive music offering
inclusive of many of the elements that make for a creative
concert experiznce including listening parties, dance moves
and digital merchandise. SOUND? launched with a bang
with Bebe Rexha's custom-built avatar set to dance and
engage with fans through games, try-on and purchase
virtual gear and other rewards while debuting her new
singles.  In conjunction with aur "Unlockables” praduct
madule that offers unique player rewards, the experience
was  launched simultareously in threz  mini-games
delivering over 2.0 million visits, 230,000 dance party
completions, and 43,000 visitors to our rewards center.

ournp2

(@ UNLOCKABLES

Key to our strateqy is diversification across existing game
platfarms leading to ownable, dedicated worlds for brands
and IP owners in their own dot-com experiences. Our
recent  stralegic  partnership  with  Meta-Stadiums s
precisely in that lane. Together we offer a unified solution
to build and leverage immersion with audiences on today's
dominant gamified platforms such as Roblox, Fortnite
Creative, The Sandbox, Decentraland, and Minecraft and
ultimately to a brand's owned and operated digital and
physical experiences. Meta-Stadiums is a cutting-edae
platform to build, customize, and manage dedicated,
ownable virtual stadiums in the metaverse that when

coupled with our products and capability can deliver
metaverse world design and game development, live virtusl
events, avatar item collections, digital-to-physical
engagement systems, as well as comprehensive marketing,
promaotional, and  content  execution The combined
capabilitizs offer cross-platform immersive experiences and
events to music artists, sports teams, entertainment
companies, and consumer brands. By leveraging our
technology and expertise in creating captivating sxperiences
coupled with Mata-Stadium’s incredible portfolio of top-tier
sports and entertainment [P with proven commercialization
and monetization capabilities, we create 2 compelling
offering that we believe could act as “"lighter fluid” neaded
to drive new recurring revenue streams for Super Leagus in
the areas of consumer monetization and data.

Az well, in another effort to further diversify our reach to
audiencaes across multiple immearsive world platforms, we
expanded our affarings to consumers and brands of Fortnite
by partnering with Chartis. This allows us to develop
comprehensive, end-to-end integrations into more than LOQ
top Fortnite Creative maps  with nearly one  billion
impressions  per  maonth.  Together, we can  provide
unparalleled opportunities for brands to launch new
Fortnite Creative Islands and custom integrations.

Finally, as we have mentioned the company has never been
mare agile and proactiva, Historical data has shown that a
top seller in our arganization can genarsta 54 million or
more in annual bookings. As we strive to achieve annual
bookings precedents, in Q2 we restructured our sales team
inclusive of a top-down reorganization, overhaul of our East
Cozst sales team, and the reciuitment of an experiznced,
new East Coast leader already contributing large programs
to the pipeline. Like margin growth and cost control, sales
force effectiveness is an essential componant for scale and
profitability

Second Quarter 2024 Financial Results

Revenue for the three months endad June 30, 2024 totaled
54.1 million, reflecting a decrease of 3336000, or 19%,
compared to $5.1 million in the second quarter of 2023,
driven primarily by a net decresse in our mediz and
advertising  revenue category. On a proforma  basis,
including Minehut relatad madia salas that are accounted
for on a royalty basis (ie. included in other income)
subsequent to the sale of our Minehut assets in the first
guarler of 2024, total sales for the second quarter of 2024
were 54.4 million, reflecting 3 13% decrease compared to
the prior year quarter.

Inside of ocur immersive experience and madia solutions
offering, we have two key components which work in
tandem to deliver an advertisers’ full set of campaign
objectives:




¢ Media and advertising revenue decreased 5772000, or
31%, to 51.7 millien, compared to $2.5 million in the
comparable prior year quarter. The change reflected &
5714,000 decreas= in on-platform related madia sales
revenue and a $381,000 decrease in Minehut related
madia sales revenue, partially offset by a $S213.000
increase  in influencer marketing revenue and 3
5124000 incrzase in off-platform related media sales
revenue, The decreass in Minehut related media
revenue reflects the impact of the szle of our Minahut
Assets in the first quarter of 2024, and the treatment of
applicable ongoing Minehut related madia direct net
sales amounts as a royalty under the applicable asset
purchase agreement, versus topline revenue. Gross
Minehut related direct sales for the three months ended
June 30, 2024 totaled $249,000.

+« Publishing and content studio revenue was relatively
flat, totaling 32 7 million for hoth the secand quarter of
2024 and the comparsble prior vyear quarier,
respectively, Second quarter 2024 included revenues
associated with immersive experiences for global
brands such as the International Qlympic Committes
("IOCT), Wisa, Inc, Maybelling, Claire’'s, Skechers,
Google, Inc., and Universal Pictures,

Second quarter 2024 direct to consumer revenue was
S178,000. compared S387.000 in the comparable prior
year quarter. Tha decrazse primarily reflacts the impact of
the sale of aur Mineghut Assets in the first quartar of 2024,
which prior to the sale, generated direct to consumer
Minecraft server related subscription revenues for the
Company. Minehut related direct to consumer related
revenues for the second quarter of 2023 totaled $131,000.

Second quarter 2024 cost of revenue decreased $441,000,
or 15%, to 52.5 million, compared to 52.9 million in the
comparable prior year quarter, driven primarily by the 19%
net decrease in quarterly revenues for the same pericds,
The less than proportional change in cost of revenue was
due to a larger, multi-period influencer marketing program
includad in second quarter 2024 revenues with a higher
direct cost profile and lower marging on third-party media
product sales,

GAAP operating expense in the second quarter of 2024
decreased 54.8 million, or 44%, to 55.7 million. compared
to 510.3 million in the comparable prior year quarter. The
decrease in GAAP operating expense was driven by 2 79%
reduction in cloud services and other technology platform
costs. & B6% decrease in engineering persannel costs, a
S3.0 million, or B3% decrease in noncash amortization
expense due to the fiscal year 2023 write down and
disposal of our Microsoft Minecraft server and Bannerfy
relatad intangible assets, respectively, a 60% decrzase in
noncash stock compensation due to 2 reduction in
headcount since the end of the second quarter of 2023, and

reductions  in marksting and other corporate  costs.
Cperating expense in the second quarter of 2024 included
a net credit related to the mark to market of accrued
contingent consideration related to earn oul provisions in
connection with our acquisitions of Super Biz in fiscal year
2021 and Melon, Inc. in May 2023, totaling $206.000,
compared to a net charge of $540,000 in the second
quarter of 2023,

Excluding noncash stock compensation expenss, intangible
asset amortization expense, loss on intangible asset
disposals, mark to market related fair value adjustments,
and other noncash charges (collectively, “noncash charges
and cradits™) totaling $1.2 million, operating expense far
the three months ended June 30, 2024 and 2023 was
S4.4 million and $5.9 millien, reflecting a $1.5 million, or
25% decrease compared to the prior vyear quarter,
reflecting the impact of ongoing cost reduction activitizs.
The decrease in operating expense, excluding noncash
charges and credits, was driven primarily by 3 79%
reduction in cloud services and other technology platform
costs, a D% decreazse in engineering personnel costs, and
reductions in marketing and other carporate costs.

On a GAAP-basis, net loss in the second quarter of 2024
was $2.56 million or S{0.60) per share, compared to a net
loss of $6.8 million, or ${3.38} per share, in the comparable
prior year quarter. The numerator used in the calculation of
GAAP net loss per share for the second quarter of 2024
included commen stock dividends paid and / or due in
connection with outstanding preferred stock, with a total
fair value of S 1.6 million. which is also included as a charge
to accumulated deficit,

Pra forma net lass for the second quarter of 2024, which
excludes the impact of noncash charges and credits, was
52.9 million, or 5(0.432) per share, comparad to a pro farma
net loss of %3.7 million, or %(1.83) per share, in the
comparable prior year quarter, which is further evidence of
the effectiveness of the cperating expenss reduction
measures we began instituting in the back half of 2022,

As of Juna 30, 2024, we reported 51.7 million in cash with
no material debt, as compared to $7.6 million as of
December 31, 2023, We raised 51.8 million in zggregate
procesds during and subsequent to the second quarier of
2024, Fortifying our cash position will continue to be a
priority for us to ensure we have the necassary capitsl to
achieve our growth initiatives,




Summary

We are pleased with our Q2 financial results when all things are considered. While revenues were relatively flat, we adjusted

nd delivered material decreases to our operating expenses and losses in our march to a profitable Q4. Qur confidence in the

oppartunity and our ability to execute is unwavering, and our product approach is our differentiator that allows for scale and
margin growth. I'd like to leave you with b key takeaways that capture our strategy, positioning and the unmistakable traction
that has us so excited about our products fit for the future of immersive world media

Macro environment challenges come and go, but what cannot be disputed is the massive audience shift to gaming platforms
that offer persenalization and socialization that goes way beyond traditional video gaming — this is the future of social media,
and it is here now,

arger share of publishing content revenue leads to Larger and longer brand programs, opening the door for recurring
revenue growth and more predictable, stable casn flow.

Innovative technology and productization of repeatable elements establish & competitive edge and enable higher margin
revenue growth.

Diversification across immersive world platforms improves our audience breadth and opportunity to create and participate in
expanded revenue streams in ownable dot-com worlds,

Expertise in driving greater commerce through digital to physical crossover is key — we stand in the shoes of our brand
partners with a P&L mindset.

We thank you for your interest and ongoing support. Please join us for a continued earnings discusgion today at 5pm ET. and

i

ve questions from our covering research analysts,

n Super League,

Ann Hand
CEO of Super League




About Super League

SUPER LEAGUE ENTERPRISE, INC
CONDENSED CONSOLIDATED BALANCE SHEET
{Unaudited)
June 30, 2024 December 31, 2023

Cash and cash equivalents S 1LBBRO00 5 Ja0af

vable 5,486,000

repaid expenses and other current assets 784,000
Total current assets 7.8955000
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Total assets

$ 25,328,000
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Total current liabilities 9,688,000
& el i 1t consideration nancurrent

Total liabilities 10.353.000

Stockhalders' Equity

farred

Accumulated deficit (258,325.000)
Total stockholders' equity 056,000
Total liabilities and stockholders’ equity S 15,409,000 S 25,328,000




REVENUE 4§ 4,116,000 § 5,052,000
COST OF REVEMUE [2,470,000) (2.911,000)

OPERATING EXPENSES

Selling, marketing and advertising 2,633,000 2,956,000
Engineering, technology and development 792,000 2,246,000
General and administrative 2,520,000 2,302,000
Cantingent consideration (206.000) 540,000

Loss on intangible asset dispesal - 2,284,000

OTHER INCOME {EXPENSE)

Change in fair value of warrant liability 1667000 1,040,000
Interest expense (15.000) (2,000)

Otrer (14.000)

Met loss attributable to commen stockholders - basic and diluted
Basic and diluted net loss per comman share {including fair value of camman
steck dividends totaling $1,592,000 for the three menths ended Juna 30, 2024) £ [060) S (338

GAAP net loss $ (2.455,000) $ (6.836.000)
Add back:
Mon-cash stock compensation 298,000 749,000
Mon-cash amartization of intangibles 604,000 3,589 000
Change in fair value of warrant liability [1.667.000) [1,040,000)
Other 353,000 138.000

Moncash benefit fer income taxes {313,000)

Pro forma non-GAAP net earnings (loss) per common share — diluted S (0.43) ] (1.83)




Operating Activities

Met loss 3 (7715000 5 [14,072,000)
Adjustments to reconcile net loss ta net cash used in operations:

Depreciation and amartization 1,320,000 2672,000
Stock-based compensation 630,000 1,532,000
Loss on intangible asset disposal - 2,284,000
Change infair value of warrant liability (206,000 (1.040,000)
Lass on exchange of placement agent warrants [144.000] -
Change infair value of contingent consideration (20,000 286,000
Legal settlement 724,000 -
Amartization of original issue discount on convertible notes - A0,000

Changes in assets and liabilities

Accounts receivable 2,801,000 944,000
Prepaid expenses and Other Assets 261,000 174,000
Accounts payabie and accruzd expenses (2.850,000| (1.131,200)
Accrued contingent consideration (107,000 (2.153.000)
Contract Labilities 24,000 158,000
Deferred taxes - (313,000)
ALL ued |!1le|e::tor notes pawblt: el I:HIEU ZIDU]
Net Cash Used in Operating Activities 52,000] {10.79: '
Investing Activities

Cash paid in connection with Melon Acquisition, net - (150,200)
Purchase of property and equipment - 8.000)
Capitalization of software development costs (284,000 [483,000)
Acquisition of ather intangibles - [11.000]
Net Cash Used in Investing Activities (284,000) (652,000)
Financing Activities

Proceeds from issuance of preferred stack, net 1,045,000 12,070,000
Contingent consideration payments - Melon Acquisition {32.000 -
Payments an convertible notes (539,000)
Accounts receivable facility advances 672,000 -
Payments an accounts receivable facility {1.273.000)

Net Cash Provi

ed by Financing Activities 412,000 11,531,000







