
 
 

UNITED STATES
SECURITIES AND EXCHANGE COMMISSION

Washington, D.C. 20549
 

FORM 8-K
 

CURRENT REPORT
PURSUANT TO SECTION 13 OR 15(d) of the SECURITIES EXCHANGE ACT OF 1934

 
Date of Report (Date of earliest event reported): March 27, 2026

 

Super League Enterprise, Inc.
(Exact name of registrant as specified in its charter)

 
Delaware 001-38819 47-1990734

(State or other jurisdiction of
incorporation)

(Commission File Number) (IRS Employer
Identification Number)

 
2450 Colorado Avenue, Suite 100E

Santa Monica, California 90404
(Address of principal executive offices)

 
(213) 421-1920

(Registrant’s telephone number, including area code)
 

Not Applicable
(Former name or former address, if changed since last report)

 
Check the appropriate box below if the Form 8-K filing is intended to simultaneously satisfy the filing obligation of the registrant under any of the following provisions:
 
☐ Written communications pursuant to Rule 425 under the Securities Act (17 CFR 230.425)
   
☐ Soliciting material pursuant to Rule 14a-12 under the Exchange Act (17 CFR 240.14a -12)
   
☐ Pre-commencement communications pursuant to Rule 14d-2(b) under the Exchange Act (17 CFR 240.14d -2(b))
   
☐ Pre-commencement communications pursuant to Rule 13e-4(c) under the Exchange Act (17 CFR 240.13e -4(c))
 

Securities registered pursuant to Section 12(b) of the Act:
 

Title of each class Trading Symbol(s) Name of each exchange on which
registered

Common Stock, par value $0.001 per
share SLE Nasdaq Capital Market

 
 
Indicate by check mark whether the Registrant is an emerging growth company as defined in Rule 405 of the Securities Act of 1933 (§230.405 of this chapter) or Rule 12b-
2 of the Securities Exchange Act of 1934 (§240.12b-2 of this chapter).

Emerging growth company  ☐
 
If an emerging growth company, indicate by check mark if the Registrant has elected not to use the extended transition period for complying with any new or revised
financial accounting standards provided pursuant to Section 13(a) of the Exchange Act.  ☐
 

 



 
 
Item 2.02   Results of Operations and Financial Condition.
 

On March 27, 2026, Super League Enterprise, Inc. (the “Company”) issued a press release and hosted an earnings call to announce the Company’s financial results
for the fiscal quarter and year ended December 31, 2025. A copy of the press release and the earnings call transcript are attached hereto as Exhibit 99.1 and 99.2,
respectively. 
 
Item 7.01  Regulation FD Disclosure.
 

See Item 2.02.
 
Disclaimer
 

The information in Item 2.02 and Item 7.01 of this Current Report on Form 8-K, including Exhibit 99.1 and Exhibit 99.2 attached hereto, shall not be deemed
“filed” for purposes of Section 18 of the Securities Exchange Act of 1934  (the “Exchange Act”) or otherwise subject to the liabilities of that section, nor shall they be
deemed incorporated by reference in any filing under the Securities Act of 1933, as amended (the “Securities Act”) or the Exchange Act, except as may be expressly set
forth by specific reference in such a filing.
 
Item 9.01  Financial Statements and Exhibits.
 
(d) Exhibits
 

Exhibit
Number   Description

99.1   Press Release issued by Super League Enterprise, Inc., dated May 27, 2026
99.2   Earnings Call Transcript
104   Cover Page Interactive Data File (embedded within the Inline XBRL document)

 
 

 

https://content.equisolve.net/superleague/sec/0001437749-26-011177/for_pdf/ex_941445.htm
https://content.equisolve.net/superleague/sec/0001437749-26-011177/for_pdf/ex_941446.htm
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Exhibit 99.1
 
March 27, 2026

 

Super League Reports Fourth Quarter and Full Year 2025
Financial Results, Completes Business Transformation and
Advances Path to Profitability
 

~ Q4 2025 Delivers Strongest Revenue Quarter of the Year ~
 

~ Debt-Free Balance Sheet and $14M in Year-End Cash Enable Focus on Execution ~
 

~ Diversified Revenue and Shift to Scalable Offerings Support Path to Profitable Future ~
 
SANTA MONICA, March 27, 2026 (GLOBE NEWSWIRE) -- Super League (Nasdaq: SLE) (the “Company”), an audience intelligence and media activation company that
generates revenue by executing interactive advertising and immersive content programs for brands seeking to reach and influence people who play video games, today
released fourth quarter and full year 2025 financial results.
 
Super League Chief Executive Officer, Matt Edelman Commented:
 
“Super League is a fundamentally different company than it was a year ago. We have a stronger foundation and a clearer path to scale, positioned to help brands reach and
influence one of the most valuable and under-monetized consumer segments in modern media and culture—the gamer demographic.
 
The fourth quarter marked a meaningful step forward, delivering our strongest revenue performance of the year and approaching prior-year levels despite operating with a
significantly more streamlined organization.
 
For the full year, we improved pro forma cash basis EBITDA by 31% year-over-year, including a 56% improvement in the fourth quarter alone, while continuing to reduce
operating costs. We also expanded gross margin to 40%, up from 38% in 2024, reflecting a more disciplined and efficient operating model.
 
Throughout the year, we took decisive actions to reshape the business. We strengthened our balance sheet, simplified our capital structure, and built a more focused
organization. We ended 2025 debt-free, with more than $14 million in cash, and do not anticipate the need to raise capital to fund operations in the foreseeable future.
 
At the same time, we further diversified our revenue base, reducing dependency on any single platform and began the shift toward a more scalable and repeatable model.
This reflects our broader strategy of positioning Super League as an audience partner for brands rather than a channel-specific provider.
 

 



 
 
Our advantage lies in our understanding of the gaming ecosystem and the player mindset, enabling brands and media agencies to connect with consumers through the right
creative, at the right time, across a wider range of gaming and digital environments. We believe this approach increases our relevance to brands and expands our opportunity
within the overall $316 billion U.S. digital advertising market.
 
That momentum is reflected in the brands we are working with. During the quarter, we initiated programs with Regal Cinemas and H&R Block, expanded our relationship
with Panda Express, and supported campaigns with partners including Paramount+, Google, Logitech, and Disney.
 
Combined with our recently announced agreement to acquire the Misfits Ads Division, subject to stockholder approval, we believe the Company is well-positioned to build
on this momentum, and that cash basis EBITDA profitability is within reach by year end.
 
Looking ahead, we are encouraged by early 2026 activity. First quarter revenue is expected to exceed the prior-year period, supported by continued engagement from both
returning and new clients. Our focus is on translating this momentum into consistent financial performance in the quarters ahead.”
 
The Company will host a webinar at 8:30 am Eastern Time today, March 27, 2026, to discuss financial results, provide a corporate update and end with a question-and-
answer session. To participate, please use the following information.
 
Super League Fourth Quarter and Full Year 2025 Earnings Webinar
 
Date:  Friday, March 27, 2026
Time: 8:30 am Eastern Time
Dial-in: 1-877-407-0779
International Dial-in:  1-201-389-0914
Webinar:  Register Here
 
A replay will be available within 24 hours after the webinar and can be accessed here or on the Company’s investor relations website at https://ir.superleague.com/.
 
For any questions related to the Company’s fourth quarter or full year 2025 financial results, please contact team@quantum-corp.com.
 
About Super League
 
Super League (Nasdaq: SLE) connects brands with the 3.5 billion-person global gaming population through advertising and branded content programs across gaming and
digital media platforms. The Company generates revenue by executing these programs through proprietary interactive formats, creator content, immersive experiences, data-
driven insights, and strategic campaign services to improve marketing performance. By translating player behavior into actionable intelligence, Super League serves as a
trusted partner that enables brands to more effectively influence consumers who play video games, positioning the Company to capture a greater share of advertising spend
over time.
 

 



 
 
Forward-Looking Statements
 
This press release contains "forward-looking statements" within the meaning of Section 27A of the Securities Act of 1933, as amended, and Section 21E of the Securities
Exchange Act of 1934, as amended, and the safe harbor provisions of the U.S. Private Securities Litigation Reform Act of 1995.
 
Forward Looking Statements can be identified by words such as “anticipate,” “intend,” "plan," "goal," "seek," "believe," "project," "estimate," "expect," "strategy," "future,"
"likely," "may," "should," "will" and similar references to future periods. Forward-looking statements include all statements other than statements of historical fact,
including, without limitation, all statements regarding the private placement, including expected proceeds, Super League’s ability to maintain compliance with the Listing
Rules of the Nasdaq Capital Market, statements regarding expected operating results and financial performance (including the Company’s commitment to and ability to
achieve Adjusted EBITDA-positive results in Q4), strategic transactions and partnerships, and capital structure, liquidity, and financing activities. These statements are
based on current expectations, estimates, forecasts, and projections about the industry and markets in which the Company operates, management’s current beliefs, and
certain assumptions made by the Company, all of which are subject to change.
 
Forward-looking statements are not guarantees of future performance and involve known and unknown risks, uncertainties, and other factors that are difficult to predict, and
that could cause actual results to differ materially from those expressed or implied by such forward-looking statements. Important factors include, but are not limited to: the
Company’s ability to adequately utilize the funds received recent financings; the Company’s ability to execute on cost reduction initiatives and strategic transactions;
customer demand and adoption trends; the timing, outcome, and enforceability of any patent applications; the ability to successfully integrate new technologies and
partnerships; platform, regulatory, macroeconomic and market conditions; the Company’s ability to maintain compliance with Nasdaq Capital Market continued listing
standards; access to, and the cost of, capital; and the other risks and uncertainties described in the section entitled “Risk Factors” in the Company’s Annual Report on Form
10-K for the fiscal years ended December 31, 2024 and December 31, 2025, and other filings with the Securities and Exchange Commission. You are cautioned not to place
undue reliance on any forward-looking statements, which speak only as of the date hereof. Except as required by law, the Company undertakes no obligation to update or
revise any forward-looking statements to reflect events or circumstances after the date of this release or to reflect the occurrence of unanticipated events.
 
Investor Relations Contact:
Kirsten Beduya
Quantum Media Group
team@quantum-corp.com
 

 



 
 

SUPER LEAGUE ENTERPRISE, INC.
CONSOLIDATED BALANCE SHEETS (1)

December 31, 2025 and 2024
(In U.S. dollars, rounded to the nearest thousands, except share and per share data)

(UNAUDITED)
 
    December 31,     December 31,  
    2025     2024  
Assets                

Cash and cash equivalents   $ 14,390,000    $ 1,310,000 
Accounts receivable     2,453,000      3,766,000 
Prepaid expenses and other current assets     1,369,000      677,000 

Total current assets     18,212,000      5,753,000 
               
Property and Equipment, net     8,000      24,000 
Intangible and Other Assets, net     1,868,000      4,070,000 
Goodwill     1,864,000      1,864,000 
Total assets   $ 21,952,000    $ 11,711,000 
               
Liabilities              

Accounts payable and accrued expense   $ 3,614,000    $ 5,282,000 
Accrued contingent consideration     -      138,000 
Promissory note - contingent consideration     -      1,735,000 
Contract liabilities     566,000      50,000 
Notes payable and accrued interest, other     -      3,240,000 

Total current liabilities     4,180,000      10,445,000 
Deferred taxes     147,000      161,000 
Warrant liability     8,000      935,000 
Total liabilities     4,335,000      11,541,000 
               
Stockholders’ Equity              

Preferred Stock     -      - 
Common Stock     94,000      94,000 
Additional paid-in capital     307,909,000      270,111,000 
Accumulated deficit     (290,386,000)     (270,035,000)

Total stockholders’ equity (deficit)     17,617,000      170,000 
Total liabilities and stockholders’ equity   $ 21,952,000    $ 11,711,000 
 
 

 



 
 

SUPER LEAGUE ENTERPRISE, INC.
CONSOLIDATED STATEMENTS OF OPERATIONS(1)

FOR THE THREE AND TWELVE MONTHS ENDED DECEMBER 30, 2025 AND 2024
(In U.S. dollars, rounded to the nearest thousands, except share and per share data)

(UNAUDITED)
 

   
Three Months Ended

December 31,    
Fiscal Year Ended

December 31,  
    2025     2024     2025     2024  
REVENUE   $ 3,200,000    $ 3,426,000    $ 11,342,000    $ 16,182,000 
                                 
COST OF REVENUE     (2,192,000)     (2,427,000)     (6,749,000)     (10,080,000)
                                 
GROSS PROFIT     1,008,000      999,000      4,593,000      6,102,000 
                                 
OPERATING EXPENSE                                

Selling, marketing and advertising     1,337,000      2,504,000      7,535,000      9,822,000 
Engineering, technology and development     539,000      1,054,000      2,829,000      4,447,000 
General and administrative     2,275,000      2,112,000      7,213,000      8,731,000 
Contingent consideration     -      (68,000)     (14,000)     (144,000)

                                 
TOTAL OPERATING EXPENSE     4,151,000      5,602,000      17,563,000      22,856,000 
                                 
NET OPERATING LOSS     (3,143,000)     (4,603,000)     (12,970,000)     (16,754,000)
                                 
OTHER INCOME (EXPENSE)                                

Gain on sale of intangible assets     -      39,000      343,000      183,000 
Interest expense, including change in fair value of promissory notes carried at fair
value     (6,287,000)     (478,000)     (8,518,000)     (559,000)
Loss on extinguishment of liability - contingent consideration     -      -      (161,000)     (336,000)
Change in fair value of warrant liability     (751,000)     12,000      1,183,000      1,115,000 
Other     30,000      (97,000)     (603,000)     (123,000)

TOTAL OTHER INCOME (EXPENSE), NET     (7,008,000)     (524,000)     (7,756,000)     280,000 
                                 
LOSS BEFORE INCOME TAXES     (10,151,000)     (5,127,000)     (20,726,000)     (16,474,000)
                                 
PROVISION FOR INCOME TAXES     9,000      (161,000)     9,000      (161,000)
                                 
NET LOSS   $ (10,142,000)   $ (5,288,000)   $ (20,717,000)   $ (16,635,000)
                                 
Net loss attributable to common stockholders - basic and diluted                                

Basic net loss per common share   $ (9.44)   $ (221.85)   $ (41.29)   $ (1,123.63)

Weighted-average number of shares outstanding, basic     1,777,284      28,776      492,868      18,708 
 

 



 
 

SUPER LEAGUE ENTERPRISE, INC. R
ECONCILIATION OF GAAP TO NON-GAAP FINANCIAL INFORMATION(1)

FOR THE THREE AND TWELVE MONTHS ENDED DECEMBER 30, 2025 AND 2024
(In U.S. dollars, rounded to the nearest thousands, except share and per share data)

(UNAUDITED)
 

   
Three Months Ended

December 31,    
Fiscal Year Ended

December 31,  
    2025     2024     2025     2024  
GAAP net loss   $ (10,142,000)   $ (5,288,000)   $ (20,717,000)   $ (16,635,000)
                                 
Add back:                                

Non-cash stock compensation     938,000      303,000      2,311,000      1,289,000 
Non-cash amortization of intangibles     583,000      647,000      2,176,000      2,543,000 
Change in fair value of debt     6,126,000      163,000      7,119,000      (152,000)
Change in fair value of warrant liability     751,000      (12,000)     (1,183,000)     (1,115,000)
Loss on extinguishment of debt                          336,000 
Other     43,000      2,000      65,000      814,000 
Noncash benefit for income taxes     (9,000)     161,000      (9,000)     161,000 

Proforma net loss   $ (1,710,000)   $ (4,024,000)   $ (10,238,000)   $ (12,759,000)

Pro forma non-GAAP net earnings (loss) per common share — basic and diluted   $ (0.96)   $ (139.84)   $ (20.77)   $ (682.01)

Non-GAAP weighted-average shares — basic and diluted     1,777,284      28,776      492,868      18,708 
  
 

SUPER LEAGUE ENTERPRISE, INC.
Reconciliation of Net Loss to Net Loss Attributable to Common Stockholders(1)

(Numerator in loss per share calculation)
FOR THE THREE AND TWELVE MONTHS ENDED DECEMBER 31, 2025 AND 2024

(In U.S. dollars, rounded to the nearest thousands, except share and per share data)
(UNAUDITED)

 

   
Three Months Ended

December 31,    
Fiscal Year Ended

December 31,  
    2025     2024     2025     2024  
Net loss   $ (10,142,000)   $ (5,288,000)   $ (20,717,000)   $ (16,635,000)
Deemed dividend on Series AA Preferred Stock – down round feature     -      -      (308,000)     - 
Deemed dividend on exchange of Series AA, AAA and AAA Junior Preferred Stock for
Series B Preferred Stock     -      -      7,685,000      - 
Deemed dividend – Issuance of Series B Warrants     (6,720,000)     -      (6,720,000)     - 
Preferred stock dividends paid or accrued– common stock     80,000      (1,096,000)     (291,000)     (4,386,000)
    $ (16,782,000)   $ (6,384,000)   $ (20,351,000)   $ (21,021,000)
 
 

 



 
 

SUPER LEAGUE ENTERPRISE, INC.
CONSOLIDATED STATEMENTS OF CASH FLOWS(1)

FOR THE YEARS ENDED DECEMBER 31, 2025 AND 2024
(In U.S. dollars, rounded to the nearest thousands, except share and per share data)

(UNAUDITED)
 

   
Fiscal Year Ended

December 31,  
    2025     2024  
Operating Activities                
Net loss   $ (20,717,000)   $ (16,635,000)
Adjustments to reconcile net loss to net cash used in operations:                

Depreciation and amortization     2,193,000      2,612,000 
Stock-based compensation     2,311,000      1,289,000 
Loss on extinguishment of liability – contingent consideration     161,000      336,000 
Change in fair value of warrant liability     (1,183,000)     (1,115,000)
Change in fair value of contingent consideration     -      (252,000)
Change in fair value of debt     7,119,000      163,000 
Gain on sale of intangible assets     -      (183,000)
Debt Issuance costs     554,000        
Fair value of noncash legal settlement and other noncash charges     -      959,000 
Other     42,000      - 

Changes in operating assets and liabilities                
Accounts Receivable     505,000      4,521,000 
Prepaid Expense and Other Assets     (258,000)     821,000 
Accounts payable and accrued expense     (1,818,000)     (3,960,000)
Accrued contingent consideration     -      (20,000)
Contract liabilities     516,000      (289,000)
Deferred taxes     (14,000)     161,000 
Accrued interest on notes payable     -      130,000 

Net Cash Used in Operating Activities     (10,589,000)     (11,462,000)
                 
Investing Activities                
Proceeds from sale of Minehut and Mineville Assets     1,158,000      192,000 
Purchase of property and equipment     -      (23,000)
Capitalization of software development costs     (290,000)     (452,000)
Acquisition of other intangibles     (35,000)     - 
Net Cash Provided by (Used In) Investing Activities     833,000      (283,000)
                 
Financing Activities                
Proceeds from issuance of preferred stock, net     -      2,393,000 
Proceeds from issuance of common stock, net of issuance costs     20,687,000      1,000,000 
Proceeds from the issuance of promissory notes, net of issuance costs     7,607,000      3,257,000 
Payments on promissory notes     (5,268,000)     (396,000)
Accounts receivable facility advances     429,000      1,174,000 
Payments on accounts receivable facility     (453,000)     (1,950,000)
Other     (166,000)     (32,000)
Net Cash Provided by Financing Activities     22,836,000      5,446,000 
                 
Net Change in Cash and Cash Equivalents     13,080,000      (6,299,000)
Cash and Cash Equivalents at Beginning of the Period     1,310,000      7,609,000 
Cash and Cash Equivalents at End of the Period   $ 14,390,000    $ 1,310,000 
 

(1) The financial statement schedules included in this earnings release are labeled unaudited as the schedules do not include all footnotes and other disclosures required by
accounting principles generally accepted in the United States of America (“GAAP”) for complete audited financial statements. Such footnotes and disclosures are an
integral part of audited financial statements.
 
The financial information presented herein is subject to finalization in connection with the completion of the Company’s year-end 2025 audit and the preparation of its
Annual Report on Form 10-K for the fiscal year ended 2025, which the Company expects to file with the Securities and Exchange Commission (“SEC”) on March 31, 2026.
Management does not anticipate any material changes to the financial information presented in this release.
 
Modifications, if any, will be reflected in the Company’s Form 10-K when filed with the SEC on March 31, 2026.
 

 
Source: Super League Enterprise
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P R E S E N T A T I O N
 
Operator
 
Greetings and welcome to the Super League Fourth Quarter and Full Year 2025 Conference Call. 
 
Please note this conference is being recorded. 
 
Before we begin, I'd like to caution listeners that comments made by Management during this call may include forward-looking statements within the meaning of applicable
securities laws. These statements involve material risks and uncertainties, and actual results could differ from those projected in any forward-looking statements due to
numerous factors. For description of these risks and uncertainties, please see Super League's financial statements and MD&A for the fourth quarter and full year 2025 ended
December 31, 2025, available on EDGAR. 
 
Important qualifications regarding forward-looking statements are also contained in Super League's earnings release distributed yesterday afternoon and is also available on
EDGAR. Furthermore, the content of this conference call contains time-sensitive information accurate only as of today, March 27, 2026.  Super League undertakes no
obligation to revise or otherwise update any statements to reflect events or circumstances after the date of this call. 
 
I would now like to turn the conference call over to Matt Edelman, President and Chief Executive Officer. Matt, please go ahead.
 
Matt Edelman
 
Thank you very much. Good morning. Thank you to all for joining us.
 
I'm pleased to share our quarterly and annual results, business updates, and operational highlights for the fourth quarter and fiscal year 2025 and our strategic outlook and
priorities for 2026. 
 
Super League today is a fundamentally different company than it was a year ago, with a strong foundation positioned to scale. Super League helps businesses grow by
executing advertising and branded content programs designed to reach and influence people who play video games, one of the largest and most under-monetized consumer
segments in modern media and culture.
 
We generate revenue by delivering these programs for brands and agencies across gaming and digital platforms, combining proprietary interactive ad formats, immersive
experiences, creator content, strategic campaign services, and data-driven insights to improve marketing performance. 
 
2025 was a defining year. From April through December, we simplified our capital structure, streamlined our cost base, strengthened our balance sheet, and refined our
operating model. With a debt-free balance sheet, more than $14 million in capital as of December 31, and the removal of the going concern language from our auditor's
report, we have established the stability to execute with focus and the flexibility to pursue meaningful growth. 
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Building on this, we recently announced the execution of a definitive agreement to acquire the Misfits Ads Division from Misfits Gaming Group, a profitable unit we expect
to increase revenue, expand margins, and cement our path towards cash-basis EBITDA profitability. Closing remains subject to stockholder approval.
With this strategic move, we will be supersizing Super League's ability to drive measurable marketing outcomes for our partners. 
 
Our advantage lies in our understanding of both the gaming ecosystem and the player mindset, enabling brands and media agencies to connect with the right consumers
through the right creative, at the right time, in the right places. 
 
That customer demand is reflected to our continued successes with iconic brands. During the fourth quarter, we initiated programs with Regal Cinemas and H&R Block,
both of which launched in the first quarter of 2026, and expanded our relationship with Panda Express following a successful multi-quarter engagement. We also supported
key launches for Paramount+, including Starfleet, and for Paramount Games with SpongeBob Patty Pursuit 2, and continued our in-game work with partners such as
Google, Logitech, Juicy Drop from Bazooka, and the USGA. In addition, we collaborated with Disney around the theatrical release of Zootopia 2.
 
This activity includes both new client demand and returning business, and is beginning to revive our financial performance. Q4 2025 was our strongest revenue quarter of
the year, up 32% over Q3 2025, and close to the prior year quarter's revenue level, despite operating with a significantly reduced team. Quarterly gross margins were higher
than one year prior, and cash basis pro forma OpEx costs were down 44% year-over-year.
 
For the full year, we improved pro forma cash basis EBITDA by 31% compared to 2024, including a 56% improvement in Q4 alone. Pro forma cash basis OpEx decreased
by $5.3 million, or 29% from the prior year period, reflecting positive impact of strategic cost reduction and optimization efforts in fiscal year 2025. At the same time, we
improved gross margin to 40% for the year, up from 38% in 2024, reflecting a more disciplined approach to how we structure and deliver programs.
 
Net operating results for 2025 improved by 23%. GAAP net loss for Q4 2025 and fiscal year 2025 were impacted by significant one-time accounting-related non-cash debt
fair value mark-to-market and extinguishment charges primarily associated with our debt and capitalization table restructuring, totaling $6.3 million and $8.5 million,
respectively. Based on our cash position and current plans, we do not expect to raise capital to fund operations in the foreseeable future.
 
While we have not yet achieved our most important financial objective, cash basis EBITDA profitability, these results demonstrate that the work we undertook in 2025 has
established a stronger and more durable operating foundation. We expect the progress made over the past year to translate into more visible benefits beginning in Q2 2026
with cash basis EBITDA profitability within reach by year end. 
 
Among our most impactful advances, have been the diversification of our revenue base and the increased clarity in how the business is structured and delivered. A year ago,
the majority of our business was concentrated in a single platform.  Today, that concentration has been reduced with our revenue mix more balanced across Roblox,
Minecraft, Fortnite, and mobile playable ads. The strategic deals we completed earlier in 2026 helped establish a more integrated operating framework, bringing together a
platform and data function, advertising and marketing solutions, and a new strategic properties initiative into a cohesive model. Each reinforces the others, forming the early
stages of a growth flywheel. 
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Taking a step back, the opportunity in front of us remains significant. We operate at the intersection of a $316 billion U.S. digital advertising market and a 200 million
person U.S. gaming population. In the U.S., according to Newzoo and eMarketer, consumers spend approximately 11.8 hours per week playing video games, nearly as much
time as they spend on social media and watching television and streaming. Yet, while annual advertising in these latter channels exceeds $150 billion combined, total yearly
spend in gaming remains under $10 billion. That gap - the under-monetized gaming demographic - represents Super League's opportunity.
 
Equally important, a growing share of marketing decision makers now comes from a generation that grew up playing online video games—Millennials. That shift is already
influencing how brands think about engaging consumers, and we believe it creates a long-term tailwind for our business.
 
A core tenet of our strategy is that when people play video games, they are their most authentic selves. They act with agency, express identity more freely, and engage in
ways that reveal what motivates them.  That informs our data advantage as we combine gameplay-derived behavioral signals with broader market intelligence and
psychographic insights to better understand how and why consumers respond to content. 
 
That understanding allows us to help brands design more effective campaigns, not just within gaming environments but across the full digital landscape. We expect this
audience intelligence to become an important driver of scale and profitability as we shift toward more repeatable and transactional forms of revenue. Over the past six
months, we've demonstrated growing demand for these solutions. The next phase is improving unit economics while continuing to increase volume.
 
The acquisition of the Misfits Ads Division will be a natural extension of this strategy. A profitable business already, it will add programmatic revenue capabilities, rewarded
video technology, and preferred access to inventory across a growing portfolio of popular Roblox games. In 2026, we have the opportunity to generate approximately 50%
of the amount of our 2025 net revenue solely from the Misfits Ads Division pipeline, customer base, and capabilities. Additionally, when we've collaborated with Misfits on
brand programs that cross over our combined offerings, deal size has increased 20% to 30%. 
 
Looking at 2026, we are encouraged by what we're seeing so far. We expect Q1 2026 revenue to be ahead of Q1 2025. During the quarter, we closed eight returning clients
and initiated discussions with 17 new accounts. Our pipeline remains consistent with where it was one year ago, with our average deal size remaining above $200,000
despite operating with a smaller team.
 
At the same time, we want to be clear that the full financial impact of the changes we've made is not yet reflected in our reported results. We expect Q2 2026 to begin to
show more meaningful progress as the benefits of the transformation we began one year ago and completed in October 2025 truly take hold. 
 
As a final note, we continue to actively evaluate opportunities related to digital assets. Given market developments in Q4 2025, we are approaching this area thoughtfully
while remaining optimistic about the long-term potential.
 
In closing, 2025 was the year we set out to reshape Super League and delivered on that commitment. As we look ahead, our focus is on translating that progress into
consistent financial performance.
 
This is the new Super League. We plan to maintain a lower cost structure, expand scalable, repeatable revenue streams, and remain in a position that enables disciplined
execution.
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Against that backdrop, our market value represents approximately one-third of our year-end cash position. We believe that does not fully reflect our capital strength or the
progress we've made.
 
We appreciate your continued support as we move forward on a more credible path. Thank you. I'll turn it back to the call Operator.
 
Operator
 
Thank you. Ladies and gentlemen, we will now be conducting a question-and-answer session. If you would like to ask a question, please press star, one on your telephone
keypad. A confirmation tone will indicate your line is in the question queue. You may press star, two to remove your question from the queue. For participants using speaker
equipment, it may be necessary to pick up your handset before pressing the star keys. One moment, please, while we poll for your questions. 
 
Our first questions come from the line of James Kisner with Water Tower Research. Please proceed with your questions.
 
James Kisner
 
All right. Thanks for taking my question. I've got a couple for you. First, just regarding cash-based EBITDA profitability, can you talk about the progression towards that as
we move through 2026?
 
Matt Edelman
 
Sure thing, James. Thanks for the question. Nice to talk to you. I would think about 2026 in three phases. First, in Q1, we still expect to see some lag from the demands of
the restructuring work we did in 2025. We've reset the cost structure, but the revenue engine is still rebuilding. Our numbers likely won't reflect the full benefit of the
changes we've made at that time. 
 
Second, as we move into Q2, we expect to see a more visible inflection. That's when we believe the combination of a stronger pipeline and early contributions from our
more scalable offerings will have a better chance of showing up more clearly in our performance.
 
Then, in the second half of the year, really the third phase, it will be all about delivery. We anticipate operating with a lower cost base on an ongoing basis, increasing our
repeatable revenue. Of course, subject to stockholder approval, we also will have the full integration of the Misfits Ads Division. That's when we would expect the business
to benefit from accelerating revenue and margin contribution. That will come froma jolt from the Misfits team, their tech, and the pipeline that is really, we think, going to
deliver on the promise of the transaction. 
 
When you step back, our confidence in the path comes from the fact that the heavy lifting on the cost side is already done, and our focus is now on building revenue from
that base, from that foundation. That's what really puts EBITDA profitability in sight by the end of the year.
 
James Kisner
 
Very helpful. You mentioned Misfits. My second question regards that acquisition. Can you just give a little more texture on how this accelerates or enhances your overall
strategy? Then, if you can, maybe quantify in some way the financial metrics around that business, either maybe historical revenue or gross margin or cash-based EBITDA
profile, and again, help us out there.
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Matt Edelman
 
Sure. The business opportunity really is as a result of a lot of collaboration that we've enjoyed with the Misfits Gaming Group over time. The result has been a nice,
consistent increase in the size of the deals that we were able to bring into Super League when collaborating with the Misfits Ads team. We had an opportunity to pull the
common businesses together, and at the same time, the Misfits Gaming Group will continue to fully own the Roblox games in their portfolio and be a commercial partner
going forward.
 
The benefits of the transaction are that we are consolidating complementary businesses that bring multiple forms and sources of revenue together that have already proven
to work well in the market. We will also have access to the Roblox game portfolio for the purposes of brand partnerships. That is an advantage when you are the primary or
sole group that can reach such a significant audience based on the popularity of those games.
 
While we don't provide full guidance, we do expect the net revenue contribution from the Misfits people and assets that we're acquiring, again, subject to stockholder
approval. We expect the net revenue to equal approximately 50% of the net revenue that we achieved on our own in 2025. They are a profitable team, so that would be
profitable net revenue that drops profitable results to our EBITDA line.
 
James Kisner
 
That's helpful. Just last one for me. In terms of margins, it's up a bit here year-over-year. I'm just wondering how much of that is structural and sustainable, and how you're
going to think about gross margin progression as you reach cash flow or cash basis EBITDA profitability. Thanks.
 
Matt Edelman
 
Yeah, it's another great question, something we think about and work on regularly. Based on the seasonality in the advertising industry, there's a lot more money spent in Q4
by brands and agencies. They push partners like Super League and others to really honor volume discounts. It's fairly typical for companies on the receiving end of that to
see compressed margins in Q4, which we have seen year-over-year compared to the prior quarters in the same year. But we do think we will continue to be able to maintain
the margins that we have seen in the earlier quarters of the past couple of years, so in between that 40% and 45% range. We definitely hope that our full year gross margin
can get closer to the 45% rather than the 40% that we achieved for 2025.
 
It's a constant focus and something we believe will benefit from some of the scalable offerings and the opportunity to drive up some of the programmatic revenue sources
that we're starting to see and that the Misfits Ads Division also is bringing into the Company with the anticipated and hopeful close of that transaction.
 
James Kisner
 
Thanks very much.
 
Matt Edelman
 
Thank you.
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Operator
 
Thank you. Our next questions come from the line of Rommel Dionisio with Aegis Capital. Please proceed with your questions.
 
Rommel Dionisio
 
Yeah, good morning. Thanks for taking my question. Matt, in your prepared comments you talked about the diversification of your revenue stream. I wonder specifically,
with regards to mobile gaming, could you just talk about, looking back at 2025, the growth that you saw in that business as a percentage of your total revenues, and the key
factors driving potential further growth in 2026 and beyond? Thank you.
 
Matt Edelman
 
Absolutely, Rommel. Thanks for the question. Nice to hear your voice. We have been purposefully focused on diversifying our revenue streams really for the past year, and
that has a lot to do with being a little bit too dependent on a single platform, which was Roblox back in 2023 and 2024. Mobile gaming is a spectacular, large, and lucrative
category in the advertising space. There are 200 million people in the U.S. who play mobile games, and we have a very strong partnership with a company we've talked
about named AdArcade. Their patented playable ads solution outperforms every other type of ad creative that could otherwise appear in mobile video inventory in mobile
games, which is called rewarded video inventory. It appears in between the levels you're playing, and that product continues to drive a great deal of interest. The demand
continues to increase, and that has helped with diversification.
 
In Q4, I believe that the mobile playables got up to well over 25% of our revenue and ended the year for 2025 at about 20%. You may recall that earlier in the year we really
were aiming for 20% to 25% from that product line for the whole year. At the same time, Roblox revenue diminished to under 40% of our revenue, and the biggest
additional piece came from a combination of work across Fortnite and Minecraft, which collectively ended up at about 30%. We were able to continue to show steady
growth in both of those areas as well. We believe we will have further diversification in 2026, so in addition to those platforms, we are in interesting and encouraging
discussions to expand our early entry into the connected TV space, which happens to be another area where the Misfits Ads team has had some success. We also believe
there are opportunities in the web gaming space and in the PC gaming space. We're hoping for a nice, multi-tiered diverse revenue base that is even stronger in 2026.
 
Rommel Dionisio
 
That's great. Thanks for the additional color, Matt.
 
Matt Edelman
 
You're welcome.
 
Operator
 
Thank you. Our next questions come from the line of Jack Vander Aarde with Maxim Group. Please proceed with your questions.
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Jack Vander Aarde
 
Okay, great. Good morning. Hi, Matt. Congrats on the recent momentum and continued progress towards positive EBITDA. Matt, I guess just I just want to touch on the
first quarter revenue, and I guess first quarter outlook, I'm sorry, the fourth quarter revenue, and then the first quarter outlook, and just back to the gross margin comments as
well. Are we at a point now, I guess it's fair to say that the revenue is coming a lot from mobile, obviously Roblox as well as playing a factor in there as well. But are you
expecting to see that natural gross margin return back above 40% in the first half of this year? If you could just speak to the core revenue drivers and then also just that gross
margin sort of seasonality, that'd be helpful.
 
Matt Edelman
 
Sure, it's a good question. I think consistent with some of my comments, the likelihood is that we will start to see the gross margin return to sort of a healthy 40% plus,
probably more in Q2, less likely in Q1. I suspect we'll have a little bit of a lag in Q1 from some of the remaining challenges of pulling out of the transition period, the
corporate transition period last year. But after we get through that part of our history, the way we've designed our offerings going forward is quite encouraging. We think not
only are they going to be more scalable, but they will continue to keep us with a healthy gross margin. While we still anticipate late year 2026 compression for the reasons I
mentioned just a few minutes ago, our hope and our goal is, as I said, to really be above 40% for the year, even if we start a little bit slow because of some of the lag.
 
Jack Vander Aarde
 
Got it. Okay. No, that's really helpful color Matt. Then maybe a larger question here is just shifting on to your acquisition strategy. You recently acquired Let's Bounce. You
have a stake in a Roblox game, and now you've obviously announced plans to acquire Misfits. Maybe just have two questions. Can you just speak on your acquisition
strategy in general?  Just what else are you looking at if you're actively opportunistic in the acquisition space? Then also just for Misfits, how does this fit into Super
League's revenue model specifically, but then also more of the strategic psychology of play model that you've been emphasizing more recently? Thanks.
 
Matt Edelman
 
I appreciate the question. You're clearly paying attention, which is always fun to hear that a Company's efforts to get our perspective out there is being heard. Thank you for
that. With the stockholder approval around the Misfits Ads Division deal, we really want to focus on integrating that team, integrating their capabilities, their pipeline, their
partnerships, their technology, and stay focused on leveraging the benefits of that transaction to their fullest. 
 
While we will continue to keep our eyes out for potential M&A opportunities, the best thing that we can accomplish over the course of the next several quarters is to prove
that this was a smart acquisition and that the moves we made earlier this year to start to set up our updated operating framework have been the right decisions and the right
moves. We do think that they have put Super League in a much stronger position following having put the corporation in a much more stable state. Our goal is to prove that
this is the main step that gets us to that point of cash-based EBITDA profitability. On our way there, as we prove it out and hopefully the market responds to that progress,
that would be a more likely time when we would consider additional M&A opportunities. But right now, we're going to have our nose to the grindstone here and really
focus.
 
As it relates to the fit, which is, I think, a little bit of what you were asking about… The Misfits Ads Division has some existing programmatic revenue that they have begun
to scale at an early level over the past year. They're a smaller team than we are, but the package that they've put together is based on specific targeting that requires a good
grasp of data. The work we're doing to create a data advantage and the ability to take some of our sales energy and put it towards that same programmatic offering we think
are going to be particularly exciting growth areas for the Company. 
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We also have the opportunity to expand a piece of technology that Misfits has been using, including in partnerships with us, that runs rewarded video in certain gaming
platforms. That also requires knowing your audience so that you're putting the right rewarded video in front of the right players in the right channels and platforms. Once
again, taking what we are starting to develop from the psychographic signals that you can pick up from gameplay and that we're pulling in through a terrific data partnership
with a company we've talked about named Solsten, that puts us in an exciting position because not only do we have more signals to direct advertising, but we have more
signals to help ensure that the creative we're bringing to market is the right creative.
 
Jack Vander Aarde
 
Excellent. I appreciate the call there, Matt. Best of luck to you. Look forward to tracking the story.
 
Matt Edelman
 
Okay. Thank you, Jack.
 
Operator
 
Thank you so much. That does conclude our question-and-answer session. With that, I'd like to hand the call back over to Matt Edelman for any closing comments.
 
Matt Edelman
 
Thank you again, everyone, for your time and for your questions. 
 
As we move through 2026, as you just heard me share, our focus is clear - executing against the opportunity in front of us and translating the progress we've made into
stronger, more consistent results. We are committed to building a business that creates long-term value for our shareholders and to ensuring that our story is understood by a
broader investor audience. You are going to be hearing from me and seeing me a lot this year as we share our exciting progress in the quarters ahead. Have a happy Friday.
 
Operator
 
Thank you so much. This does now conclude today's teleconference. We appreciate your participation. You may disconnect your lines at this time. Enjoy the rest of your
day.
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