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Safe Harbor

In addition to historical facts or statements of current  conditions, this presentation contains
forward -looking statements that involve risks and uncertainties within  the meaning of the Private
Securities Litigation Reform Act of 1995 . Such forward -looking statements reflect  Multimedia
Games, Inc .6 s( A Co mp a n gubrgnt  expectations and beliefs but are not guarantees of future
performance . As such actual results may vary materially from expectations

The Comp anydbidity to enter into any new jurisdiction or sell new products, is subject to
regulatory approval, licensing  requirements, and other possible factors beyond the Companyds
control . Any dates included in this presentation should be considered target dates only, actual
dates may vary materially from expectations . The preparation of the Co mp a n ypdesentations,
financial  statements and forward -looking statements requires the Company to make estimates

and assumptions regarding the Co mp a n ydperations, valuations, financial  outlook, regulatory
enforcement and technical compliance and estimates and assumptions that affect the reported
amounts  of assets, liabilities, revenues, sales and expenses . Actual results may differ materially

from these estimates under different assumptions or conditions

Additional risks and uncertainties associated  with the forward -looking statements are described

in the Co mp a n yfibngs with the Securities and Exchange Commission, including the Companyds
reports on Form 10-K and 10-Q. The Company assumes no obligation to publicly update or revise

any forward -looking statements
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Innovation and proprietary
technology drove growth in
a few markets

Key metrics (F2000 -F2004)
Revenue CAGR =41%
Total cash generation =
$(27.5) million
Net debt at 9/30/04 =
$15.7 million

Market dynamics change
Took risks on emerging
markets

Shiftto 3 ' party product
distribution

Key metrics (F2005 -F2008)
Revenue CAGR = (5%)
Total cash generation =
$(39.3) million
Net debt at 9/30/08 =
$80.7 million

Refocus on strategy and
execution
Proprietary product
Cash flow and debt
Litigation
Personnel
Customer relations

Expand addressable markets

Key metrics (F2009 -F2010)
Revenue CAGR = (7%)
Cash generation = $54.8 million
Net debt at 9/30/10 = $22.8
million
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Product Offerings and Capabilities

A

Total addressable markets

Class Il

Systems
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Current Markets

AMGAM under -penetrated
in all markets

ALicensing initiatives
create new market
opportunities

ANew products open up
opportunities in new and
existing markets

AKey markets include:
AOklahoma

A 57% of F2010 revenue
AWA
A 19% of F2010 revenue

ANew York
A 10% of F2010 revenue

ACalifornia
A 1% of F2010 revenue

ALouisiana and Mississippi
A Field trials underway
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Long -term Relationship with Chickasaw Nation

Relationship Overview

AlLong term history of providing product
and expansion capital

AAt 9/30/10 receivable of $35.4 million
A Currently repaid at approximately $3
million per quarter

ACurrent installed base of over 5,000
units at 15 properties, over 2/3 of
which are third party Clll machines

Key Game Placement Tranches

AWinStar
A1lst tranche 1 over 1,000 units,
agreement extends into 2013
A2nd tranche i approximately 1,400 units,

agreement extends into 2015

AOther locations

ARiverwind i over 900 units, agreement
extends into 2013
ANewcastle 1 approximately 600 units,

agreement extends into 2016




Long -term Relationship with Chickasaw Nation

A Keys to continued success
A Increase investment in proprietary Class Il game development
A Improve WPU across footprint

A Remain a strong financial and strategic partner




Significant Oklahoma Placement Opportunities
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* Entry into new jurisdictions subject to licensing and regulatory approval




Alabama (tribal)

California (tribal)

Connecticut
Florida

ldaho
Kansas
Louisiana
Minnesota
Mississippi
New York
Oklahoma
Rhode Island

Washington

Wisconsin

Total

Total Addressable Market

Total Addressable Market

3,000 California (tribal) 65,300
45,304 Florida 29,800
15,380 Idaho 4,141
9,548 Nevada 203,300
1,101 lllinois 13,900
3,617 Indiana 23,100
29,100 Michigan 27,700
14,691 New Jersey 37,400
41,000 Total 404,641
7,560
31,210 Currently Licensed
5,834 Pending License
27,311 Future Markets
5,869
240,525

SOURCE: Company estimates; actual addressable

market could differ from figures above 9

* Entry into new markets subject to licensing and regulatory approval




Leverage EXxisting Systems Business

A New York Lottery

A Operate central determinant system for 12,500 VLTs at eight
horse racing facilities throughout the state

A Six year history with agreement through December 2017

A Agueduct

A Plans to have Phase 1 open by summer 2011
A Plans to have Phase 2 open by end of calendar 2011
A Total units may exceed 4,500

A Profitable, cash - generating business unit expected to grow

A Exploring domestic and international opportunities
A

—\%
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Mexico & Alabama

A Mexico
AQriginal focus in Mexico was expanding footprint

ARevenue generation buté
Aénegative cash flow

AAmended AISA (Televisa) agreement in early 2010 to tie
future investments to ROIC

AMarket now generating positive EBITDA and FCF at lower
revenue levels

AF2010 revenue of $8.5 million

A Alabama
AAIl electronic bingo machines shut down as of August 9,
2010
A Impacts all Alabama gaming equipment suppliers
AElectronic bingo represented $9.4 million of revenue in
F2009 and $4.2 million in F2010
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Financial Overview
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F2010 Financial Overview

A Revenue of $117.9 million including $92.8 million from
gaming operations and $23.4 million from equipment and

system sales
A Sold 930 proprietary units
A Average participation base of 14,237

A Net income of $2.6 million or $0.09 per share
A Includes $14.4 million or $0.51 per share income tax benefit

A Cash of $21.8 million as of 9/30

A Total outstanding debt of $44.6 million as of 9/30
A Reduced debt by $52 million in last six quarters

A Net Debt was just under $23 million as of 9/30

OMULTIMEDIA GAMES
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Cash Generated vs. Quarterly Revenue

A Company generated $5.5 million of gross cash flow (1) and $6.5
million in free cash flow @ in Q4 F2010
A Gross cash flow of $38.3 million in F2010
A Free cash flow of $31.7 million in F2010
A Consistently producing cash as revenue quality improves
A TTM cash generated as a % of revenues has averaged 33%
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I Gross Cash Flowm Free Cash Flow Gross Cash Flow as % of Net Reve

@ Ccompany defines gross cash flow as cash flow from operating activities plus cash flows from investing activities

@ Company defines free cash flow as cash flow from operating activities less the acquisition of property and equipment
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Continued Debt Reduction
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A Company ended F2010 with outstanding debt of $44.6 million
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$83.1
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@ Debt B Net Debt

Net debt represents total debt less cash on the balance sheet
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Cash Quality of Earnings vs. Share Price
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The Company defines gross cash flow as cash flow from operating activities plus cash flows from investing activities
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Successful Two -year Execution on Strategic Initiatives

Mitigated financial and legal risks

Strengthened balance sheet, significantly reduced debt

Six consecutive quarters of free cash flow generation
Amended credit agreement

Resolved significant litigation

Expanding addressable markets
Significantly improved and expanded product portfolio
96 gaming licenses issued; 9 additional pending
Unit sales of 930 units in fiscal 2010

Reduced 3 ™ party product reliance

Proprietary product development improves cash return

New Class Il products strengthens alignment with key customer

Furthering technology innovation
Improving product stability & innovation

Expanding C2/C3/VLT library & system capabilities

oMULTIMEDIA GAMES
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Key Considerations

A Solid balance sheet
A Generating consistent cash flow

A Ramping proprietary unit sales
A Expanding addressable markets
A Product placements/trials
A Performance

A Beginning to execute strategy to address key
Oklahoma market

A Opportunity to leverage NY systems strength in
new markets

We believe Multimedia Games offers attractive valuation
relative to EBITDA, cash flow and growth opportunities

OMULTIMEDIA GAMES
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G2E Product Overview
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Side Action

Play 2 games at once
Primary video reel game
Side Action game for small
side wager

Side Action game is

positioned on the right side

of the video display, taking
up about 25% of the screen

Featured Titles:

Bl azind BuckseE
with Side Action  Dice

Texas Tornado®
with  Side Action Poker

SIDE ACTION MESSAGES GO HERE

SIXSIXES 50.000 ROYALFLUSH 300.000
STRAIGHT FLUSH 80.000

SIKoraKIND 31 14,500 FOUROFAKIND 10.000
FIVEoraKIND 1100 W 1200|mes 800

Ffi _400[smen 300 M 200
THReePAIRS  JO 0| rosrorakme GO H{g 100 l 40

) SIDE BET

( | SIDEBET (| DEAGTIVATE FEATURE
TOUGH TO AGTIVATE F e ‘ FEA{')I'HRE I 25 ey
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Maximum Lockdown

Hybrid 5 -reel mechanical game that plays like a 3 -reel mechanical
Targeted at all mechanical reel players
Regular game play with the 3 reels in the middle
Outside reels used for the lockdown feature
When outside reels match, the player gets free spins
Featured Titles:
Maximum Lockdown
Smoki nd 7 7 Maximwr Lockdown




Do 1ADUWN,

ass

First title: |1 ce on Fir eAFirsttitle: Mega Meltdown®
Our latest Class 2 progressive Our latest WA progressive
3-reel, 1 -line mechanical 3-reel, 1 -line mechanical
6 -tier bank progressive 6 - tier bank progressive
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ATournEvent

AEasiest and most
iInnovative slot
tournament system

ANetworked banks switch
to tournament mode
instantly to transform
slot floor into live action
slot theatre

ATournEvent 3.0
ANew interactive Pop -N-
Wi nE tournament game
APlayer Dashboard with
picture in picture
AAutomated emcee
ANew tournament formats
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