


POLISH GAMES ARE KILLIN" IT

Top 250 Steam Publishers Breakdown by Country,

June 2022

Poland's gamedev industry is a ¥
leading source of talent worldwide =~ |- Yy -

(5%)

This talent pool and know-how is ripe for the taking
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GAME DEVELOPMENT STUDIO

A Making a series of games in the world of INTERREGNUM
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* Delivering AA quality games " PR7EMYSLAW KaRDA

* Focusing on building a lasting franchise spanning books,
games and other media in the future

INTERREGNUM
is a best-selling sci-fi novel from a
Polish author, Przemystaw Karda




WE AREA TEAM OF EXPERIENCED CREATORS

A With a history of making games big and smalll

A Experience publishing games with world's top publishers

Vision to build a franchise for gamers around the world

INTERREGNUM .
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MARKET POTENTIAL

Publishers generated $10B revenue on Steam in 2022

Top 50 |
Top 100 ‘ 1%
Top 250

Every year dozens.of games reach revenue of $100M
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BUSINESS MODEL

A Platforms - PC and consoles
A $15 to $40 per copy sold worldwide and distributed digitally
A 100k copies sold in the first year after launch

A New release every 1 to 2 years reaching a revenue target of $20M
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COMPETITION
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Established AAA publishers are behemoths NAUGHTY: 3[s]c] SONY
forced to avoid any risk with their big projects B]LZM

Independent developers - small and nimble - often
lack the long-term vision or resources to execute it
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Our vision for the future is grand =z J w - !

We take small steps towards a single goal
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COMPETITION

Bigprojectscope
Largegamebudget

Oneshotproduct
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Billiondolarfranchise

Smallprojectscope

Tinygamebudget



FIRST RELEASE m
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We released a story-based game as an introduction to

the world and series of INTERREGNUM CHRONICLES



MARKET PLAN

A We are halfway through production of our first proper game that will show
the world what we are really capable of

A We are ready to scale up our operations and start producing multiple titles
simultaneously

A Our plan is to leverage the experience of our core developers to oversee
and guide multiple smaller teams of junior developers
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