


FORGE DEFINITION: 
“TO CREATE SOMETHING 
STRONG, ENDURING, OR SUCCESSFUL”
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Our concept is simple and clear we will purchase indie games from developers and have an agreement signed to receive

the intellectual property rights and will offer the indie developer some future profit share if the game is successful.

We will then with our in-house team design, develop and market the game to realize its full potential.

Our goal will be to find indie mobile game developers to purchase their games and with our developers to enhance the

game to a point where we can increase the revenues and we will provide the feedback, support, design and further

development needed in order to give the games the best chances of success.

Our internal and external team will be focused on enhancing indie mobile games and launching them on both the Google

Play & App Store and helping indie mobile dame developers maximize their revenues and finally fully monetize their

developed games. We will be the leading indie mobile game incubator and accelerator platform and thus Forging mobile

games by taking a raw game and creating something stronger more enduring and more successful.

OUR MISSION
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Design

Developers are not all good at 
design and many games fail 

due to poor design

Marketing

Developers are not all good at 
marketing and a game not 
marketed correctly will fail.

Monetization

Limited options for 
monetization and lack of 

know how.

THE PROBLEM
many indie game developers face
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How we can help solve the problems:
We will work together with mobile game developers to help forge mobile games 

and maximize the revenue capabilities for each game we purchase.

We will offer our partnering developers cash for each game as well a % of the 

future profits.

Our team will focus on helping with the necessary functional changes as well as 

design and marketing to make sure the game reaches its full potential.

We help game developers 

realize their games full 

revenue potential.

Monetization
Our team of mobile game 

designers will help 

enhance game likeability.

Design
Our team of mobile 

marketing specialists will 

reach largest audience.

Marketing

THE SOLUTION
we will help forge mobile games
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Sell Ads by Impression or Installation

Advertising

CUREENT OFFERINGS

1

Try and find a direct publisher

Publisher
2

PUBLISHERS CAN EXPLIT DEVELOPERS
• Publishers can pick and choose from thousands of indie game offers.
• They can afford to offer rev share deals as high as 50/50.
• Developers do not have a choice, because they have no budget.
• Most developers cannot make money in todays industry.

WE OFFER A DIFFERENT OPPORTUNITY FOR DEVELOPERS
• We can offer developers an upfront payment in return for the entire game.
• We do not require the game to be artistically polished.
• Developers are guaranteed to make money back.
• We are able to purchase games relatively cheap.
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GAME BUYER/TALENT TEAM
Our team of dedicated buyers will have 

the task of negotiating and purchasing 

games from mobile game developers.

1GAME DEVELOPERS
There are thousands of game developers 

producing games each day facing 

challenges in monetization.

MOBILE MARKETING TEAM
When the game is ready to market it will 

be distributed across the multiple 

channels we have within our disposal.

MOBILE DESIGN & DEVELOPER TEAM
Once the game has been purchased and functional 

elements have taken place the game will undergo a 

redesign to enhance the games potential.

OUR OFFERING

2 3

4
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Increased Profits

Where sole developers cannot 

often make a profit on games, 

with our resources we can.

Dedicated Team

We will have a team of artists 

and developers to polish up the 

games.

Marketing & Advertising

We will have the budget to 

advertise the game.

Optimize Play & App Store

We will be able to create 

converting Play and App store 

pages.

Video Trailers

We can product high production 

quality videos and trailers.

Translations

We will handle translating the 

app to different languages for 

different markets.

Social Interaction

We will handle user interaction, 

such as replying to comments 

and questions on social 

networks and store pages.

Transparency

We will offer transparency to all 

developers to make sure they 

understand the process and 

status at all times.

OUR FEATURES
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Paid Apps
This format is quite straight forward if you want the 

game you will have to pay from $0.49 - $2.99 for 

example.

Pay to Remove ADs
Many games are free to download but have 

commercial ads in placements that are annoying so 

many users will pay to remove ads.

In App Purchases
There are many games that make good revenue 

streams from in app purchases from $1 - $19 dollars 

per item.

Game Hits Jackpot
If we are successful and the game goes viral or gets a 

million+ users the game can be sold for large amount 

of money.

Get App Free
This is format of getting the app free for level for 

example and to upgrade in form of payment later.

Commercial Advertising
This is the simplest and most known form and you 

can receive revenue on CPM, CPC and CPI models.

REVENUE SOURCES
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The initial seed capital funding will go 

towards building full HR and team as well as 

including the purchase and acquisition of 

approximately 50 mobile games that will 

include full Intellectual Property rights.

$200,000 FUNDING

BUY GAMES DESIGN & DEVELOP MONETIZE

The proof of concept will be in the phases of 

first being able to purchase 50 indie mobile 

games within 90 days as well as being able 

to prove the efficiency in the design and 

development as well as monetization.

50 GAMES IN 90 DAYS

FUNDING NEEDED FOR PILOT
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The initial seed capital funding will go 

towards building full HR and team as well as 

including the purchase and acquisition of 

approximately 1,000 mobile games that will 

include full Intellectual Property rights.

$2,000,000 FUNDING

BUY GAMES DESIGN & DEVELOP MONETIZE

The proof of concept will be in the phases of 

first being able to purchase 1,000 indie 

mobile annually as well as being able to 

prove the efficiency in the design and 

development as well as monetization.

1,000 GAMES ANNUALY

FUNDING NEEDED FOR BIG LAUNCH




