


Video Games Industry is a 44 Billion US$ Industry



Was: console or PC, lonely, not very sexy



Is now: social, multiple devices



Online Games now a 11 Billion US$ market



The Internet is transforming the games industry: 
•Types of games
•How games are: Created, Distributed >Discovered
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Reverse Approach: eRepublik modelReverse Approach: eRepublik model
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eRepublik Labs: Massive Multiplayer Online Strategy Games

Erepublik Labs:

Based on real W

60 countries

UK: 11th Power

6M visits / month

150M Page Views

100M Minutes

210K Live citizens

Raised €2,8M

Growth 20% MoMGrowth 20% MoM





The PanelThe Panel

Moderator: Rick Gibson, Games Investor Consulting

Panellists:

Dylan Collins, Jolt Online Gaming

Malcolm Clark, CyberSports
Kristian Segerstrale, Playfish

Michael Acton Smith, Mind Candy

Simon Guild, Bigpoint

Alexis Bonte, eRepublik

Andy Moseby, Kemp Little LLP , gp y y, p




