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Company Overview

\/e design and develop

¥ Founded ZOOQ

< 100 staff .
¥ Young and International %,

culture N5
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Our products

aAction games based on
8l concepts

¥ Published bysSony
Computer Entertainment

¥ Big productions -
W Use of external talent ~
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A maturing market

2. games market Is
than movies?

¥ more profitable than
music?

¥ more predictable than
television?

¥ GUERRILLA




A competitive industry

¥ Who may demand a platform
fee and can potentially ‘own
the living room’?

57 Who will earn royalties from
game sales agg derivatives?

¥ Will there be a Windows for
Games? ¢
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Why take Games seriously?
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1 WANT YOU




AMERIGA’S AA ARMY




Why take Games seriously?

v Games as channel for
advertising

¥ GUERRILLA
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Why take Games seriously?

ames as strategic
Inication

v Games as channel for
advertising

¥ Game technology used b

i g ¥
for simulations |
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Europe’s key challenges

Employment
¥ Create a European Games

¥ Consolidate knowledge
sharing initiatives across
Europe
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Investment sector B .
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