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CEROMYNFLERS

TARGET MARKET

FRONTIERS VISUAL STYLE AND THEME IS DESIGNED FOR A
WESTERN AUDIENCE.

(GAMES WITH SIMILAR GAME MECHANICS HAVE SUCCEEDED
IN THE EASTERN MARKET.

VWE EXPECT 50-60% OF REVENUE TO BE COMING FROM
USA.

EsT. MARKET size USD 10-15 BILLION FOR MOBILE
RPG/STRATEGY GAMES WITH GACHA STYLE
MONETIZATION.
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FINANCIAL MODEL OF FREE-TO-PLAY GAMES (FRONTIERS)

LTV - (eCPI + oTHER cosTs) = ProFIT/Loss E

«  PLAYER LIFETIME VALUE (LTV)

© » EFFECTIVE COST PER INSTALL (ECPI)
\ MiniMizE * RETENTION CURVE ALONG WITH PLAYERS' AVERAGE
{ SPEND PER DAY DETERMINES LTV.
B » (0STS > SALARIES, SERVERS, PAYMENT FEES, ETC.

OPTIMIZE

NUMBER OF PLAYERS —

STABILIZE

RETENTION CURVE

L TiME (DAYS)
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GoALs & METRICS AT EACH STAGE
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DATA SAMPLE Si1zES FOR MEANINGFUL RESULTS

TO GET A CLEAR PICTURE OF RETENTION OR MONETIZATION KPI's THERE NEEDS TO BE A CERTAIN
INFLOW OF NEW PLAYERS EVERY DAY.
\WE CONSIDER 1000+ INSTALLS PER DAY TO BE SCALING UP. 4 N

INSTALLS PER DAY <50 100 200 518]0) 1000+
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; : ' P ~
{ CREATIVES OPTIMIZATION ‘ ‘ ‘ <> <> J
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SOLIDCLOUDS



GAME PROMOTION ROADMAP

2022

CLosED LAUNCH

e \WE ARE HERE

DeceMBER 2022 —

2023 Q1 — 2023 Q3 —

BeTtAa OPEN LAUNCH

e NEw MARKETS ©

>

>

» (CLOSED SOFT-LAUNCH ON
PHILIPPINES MARKET.

¢ USERBEHAVIOUR,
RETENTION
« UA BENCHMARKS

» REGULAR BUILD UPDATES
BASED ON USERS INSIGHTS.

« AB TESTS, ANALYTICS LEVEL
UP

« MARKETING MATERIALS
PROCESSES

« BETA MARKETING PLAN
PREPARATIONS

OPEN LAUNCH ON MULTIPLE
MARKETS

AcTive UA CAMPAIGNS

RETENTION & IN-APP
PURCHASES SCALE UP

ROAS RESULTS & PREDICTION
MODEL

SMOOTH MARKETING PROCESS

« NEW MARKETS LAUNCH
» |N-APP PURCHASES OPTIMIZATION
« ROAS FINALIZATION & SCALE

» (GAME DEVELOPMENT BASED ON
WIDE RANGE OF DATA
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MAINTAINING CREATIVES

OPTIMIZE A CREATIVE

e THE PROCEDURE IS TO CREATE AND
IDENTIFY HIGH PERFORMING
ADVERTISEMENT MATERIAL. AGGREGATION
AND ANALYSIS WILL DECIDE IF WE
FORWARD SPECIFIC CREATIVES OR
APPROACHES.

« BUILDING AND MAINTAINING A CREATIVE
LIBRARY IS AN ONGOING PROCESS AND WE
WILL BE TAPPING INTO OUR DEVELOPMENT
TEAM ON A REGULAR BASIS FOR NEW IDEAS
AND INSPIRATIONS INSTEAD OF JUST
COUNTING ON ONE PERSON.

l

‘ el | CREATl\)E gl
. \ LIBRARY ‘
e |T 1S EXTREMELY IMPORTANT TO HAVE AN 4 '

EXPLORATORY MINDSET AND ALWAYS \ : ONGOINGEE
TRYING OUT NEW THINGS.

a
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Ap CycLE

AD SPEND

BupceT 100% \
e AT FULL RELEASE OUR ADVERTISEMENT CYCLE
WILL BE SYNCHRONIZING BUDGETING FROM -
PLAYER LTV PROJECTIONS, CREATING AND :
TESTING NEW CREATIVES, FINDING NEW USERS o
AND RETARGETING OUR WHOLE PIPELINE. /

 \WE WILL BE OPTIMIZING OUR NEW CREATIVES
IN THE MAINTAINING CREATIVES CATEGORY
AND THEN THE OPTIMIZE CATEGORY IS FOR
KEEPING OLDER CREATIVES IN CHECK THAT
HAVE BEEN SCALED UP, WHEN TO REST
THEM OR DISCARD THEM.

v

FRESH USERS -
80%
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MARKETING & DEVELOPMENT COMING TOGETHER

[ExRiz025] |GReeNLIGHT |
v
| e e — |||
DEVELOPMENT

QoL FEATURE I

| ConvVERsION OPTIMIZED || LTV ProjecTiONS |

(| D7 Il ReTenTion D30 |

500 DAILY INSTALLS || 1000+ DaiyinsTALLS |
- st
Ao CycLe Becins | ApCvcLeOncone |
Ab PLATFORM TESTING | -
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REcaP

' » FRONTIERS WILL SOFT LAUNCH IN ITS TARGET MARKETS EARLY
2023.

e \WE WILLLIMIT OUR ADVERTISING DURING OUR SOFT LAUNCH.

« MARKETING NEEDS DATA TO OPTIMIZE ITS CREATIVES AND
PLACEMENT.

: » ONCE WE CAN SEE THAT THE FINANCIAL MODEL CAN TURN A
» PROFIT WE WILL STEADILY INCREASE OUR ADVERTISING SPEND.

o« \WE BELIEVE A PC VERSION OF FRONTIERS WILL STRENGTHEN THE
INVESTMENT AND SUCCESS OF THE MOBILE GAME.

» ONCE WE HAVE MASTERED OUR TARGET MARKETS, WE WILL
EXPAND TO OTHER MARKETS.
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