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Pla� Games �s set to become the largest mob�le game
developer and publ�sher �n the MENA reg�on.  

M�ss�on:
To produce fun, �nnovat�ve and prof�table mob�le games
and ach�eve global success through reg�onal publ�sh�ng.
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PROBLEM

MENA Region Deficiencies
Lack of Cultural and L�ngu�st�c Adaptat�on:

Arab�c language support �s �nsuff�c�ent.
Cultural themes and characters are m�ss�ng.

Payment Methods:
Local payment opt�ons are m�ss�ng.

Lack of Local Content:
There are almost no reg�on-spec�f�c games.

Publ�sh�ng and D�str�but�on Issues:
Games from Türk�ye and other countr�es

cannot reach MENA.

Wh�le the MENA reg�on �s a rap�dly grow�ng mob�le gam�ng market, the potent�al �s not be�ng fully ut�l�zed because
games are not culturally and l�ngu�st�cally adapted. Add�t�onally, developers are unable to max�m�ze the�r revenues

because monet�zat�on models are not su�table for the reg�on. At Pla� Games, we f�ll th�s gap by both produc�ng our own
games and adapt�ng games from �ndependent stud�os to the MENA market. 



OPPORTUNITY
The MENA reg�on has huge potent�al w�th �ts rap�dly grow�ng young populat�on and �ncreas�ng mob�le gam�ng spend�ng.

As smartphone penetrat�on and �nternet access �n the reg�on �ncrease every year, gamers demand more content and
personal�zed exper�ences. However, the lack of games that are appropr�ate for local culture and the lack of proper

monet�zat�on strateg�es prevent th�s potent�al from be�ng fully real�zed. Pla� Games evaluates these opportun�t�es and
develops games spec�f�c to MENA and adapts ex�st�ng successful games to the reg�on to max�m�ze revenue.

Fast Grow�ng Market: 
MENA �s one of the fastest-grow�ng mob�le gam�ng

markets �n the world and �s expected to reach
mult�-b�ll�on-dollar volumes by 2025.

Young and Act�ve Player Base: 
60% of the populat�on �n the reg�on �s under the

age of 30 and shows great �nterest �n mob�le
games.

Increase �n Mob�le Dev�ce Usage: 
Smartphone penetrat�on and �nternet access are

�ncreas�ng rap�dly, mak�ng mob�le games the
largest source of enterta�nment.

Increased Spend�ng Power: 
Espec�ally �n the Gulf countr�es, players spend h�gh

amounts on �n-game purchases and
advert�sements.



Number of Mob�le Players

Growth Rate

Market Cap

126 M�ll�on

$3.7 B�ll�on

MARKET
The MENA reg�on has a rap�dly grow�ng gam�ng market, and mob�le games �n part�cular are of great �nterest. As of 2025, the

value of the gam�ng market �n the reg�on �s around $5 b�ll�on, and th�s f�gure �s expected to �ncrease rap�dly. The most
popular game genres �n the MENA reg�on �nclude act�on, strategy, and sports games. In add�t�on, battle royale and

mult�player onl�ne games are also preferred by a large number of players. The �nterest �n games, espec�ally among the
young populat�on, makes th�s market qu�te attract�ve. 70% of the games �n th�s market cons�st of reg�onally unadapted

games.
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STUDIO
As Pla� Games, we offer �nnovat�ve and enterta�n�ng exper�ences to players by develop�ng hybr�d casual, battle royale
and sports games spec�f�c to the MENA reg�on. We a�m to f�ll the gap �n the market w�th our fast-consumed, h�ghly

�nteract�ve and culturally compat�ble games. W�th our test-dr�ven development process and strategy supported by data
analyt�cs, we a�m to create games that appeal to players and are h�ghly prof�table.

Games su�table for reg�onal dynam�cs

Advert�s�ng and �n-app purchase revenues

Easy to produce games

Rap�d test�ng process

H�gh-level teamwork



PUBLISHING
As Pla� Games, we a�m to be one of the most successful game publ�shers �n the MENA reg�on. We undertake reg�onal

publ�cat�ons of game stud�os �n Turkey and the global market by mak�ng MENA-spec�f�c opt�m�zat�ons. We adapt games
to generate the h�ghest revenue w�th local�zat�on, cultural adaptat�on and reg�onal market�ng strateg�es. We w�ll be the

most rel�able MENA publ�sher for global game compan�es by cont�nuously expand�ng our publ�sh�ng ecosystem w�th
strong analys�s, rap�d test�ng processes and reg�onal advert�s�ng opt�m�zat�ons.  



Game Test�ng Process: We �dent�fy games
developed �n Türk�ye and globally that have not

yet been released �n the US and Western markets.

Data-Dr�ven Select�on: We measure the
performance of games through small-scale ad

tests to �dent�fy those w�th the h�ghest potent�al.

Comprehens�ve Local�zat�on: We adapt
language, v�sual des�gn, characters and story

elements to MENA culture.

Reg�onal Market�ng Strategy: We market w�th
local �nfluencer collaborat�ons and spec�al
advert�s�ng models based on user hab�ts.

Game Anal�yt�cks



LOCATION
The MENA reg�on offers a huge opportun�ty for global game publ�shers w�th �ts h�gh play t�me, strong spend�ng potent�al
and cultural dynam�cs. However, not every game can ach�eve d�rect success �n th�s market. W�th our reg�onal publ�sh�ng

strategy, we adapt, local�ze and opt�m�ze revenue models of ex�st�ng popular games spec�f�cally for the MENA market.

Language and Cultural Local�zat�on: 
We make the �n-game exper�ence

authent�c w�th profess�onal
translat�on and vo�ce-over �n Arab�c

and other reg�onal languages.

Graph�c and Themat�c Adaptat�on:
We rev�se characters, maps and

content to su�t local culture,
ensur�ng a stronger connect�on.

Reg�on-Spec�f�c Content & Events:
We �ncrease player engagement by

offer�ng t�me-l�m�ted events and
content for spec�al per�ods l�ke

Ramadan.

Reg�onal Payment Systems: 
We �ncrease sales w�th mob�le

operator payment solut�ons and
local wallet �ntegrat�ons �n reg�ons

where cred�t card use �s l�m�ted.



PIONEERS 
Roll�c, Dream Games and Good Job Games… They are not only our compet�tors, but also the p�oneers who �nsp�re us

and �llum�nate our path. They have ach�eved global success by reach�ng b�ll�ons of dollars �n the mob�le gam�ng world.
We are also prepar�ng to bu�ld a strong gam�ng ecosystem �n the MENA reg�on by follow�ng �n the�r footsteps. We a�m

to jo�n these g�ants by both develop�ng our own games and publ�sh�ng the best games �n the reg�on. We w�ll make
next-generat�on gam�ng exper�ences the b�ggest gam�ng power �n the reg�on w�th the r�ght strategy and �nnovat�on.

$100 M�ll�on $2.75 B�ll�on$200 M�ll�on



BUSINESS MODEL 
Develop�ng and Publ�sh�ng Our Own

Games
Pla� Games w�ll produce �ts own

games, focus�ng on popular genres
such as casual, battle royale, and

sports games.

Revenue Model:
Ad Revenues In-App

Purchases Subscr�pt�on
Models 

 Publ�sh�ng
We w�ll test the unreleased games of
�ndependent stud�os �n Türk�ye and

around the world, select the ones that
are su�table for the reg�on, and
undertake the�r market�ng and

monet�zat�on.

Revenue Model:
Ad Revenues In-App
Purchases Revenue

Shar�ng

Reg�onal Broadcast�ng &
Monet�zat�on Opt�m�zat�on

We w�ll adapt and publ�sh games that
are already popular and successful
globally, spec�f�cally for the MENA

reg�on.

Revenue Model:
Advert�s�ng Revenues

Reg�onal Publ�sher Share
Sponsorsh�p Agreements

B2C B2B B2CB2B B2C



Idea Product�on Test

Publ�sh�ngDevelopment

Ads

In- app

WORK FLOW



Q1
Company Establ�shment

Team Setup

Prototyp�ng for the F�rst
Game

Publ�sh�ng Process
Beg�ns

F�rst Game Test and
Publ�sh

KPI Track�ng &
Opt�m�zat�on

F�rst Advert�s�ng
Campa�gns

Game stud�os f�rst deals

Game Release and
Development

Publ�sh�ng Portfol�o
Development

MENA Local�zat�on Start

New Investment Round
İç�m Preparat�on

Q2
2. Game Start

Increased Publ�sh�ng
Revenues

Exclus�ve Agreement w�th
Stud�os

Presentat�on Preparat�on
for Investment Round

$1M+ Income💸💰

Q3
Q4



1 Year
2-3 Years 4 Years

5 Years
Foundat�on

We developed our f�rst games
and publ�shed them on the

App Store & Google Play.

We started game publ�sh�ng
by collaborat�ng w�th Turk�sh

and global stud�os.

We started generat�ng
revenue through reg�onal
publ�sh�ng models �n the

MENA market.

Goal: $1M+ revenue �n f�rst year
and a strong �nvestor round

Dom�nance
We have successfully launched
at least 3-4 of our own casual

and hyper-casual games.

We have become one of the
largest mob�le game

publ�shers �n the MENA
market.

We reduced user acqu�s�t�on
costs by establ�sh�ng our own

advert�s�ng network.

We have establ�shed strateg�c
partnersh�ps w�th major

gam�ng compan�es.

Target: $10M+ annual turnover
and new �nvestment round

Pla� Games has now become a
grow�ng force not only �n
MENA but also �n As�an

markets.

We create our own IP and
undertake larger scale

projects.

We expanded our publ�sh�ng
portfol�o by work�ng w�th

larger stud�os.

We have become one of the
largest players �n the mob�le
gam�ng ecosystem �n MENA.

Goal: $50M+ annual revenue
and company valuat�on to

$500M+

Spread

Un�corn
Pla� Games has now become a

gam�ng g�ant.

As MENA's largest game
publ�sher and manufacturer,

we are grow�ng �n global
markets.

Acqu�s�t�on or merger
scenar�os w�th a large global
gam�ng company are be�ng

evaluated.

Goal: $100M+ annual revenue,
$1B+ company valuat�on, and

ex�t opportun�t�es 🎯

1 Year
2-3 Years 4 Years

5 Years



I n v e s t m e n t



INVESTMENT

$550.000

Investment Need

Share %20

Areas of Use

Game Development
40%

Publ�sh�ng & Game Collect�ng
30%

Operat�onal Expenses
20%

Monet�zat�on
10%

As Pla� Games, we are look�ng for an �nvestment of $550K for a 20% stake at a valuat�on of $2.75M. Th�s fund w�ll be
used for game development, publ�sh�ng, and rap�d entry �nto the MENA market. Our goal �s to qu�ckly generate

revenue and become the lead�ng game stud�o and publ�sher �n the reg�on. 🚀



EXIT
Pla� Games a�ms to be one of the largest game publ�shers �n MENA and ga�n a strong foothold �n the global

market. After establ�sh�ng �tself �n the market w�th aggress�ve growth and strateg�c partnersh�ps �n the early
years, we plan to create a major ex�t opportun�ty �n 3-5 years.

Poss�ble Ex�t Scenar�os
Strateg�c Sales: Sales to large gam�ng compan�es such as Zynga, Scopely, Roll�c or technology g�ants such as Tencent and

ByteDance.

In�t�al Publ�c Offer�ng (IPO): Go�ng publ�c as a gam�ng technology company, �ncreas�ng our growth potent�al.

Second Round Sale from Large Funds: Early ex�t opportun�ty for our �nvestors through PE funds or large VCs.

Ex�t Return:
6-8X ROI for early �nvestors (ex�t w�th�n 3 years)

15X+ potent�al growth for long-term �nvestors (ex�t after 5 years)



 Wh�le study�ng at Özyeğ�n Un�vers�ty P�lotage
Department, I started my b�ggest dream, the game
development process, and together w�th the game

company I founded, I produced more than 60 hyper-
casual, casual and blockcha�n-based games. Our

company grew w�th a successful �nvestment and I
parted ways. Dur�ng th�s per�od, I developed myself
by rece�v�ng tra�n�ng on econom�cs and games �n

V�enna. Now, I want to cont�nue th�s b�g dream even
more strongly and create a new world by reflect�ng

new technolog�es to games.

Ahmed Can Duras



Jo�n us now and be a part of th�s
growth journey!
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