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Rogue-Vania




Unleash the Power of Limited Keys!




GAME START €©» | GAME MENU <€» GAME STOP <«

v

A-Z,0-9 KEYs,
Charms, Overcome obstacles,
Defeat enemies, MINI Bosses, FINAL BOSS
Replayability: Re-RUN Changes in difficulty like:

——NO—>»No WIN ———  »<Play AGAIN?)—

LOOP 0: - LOORP 1: - Disabling KEY collectors

LOOP 2: - Dropping of Collected KEY| LOOP X: - MASS Destruction
ICollect Movement Keys, A-Z Keys| Collect other Keys, A-Z Keys

Story
Collect other Keys, A-Z Keys Collect other Keys, A-Z Keys

—YES—>» WIN —> Completion —aA
Defeat BOSS X collect KEY X credits

Defeat BOSS 0 collect KEY 0 Defeat BOSS 1 collect KEY 1

Defeat BOSS 2 collect KEY 1

PAUSE/ESC| | i
e < » | TWEAK Screen

Game Flow




Game Loop

\4

A-Z,0-9 KEYs,
Charms, Overcome obstacles,
Defeat enemies, MINI Bosses, FINAL BOSS E Killed Final
Replayability: Re-RUN Changes in difficulty like: Boss

LOOP 0: - LOORP 1: - Disabling KEY collectors LOOP 2: - Dropping of Collected KEY LOOP X: - MASS Destruction

Collect Movement Keys, A-Z Keys Collect other Keys, A-Z Keys Collect other Keys, A-Z Keys Collect other Keys, A-Z Keys
v Restored All
Defeat BOSS 0 collect KEY 0 Defeat BOSS 1 collect KEY 1 Defeat BOSS 2 collect KEY 1 Defeat BOSS X collect KEY X Keys




An Early Glimpse
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Post-Launch DLC (Downloadable Content)




Business Model




Genre

Platformer
Metroidvania

Rogue-Llike

Target Audience

Market Size
(2023)

$3.4 billion
$14 billion*
$1.5 billion

Players

100 Mn
50 Mn
40 Mn

Games Released
(Annually)

Hundreds
Dozens

50-100

Annual Revenue
(Top Titles)

Tens of millions per game
Millions per game

Tens of millions per game




Ori and the Will of the Wisps
(Mar, 2020)

Dead Cells
(Aug, 2018)

Hollow Knight
(Feb, 2017)

Ori and the Blind Forest
(Apr, 2016)

Shovel Knight
(Jun, 2014)

Peers' Sales




Timeline

*
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Pre-Production Testing

Production Release




Budget and Allocation

Team Expansion
& Operations
74%

Hardware Equipments
7%

Rentals & Infrastructure
4%

Software
License/Subscription
4%

;

Certifications,
Royalties,
\Licensing,lnternal
Costs(MISC),etc
3%




Revenue Model




Mentions

“Unique concepts with simplistic gameplay” - First Impressions article on IGN India.

v “..this art was so cute OML... and | loved the experience of collecting ... | treasure this”
@ Bare
1

Chosen among Top 4 Indian studios for Xbox Game Camp Asia 2024.
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| “..concept of getting power by getting keys is nice, it could make a great Metroidvania...”
I = itch.io
Game developmentin India: Youngsters are taking lead.
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10 Best INDIAN Games We Tried At India’s Biggest Gaming Event | IGDC 2024 = — —
THE TIMES OF INDIA




BE8EMIHD

Name
Developer
Age Rating

Genre

Game Engine

Type
Platform

Gameplay Duration
Release

Revenue Streams







