MNpoypappa «G3 - Games Go Global»
G3 - Games Go Global
MpoimoAoylopog €120.000

To G3 (Games Go Global) amookoTel otnv UTIOCTNAPLEN ETAPEWY AVATITUENG NAEKTPOVIKWYV
Ttavidlwy (game development studios) pe €dpa kat dpactnplotnta otnv KUtpo, TpoKelEVOL va
TipowBroouv Ta Ttalvidla toug o dlebveic ayopecg.

Méow tNg otApPLENG dpaotnplotATtwy dleBvoug powBnong, ToTikn g tpocappoync (localisation)
KAl ETUXEPNHATIKAG avdrtuéng, To Tipoypappa divel tn duvatoTnTa OTIC ETALPEIEC AVATITUENC
NAEKTPOVIKWY TTAXVISLWY va avamtuéouv cuvepyacoia pe publishers, mMAatpoppeg Kal TAIKTEC
dleBvwg, va eTiitaxvouV TNV avamtuér Toug Katl va au&foouy ta eEaywyLkd Toug €coda.

Mpotewodpevo Mpoypaupa
e 'Ewc€30.000 avd dikatoLxo
e 4 etalpeieg avamtuéng NAEKTPOVIKWY TTALXVISLWYV e £dpa Kal dpactnplotnta otnv Kutmpo

e 'Evtaon evioxuong: 50% - Kavoviopog'Hooovocg Znpaciag (De Minimis). Ot dikatouxol Ba
TIPETEL VA ATIOOEIKVUOUV IOLWTIKA OLUVELOHOPA TOUAAXLOTOV (0N PE TO TTI0CO TNC dNUOoLAg
XpnHatodotnong mou {nNTouv.

ETiAgE oL AtkatoUxol
Ot attovvteg Ba mpemel:
e Naeival eykateotnuévol kat va dpactnplomotovvtatl otnv Kumpo.

e Na é€xouv TNV avdamtuén nNAEKTPOVIKWY TIAXVIOWWY WC PBACIKA  ETUXELPNHUATIKA
dpactnplotna.

e Na katéxouv n va SlaBETOLV TA EUTIOPLKA dlKAlWHATA yla To/Ta Talyvidu/malxvidla mou
adopd/olyv n aitnon.

e Na dlaBgtouv ToUAAXLIoTOV Eva TtalXvidL TTou £xel KUKAodoprioel ePTIoPIKA A €éva playable
prototype, cuvodeuOpEVO amod TekKUfpla eTBeRaiwong TNG EUTTOPLIKAC TOU SUVAUIKAG.

ETuAEE ueg Apaotnplotnteg
Katnyopia 1: International Marketing

YrmooTthpLEn dpacTNELOTHTWY TIOU ATTOCKOTIOUV OTNV TIPOCEAKUGCH TIALKTWY Kal TV avénon tng
TIpoBoANC o€ dleBveic ayopec. EMAEE e elval ol akdAouBeg SpaoctnpldTnTEC:

o Digital advertising campaigns

e Useracquisition (UA) campaigns
e Social media advertising

e Influencer marketing

e Public relations campaigns

e Community-building activities



Katnyopia 2: Localisation

YootipEn 8pacTtnPIOTATWY TOTIKIG TIPOCAPHOYNG Ttavidwwy yia dlebveic ayopeqg. ETUAE peg
eilval ol ak6Aoubeg dpaotnplotnTeC:

o Translation of game content

e Voice-over localisation

e Cultural adaptation

e Multilingual marketing material
Katnyopia 3: Publishing Readiness

Yoot plén dpactnploTHTWY TPOoETOoaciag Taxvidlwy yia EPTIOPLKN KUKAodopia. ETUAEEER
eival ol akdAouBeg dpaotnpldtnTec:

e Steam page optimisation

e Storefront assets

e Promotional trailers

e Keyartand visual assets

e PressKkits

e Marketing collateral
Katnyopia 4: Business Development

Yoot plén dpactnplothtwy ya tnv eéacddAion dleBvwyv cuvepyaclwy. ETAEE e eival ol
akoAouBeg dpaocTnPLOTNTEC:

e Publisher scouting

e Publisher pitching

e Investor outreach

e Business matchmaking

e Marketintelligence studies

¢ Commercialisation consulting
Mn ETAE§ueg Aanaveg

e MioBol kal apolBeég TpoowTikoU

e Aamdavec avamtuéng mavidLwyv

e Aamdveg poypappatiopou

e Ayopd e€omAlopol

e Ayopd NAEKTPOVIKWYV UTIOAOYLIOTWY KAl TIEPLPEPELAKWV

e Evoikwa ypadeiwv kat Asttoupykd £60da



o OlA
e Aamdvec Tou TPAyPATOTIORONKav TPV atod TNV £YKPLon ToU £pyou
Kpttipla A&loAdynong

Ot agloloyntég Ba agloAoyouv tTnv TBAvOTNTA N €Talpeia va emtuXeL TOUAAXLoToV dUo amod ta
akoAouBa amoteAéopata eviog 12 pnvwy:

¢ Na gxel e€aodaiiotel TouAdylotov €va publishing agreement, onwg amodelkvUETaAL AT
OXETIKNA UTIoyeypaAPEVN CUHWVIA.

e Na €xouv dnuoupynBei touAdxiotov 10.000 wishlists oto Steam ywa mawvidl Tou
Bpiloketal uTto avartuén.

e Na €xel emuteuxBel avénon Twv efaywylkwy €c0dWV Katd TouAdyxlotov €100.000, omtwg
amodelkvUETAL ATO £KO0OEVTA TIHOAOYLA KAl apXeia TTANPWHWV.

e Na €xel e€aocdaiiotel xpnuatodotnon vYPoug TouvAdxiotov €100.000 pEow emeEVdLONG
HETOXIKOU KedaAaiou, PeTaTpEPIUNG XpnUatodotnong, mpokatafoAng amod publisher,
XPNHAtodotTnong Bacel ecO0dwV 1 cupdwviac xpnuatodotnonc UA, ortwg arodelkvueTal
arnod utoyeypappévn cupddwyvia kal eloTipaxbévta kedparala.

e Na €xouv dnuloupynBei TovAdxlotov 3 véeg BEoelg epyaciag otnv talpeia Kat va €xouv
dlatnpnBel yla TouAdxLloTov 6 Prveg, OTtw e antodelkvuetal amod ta apxeia Twv Kowvwvikwy
Aocdaiicswv.

H a&loAoynon Ba mpaypatotoleital ye faon ta akoAouvBa 3 kpltripla:
Commercial Maturity & Market Validation - 30%

AgloAdynon Tou BaBpoUl otov ottoio N etalpeia £xel ATOdEIEEL TNV ETOHOTNTA TN YIA TNV Ayopd Kal
TNV EUTIOPLKN TNC OUVAULKH, OTIWE TEKUNPLWVETAL aTto TNV wplhoétnta tou portfolio Tavidiwy
(kukhopopnuévo Talkvidl, vertical slice, playable prototype), tnv emikUpwaon otnv ayopd
(xpnoteg, downloads, £¢00da, engagement tng Kowotntag, evoladEpov amnod publishers), kabwg
KAl TNV VOLOTAPEVN EUTIOPLKA dpaoTnpldtnTa Kat dlebvr tapouoia.

International Growth Potential - 35%

A&LOAOYNON TWV TIPOOTITIKWY JLlEBVOUC ETTEKTACNC KAl ETHTELENC TWV OTOXWYV TOU TIPOYPAUHATOC,
OTIWC TEKUNPLWVETAL amd TNV ToloTNTa Kal aflomiotia Tng otpatnylkig dledvomoinong, TL¢
Tpoomtikeg e€acddaiiong publishers, platforms, emevdloewy f OTPATNYIKWY CUVEPYACLWY,
Kabwc Kal tnv aglotiotia tou oxediou yla tn dnuoupyia eEaywylkwy 0O WV.

Team & Execution Capacity - 35%

AgloAGYNON TNG LKAVOTNTAC TNG ETAIPEIAC VA UAOTIOL CEL ETIITUXWC TO 0XEDL0 dleBvouc avamtuéng,
OTIW G TEKYNPLWVETAL ATTO TNV EUTIELPiA TN OPAdAG, TNV IKAVOTNTA TNE SLOLKNTIKAG OPAdAg Kal T
OUVOAIKH OPYAVWTLIKN IKAVOTNTA TNG ETALPEIAG va UAOTIOLACEL TIC TIPOTEIWVOUEVEC OPACTNPLOTNTEG.

MAaiowo EAéyxou

To ISEK Ba kataBaMel to kAt amokoT) moco (lump-sum) oTo TEAOG TwWV 12 pnvwy amo tnv
uttoypadn tng cupudwviag, utod Tnv MPolToBeon OtTL £xouv emiteuxBei TouAAaxloTov dUO Ao Ta
akoAouBa anoteAéopara:



e Na gxelL efaopaliotel TouAdaxiotov pia publishing agreement, omwg amodeikvueTal amno
UTTOYEYPAMMEVN cLUMbWVIA.

e Na &xouv dnuloupynBei touAdxiotov 10.000 wishlists oto Steam yla mawvidl Tou
Bpiloketal uTo avamntuén, oMW ATOdELKVUETAL ATO TA OTOoLXEld AVAAUTIKWY JEBOHEVWY
Tou Steam.

e Na €xel emteuxBel avénon Twv eaywylkwy €c0dWV Katd TouAdyxlotov €100.000, omtwg
amodeIKVUETAL ATIO TIHOAOYLA KAl ApXeid TTANPLIHWV.

e Na €xel e€aodaiiotel xpnuatodotnon vPoug TouvAdxiotov €100.000 peocw emeEVdLONG
HETOXIKOU KedaAaiou, HeTATPEYNG XPNHATOSOTNONG, TPOKATABOANG aTmtd €KJOTN,
XpnHatodotnong Bacel e00dwV N cupdwyviag xpnuatodotnong UA, ottwcg anodelkvueTal
ano uToyeypappevn cupdwvia Kat eloTipaxbevia kedpdiala.

e Na €xouv dnuoupynBei TtouvAdaxlotov 3 véeg BEoeLg epyaciag otnv etalpeia Kat va €Xouv
dlatnpnBel yla TOUAAXLIOTOV 6 PAVEG, OTIWC artodelkvUeTal amo Ta apxeia Twv Kowvwvikwy
Aocdaiicswv.

G3 - Games Go Global

Budget €120,000

G3 (Games Go Global) helps Cyprus-based game development studios take their games to
international markets.

By supporting marketing, localisation and business development activities, the programme
enables studios to connect with publishers, platforms and players worldwide, accelerate growth
and increase export revenues.

e Upto€30,000
e 4 Cyprus-based game development studios

Aid Intensity: 50% DeMinimis - Beneficiaries shall demonstrate a minimum private contribution
equal to the public funding requested.

Applicants must:
o Beestablished and operating in Cyprus.
e Have game development as a core business activity.
e Own or hold commercial rights to the game(s) concerned.

e Have at least one commercially released game; or a playable prototype supported by
evidence of market validation.

Eligible Activities
Category 1: International Marketing

Support for activities aimed at acquiring players and increasing visibility in international markets.
The following activities are eligible:



o Digital advertising campaigns
e Useracquisition (UA) campaigns
e Social media advertising
e Influencer marketing
e Public relations campaigns
e Community-building activities
Category 2: Localisation
Support for adapting games to international markets. The following are eligible
e Translation of game content
e Voice-over localisation
e Cultural adaptation
e Multilingual marketing material
Category 3: Publishing Readiness
Support for preparing games for commercial launch. The following are eligible
e Steam page optimisation
e Storefront assets
e Promotionaltrailers
e Key artand visual assets
e PressKkits
e Marketing collateral
Category 4: Business Development
Support for securing international partnerships. The following are eligible
e Publisher scouting
e Publisher pitching
¢ Investor outreach
e Business matchmaking
e Marketintelligence studies
¢ Commercialisation consulting
Ineligible Costs
e Salaries and wages

e Game development costs



Programming activities
Hardware purchases
Computers and peripherals
Office rent and utilities
General operating expenses
VAT

Costs incurred before project approval

Evaluation Criteria

Evaluators will be assessing the likelihood of the company to achieve at least two of the following
outcome milestones within 12 months:

At least one publishing agreement secured (as evidenced by sighed agreement) and at
least 10,000 Steam wishlists generated for a game under development.

At least €100k growth in export revenues (as evidenced by invoices issued and payment
records)

At least €100k in equity investment, convertible financing, publisher advance, revenue-
based financing or UA financing agreement has been secured (as evidenced by signed
agreement and funds received)

At least 3 new jobs created in the company and maintained for at least 6 months (as
evidenced by Social Insurance records)

The assessment will be on the basis of the following 3 criteria

Commercial Maturity & Market Validation (30%)

Assessment of the extend to which the company has demonstrated market readiness and
commercial traction as evidenced by maturity of the game portfolio (released game,
vertical slice, playable prototype), market validation (users, downloads, revenues,
community engagement, publisher interest) and existing commercial activity and
international presence.

International Growth Potential (35%)

Assessment of the potential to expand internationally and achieve the objectives of the
programme evidenced by the quality and credibility of the internationalisation strategy,
the potential to secure publishers, platforms, investment or strategic partnerships and
the credibility of the plan to generate export revenues.

Team & Execution Capacity (35%)

Assessment of the company’s ability to successfully implement its international growth
plan evidenced by the experience of the team and competence of its management team
and the overall organizational capacity to execute the proposed activities.

Audit Framework




The RIF will make a lumpsum payment at the end of 12 months from contract signature provided
that at least two of the following outcome milestones have been achieved:

At least one publishing agreement secured (as evidenced by signed agreement).

At least 10,000 Steam wishlists generated for a game under development (as evidenced
by Steam analytics)

At least €100k growth in export revenues (as evidenced by invoices issued and payment
records)

At least €100k in equity investment, convertible financing, publisher advance, revenue-
based financing or UA financing agreement has been secured (as evidenced by signed
agreement and funds received)

At least 3 new jobs created in the company and maintained for at least 6 months (as
evidenced by Social Insurance records)



