




MONETIZATION

Base Game Sales

Limited Edition Bundle

Comic Books

Extra Content Packs

Merchandise

Downloadable Content

Pay-to-Play Model: The core game 
is sold at a premium price, provi-
ding full access to the main storyli-
ne and essetial gameplay features.

Digital and Physical Comics: Launch a series 
of comic books during the development phase 
that explores backstories, side characters, and 
additional lore of the game universe.

Soundtrack Pack

Digital Art Book

Exclusive In-Game Cosmetics 

Items

Regularly release DLCs that expand 
the game world, introduce new missi-
ons, characters, and storylines, kee-
ping the game fresh and engaging.
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COMPETITION

Copetitor Game/Series Key Features Strengths Weaknesses

Ubisoft

Sucker Punch Productions

CD Projekt Red

FromSoftware

TaleWorlds Entertainment

Assassin‘s Creed

Ghost of Tsushima

The Witcher 3: Wild Hunt

Sekiro: Shadows Die Twice

Mount & Blade II: Banner-
lord

Open-world, historical set-
tings, stealth mechanics

Open-world, samurai set-
ting, combat and explora-
tion

Open-world, rich storytel-
ling, complex characters

Intense combat, feudal 
Japan setting, challen-
ging gameplay

Sandbox, medieval com-
bat, strategic elements

Strong brand, vast 
player base, high-qua-
lity production

Stunning visuals, enga-
ging combat, deep cul-
tural immersion

Award-winning narrati-
ve, deep lore, expansive 
world

Unique combat system, 
high difficulty appeal

Extensive modding com-
munity, strategic depth

Frequent annual releases, 
formulaic gameplay

Limited to feudal Japan 
setting

Limited to European Setting,

Niche appeal, not focused on 
historical accuracy

Lacks narrative focus, 
less polished visuals
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SALAER INVESTORS

ADVISORS

EDWARD W. FILKIN
Art Director

MASTERMIND GMBH
5 months of ongoing CoS project investment

75.000€ of initial invest up to this point

WEPLAY VENTURES
3 months of HUB-Partnership

CoS as participant in accelerator program

JENS O. HUERKAMP
Sound Designer

IGOR KRASIK
Motion Designer I Art Director

KATRIN BINDER
PROXIFY Personal Consultant

 20 years in graphic design, digital 
artwork, and art direction

25 years in experience analog and digital 
sound design for film and music industry

20 years in motion picture and motion
design for film and television

Proxify is1 of Sweden’s 50 fastest-growing 
technology companies. ~Deloitte
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WHY COS - RISE OF BAYBARS?

Untapped Historical Setting

Proven Social Media Success

Strategic Monetization

Experienced Development 

Strong Market Demand
Unique Focus
Cultural Resonance

Multiple Revenue Streams
Long-Term Engagement

Proven Track Record

Innovative Design

Growing Market
Arab Gaming Market

Viral Campaign
Community Building

.. ..

....

..
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Market Size: The global gaming market was valued at $159.3 billion in 2020 and is projected to reach $256.97 billion by 
2025, growing at a CAGR of 9.17%.

Growth Drivers: Increasing smartphone penetration, advancements in gaming technology, rise of cloud gaming, and expan-
ding internet access are key growth drivers.

Middle East and North Africa (MENA) Gaming Market

Market Value: The MENA gaming market is expected to reach $6 billion by 2025, with a high annual growth rate.

Player Demographics: Over 377 million people in the MENA region, with a young population where 60% 
are under the age of 30.

High Engagement: Arab gamers spend significantly on games, with countries like 
Saudi Arabia, UAE, and Egypt leading in gaming expenditure.

.

.

.

.

.

.

MARKET RESEARCH
Global Gaming Market Overview
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Cultural Preference: Arab players show a strong preference for games that reflect their culture and heritage, providing a 
sense of representation and authenticity.

Language Support: Arabic language support in games significantly enhances engagement and accessibility for 
Arab players.

Popular Genres: RPGs, strategy games, and story-driven adventures are particularly popular among Arab gamers.

Community and Social Play: Strong community ties and social interactions within games are highly valued, with multiplayer 
and co-op features being especially appealing

 

.

.

.

.

ARAB MARKET RESEARCH
Arab Players: Key Insights
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Regional Partnerships: Collaborate with local influencers, gaming communities, and cultural institutions to promote the game 
within the Arab world.

Targeted Marketing: Utilize targeted marketing campaigns on popular social media platforms and regional gaming forums to 
reach the Arab gaming audience.

Localization Efforts: Ensure high-quality Arabic localization for in-game text, voiceovers, and user interfaces to enhance ac-
cessibility and immersion.

Events and Promotions: Participate in regional gaming events and offer exclusive promotions and content for Arab players to 
generate buzz and interest

 

.

.

.

.

MARKET ENTRY STRATEGY
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Video Reach: The promotional video for „CoS „ has achieved significant reach with over 1 million views  across TikTok and Instagram.

TikTok Views: 283,000 views

Instagram Views: 1,100,000+ views

Engagement Rate: 50K Likes, ~1200 comments with overwhelmingly positive feedback, 2500 Shares and 3500 saves.

SteamPage Wishlists: 250+

SOCIAL MEDIA GROWTH

Follower Growth: The game’s social media presence has expanded rapidly, with over 50,000 new followers across all  platforms.

Instagram Followers: 45,000 

TikTok Followers: 8,500

.

.

.

.

.

.

.

.

KEY PERFORMANCE INDICATORS (KPIS):
SOCIAL MEDIA IMPACT

Promotional Video Success
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PRODUCTION ROADMAP

Q4 2025 Q1 2027Q3 2025 Q1 2028

Q2 2028

Q4 2024

Initial funding acquired.

Hiring process.

Ordering Art.

Office Setup.

.

...
Promoting Alpha content

Early-stage marketing

Second investment round

Conferences and Events

.

...
Hiring Process for in 

House artists

Beta development 

Chronological storyline 

content

Voice Acting

Side quests

Comic books launch

.

...
Beta Testing 

Focusing on pre-order 

content

Game design for DLC

.

.

.

Q3 2027

Pre order available 

Polishing

Pre-launch marketing

.

..
Launch

DLC development

1Mn+ Downloads

Merchandise Launch

.

..

Q1 2025

Development Started

Alpha 

	 2 hours playtime 		

	 content

	 “Hakawati” feature

	 1 skirmish 

	 1 large scale battle

	 Tutorial

	 Cinematics scenes

Game Design

Character Design

.. .
.......

...
.

DLC Launch
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MILESTONES & PRODUCTION BUDGET

$4MM $270K $1.4MM $8.3MM $14MM

IP DEMO

October 2023
Demo kicked off

VERTICAL DEVELOPMENT TOTAL BUDGET

2021 - 2023
Story, Art,3D assets

trailer, etc

May 2024
Demo is 70% 

ready

1H 2025
Vertical Slice

completed

$4.2 MM
Financed 
Budget

$9.8 MM
Remaining 

Budget

August 2024
playable demo

completed
1Q 2027

Game Release
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THE ASK

CURRENT CAP TABLE

NAMES

ZAIN A KASSEM

BRUNO J. FILKIN

% of
shares

5%

95%

Development Operations Art

500K for 1.year

900K for 2. year

1.100K for 3. year

2.5M total for 3 years

until Game Launch
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CONTACT INFORMATION

MASTERMIND GMBH

Bruno J. Filkin
CEO

mail@mastermindvr.de
0711 50450881

78713 Schramberg
GERMANY


