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I. [bookmark: _Toc317980751]Executive Summary
The General Overview

Business Concept: Many people who play tabletop games such as Dungeon and Dragons have problems getting a group together to play. Distance from one another, scheduling conflicts, and many other factors can prevent a group of friends from meeting. As a result there is a large opportunity pull on the tabletop gaming market. However, Dungeon Graphs offers a solution by letting players meet through the internet. Friends can meet up for short sessions instead of a whole day and they don't have to deal with the issue of driving from place to place. Rather than spend large amounts of money on miniatures for the game, customers can use virtual figures for their character. Dungeon Graphs will offer a way for users to keep track and modify their character stats through templates designed for certain games. 
Market, Customer, Industry: The tabletop industry is definitely where Dungeon Graphs will focus on the most. To begin, we will target the audiences that play the various versions of Dungeons and Dragons as they are the largest portion of the tabletop players. Of these people, we then target the young adults who are graduating from high school and moving to college. Although the tabletop audience has over one million players, we will initially target the market located in California .These young adults would be interested in Dungeon Graphs as it eliminates the need to set up a meeting spot. Aside from these people, we would target the people who wish to play the game but lack an established group. On the Wizards of the Coasts forums, many potential players express their desire to play the game but lament the fact that they cannot due lack of friends interested in the game. Dungeon Graphs would be able to introduce these players to new groups and teach them how to play through the use of a streamlined user interface.
Marketing and Sales Strategy: We will place advertisements for Dungeon Graphs on popular websites and magazines that have tabletop content such as Order of the Stick. To further advertise our product, we will create videos demonstrating how simple the software is. Currently, our competitors are the groups that own the tabletop games such as Wizard of the Coast and similar software such as Fantasy Grounds. However, Dungeon Graphs plans to establish a business model that is based on quick updates to the software, bug fixes, and optional downloadable content which these other companies do not have. For the market research, we will invite people from the market to form focus groups. Over time, we will ask for customers to fill out surveys and off incentive in the form of paid subscription and other products.
Organization and Key Leaders: Currently, Dungeon Graphs only has Chieh-Ting Yeh and Jason Chen as primary developers and financial planner for the platform. Jason Chen is a third year Computer Science major at UCLA who is no stranger to the difficulties of organizing a game of Dungeons and Dragons. In order to be successful, we are looking for at least two more strong programmers to help us design and code the software. Initially, Jason will focus on developing the application while Chieh-Ting Yeh determines the advertisements and finance. As the company expands, Jason will move away from coding toward managing the organization. The company will eventually hire additional people for financial management and coding.
Financial Plan: As time passes, we expect the number of customers to increase steadily as news of the service spreads. We plan to charge $1.99 for each session played per customer as well as have various other payment plans. We expect roughly 30,000 users after the initial year as well roughly 400,000 dollars in net revenue. We hope to increase the number of users by 25% each month.
[bookmark: _GoBack]Financing and key allies required: We will need very little money to start off as the majority of this project will be done with code. However, we will probably need around 60,000 dollars for initial development costs and servers. Much of the funds can be from private borrowing. If we can get a partnership with already established companies such as Wizards of the Coast or Games Workshop, the number of customers will probably grow exponentially. Furthermore, gaining the support of the companies will lessen the possibility of copyright violation. Although the product does not violate copyright laws at all as it merely provides a location to play, there is a possibility of time being wasted by being taken to court.



II. [bookmark: _Toc317980752]Opportunity and Market Analysis
The research

For this market projection, the product that we will be using is a program called Dungeon Graphs that allows people to play tabletop games over the internet.  Ever since 1997, the people who have been exposed to Dungeons and Dragons have been estimated to be roughly over one billion.  People who commonly play tabletop games are young adults or adults who often have large amounts of disposable income.  Furthermore, they are primarily the people who have a lot of time to go too far places for a long period of time.  For these reasons, we will target mainly college students who are either enrolled in public, private, or graduate colleges located in California who don’t have large incomes or the ability to travel long distances.  We believe that a subscription based cost will appeal and be affordable to people of this demographic as the cost will be preferable to the large amount spent on the tabletop alternative.  Although our target demographic is mainly people from the ages of 18-24, both older and younger people might still be drawn to the product.  Due to the subscription nature of this product, income will most likely be continuous.  Initial advertisements will be placed in magazines and websites that people from the ages of 18-24 visits but as the number of subscribers increase, the advertisements will be placed in much more areas.

In figure 1in the appendix; we can see an upward trend in the amount of people attending public, private, or graduate colleges in California.  The only slight variation in this projection is in 2009 when the amount of people enrolled is less than the amount of people enrolled in 2008.  However in 2010, the amount of people enrolled resumes its upward trend.  As a result, it is highly likely that demand for our product will grow as more people attend college.  The graph begins at 2005 because that was when the first census targeting the 18-24 age group attending college took place.  Because of this, there is only data over a six year period.  However despite that, it is still possible to see the predicted outcome in 2022.  If this trend persists, by 2022, there should be about 26,000,000 people currently enrolled in college.  This is very favorable for our product as out of that large number of people, there will undoubtedly be portions that are tabletop players. Aside from the number of people in California, there are also millions of people over the world that play Dungeons and Dragons.  If we place advertisements in websites and magazines that have tabletop content such as Order of the Stick or White Dwarf magazines, it will be possible to spread news all over California. Furthermore, colleges are great places for news to spread. If we could possibly get campus representatives at all the California colleges, we can get even more people to use our product.

III. [bookmark: _Toc317980753]Solution: Product or Service
Gaming platform for everyone anytime, anywhere

Dungeon Graphs is software that will allow people to play tabletop games over the internet. This interactive software will reduce the inconvenience caused when trying to gather a group of people to play a game. In addition to gathering large groups of people together, the software will also allow game masters to create and design their own worlds.  The main tabletop game that Dungeon Graphs will focus on is Dungeons and Dragons as it has the largest audience.  Dungeon Graphs will aid in making the tabletop experience as pain free as possible.  Our value proposition is a simple and interactive interface for players to enjoy tabletop games on. The main benefits of Dungeon Graphs are:
Constant Speedy Updates
Currently one of the main problems plaguing existing software is the fact updates are sporadic and bugs aren’t fixed quickly enough. However, Dungeon Graphs will be maintained and updated by a group of programmers who will attempt to fix the problems as soon as possible. Updates will be consistent and frequent as rules for the games change and new content will be added as often as possible. Our programmers will take the effort to ensure that revisions to Dungeon Graphs come out as soon as the edition revisions take place.
Game Master Tools
Dungeon Graphs will allow for the game master to edit the existing world with a variety of tools. With these tools, the master can expand the world, add enemies, change settings, and many other things. Furthermore, the game master can keep track of the people playing and their various statistics.  The environments and characters created by the users are tied to their account and can be sent to other people as well.
Affordable Service
Dungeon Graphs will offer affordable rates for multiple useful tools. In addition to the usual rates, there will also be deals for long time users as well as package plans. There will also be aesthetic downloadable content that the players or the game master can use to decorate their characters or environment. The content will be completely optional aesthetics as to not alienate certain users who merely wish to play the game.
Matchmaking Services
In addition to all the other benefits, Dungeon Graphs will also serve as a way to find groups of people to play with. For many people, the main issue with tabletop gaming is finding a group of people to play with. By filling out a survey indicating certain preferences, Dungeon Graphs will attempt to match you up with like-minded people. However, we will also monitor the behavior of our users. A report system will be used to maintain privacy. Our staff will be on watch for users who behave inappropriately toward others. Users who are rude or hostile toward others will be given warnings.
IV. [bookmark: _Toc317980754]Marketing and Sales
Customers, strategy, pricing

Our sales and marketing plans will mainly rely on the interaction with our customers. Initially, ads for Dungeon Graphs will be placed in magazines or websites that are frequented by tabletop gamers. Various magazines or websites include White Dwarf Magazines and Order of the Stick among many others. In these ads, we will advertise all the benefits of using Dungeon Graphs as well as our subscription based plan. Since there are over a million people who have been exposed to Dungeons and Dragons we hope to capitalize on the worldwide market eventually. Initially we will focus on the large Californian tabletop audience. But ultimately, the customers we hope to draw in will eventually extend to college students all over the world.

In order to keep the servers running at the lowest price, Dungeon Graphs will have a subscription based fee. For those we don’t play too often, there is a daily plan in which the user only pays for a single day at a time. The company plans to sell each gaming session, which lasts for 24 hours, at $1.99 per session.  In those 24 hours, the user will have access to all the game master tools whether or not they are the game master as well as all the player tools.  However, for those who intend to play for long periods of time, there will also be monthly and yearly plans that have slightly discounted rates.  Currently the company offers package plans for 30, 180, and 365 days plans at $30, $60, and $120 respectively.  In the future, there may be cheaper prices due to special promotions or events.  As long as all the players have some form of subscription, they will be able to play and interact on the Dungeon Graphs servers. To ensure an enjoyable experience for users, there will also be a report system where other players can report abusive users.
To ensure that customers are properly satisfied, we will periodically ask for customers to fill out surveys detailing what they enjoyed and disliked about Dungeon Graphs. As an incentive to this form of feedback, we plan to enter everyone who submits a survey into a random drawing for various prizes. The prizes will range from downloadable content to paid subscriptions and may later include bigger products as the company grows. Eventually if companies like Wizards of the Coast enter into a partnership with us, we can offer larger and much better prizes for our customers. Customers will ultimately aid in deciding which new features they would like implemented as well as what other games they would like to see on Dungeon Graphs.
Furthermore, we eventually plan to hold meetings with the creators of tabletop games such as Wizards of the Coast or Games Workshop. In these meetings, we hope to form a partnership in which the large companies advertise our product while we promote their games. The larger companies get a larger audience as there is now a platform to play their products and we gain more customers and advertisements. The alliance formed would undoubtedly have positive benefits to both sides and enlarge the fan base of the game. 
V. [bookmark: _Toc317980755]Competitor Analysis
Know your enemies

	Dungeon Graph’s competitors include the companies that made the games which we are trying to design an online platform form. Of these companies, the creators of Dungeon and Dragons, Wizards of the Coast is definitely the most prominent. Other forms of competition include the free software that others have developed like Fantasy Ground which offers an alternative to the Dungeon Graphs platform. Lastly, competition can also come from other sources of entertainment such as videogames. Large companies such as Nintendo have the potential to draw away customers through their flashy and simpler games.

Wizards of the Coast

Wizards of the Coast is the company responsible for the current state of Dungeons and Dragons. Dungeon Graphs will ultimately depend on companies like Wizards of the Coast to continually produce tabletop games that can be played using Dungeon Graphs. The company releases new versions for the tabletop game every once in a while and has recently released an online magazine called D&D Insider. Along with the magazine, there are tools that players can use to create characters and environments. However the advantage that Dungeon Graphs has over Wizards of the Coast is the ability to play the game over the internet. Although Wizards of the Coast offers many tools similar to Dungeon Graphs, the cost of using the tools is much high compared to the subscription fees of Dungeon Graphs. Furthermore, the product created using their tools needs to be printed out in order to be used. Users of D&D Insider have also complained about how sporadic updates are. Bugs and problems are often not addressed until much later.

Fantasy Ground

Fantasy Ground is another product that is very similar to Dungeon Graphs. Currently Fantasy Ground supports creation of environments and characters based on versions 3.5 and 4.0 of Dungeons and Dragons. Similar to Dungeon Graphs, they currently offer tools for the Game Master to use as well as tools for the players. In order to use Fantasy Ground, licenses are sold and players are responsible for connecting to one another. The players connect to the computer of the host in order to play the games over the internet. Although Fantasy Ground is very useful it suffers from a lack of dedicated servers. Users who have restricted internet might not be able to host games for others to join in. This is especially terrible if the host is the Game Master. However, Dungeon Graphs offers fully dedicated servers that users can interact on without the need to host using someone’s computer.  The updates for Fantasy Ground are also very erratic. Updates for the existing system happen in monthly periods. At times, updates can take place after four or five months have passed.

Nintendo

Video games are one of the biggest competitors of the gaming market. Due to the arrival of video game, many people have stated that tabletop games are on the decline. Large companies such as Nintendo make games of all different genres for people of all different ages. Furthermore, handheld systems such as the Nintendo DS are seen as much more convenient compared to lugging around dice and figures. However, video games often do not allow the players to create their own worlds to interact in. Players can interact with each other in video games but often only in a set environment. Although the effects of video games are much more vibrant the players cannot create their own personal fleshed out characters. However, Dungeon Graphs allows both the players and the Game Master to have a say in the design of their world. Rather than having interactions with an electronic figure, players can interact with other people. Although Nintendo is a strong contender in the video game market, Dungeon Graphs is able to hold its own through the use of its design tools and player interaction.

VI. [bookmark: _Toc317980756]Risks and Mitigation
Uncertainties and Risks

	By performing a SWOT analysis of our organization and product against the industry, we identified various risks and mitigation methods.  Our company’s strengths come in the form of technical excellence and experienced staff.   We possess a team of qualified developer who are experienced with the gaming community and a team of marketing experts who can easily identify feasible target markets.   Our weaknesses are in the form of financial instability and lack of reputation.  Initial investments and funding will be mainly from the founders. Due to the fact that our organization is privately funded by our founders, it is difficult to expand operations at an exponential scale.  Furthermore, as a new company in the industry, we need to establish our reputation by paying extra attention to our product quality and customer satisfactions.  The opportunity of being the first mover to come to market with this type of gaming platform is enticing enough for the company to take the risks that comes with the opportunity.  Our primary threats are in the legal sectors where we need to secure our product and to battle intellectual property issues.  Nevertheless, we have faith in our legal team who will be responsible for defending our application against all legal issues.  

As with any successful gaming platform, Dungeon Graphs runs the risk of being widely imitated and distributed across various online channels in alternate forms.  Since the primary profit for Dungeon Graphs is derived from our platforms in the form of paid game sessions, we need to maintain as many players on our platform as possible to have maximum gain.  To mitigate the risks of being imitated by our competitions, Dungeon Graphs will extensively patent all aspects of our application to maintain exclusive rights over the software, platform, and the idea.  The company eventually plans to hire a large team of successful patent lawyers to monitor and patent our application to ensure the continued success of our platform.   

Another potential risk comes in the form of loss time and investment.  Due to the fact that we have not put our platform in production, we are uncertain as to how the public will respond to our application.  In order to strategically position ourselves in the best possible state upon launch, Dungeon Graphs will conduct surveys on known gaming communities such as Wizard of the Coasts and Game Workshops to figure out exactly what the users want.  By conducting extensive research, we limit the possibility of an unsuccessful launch by delivering a versatile product that meets customers’ requirements and satisfaction.  

Lastly, even though Dungeon Graphs do not plan to create a new game, but rather create an interactive online platform for players to play existing games, we still may potentially face litigation issues with current game makers.  Though our platform does not directly violate copyright issues, current game makers will try to retain as much of their market shares as possible by combatting our product.  Although we are confident that we would win such cases, this may potentially result in loss from lawyer fees, settling fees, and lost time.  

VII. [bookmark: _Toc317980757]Organization
	Successful platform managed by energetic and creative individuals  
	
	The primary Dungeon Graphs platform development will be divided into two separate:  Research and Development and Marketing and Sales. The first group would be led by the CEO, Jason Chen, to research and develop the software platform.  As an experienced player and contributor on various games and platforms, Jason will design a user friendly interactive system that will help us maintain a competitive edge across the industry sector.  Initially Jason will program the majority of the program by himself.  As time passes, Jason will also manage an experienced team of coders and graphic designers to ensure that we have a lasting efficient product.  We will always be looking for experienced programmers to handle the servers. As the number of users grows, we will undoubtedly need many more programmers to handle the increase in servers.

The Marketing and Sales group will be led by Chieh-Ting Yeh whose primarily responsibility is to maintain the cost and sales of the gaming platform. Chieh-Ting will conduct extensive market research to figure out consumer needs and interests and consolidate a list of program requirements to assist with the platform development.  He will also figure out effective channels to distribute the product and finance company operations. His team would comprise of two to three marketing and sales experts to help with product distribution and maintain finance records. If the amount of users grows much more than expected, additional experts may be hired.

As the company grows and user number increases, Dungeon Graphs will be actively seeking to hire two experienced legal experts to protect the company’s intellectual properties.  This is a crucial aspect of the company organization that will secure the product from pirates and imitators.  We plan to limit our competitions from potentially imitating our product as much as possible to maintain company profit.  

VIII. [bookmark: _Toc317980758]Financial Plan
Financial health and projections

General Information
· Required Startup Capital:	$60K
· Funding Channel: 		Privately Funded
· Positive Cash Flow Beginning:	Year 1, Third Quarter
· Break-Even Point:		Year 1, End of Forth quarter
· Maximum Gross Annual Profit:	$240 million dollars

Our initial investment of 60k will be raised by the founders of the company.  The founders maintain sole control of the company and profits and will hold all the liability for the company.  The initial development costs in the first year will be kept low by not needing to pay the founders themselves for developing the product. The cash flow will most likely be the most negative during this initial period. The initial period is very important as the product needs to be completed during this time otherwise this venture will bleed cost into other years. However, as soon as the product is completed we can expect profits to increase.

In the initial year, the primary costs for the application comes from contracting additional individuals to work on the platform, hiring lawyers for application patents, and server related expenditures.  A portion of the investment will be delegated toward offering incentives to conduct market research and surveys.  The company plans to sell each gaming session, which lasts for 24 hours, at $1.99 per session.  The company also offers package plans for 30, 180, and 365 days plans at $30, $60, and $120 respectively.  The company plans to reach 5000 users by the end of first month that will play on the platform at least once a week.  Dungeon graphs expect a twenty five percent increase in user count on a quarterly basis after the initial first year.  The maximum number of users we expect to see is two million players.  This is based on our research that over one billion individuals have been exposed to the game since the game started in 1997.  If 0.2 percent of those users eventually use our platform, we can conservatively expect two million players. If all of these players play one time a week and purchases only the daily plan throughout the year, we can conservatively expect to see gross revenue of $194 million.  The details of these expenditures and profits are consolidated in the income statement projections in the Appendix section of this document labeled Financial Table-A.  

The projection is conservative and the actual revenue will most likely be higher due to the fact that individuals would play more than one time a week and will most likely buy our premium packaged plans at $30, $60 and $120 dollars a year.  If all users choose to buy our $120/year package, the company will net 240 million dollars in revenue a year when the market saturates. Ultimately we expect many users to pay for the packaged plans as it offers much more playtime for them.  

After the first year, the primary cost for the company will come in the form of acquiring larger servers and hiring additional customer supports.  The developer team will shift its focus toward platform improvements and additional gaming integration.   The company will eventually need to rent out office spaces and acquire better computers and software to support our large user base.   This cost will not require additional capital and will be internal funded by our constant revenue stream from the existing gaming platform.  Our revenue will increase proportionally as we have increasing user count and returning customers.  The positive cash flow will occur by the end of the first year as our application gains popularity.  Owners can expect the payback period to be less than one year assuming application develops according to timeline.  The relatively cash flow and income statement are included in the appendix session titled Cash Flow Chart-A and Financial Table-A. After the payback, we expect profits to rise as more and more people tell their friends about Dungeon Graphs.

IX. [bookmark: _Toc317980759]Financial Harvest
Exit Strategies and cashing out
	
	Since the company is in the form of a limited liability company, the founder will have access to all of the cash flows at any desirable time.  The nature of the company will provide the owner with constant revenue as long as the company continues to improve and introduce new features and games to integrate into the platform.  The cost will remain relatively constant as the product matures and the company can expect a balance between new users and retiring users as the year goes on.  Down the road, the owner plans to maintain complete control over the company and eventually pass it off to a family successor who will continue to oversee the company’s operations.   

If a separate lucrative opportunity arises in the third year of the company’s operation when the revenue is about to saturate, the owner may sell the company to a larger gaming platform corporation such as Blizzard for around 600 million to pursue other opportunities.  Although the markets are slighty different, video game companies would be interested in Dungeon Graphs since most of the interaction is done similar to a video game. The projected 600 million is around 2.5 years of gross revenue for Dungeon Graphs at saturation.  Since typical software has a payback period between 2-3 years according to research, by asking for 600 million dollars, the owner is providing himself with a 2.5 year window to develop the new opportunity to have at least the same revenue as Dungeon Graphs.  
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*Note the first point is at -60,000  Due to scaling, it is difficult to see the negative value.  
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Financial Table -A
Projected Profit and Loss Statement in the form of Income Statement

Growth rate per month: 25 Percent
Year 1

NumberofUseronelatform: 000 000 000 S0000 625000 7850 9gses  lnaones  Lasery  1m0ma  meiss  man
Month 03/2012 04/2012 05/2012 06/2012 07/2012 08/2012 09/2012 10/2012 11/2012 12/2012 01/2013 02/2013
Revenue [ 0.00] 0.00] 0.00] 39,500.00] 43,750.00] 62,187.50] 77,734.38] 57,167.97] 121,455.96] 151,824.95] 18578119 237,22649
Expenses

Server Cost 65.00] 65.00] 65.00] 115.00) 127.50) 143.13] 162.66) 187.07] 21759 25573 303.42) 363.02
Equipment Cost 1,000.00) 0.00) 0.0 2,000.00) 0.00) 0.00) 4,000.00) 0.00) 0.00) 4,000.00) 0.00) 0.00
Office Rent 0.00) 0.00) 0.00) 5,000.00) 5,000.00) 5,000.00) 5,000.00) 5,000.00) 5,000.00) 5,000.00) 5,000.00) 5,000.00
Employee Salary 10,000.00 10,000.00 10,000.00 15,000.00 15,000.00 15,000.00 15,000.00 20,000.00] 20,000.00] 20,000.00] 30,000.00] 30,000.00
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Bonuses 0.00) 0.00) 0.00) 0.00) 0.00) 0.00) 0.00) 0.00) 0.00) 0.00) 0.00) 0.00
Total Expenses 11,265.00 10,265.00 10,265.00 62,315.00 50,327.50 50,243.13 54,462.66 65,487.07] 65,517.59 69,555.73 85,603.42] 85,663.02
EBITA -11,265.00 £10,265.00 £10,265.00 22,515.00 57750 11,804.38 23,271.72] 31,680.90 55,542.37] 2,269.22] 104,177.7] 151,563.46
Tax Expenses (30%) 0.00) 0.00) 0.00) 0.00) 0.00) 3,553.31] 65,9515 9,504.27] 16,7827 24,680.76| 31,253.33 45,469.04
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Year End Total Revenue 1,026,932.43

Year End Total Expense 621,070.12

Total Net Income. 205,862.31]
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Financial Table -A
Projected Profit and Loss Statement in the form of Income Statement
Growth rate per month: 25 Percent

Year 2
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EBITA 171,095.58 245,135.72] 341,685.90 453,373.63) 601,983.29 732,745.36 520,697.95| _ 1211,13869]  1,564189.61  2,001,503.26]  2,517,14533]  3,206,697.91
Tax Expenses 51,328.67] 74,720.72] 102,505.77] 136,012.09) 180,594.99) 219,823.61] 277,409.38] 363,241.61] 469,256.88] 600,450.98] 755,143.60] 962,009.37
Total Expenses with Tax 176,766.20 196,271.38 22,1528 261,804.68 302,569.48 392,025.48 483,895.47] 566,182.95 672,502.33 808,291.54] 999,678.08] _ 1,207,411.18]
Net Revenue 115,766.91] 174,395.01] 235,180.13] 31736154 421,388.30) 512,921.7 647,288.56) 847,797.08| _ 1,004932.73| _ 1,401,05228] _ 1,762,001.73 _ 2,244,688
Year End Total Revenue | 16,074,366.15
Year End Total Expense | 2,098,973.93

13,975,292.23]





image5.png
Financial Table -A
Projected Profit and Loss Statement in the form of Income Statement
Growth rate per month: 25 Percent till Saturation

Year 3
NumberofUseronPlatform 54210109 G77,0035 54703295  L05875113 13234858 16430123 200000000  2000,0000 200000000 200000000  2000,00000  2,000000.00
Month 03/2014 04/2014 05/2014 06/2014 07/2014 08/2014 09/2014 10/2014 11/2014 12/2014 01/2015 02/2015
Revenus [ apiiass] sssmsel] e sasmes] iosasnm 1316571555 1509000000 1590000000 1550000000 159000000 1592000000 _15520,00000
Expenses
Server Cost Szl oy 533 osasi|  taawms|  isemel]  ooossoo|  soossoo]  aooesoo]  aoossoo|  zoossoo] 2006
Equipment Cost 4,00000 000 000) 4,00000 000 000 4,00000 000) 000) 4,00000 000) 000
Office Rent. 50,000.00| 50,000.00| 50,000.00| 50,000.00| 50,000.00| 50,000.00| 100,000.00| 100,000.00| 100,000.00| 100,000.00| 100,000.00| 100,000.00|
Employee Salary 100,000.00) 100,000.00) 120,000.00) 140,000.00) 160,000.00) 200,000.00] 220,000.00] 220,000.00] 220,000.00] 220,000.00] 220,000.00] 220,000.00
Social Security/HealthCare 90,000.00] 90,000.00] 100,000.00) 110,000.00) 120,000.00) 120,000.00) 120,000.00) 120,000.00) 120,000.00) 120,000.00) 120,000.00) 120,000.00)
Utilities. 2,500.00| 2,500.00| 2,500.00| 2,500.00| 2,500.00| 2,500.00| 10,000.00 10,000.00 10,000.00 10,000.00 10,000.00| 10,000.00]
Legal Expenses. 10,000.00) 10,000.00) 10,000.00) 10,000.00) 10,000.00) 10,000.00) 10,000.00) 10,000.00) 10,000.00) 10,000.00) 10,000.00) 10,000.00|
Bonuses T00,000.00] 00,0000 100,00000] 100,000.00] 100,000.00] 300,00000] 200,000.00] 200,000.00 300,00000] 200,000.00] 200,000.00 30,0000
Total Expenses 361,986.01 359,341.26 391,035.33 27,1529 455,799.89) 599,108.61 684,065.00 680,065.00 680,065.00 684,065.00 680,065.00 680,065.00
eBirA Sosa13s.6a] 503050058 635130693 5o00806.91] 10,079,172 T0569,606.7a] 15,235935.00]  15,239,935.00] 15235,935.00 15,23595.00]  15,039,93500]  15235,935.00
Tax Expenses Ls5,00159 151036936 1o0se0s08] 000747 300375172 s7m0mm00] 457078050 as7ios0so] asrisseso] 45707050 5710050 457198050
Total Expenses with Tax 1,547,927.60] _ 1,869,710.63| _ 2,296,439.41] _ 2,827,40033] __ 3,479,551.61| _ 4,369,990.63| _ 5254,84550|  5252,045.50|  5252,045.50| _ 5,254,845.50| __ 5,252,045.50| _ 5,252,045.50)
Net Revenue 2,767,197.04| 3,524,195.18| 4,445,942.85| 5,600,577.44| 7,055,420.67| 8,798,724.72 10,665,154.50| 10,667,954.50| 10,667,954.50 10,665,154.50| 10,667,954.50 10,667,954.50|
Year End Total Revenue 144,103,078.17
Year End Total Expense 6,682,814.02|

137.42026026)
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Financial Table -A
Projected Profit and Loss Statement in the form of Income Statement
Growth rate per month: 25 Percent till Saturation

Year 4
Number of Useron Platfor 2,00000.00  2000,0000 200000000  2,00000000  2000,0000 200000000 200000000  2000,0000 200000000 200000000  2000,00000  2000000.00
Month 03/2015 04/2015 05/2015 06/2015 07/2015 08/2015 09/2015 10/2015 11/2015 12/2015 01/2016 02/2016
Revenus [ 155m00000 1592000000 _15500,00000] _15,50,00000] _15,92000000] _15520,00000 _15,570,000:00] 15,920,000 _15,520,00000] _15,570,000:00] _15,920,000.00] _15,520,0000]
Expenses
Server Cost Zoosso0|  aooeso0]  ooossoo|  aoossoo]  aooesoo]  ooossoo|  aoossoo]  aooesoo]  ooossoo|  aoossoo]  aooesoo] 2008500
Equipment Cost 4,00000 000) 000) 4,00000 000) 000) 4,00000 000) 000) 4,00000 000) 000)
Office Rent. 100,000.00| 100,000.00| 100,000.00| 100,000.00| 100,000.00| 100,000.00| 100,000.00| 100,000.00| 100,000.00| 100,000.00| 100,000.00| 100,000.00|
Employee Salary 220,000.00] 220,000.00] 220,000.00] 220,000.00] 220,000.00] 220,000.00] 220,000.00] 220,000.00] 220,000.00] 220,000.00] 220,000.00] 220,000.00]
Social Security/HealthCare 120,000.00) 120,000.00) 120,000.00) 120,000.00) 120,000.00) 120,000.00) 120,000.00) 120,000.00) 120,000.00) 120,000.00) 120,000.00) 120,000.00)
Utilities 10,000.00| 10,000.00| 10,000.00| 10,000.00| 10,000.00| 10,000.00| 10,000.00| 10,000.00| 10,000.00| 10,000.00| 10,000.00| 10,000.00|
Legal Expenses 10,000.00) 10,000.00) 10,000.00) 10,000.00) 10,000.00) 10,000.00) 10,000.00) 10,000.00) 10,000.00) 10,000.00) 10,000.00) 10,000.00)
Bonuses 20,0000 250,000.00] 250,000 750,00000]  250,000.00]  250,000.00]  750,00000]  250,000.00] 250,000 750,00000]  250,000.00]  250,000.00)
Total Expenses 734,065.00 730,065.00 730,065.00 734,065.00 730,065.00 730,065.00 734,065.00 730,065.00 730,065.00 734,065.00 730,065.00 730,065.00
eBirA T5,185,935.00] 15,189,935.00] _15,189,935.00] _ 15185,35.00| _15,189,935.00]  15,189,93500] _15,185,35.00| _15,189,935.00] 15,189,93500] 15185,35.00| _15,189,935.00] _15,189,935.00)
Tax Expense a.555,780.50]  4,556,98050]  556,90050] _ a,555,780.50]  4,556,98050] _ 556,90050] _a,555,780.50] _ 4,556,98050] _ 556,90050] _ a,555,780.50]  4,556,98050] _ 4,556,98050)
Total Expenses with Tax 5,89,845.50] _ 5,287,045.50| _ 5,287,04550] _ 57289,845.50] __ 5,287,045.50| _ 5,87,045.50| _ 5,289,84550| _ 5287,045.50| _ 5,287,045.50| _ 5,289,845.50| __ 5,287,045.50| _ 5,287,045.50)
Net Revenue 10,630,154.50 10,632,954.50 10,632,954.50 10,630,154.50| 10,632,954.50 10,632,954.50 10,630,154.50| 10,632,954.50 10,632,954.50 10,630,154.50| 10,632,954.50 10,632,954.50
Year End Total Revenue 191,040,000.00}
Year End Total Expense 8,776,780.00|

182,263,220.00)
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