al
b
m T
_h._l
=
gy LN
=
1 5
=
L
o

LN
[
L1
-
[l
T
al
L
T






In The Name Of
God



O ..“”’ Soft
.. ‘ () o 5 Technology

N evelopment
Q

[ ) []
6’ council

Vice Presidency for Science and Technology

mTitle: The Technologies of video game industry Iran-2017

® Publisher: Soft technology development council

® Compilation and execution: SAM AM, model-based management systems institute
mExecutive Secretary: Seyed Hossein Hosseini

® Executive supervisors: Seyed Amir Aghaei, Seyed Mahdi Dabestani

mFirst Edition

® Publicationyear: 2017

Allrights reserved for the publisher

u Soft technology development council address: Vice presidency for science and technology, Northern
Second floor, Ladan’s alley, Sheikh Bahaei Shomali, Mullah Sadra, Vanak Square, Tehran, Iran

mTel: +98(21)83532477 | +98(21)83532288
mFax:+98(21)83533333

® Website address: www.stdc.isti.ir

® E-mail address: stdc@isti.ir

Contact with the Secretariat:
mTel: +98(21)66050351
® Email: game.techbook@gmail.com



Content The Technologies of video game Industry Iran-2017

———————————————————————————————————————————————————————————————————————————————————— Pre-production -~
knowledge of creativity and ideation

22,23,24,25,27,28,29,30, 32,33, 34, 35, 38, 39, 40, 41, 42, 43, 44, 45, 46, 47, 48, 49, 50, 51, 54, 55, 56, 57, 59, 60, 61, 62,
64, 65, 66, 67, 68,69, 71,72,73,74,75, 76

knowledge of Technical Document Creation
22,23, 24,25,27,28,29,30,32,33, 34, 35, 38,41, 42, 44, 45, 46, 47, 49, 50, 51, 52, 56, 57, 60, 61, 62, 64, 65, 66, 69, 71, 72,
73,74,75

knowledge of Art Document Creation
23,24,25,27, 28,29, 30,32, 33, 34, 35, 38, 39, 41, 42, 44, 45, 47, 48, 49, 50, 54, 56, 57, 58, 61, 62, 64, 65, 66, 67, 70, 71, 72,
74,75,76

knowledge of game design Creation

36, 39, 66

knowledge of Core game design
22,23,24,25,27,29, 30,31, 32,33, 34, 35, 36, 38, 39, 40, 41, 44, 46, 47, 48, 50, 51, 52, 56, 58, 59, 60, 61, 62, 64, 65, 66, 68,
69,71,72,73,74,75

knowledge of story development and creating story board

22,24,25,27,28,30,32,33, 34, 35, 36,41, 44, 46, 47, 48, 49, 50, 57, 58, 61, 62, 64, 65, 66, 68, 71,72, 74, 76

knowledge of creating game narrative

24,125,217, 28, 30,32,33, 34, 35, 36,39, 41, 44, 46, 47, 48, 49, 50, 52, 58, 61, 62, 64, 65, 66, 67, 68, 71, 72,74, 76

knowledge of designing game levels
23,24, 25,217, 28,29,30,31,32,33, 34, 35, 39,41, 44, 46, 47, 48, 49, 50, 51, 52, 56, 57, 59, 60, 61, 62, 64, 65, 66, 67, 69, 71,
72,73,74,75,76

knowledge of designing Al
23,25,27,28, 29, 30,31, 32,33, 34, 35, 38,41, 42, 44, 46, 47, 50, 51, 52, 55, 56, 57, 59, 60, 61, 62, 64, 65, 66, 67, 69, 71, 72,
73,74,75

knowledge of designing user interfaces
22,23,24,25,27,29,30,31,32,33,34,35,39,41,42,44,46,47,49,50,51,55,56,57,58,59,60,61, 62,64, 65,66,67,69,71,72,
73,74,75



The Technologies of video game Industry Iran-2017 Content

——————————————————————————————————————————————————————————————————— Production -

knowledge of quality control
22,23,24,25,27,28,29,30,32,33,34,38,40,41,43,44,45,46,47,48,49,50,51,52,56,60,62,64,66,67,68,69,71,72,73,
74,75

knowledge of project management
22,24,25,27,28,29,30,32,33,34,35,38,39,40,41,44,45,46,47,48,49,50,51,52,54,56,57,58,59,60,61,62,64,65,66,67,
68,69,71,72,73,74,75,76

knowledge of improvement process management
25,27,28,29,30,32,33,34,35,38,40,41,44,45,47,48,49,50,52,56,60,61, 62, 64,66,67,68,69,71,72,73,74,75,76

implementing core game design
22,23,24,25,27,28,29,30,31,32,33,34,35,36,38,39,40,41,42,44,45,46,47,48,50,51,52,56,57,58,59,60,61,62, 64, 65,
66,67,69,71,72,73,74,75,76

implementing game narrative
22,23,24,25,27,28,30,32,33,34,35,36,38,39,40,41,44,45,47,48,49,50,52,54,57,58,59,61, 62,64, 65,66,67,68,70,71,
72,73,74,75

implementing game levels
22,23,24,25,26,27,28,29,30,32,33,34,35,36,38,39,40,41,42,43,44,45,47,48,49,50,51,52,54,56,57,58,59,60,61, 62,
64,65,66,67,68,69,70,71,72,73,74,75

implementing Systems of the game
22,23,24,25,27,28,29,30,31,32,33,34,35,36,38,39,40,41,44,45,47,50,51,52,54,56,57,58,59,60,61,62,64,65, 66,67,
68,69,71,72,73,74,75

implementing user interface
22,23,24,25,27,28,29,30,31,32,33,34,35,36,38,39,40,41,42,43,44,45,47,48,49,50,51,52,54,56,57,58,59,60,61, 62,
64,65,66,67,68,69,71,72,73,74,75,76

technical knowledge of using advanced tools (Digital drawing)
22,23,24,25,27,28,30,33,34,35,36,38,39,40,41,42,44,45,47,48,49,50,51,52,54,57,59,60,61, 62,64, 65,66,67,68, 69,
72,73,74,75,76

traditional drawing skills (paper drawing)
22,23,26,27,28,29,30,33,34,35,36,38,39,41,42,44,45,47,48,50,51,56,57,59,61,62,64,65,69,70,72,73,75,76

Modeling
22,24,25,27,28,29,32,33,34,35,36,38,41,42,44,49,50,52,56,57,59,60,61, 62, 64,65,66,67,68,69,70,72,74,75

rigging
22,24,25,27,28,29,32,33,34,35,36,38,41,42,44,49,50,52,56,57,60,61, 62,64, 66,67,68,69,70,72,74,75



Content The Technologies of video game Industry Iran-2017

texturing
22,24,25,27,28,29,32,33,34,35,36,38,41,42,44,49,50,52,56,57,60,61,62,64,65,66,67,68,69,70,72,74,75
animating
22,23,24,25,27,28,29,32,33,34,35,38,41,42,44,49,50,52,56,57,59,60,61,62,64,66,67,68,69,72,73,74,75,76
motion capture

25,28,34,38,41,44,52,60, 64

3D Printer and scanner

48,52,60,64,75

Render Farm

28,41,48,60,64,65,75

knowledge of special effects (VFX) implemention
24,25,27,28,29,33,34,38,41,44,47,49,60,62,64,65,66,67,71,72

Core Engine

27,29,31,34,38,44,45,58,62,64,67,69,71,72

knowledge of Al design and its software implementation
25,27,29,33,34,38,39,41,42,43,44,45,52,56,58,59,62,64,65,67,69,71,72,73,74,75

user environment

25,26,27,28,29,33,34,38,39,44,45,49,56,58,59,62,64,65,67,69,71,72,73,74,75

Graphics

25,27,28,29,33,34,35,38,44,45,48,49,52,56,58,59,62,64,65,67,69,71,72,73,74,75

Physics

22,25,27,28,29,33,34,36,38,39,44,45,49,52,58,59,62,64,65,67,69,71,72,73,74,75

sound

25,27,28,29,33,34,36,44,45,48,49,52,58,59,64,65,67,69,71,72,73,74,75

knowledge of analyz, choose, and compare engines
22,24,25,27,28,29,30,32,33,34,35,36,38,39,40,41,44,45,46,47,48,49,50,51,52,56,57,58,60,61,62,64,65,66,67, 68,
69,71,72,73,74,75,76

knowledge of developing plug-ins in engine
22,25,26,27,28,29,30,32,33,34,35,36,38,39,40,41,43,44,45,46,47,49,50,51,52,54,56,58,60,61,62,64,65,66,67, 69,
71,72,73,74,75,76




The Technologies of video game Industry Iran-2017 Content

{ post-production }

game testing technologies

23,24,28,29,30,32,34,38,39,40,43,44,45,46,47,48,49,50,51,52,56,57,59,60,61,62,64,65,66,67,68,69,71,72,73,

game localization technologies

22,23,27,28,29,30,32,34,35,38,40,42,43,44,45,46,47,50,51,52,56,57,60,61,62,64,65,66,67,69,71,72,73,74,75,76

Supplementary and complementary

Payment

22,27,29,30,31,32,34,36,38,39,40,43,44,45,46,47,48,49,50,51,52,53,56,57,61,62,64,69,71,72,73,74,75

Analytics
27,28,29,30,31,34,36,37,38,39,40,44,45,46,47,48,50,51,52,53,54,56,57,58,61,62,63,64,65,66,67,68,69,71,72,73,

Backend as a service

22,26,27,28,29,30,31,32,34,36,38,40,44,45,46,47,49,50,51,53,56,57,58,62,63,64,65,66,67,69,71,72,74,75

advertisement

22,28,30,34,36,40,43,44,45,46,47,48,49,51,52,53,56,57,61,62,63,64,71,72,73,74,75

Distribution and publishing

technical knowledge to managing production and publishing of games (management and investment in production)

27,28,29,30,34,35,38,45,47,51,53,56,57,60,61,62,64,66,67,69,71,73,75

knowledge of risk analysis

27,28,29,30,33,34,38,45,47,48,50,51,56,57,60,61,62,64,66,67,69,71,75

skills to create market acceptance

27,28,29,30,33,38,45,47,49,50,51,52,53,56,60,61,64,66,67,69,71,73,75




Content The Technologies of video game Industry Iran-2017

22,25,26,27,28, 31, 32,33, 34, 35, 38, 40, 41, 44, 46, 47, 49, 50, 51, 52, 55, 57, 60, 62, 63, 64, 65, 66, 67, 68, 69, 70, 71, 72,75

34,35,44,47, 55, 63, 64, 65, 69, 73

22,23,24,25,26,27,28,29,30,31, 32,33, 34,35, 36,37, 38, 39,40, 41,42, 43, 44,45, 46,47, 49, 50, 51, 52, 54, 55, 56, 57, 58, 59, 60, 61, 62, 63, 64, 65, 67, 68, 69, 70, 71, 73,74, 75, 76

25,28, 32,33, 34, 38, 44, 55, 57, 64, 65, 66, 67, 71, 72, 75

22,38, 44,47, 55, 56, 63, 64, 69, 71

22,29, 38, 40, 44, 45, 46, 50, 55, 56, 64, 69, 71, 75

Age group

Children
22,24,27,28,29, 30,31, 32, 34, 35, 38, 40, 41, 42, 43, 44, 46, 49, 50, 51, 52, 54, 55, 56, 57, 58, 60, 61, 64, 67, 69, 71, 72, 73, 74, 75, 76

Teenagers
22,24,25,27,28,29,30,31,32, 33, 34, 35, 38, 39, 40, 41, 42, 43, 44, 45, 46, 47, 49, 50, 51, 52, 55, 56, 57, 58, 59, 60, 61, 62, 64, 65, 66, 67, 68, 69, 70, 71, 72, 73, 74,75, 76

Theyoungandadults
22,23,24,25,26,27,28,29,30,31, 32,33, 34, 35, 38, 39, 40, 41, 42, 43, 44, 45, 46, 47, 49, 50, 51, 52, 55, 56, 57, 59, 60, 61, 62, 64, 65, 66, 67, 68, 69, 71,72, 73, 74,75

Province of residence

e

Western Azerbaijan Isfahan Tehran Fars yazd

41 46,61 22,23,24,25,26,27, 48,49 75
28,29, 30, 31, 32, 33,
34, 35, 36, 37, 39, 40,
45,47,50, 51,53, 54,
55,56, 57, 58, 60, 62,
63, 64, 65, 66, 67, 68,
69,71, 72,73, 74, 76,

77,78
Kurdistan Alborz gom Markazi gazvin

43,52 42 38,44 70 59



The Technologies of video game Industry Iran-2017 Foreword

Foreword

reports, the revenue of video game industry will reach to 108.9 billion dollar in 2017, out of which 42 percent
belongs to mobile games.

According to the latest research by Iran Computer and Video Games Foundation in 2016, there are now more than
23 million gamers in Iran, who play more than an hour a week. Among these people, the average time of a day spent on
gaming is more than 79 minutes. In average, each Iranian family has a gamer on its own. The most important issue is that
video games are no longer the sole media for children and teenagers; video games have now become an inclusive media
foradolescents with an average age of 21 years old too. The sale of this industry in Iran in 2015 amounted to 140,000,000
Dollars (including hardware and software), which unfortunately only 5% of it belonged to Iranian games. All of these
statements indicate the importance and potential of this industry.

According to the Iran Computer and Video Games Foundation's estimation, the cost of creating a job in video games is
between 7,500and 9,500 Dollars, indicatinga faster cycle ofjobcreation. Also, inthisindustry,awiderange of specialists,
such as experts in the areas of art, game design, programming, sounding, publishing, distribution, management, etc., are
involved in this industry. This fact confirms the entrepreneurial potential of this field and also reflects the complexity of
production and management of huge game development projects which sometimes include staff members of over 200
different types of specialties.

According to the abovementioned explanations and because of its profitability and cultural impact, the video game
industry has always been considered as a strategic industry and its development seems necessary for the government.
Giventhe factthat the development of the game industry requires the development of technology, paying attention to the
comprehensive and integrated technology development, localization, and commercialization is of greatimportance.

Accordingly, due to the importance of video games technology and overall governmental plan to advance the video
game technologies, the Soft technology development council of the Vice Presidency for science and technology of Iran
after identification and study of different technologies and design of a technology tree, has decided to publish a book on
video game technologies. In this book, besides the classification and introduction of advanced technologies of world
in the field of video game, Iran’s technological capabilities in this industry are explained in the form of introduction of
practitioners of this industry.

The purpose of this book is to introduce existing capabilities in the video game industry for private sector investors both
inside and outside the country. On the domestic side, the existence of a comprehensive database of the companies active
inthe field of video game will allow private sector investors to attract attention to the technological capabilities of active
companies and the profitability of the video game industry and to more practically facilitate investment.

Inthe foreignside, by presentingthe companies’informationandtheir capabilities, appropriate informationis provided
about the technological capacities of the country to create economic and technological cooperation.

The video game industry is one of the most profitable cultural and creative industries. According to Newzoo
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Areviewof thetechnologies of video gameindustry

As shown in the figure below, in video game industry, the production stage is the most complex and longest segment
ofthe value chain of video games. At this stage, the game comes from the idea to the final product. Due to the complexity
of the game development process, it is divided into three parts of the pre-production, production and post-production.
In the pre-production stage, the game idea becomes the game design document. In the production stage, the game
design document will become the final product. At the stage of post-Production, testing and localization of the game is
done. There is also a section for other technologies related to the game industry, which are generally not developed by
development teams.

Video gameindustrytechnologies

Distribution Supplementaryand
andpublishing complementary
technologies technologies

knowledge and skills
of consumption

Post-production Production Pre-production
technologies Technologies technologies

Figure. 1. General technologies of video game industry

Inthe following sections, explanation of the sub-technologies of each of the main areas is discussed.
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Pre-productionTechnologies

Knowledge of creativity and ideation: The first thing that is needed in the design of the game is a good idea. This idea
must not necessarily be constructed and formed at the outset. There are many different points to get ideas and game
designs, some of them are brain storming, decision trees, market researches, and the Delphi method.

Technical knowledge of game (art, design, and technical) documents creation: When the game’s pre-production section
is finishing, its documents must be ready for all parts of the game. These documents include the art document, design
document, and game technical document. Game documents at the time of production allow the developer team to get
on the right track to develop the game through reading the document without a need to meet owner of the idea. When a
game project is proposed to the game developer team, the development team will prepare a game design document and
then with the publisher consent they will be responsible to complete all parts of the game according to the document.
Game documents can include text, images, charts, sketch, or any other medium that better reflects the design team’s
decisions. No standard format for game documents is described and this is provided in different ways in the game
developer companies. The three main technological items in this area are as follows:

m Knowledge of art document creation
m Knowledge of game design document creation

m Knowledge of technical document creation

Productiontechnologies

Knowledge of game production: The project manager is responsible for ensuring the delivery of the project in due
time, control on financial and other kind of resources, as well as guaranteeing the product quality. Due to the complexity
of producing a game in terms of timing and coordination of different teams including software developers, designers,
artists, writers, etc., management knowledge is very important. During the game development process, the project
manager while overviews the progress of the production, communicates with publishers and marketers and performs
public relations management.

Game designing technologies: All parts of the game design document must be implemented technically. Accordingly,
various technologies are used to implement the game design document.

Technical and artistic knowledge of creating games: This section is divided into two areas of visual and sound. Visual
design is done with 2D and 3D art design styles. An artist designs basic outlines of the game for storyboard, items in the
game, characters, etc. Also, in the visual arts section, visual effects of the game will be implemented. The sound and
audio technologies of the game include music editing technologies, sound skills, sound editing technologies and more.

Technical knowledge of game engineering: This area is divided into three parts of the technologies to use platforms
and tools, technology of using the existing game engines, and knowledge of developing engine software.
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Technologiestouse platformsandtools

The technologies to use platforms and tools include:

M Technical knowledge of choosing game hardware platform: The player needs to have a hardware device to
communicate with the game and send the necessary commands. This can be considered during the game production
process to provide different tools for this platform.

M Technical knowledge of choosing game execution platform: based on the game’s target audience, genre, financial
targets, and technical, art, and design limitations, the game execution platform should be choose.

M Technical knowledge of choosing the communication platform: Video games are played oftline or online. Online
video games are the ones that require a local area network or internet connection to run it.

Knowledge of developing engine software: The game engine is a software designed to develop computer games.
Developersuse game engines to create console, mobile phones, and PCs games. Game engines usually include rendering
engine, physics and collision detection engine, audio, scripting, animation, artificial intelligence, networking, memory
management, threading, localization support, and scene graph. As arule, a game engine can be used to produce several
different games.

Some of the knowledge and skills necessary for engine development are: knowledge of game engine production
management, technical knowledge of game engine core development, knowledge of Al design and its software
implementation, knowledge of game user environment software development, knowledge of physic design and its
implementation, knowledge of game engine sound software development, and knowledge of game engines graphic
software development.

Technology of using the existing game engines: There are excellent engines like Unity, Unreal, CryEngine, and the
like, which are very flexible and can be used for any type of games. There is almost no need to design the game engine
from the beginning. Possible reasons for writing the game engine from the beginning can be one of the following:

W The game has a specific feature that does not feature in the engines.

M The technical team can design and implement a better and faster engine.

M The game developer wants to have all the control in the game.

The following figure shows the game production sub-technologies.
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Pre-productiontechnologies

Theskillof publicrelation
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Figure.2. Video games pre-production sub-technologies
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Game productiontechnologies
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Post-productionTechnologies

Game testing technologies: After the game is ready, it must be tested internally or by testing algorithms, which is
called an alpha test. It is then tested by professional gamers for all game parts, and if a malfunction is detected, the
error will be reported, and after the problem is resolved by the responsible department, the game is again tested by the
gamers and ultimately will be approved.

Game localizing technologies: Localization of games is generally performed in order to enter and sell the game
within a market in a new region or country (action such as translating, reprinting booklets, labels, etc.). In addition to
the aforementioned activities, in some cases, due to different cultural considerations, it is necessary to rebuild some
parts or to remove them from the game.

Game Post production technologies

technical
limited group knowledge of

test creating test
v algorithms

Figure.4. Video games post-production sub-technologies
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Supplementary and complementary technologies
In the game industry there are some components that cannot be done by game developer teams.

Technical knowledge of Payment methods: The creation of payment method is always not carried out by game
development teams.

Technical knowledge of firmware development: The firmware is a software component that connects to a game and
performs some of its specialized activities, such as server side tasks, analytics, and so on.

Technical knowledge of creating gaming platforms: The process of producing game platforms, such as computers,
consoles and gadgets, is separate from the game development process. Generally for game development, one or more
platforms are chosen by game developers.

Technical knowledge of gaming tools production: The gaming tools have already made remarkable progress. Future
generations of this tool will be augmented reality and virtual reality. In the augmented reality, the physical environment
directly or indirectly adds items such as sound, video, graphics, and more. Virtual reality as a multi-media allows the
user to interact in the virtual world. The user can experience sensations including sight, hearing, taste, smell, and touch
when using virtual reality.

Supplementaryand complementary
technologies

Technicalknowledge of

. A Technicalknowledge of Technicalknowledge of
creatinggamingplat-

firmware development gamingtools production

Technicalknowledge of
paymentmethods

Figure.5. Video games supplementary and complementary sub-technologies
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Distributionand publishingtechnologies

Technical knowledge and technologies of publishing: Since publisher is the sponsor of a game developer team in
action, he usually manage game developmentrisks. For thisreason, publishers use a project manager at the development
team to get information of the progress of the project.

Technical knowledge and technologies of game distribution: Successful distribution of a game requires special
knowledge and technical skills. For example, the distribution of the game at the wrong time can fail a high quality
game project. The best time to distribute video games in Iran, due to the closure of schools and universities, is early
summer. Due to the expansion of the Internet and the widespread use of the global network, the digital distribution
of video games is increasing. In this method, due to reduced cost of reproduction, the printing of labels, and physical
distribution of the game, publisher’s profit also increases. At the present time, the main digital distribution systems for
video games are the app stores, and in the future cloud services will also be added to digital distribution.

Figure.6. Video games distribution and publishing sub-technologies
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Knowledge and skills of consumption

Technical skill of critics and analysis: the critical procedure is the science of evaluating and assessing the degree of
scientific credit in a works which like any other discipline have scientific rules and principles of his own.

Knowledge of age classification and rating: The age classification of computer games is done based on the developed
game content. Most of these systems are developed by the public sector and are often based on the rating of contents of

moving images.

knowledge and skills of consumption

Knowledge

Technical skill

Figure.7. Video games knowledge and skills of consumption
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Thebookguide

The book “Technologies of video game industry — Iran 2017” includes the technology tree of this industry. Besides, this
book presents the local and commercialized information on day-to-day applications of the video game industry in six fields
of pre-production, production, post-production, supplementary and complementary, publishing and distribution, technical and
consumption skills. Accordingly, in the present book, while presenting a category of technologies, the companies and institutions
active in Iran’s game industry have been introduced. This book is now applicable to policy-makers and decision-makers and
provides a good picture of the industry’s existing capacities and status. The book also applies to private sector investors and shows
the investment capability in the video game industry.

This book contains the information of active Iranian companies and institutes in the video game industry. The information is
as follows:

B Company's name and logo

B The name of the CEO and other key personnel

B The main missions and activities of the company in the video game industry
M Picture and specification of the productions

M Full company's contact information

M The technologies collected in this edition of the book can be categorized according to the figure next page.

This mustbe said that the introduced companies have been found through field researches, search in specialized exhibitions
in this field and using the exhibitions catalogues. After some investigations, the needed information acquired from these
companies through self-introductory documents.

We hope that this book could be a step (though maybe small) in development of the video game industry and its interna-
tional position.
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Introduction of some of the released
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Introduction of some of the released

company main technologies

type of game

productions

Yasaman Farazan
Game Designer
M Independentgame developer
Reyhaneh Alesheykh i
Yy ) Yy Acid Green Games
GameArtist
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Alireza Ranjbar Shrabi
B Production of high-quality 3D cellphone games CEO
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Introduction of some of the released

company main technologies

type of game

productions

Shahin Sayad Haghighi
CEO

M Mobile Developer

PC & Consoles Developer .
Javad Mahdizadeh Lima Amytis
ArtSupervisiorand Art Director Entertainment
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info@amytisgames.com
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Mahnaz Kabirian
CEO
M Mobile developer
Ahmad Mohammadnezhad
Anashid Games Business Developer-Lead Game
company Designer
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Introduction of some of the released

company main technologies

type of game

productions

M PC&consoles developer
Seyed Mostafa .
Keyvanian mobile developer —
CEO 0
M service provider DO QDM SN0
Mehrdad Kordijavan i :
: 1] publisher/buyer Anugamestudio
Design Management
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Introduction of some of the released

PC &consoles developer
mobile developer T—

publisher/buyer
Hadi Nodahani 4
CEO

education centers and institution

ProducingAnimation & Commercial teasers

Arikeh parsi Facial &Body Motion Capture
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Introduction of some of the released

company main technologies

type of game

productions

Mohsen Akbari Moayed
CEO

B Game Development, Mobile and Web-Based Game Localization and Publishing

Providing BAAS Services for Online Video Games

arna

Ehsan Kamali
Game Producer ArnaStudio
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Companys contact info:
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No.94, Unit 5, Sohrevardi Junction,
Motahari st, Tehran, Iran

Tel: +98(21) 88823305

Website: www.arna.ir
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Introduction of some of the released

Vahid Abdollahiha
M Mobile Developer CEO/Director

ARYAND

Localizer
AL jlaty 5ty T

B Publisher/Buyer

Reza Akrami
Arvand Studio Director/Lead Designer
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Introduction of some of the released

company main technologies

type of game

productions

Mohammad Mahdi
MousaviFaraz
CEO

Hamid Fattah

technical manager

M designandimplementing cellphone games, applications and also providing mobile backend as a service
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Masoud Bolhasani
. o
CEO
G I e B Production of quality games for platform and consoles and PCs and presenting them abroad and in the national market-
production and localization of mobile games and exporting the scientific tools
AtiTandis-eLian Pedram Pourhossein
company technical manager
Major process Minor process Major activities
N - knowledge of game design documentcreation
45 knowledge ~ knowledge Eopledzs
g ) ofcreativity ~of Technical DofArt t knowledge knowledgeofstory  knowledgeof  knowledgeof  y ledoeof ~— knowledgeof
B Pre-production andideation DUC“‘PE‘“ (;)rcel:t]il:;] of Core game developmentand ~ creatinggame  designinggame  j.ioni g Al designinguser
=9-_ creation design creating story board narrative levels interfaces
Cll
E -
. knowledge of quality control knowledge of project management knowledge ofi ement proce:
knowledge of Game Production FISE P g ]
Game designing technologies 1 g ign 1 rative 1 gamelevels  implementingS fthe g 1 inguserinterface
g0~
< 2D techno Iog ies knowledge ofusing advancedtools (Digital Drawing) traditional drawing skills (paper drawing)
28
% 2|
< g o Software Modeling rigging texturing animating
g =
< gs 2
° g c o S
g . &l 83 2]
S _g 5 2 = ol Hardware motioncapture 3D Printerandscanner  RenderFarm
o o = 2 ™M
- ped o Lo
2 = & £
£ -
)
[
3
£ .
g Special effects (VFX) knowledge of special effects (VEX)impl
>
f=
©
=3 -
g | knowledge of
o =9 ° =i developingengine CoreEngine  knowledge of Al designandits user Graphi Physics  sound
Kh-R- software
clco !
S30c ! '
305D | technology of using
}—§ S I theexistinggame knowledge of analyze, choose and compare engines knowledge of developing plug-ins in engine
: engine
-
=l
=1
%' S Post production game testing technologies game localizing technologies
=3
Sl
©
s 2. ) g
> Financial firmware Payment
©
£2
@ ﬂ)
Es
2 E
asi non-financial firmware Analytics Backendasaservice advertisement
%]
5 o
Sscc
2 gf Distributionand publishing hnical knowledg prod dpublishing of games and inproduction) knowledgeofriskanalysis  skillsto create marketacceptance
2 3
L a8 2
1
g Platform ! age groups
s, i
< i
> 1
had |
L |
- Companys contact info:
(7] —
wv
3 —— No. 29, Mollasadra St., Vanak Square,
© Tehran, Iran
2
Lo -
o o —
P=]
£ 2R
23
23
2
N Tel: +98(21) 88875636
>
e . .
e . @ Website: www.atitel.com
£ Tower builder Do not let yourself to fall!
L | ® Email:info@atitel.com
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Amin Sahidi

Team leader, animator
game designer

Navid shadrokh

M The Black Cube Games team began its work as a studio with out source art projects. After completing several successful
projects and adding some other members to the programming and designing departments, now this company is actively

pursuing the goal of producing games for PC and console.

ELACK CUBE GAMES

Conceptartist Black Cube Game
Major process Minor process Major activities
n e i Knowled knowledge of game design document creation
2 knowledge ~ knowledge g?Ange
o ofcreativity ~of Technical knowledge knowledge ofstor knowledgeof  knowledgeof
3 - i o Document 8 Ty RS AL knowledgeof ~ knowledgeof
B8 Pre-production andideation ~ Document Cietiom of Core game developmentand ~ creatinggame  designing game o Al designinguser
5_ creation design creating story board narrative levels interfaces
L
o —
. knowledge of quality control knowledge of project management knowledge of improvement process management
knowledge of Game Production S ) & & 5 12 &
Game designing technologies ) regamedesign  impl i i impl gamelevels  impl ing Sy ofthegame  implementinguserinterface
o
e 2D technologies knowledge of usingadvanced tools (Digital Drawing) traditional drawing skills (paper drawing)
£5
£g
35 &
s % 53 Software Modeling rigging texturing animating
<5 =B
c S o c
X< < c o _S :
g £ ST 2
3 ] & % al Hardware motioncapture 3D Printerandscanner  Render Farm
IO T
a & £
Special effects (VFX) knowledge of special effects (VFX) implemention
| knowledge of
= g‘cu S’ i developingengine Core Engine knowledge of Al design and its software implementation userenvironment  Graphics  Physics sound
LT g | software
clgo !
S 3°oC | '
05D | technology of using
I—_s 5 i theexistinggame knowledge of analyze, choose and compare engines knowledge of developing plug-ins in engine
engine
-
=l
P
éé Post production game testing technologies gamelocalizing technologies
<
Sl
o
52 . e
>5 Financial firmware Payment
£
BB
L8
gsi. non-financial firmware Analytics Backendasaservice advertisement
wv
8 2~
55
,g %2 Distributionand publishing hnical knowledget ing prod and publishing of games ( andi inprodi ) knowledgeofriskanalysis ~ skillstocreate marketacceptance
5
a -
!
Platform ! age groups
i
i
! ,
PC Handheld Mobile Console MMOs BrowserGame ! Children teenagers youngsters and adults
i
]
]

Shadow Blade 2
|

No. 1012, 2nd Floor, Before Valiasr
St., Enghelab St., Tehran, Iran

Tel:+98(21) 66702514

@
=

www.blackcubegame.com

Moomin House
|

info@blackcubegame.com
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Hamidreza Karamian

mindependentgame developer CTO
Blazingfall Abouzar Pourranjbar
CEO
Major process Minor process Major activities
N e i Knowled: knowledge of game design document creation
2 knowledge ~ knowledge z‘;’mge
S . ofcreativity ~of Technical knowledge knowledgeofstof knowledgeof  knowledgeof
5] 5 etk ge of story owledge o owledge o knowledgeof ~ knowledgeof
B8 Pre-production andideation  Document Dcﬁ?::t of Core game developmentand ~ creatinggame  designinggame 4 o gerI designinguser
5‘ creation design creating story board narrative levels interfaces
v
E .
. knowledge of quality control knowledge of project management knowledge of improvement process management
knowledge of Game Production S G g g & E 8
Game designing technologies implementi design  impl i rative  impl inggamelevels  impl i ofthe game impl; inguserinterface
ol
1S 2D techno Iog ies knowledge ofusing advanced tools (Digital Drawing) traditional drawing skills (paper drawing)
£5
£2
58 8
% g 8’ ! Software Modeling rigging texturing animating
= =
c ,@ 8 8
2 5 c o S
8 § g §% 2
=) _g S 2 = ol Hardware motion capture 3DPrinterandscanner ~ Render Farm
o o ° 2 [
- = o L
2 =l & £
£ -
o
72 5
2
£
g Special effects (VFX) knowledge of special effects (VFX) implemention
>
c
©
j=} R
g : knowledge of
o = % ° g‘ | developingengine Core Engine knowledge of Al designand its software implementation userenvironment  Graphics Physics sound
LT eh software
clgo |
S30oc ! '
0% D | technology of using
I—_E 5 i theexistinggame knowledge of analyze, choose and compare engines knowledge of developing plug-ins in engine
engine
P
=l
S
5 E Post production gametesting technologies game localizing technologies
=3
sl
T
52
> Financial firmware Payment
©
PLaNT)
f=4
B
I o
§§ - non-financial firmware Analytics Backend asaservice advertisement
wv
5 2.
s_ =
2T5 . : ; o ; ; : : . .
.g S22 Distributionand publishing hnical knowledg d and publishing of games ( and inprod ) knowledgeofriskanalysis ~ skillstocreatemarketacceptance
2 5
L a8 2
I
g Platform ! age groups
& :
S |
2 PC Handheld Mobile Console MMOs Browser Game ! Children teenagers youngsters andadults
s :
L ]
°
&
s UnitA-1,No.5, Tandis St., AfricaAv,
© Tehran, Iran
)
£
5 2
o8
=1
£x
23
23
S
£ Tel: +98(912)6785901
3 .
e ) @ www.blazingfallgames.com
£ The Little Red One ChaleMeydon
L ————————— Q@ info@blazingfallgames.com
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Sayed Ahman

Dadashnejad Sooteh
CEO & PR
M Independentgame developer
S gy
Mahdi Sadri Boomerang Game
Technical Studio
Major process Minor process Major activities
N c i knowledge of game design document creation
2 knowledge ~ knowledge kn()\;:c;lige
=] L B o
é Pre-production Cereativt Olgrec}mm:l Document knowledge knowledgeofstory - knowledgeof  knowledgeof 45y jedgeof  knowledgeof
S andideation TERIEN Creation of Core game developmentand creatinggame  designing game designing Al designing user
s creation design creating story board narrative levels interfaces
o
o .
. knowledge of quality control knowledge of project management knowledge of improvement process management
knowledge of Game Production S CXTd C C 5 5 &
Game designing t_echnok)gies impl ingcc design 1 rative 1 amelevels  impl ing Syst fth implementing userinterface
o -
£ 2D technol og ies knowledge ofusingadvanced tools (Digital Drawing) traditional drawing skills (paper drawing)
é &
£2
58 3
% g g’ } Software Modeling rigging texturing animating
55 S
c 9 g c
o = c o S
g £ 53 2
-g 5 2 % Al Hardware motion capture 3DPrinterandscanner  Render Farm
S T
o o <
Special effects (VFX) knowledge of special effects (VFX) implemention
| knowledge of
= 8-. ° 8’ | developingengine Core Engine knowledge of Al designand its software implementation userenvironment  Graphics Physics sound
SRR software
clgo !
S3oc ! )
05D | technology of using
I—_E 8 i theexistinggame knowledge of analyze, choose and compare engines knowledge of developing plug-ins inengine

engine

Postproduction

post
production

gametesting technologies

game localizing technologies

Financial firmware

Payment

non-financial firmware

Supplementary and
complementary

Analytics

Backendasaservice

advertisement

and
publishing

Distributionand publishing

Distribution

Platform

PC Handheld Mobile

Lip Reading (Lab Khani)
|

Console

RTINS

technical knowled,

MMOs

BrowserGame

of games ( andi in ) knowledgeofriskanalysis ~skillstocreatemarketacceptance

age groups

I

I

I

:

I

| Children teenagers youngsters andadults
I

I

I

I

No.98,3rdFloor, SafiAlishah St.,
Baharestan Sq., Tehran,Iran

O 71c1:+98(21) 77613586

@
Q

www.boomeranggamestudio.com

boomeranggamestudio@gmail.com
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_

el

Caspiangame
laboratory

M Independentgame developer

Minor process

Kaveh Najafy

Leader

Hamed Rasam Fard
Consultant & Member of the team

Major activities

o

Production

company main technologies

Major process

Pre-production

Production

post
production

knowledge of game design document creation

engine

knowledge ~ knowledge knz\;vlliige
ivi of Technical
Pre-production Of:;ljzatw»lty Docoment Document Lamrritile knowledgeofstory knowledge of kn'ow_ledgeof knowledge of knc_)wl_edge of
and ideation o Creation of Corg game dev_elopmentand creating game designing game designing Al designing user
creatio design creating story board narrative levels interfaces
. knowledge of quality control knowledge of proje nent knowledge of improvement process management
knowledge of Game Production S SIHHE IR 2 L2 g
Game designing technologies implementi design  impl. rative 1 gamelevels ) ofthe game ipl inguser interface
o -
1S 2D technologies knowledge ofusing advanced tools (Digital Drawing) traditional drawing skills (paper drawing)
£5
€2
S ® &
£ g 3 Software Modeling rigging texturing animating
=% S |
Lo £
co '
3 g |
g = ol Hardware motion capture 3D Printerand scanner Render Farm
° [N
c
= .
Special effects (VFX) knowledge of special effects (VFX) implemention
| knowledge of
= % ° 8‘ | developingengine CoreEngine knowledge of Al designand its software implementation userenvironment  Graphics Physics sound
o= g software
c 9 i
£352 | .
RS S | technology of using
- _E 5 i theexistinggame knowledge of analyze, choose and compare engines knowledge of developing plug-ins in engine

Postproduction

game testing technologies game localizing technologies

Supplementary and
complementary

Financial firmware

non-financial firmware

Analytics Backend asaservice advertisement

Distribution
and
publishing

PC

type of game

Introduction of some of the released
productions
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Distributionand publishing

Platform

Handheld Mobile

Konkoorwar
I

Console

technical knowledge to managing production and publishing of games (management and investmentin production) knowledge of risk analysis

age groups

Children teenagers

MMOs BrowserGame

090

skillsto create marketacceptance

youngsters andadults

Syntech Technology Center,Azad
Islamic University , Nokhbegan
Boulevard ,Qazvin,Iran

Tel:+98(937)3438954
www.konkoorwar.com

kaveh.najafi@gmail.com
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ﬂ NedaMasnavi
CEO W DATABEEN is the firstapplication analytics tool in Iran. e
e o
ﬁ analyzing the data for understanding the behavior of users-improving the game designs - earning more income N
@, | MahdiYazdiRad DATABEEN (Dade
Ah Product Manager Neshan-e Parsian)

Major process Minor process Major activities
N P Knowl knowledge of game design document creation
=] knowledge ~ knowledge nox;vAc:ge
S LS : o
1= R ofcreativi of Technical knowledge knowl st ki it f  k ! f
3 Pre-production andi deatiotyn Document ~ Document ot a%n . dowledgeo so:’ly nowledgeof  knowledgeo knowledgeof knowledgeof
1< ! Gt © g levelopmentan creating game game 4 Al 1g user
5_ creation design creatingstory board narrative levels interfaces
L
o .
knowle dge of Game Production knowledge of quality control knowledge of project management knowledge ofimprovement process management
Game designing technologies implementingcoregamedesign  implementing gamenarrative 1 gamelevels pl y ofthe game implementing user interface
o -
£ 2D technologies knowledge of usingadvanced tools (Digital Drawing) traditional drawing skills (paper drawing)
£5
£
58 3
% g 8’ ! Software Modeling rigging texturing animating
&5 S |
c S ° c
S c = <
S E= £5 9!
s ko] Yo - . B
-g S L= o Hardware motion capture 3DPrinterandscanner  Render Farm
o ° 2 ™M
= <) g -
Q. a <
i nowledge of special effects implemention
Special effects (VFX) knowledge of special effects (VFX) impl
: knowledge of
= % ° g’ | developingengine Core Engine knowledge of Al design andits software implementation userenvironment  Graphics Physics sound
STeL | software
clgo |
S20oc ! )
0% D | technology of using
'—§ 5 i theexistinggame knowledge of analyze, choose and compare engines knowledge of developing plug-insinengine
engine
i
=l
P
85 Post production game testing technologies game localizing technologies
i
al-
T
52 N,
>= Financial firmware Payment
=218
2E
[ St non-financial firmware Analytics Backendasaservice advertisement
A
c
s 2~
s =
3T5 : S . . : : : ;
Tg %i Distributionand publishing technical knowledge to prod and publishing of games ( and inproduction) knowledgeofriskanalysis ~ skillstocreatemarketacceptance
2 =
a <
]
Platform ! age groups
i
|
| A
PC Handheld Mobile Console MMOs BrowserGame ! Children teenagers youngsters andadults
|
]
|
4thFloor,No 14, 5th Alley, Khajeh
DATABEEN helps you to: _;,‘:bhdollalh Ansari St., Shari’ati Ave.
1. Helps tobuild an efficient mobile chran,ran
marketing strategy.

2. Discover which parts of your app
peopleareusing, and which parts
theyaren’t.

3. Learn which parts of yourapp
drive valuable conversions
4.Seeifpeopleactually use the app.

‘ - nabetgroup.com
Detectthe mobile device

@
=

info@nabetgroup.com
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M The software group of EksirTechis active in the field of computer games and software for about 12 years

Mobilej2me to android and ios
mwindows, mac, linux

Combining the power of programming languages and frameworks, channels of communication,and different systems
with each other, such as php, java, action script, C#,unity,flash,android,web...
M Innovationandresearch and creation

Avariety of products such as: Online-mmo game - Adventure game - Multiplayer game - Action game - Casual game - . .
EksirTech 2D-3D game and software - Augmented reality, AR - Real time game - Image Processing - 2D,3D Multimedia and Learning Fariba Salari
software - 2D-3D Animation - motion graphic - stop motion - ANE - Robotic - BMS.,... Vice Chairman of the Board

Benyamin Salari
CEO ofthe Institute

Major process Minor process Major activities

N - knowledge of game design document creation
S knowledge ~ knowledge knova[ie:ge
© ivi of Technical @
2 Pre-production of;r%anvllty S o— Document knowledge knowledge of story knowledgeof ’knf)w_ledgeof knowledge of knqwlgdge of
3 andideation ! Creation of Core game developmentand creating game £aMe  Jesioning Al d user
= creation design creating story board narrative levels interfaces
@
o —
knowle dge of Game Production knowledge of quality control knowledge of project management knowledge ofimprovement process management
Game designing technologies impl i gamedesi impl i rative  impl, inggamelevels  impl ing Sy fthe g impl ing userinterface
o -
£ 2D technologies knowledge ofusingadvanced tools (Digital Drawing) traditional drawing skills (paper drawing)
£8
£2
3% 2]
% g g’ ! Software Modeling rigging texturing animating
<6 o |
c Y] c i
S si % £ i
S £ €= g
_g s g —; Aol Hardware motion capture 3D Printerand scanner Render Farm
s 3 & .
a & _E 3
Special effects (VFX) knowledge of special effects (VFX) implemention
: knowledge of
= 8’0} ? i developingengine Core Engine knowledge of Al designand its software implementation userenvironment  Graphics Physics sound
LToEeY | software
clgo |
S3o0c ! .
0% D | technology of using
- _E 5 I theexistinggame knowledge of analyze, choose and compare engines knowledge of developing plug-ins in engine
engine
.
=l
P
83 Post production game testing technologies game localizing technologies
=3
ol
T
52 ) e
>8 Financial firmware Payment
gs
L8
&si. non-financial firmware Analytics Backend asaservice advertisement
>
wv
5 2.
5_ =
2385 T I
S5 P N SRR R AR ——
g2

Platform age groups

PC Handheld Mobile Console MMOs Browser Game Children teenagers youngsters andadults

Companys contact info:
Facing Imam Khomeini Institute,

Beginning of Islamic Republic

=
mej 5 Boulevard, Qom,Iran

@t’w"ﬁ.‘i kmirfochir sl jluind

Tel:+98(912)2530350

. ) Website: www.EksirTech.ir
online game - MMO Smart mosquito

090

Email: contact@EksirTech.ir
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oy

)
£,

Arghavan Ansari Alamdari
Programmer

Zeynab Sadat mousavi

W Mobile developer

: ) } Fanoosgames
Game Designer/Artist
Major process Minor process Major activities
N c i knowledge of game design document creation
2 knowledge ~ knowledge btz
< e of Technical ofArt
3 Pre-production ofereativity O et Document  <iowledge  knowledgeofsiory  knowledgeof - knowledgeof i,y jeqgeor  knowledgeof
3 andideation Ocune Creation of Core game developmentand creatinggame  designing game designingAl  designinguser
5_ creation design creating story board narrative levels interfaces
L
o .
. knowledge of quality control knowledge of project management knowledge of improvement process management
knowledge of Game Production S DAL 8 g 5 g g
Game designing t_echnok)gies impl C design 1 rative 1 gamelevels  impl ing Syst fth implementing userinterface
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£ 2D technol og ies knowledge ofusingadvanced tools (Digital Drawing) traditional drawing skills (paper drawing)
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2
— wv
S ® 3
g g 8’ ! Software Modeling rigging texturing animating
ks S !
c o c i
i) s! €& < |
© ] S3 o
kS ] L= Al Hardware motioncapture 3D Printerandscanner  Render Farm
o = H ™M
= <] g L.
Q. a8 =
Special effects (VFX) knowledge of special effects (VFX) implemention
: knowledge of
= g ° g | developingengine Core Engine knowledge of Al designand its software implementation userenvironment  Graphics Physics sound
Lo eg | software
clgo !
S3oc ! )
8% | technology of using
I—_E 8 i theexistinggame knowledge of analyze, choose and compare engines knowledge of developing plug-ins inengine
engine
.
K]
P
85 POStprOduCtion game testing technologies game localizing technologies
=8
ol
T
S >
[N . . .
>8 Financial firmware Payment
=2
L8
g S non-financial firmware Analytics Backendasaservice advertisement
3
c
S 2~
s =
2S5 : : L ) . ) : : ;
.-g %: Distributionand publishing technical knowledge to productionand publishing of games ( and inproduction) knowledgeofriskanalysis ~ skillstocreate marketacceptance
z 35
a <
]
Platform ! age groups
|
i
| .
PC Handheld Mobile Console MMOs BrowserGame ! Children teenagers youngsters andadults
|
]
|

Benmy
heAreR

Granny And Grim

No.7, Zanbagh street, Shahid Araghi
street, Tehran, Iran

@ el +98(21)22303856

@

www.fanoosgames.com

fanoosdev@gmail.com
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M mobile developer

Hassan

Mottaghi Golshan

Co-founder

40

PC developer
Gilaas Games . -
Arman Balali Moghadam
Gilaas Games Co-founder
Major process Minor process Major activities
N P Jnowled knowledge of game design document creation
2 knowledge ~ knowledge n?)\;vA:ge
E Pre-production of creativity o[f)'l"echmce:l Document knowledge knowledgeofstory  knowledgeof  knowledgeof 1 owiedgeof  knowledgeof
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§_ creation design creating story board narrative levels interfaces
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. knowledge of quality control knowledge of project management knowledge of improvement process management
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>
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P
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S
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=3
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T
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> Financial firmware Payment
©
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f=4
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2 35
& &
I
g Platform ! age groups
< i
(=] |
N I
b i | Children teenagers oungsters andadults
2 PC Handheld Mobile Console MMOs BrowserGame ! 9 Yl
g :
L ]
°
@
v . .
3 o Sth floor, University of Tehran
© -Faculty of Engineering Kargar
2 Shomali st, Tehran , Iran
halxY,)
S <
o8
ES
23
23
S
5 Tel: +98(919)2380154
S
b=} .
o @ www.gilaasgames.com
=
= Armor War Super Sea Star )
I Q@ contact@gilaasgames.com
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M 3D and 2D game producerin various Genres and platforms

Keyvan GUNF.
MalekMohammadi With more than 10 produced games
CEO/Founder . ) ) STUDIO
M Interestedin Co-Production of newtitles
Gunaystudio
Major process Minor process Major activities
N c i knowledge of game design documentcreation
K] knowledge ~ knowledge knole:::ige
- . H 0
o ) ofcreativity ~ of Technical knowledge knowledge ofstos knowledgeof  knowledgeof
= = A o t g ry wledge o owledge o knowledgeof ~ knowledgeof
B Pre-production andideation ~ Document Crel::;:: of Core game developmentand ~ creatinggame  designinggame 4 flaves Al designinguser
§_ creation design creating story board narrative levels interfaces
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E .
. knowledge of quality control knowledge of project management knowledge of improvement process management
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£ 2D technol og ies knowledge ofusingadvanced tools (Digital Drawing) traditional drawing skills (paper drawing)
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] B
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_g s '2 % a | Hardware motion capture 3D Printerand scanner Render Farm
S
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Special effects (VFX) knowledge of special effects (VEX) implemention
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= 8\ ° 8’ | developingengine Core Engine knowledge of Al designand its software implementation userenvironment  Graphics Physics sound
SRR software
clgo !
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]
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=4
Sl
T©
&2, ) .
> Financial firmware Payment
©
- O
c
S
L8
&si. non-financial firmware Analytics Backendasaservice advertisement
=]
wv
s 2~
s =
So<
.-2 %2 Distributionand publishing technical knowledge to ing prod andpublishing of games (i andi inprod ) knowledgeofriskanalysis skillstocreatemarketacceptance
7 5
a <
I
Platform ! age groups
i
|
| p
PC Handheld Mobile Console MMOs Browser Game ! Children teenagers youngsters andadults
I
I
I

Th Bt fnss §

Deal for Speed 2
|

No.2, Upstairs of Mehr Irran Bank,
Bakeri street. Urmia, Iran

Tel:+98(914)1409309

www.GunayStudio.com

1)
@
Q

info@GunayStudio.com

41




Saeed Mehdigholikhan
Studio manager
M Mobile developer
L e
HaftSang Game Mehrdad Moradi
Studio Programmer & Public relation

Major process Minor process Major activities
N e i knowledge of game design document creation
L knowledge ~ knowledge lmova[l\e;ge
= LS i of
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2 pPC Handheld Mobile Console MMOs BrowserGame ! Children teenagers youngsters andadults
g :
L |
=]
&
bt No. 25, Moshtaghbld., Razist., Haft-
© Tirave., Karj, Iran
%
£
5 2
o8
ES
23
2s
o
g Tel: +98(263)2401156
=]
° .
g @ www.haftsangstudio.ir
£ Marzban
| @ haftsangstudio@gmail.com

42



Introduction of some of the released

company main technologies

type of game

productions

YousefZareie
CEO
M Independentgame developer m s'm
i Abolfazl Bazi HAST Kurdistan
Assistant CEO (HAST Games)
Major process Minor process Major activities
N P knowledge of game design document creation
S knowledge ~ knowledge knm;v/]::ge
é Pre-production ofcreativity oDozfm:;at‘ Document knowledge knowledgeofstory  knowledgeof  knowledgeof knowledgeof ~ knowledgeof
3 andideation ; Creation of Core game developmentand ~ creatinggame d game o Al designinguser
a G design creatingstory board narrative levels interfaces
Gl
E —
knowle dge of Game Production knowledge of quality control knowledge of project management knowledge ofimprovement process management
Game designing technologies implementi design  impl rative I gamelevels 1 ftheg: 1 inguserinterface
ol
< 2D technologies knowledge of usingadvanced tools (Digital Drawing) traditional drawing skills (paper drawing)
£5
€2
<3 2
% 5 g’ 3 Software Modeling rigging texturing animating
< o !
c 9 g c
K] < c o 6 :
"] 2 ST o
E S A % Al Hardware motioncapture 3D Printerandscanner  Render Farm
S T T
a & £

Special effects (VFX)

knowledge of

engine

=5 o 2 developingengine Core Engine
CTEG ! software
£ i;) c U |
oc | )
9 2% o | technologyofusing A
=E $ | theexistinggame knowledge ofanalyze, choose and compare engines

knowledge of special effects (VFX) implemention

knowledge of Al designand its software implementation

userenvironment  Graphics Physics

knowledge of developing plug-insinengine

sound

Postproduction game testing technologies

post
production

game localizing technologies

Financial firmware

non-financial firmware

Supplementary and
complementary

Backend asaservice

P 5
and in

Distributionand publishing icalk g ing

Distribution
and
publishing

Platform

PC Handheld Mobile Console MMOs

pro volleyball

BrowserGame

) knowledgeofriskanalysis

age groups

Children

teenagers

1)
@
Q@

skillsto create marketacceptance

youngsters andadults

0 Gashbin 1 Alley,Shahid Ebadat Blvd,
Marivan, Kurdistan , Iran

Tel:+98(87)34529106
www.hastgames.ir

hastkurdistan@gmail.com
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. Morteza Khoshnood
E)) 9’ CEO
T M independentdeveloper
wn HesamColir
RezaKhoshnood
Hesan corporation Game Group Chief
Major process Minor process Major activities
N b knowledge of game design document creation
=
2 knowledge ~ knowledge m?)\;vgge
o ofcreativity ~of Technical knowledge knowledge ofstor knowledgeof  knowledgeof
S g . i D t 2 ry wledge o owledge of knowledgeof ~ knowledgeof
'g Pre prOdUCtlon andideation DOC“IFeﬂt C‘ﬁ;‘:{? of Core game developmentand creatinggame  designinggame  juioni & Al Sl user
‘lg'_ creation design creating story board narrative levels interfaces
[
E .
. knowledge of quality control knowledge of project management knowledge of i
knowledge of Game Production S EEa D) 8 GITLRIBAT
Game designing technologies 1 design 1 1 gamelevels lementing S ofthe g impl userinterface
ol
£ 2D techno Iog ies knowledge of usingadvanced tools (Digital Drawing) traditional drawing skills (paper drawing)
:_j s
2
S ® &
g g g’ ! Software Modeling rigging texturing animating
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< g 2
° < c o S
9 8 £ $3 2|
.% _g S @ = Al Hardware motioncapture 3D Printerandscanner ~ Render Farm
o <] ° 2 [
-= = o L
2 = & £
£ -
o
]
3
£
E Special effects (VFX) knowledge of special effects (VFX) implemention
>
=
©
=3 .
g | knowledge of
o = % ° g | developingengine Core Engine knowledge of Al designand its soft impl ion userenvironment  Graphics Physics sound
LTy | software
clgo |
S30oc ! '
2% D | technology of using
I—_E 5 | theexistinggame knowledge ofanalyze, choose and compare engines knowledge of developing plug-insinengine
: engine
-
2
=]
E' S Post production gametesting technologies game localizingtechnologies
=3
Sl
]
52 . e
> Financial firmware Payment
©
SE
£
K o
§§ - non-financial firmware Analytics Backendasaservice advertisement
wv
8 2~
.-‘g 5_73 Distributionand pub||5h|ng g T p ‘games ( and inp knowledge ofrisk analysis ~ skillsto create marketacceptance
& E
1
g Platform ! age groups
) |
N 1
g | e &
@ ll
o |
> 1
b 1
L |
5 Companys contactinfo:
wv
g NO,15,41Alley, Revolutionary 81,
[ Qom,Iran
)
k=]
5 2
o8
EL
23
2s
)
$ Tel: +98(919)8868760
S
° S .
2 @ Website: www.hesanco.ir
= . . .
= Immortality Inertial Motion Capture
| @ Email: info@hesanco.ir




Introduction of some of the released

company main technologies

type of game

productions

1
i

- Behnam Kashani
- CEO
A« FarzafFarazmand
technical manager

M production of Online games
game export
M game publishing

investing on game-producing companies

Idek(Ideh
Pardazan-e Kusha)

Major process Minor process Major activities
N - knowledge of game design document creation
§ knowledge ~ knowledge kﬂovall:r(:ge
- . H 0!
S ofcreativity ~of Technical knowledge  knowledgeofsto knowledgeof ~ knowledgeof
> _ i etV D t g ry  knowledgeo owledge o knowledgeof ~ knowledgeof
3 Pre-production andideation  Document Corcel:t?:z of Coregame  developmentand ~  creatinggame designinggame 4 e gerI designinguser
,?__ creation design creatingstory board narrative levels interfaces
Gl
E .
. knowledge of quality control knowledge of project management knowledge ofimprovement proce:
knowledge of Game Production S SR g ST
Game designing technologies 1 gamedesign I rative 1 gamelevels  implementingS ftheg; 1 inguserinterface
i
g 2D technologies knowledge of usingadvanced tools (Digital Drawing) traditional drawing skills (paper drawing)
25
L3 Y
S 5 8‘ 3 Software Modeling rigging texturing animating
— 5 |
c g9 <!
2 S c o S
g €1 53 2
E 5 g% Al Hardware motioncapture 3D Printerandscanner  Render Farm
el B e M
o - =1
Special effects (VFX) knowledge of special effects (VFX) implemention
7 knowledge of
= % ° g’ | developingengine Core Engine knowledge of Al designandits software i ion userenvi Graphics Physics sound
ST er software
cO S Y
=8O !
S30oc ! '
0% D | technology of using
l—_s q:) | theexistinggame knowledge of analyze, choose and compare engines knowledge of developing plug-insinengine
: engine
-
E=l
S
gé Post prod uction game testing technologies game localizing technologies
<
sl
°
52 o
> Financial firmware Payment
©
SE
Es
K
g § - non-financial firmware Analytics Backendasaservice advertisement
=]
w
s 2~
3=s5 B .
5% Distributionand publishing tchnicl oot managing prodconandbisinof ames(nangementandnestmeninproduto) Knowledgeofiskanalyss  skilstorememirketaosetance
0 =
a 9>

PC

Platform

Handheld

Console

MMOs

age groups

Children

Companys contact info:

o

No. 14, Southern unit, Davazdahom-¢
Saheghi St., Arzhantin St. Tehran, Iran

Tel:+98(21) 88873606

Website: www.idek.co

080

Email: info@idek.co
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Introduction of some of the released

Learming Home

M Serious Game design and development (PC/Mobile)

markebsrequirements

W Supervision of students interested in computer game industry

Communicating with people in differentareas especially psychologists, psychiatrics and education to getinformed about

Act as consultant to companies for content provision, knowledge base management, artificial intelligence in games and

Atefeh Ahmadi Olounabadi

CEO-Content Provider - Researcher

Ehsan Golahmadi

Game Programmer - Game

LearningHome choosing appropriate educational strategy in game design and process designer - Project Manager
Major process Minor process Major activities
N - knowledge of game design document creation
S knowledge ~ knowledge hog‘e:ge
= . H 01
S ofcreativity ~of Technical knowledge  knowledgeofstol knowledgeof  knowledgeof 1 f
3 - i PP Document & Y wledgeo owledgeof i gwledgeof — knowledgeo
B Pre-production andideation Doment Creation of Core game developmentand ~ creatinggame  designinggame  j.qioni & e lesioning user
‘?- creation design creating story board narrative levels interfaces
L
E .
. knowledge of quality control knowledge of project knowledge of i
knowledge of Game Production geofquality of ge ofimprovement proce
Game designing technologies 1 design ) rative 1 gamelevels  implementing Sy fthe g impl| inguserinterface
ol
£ 2D technol og ies knowledge ofusing advancedtools (Digital Drawing) traditional drawing skills (paper drawing)
£5
58 3
s g g’ 3 Software Modeling rigging texturing animating
— =
c go 8 '
§ ¢ £¢ £
@ © 2 5o § :
.% 3 s ﬁ’% Al Hardware motioncapture 3D Printerandscanner  RenderFarm
o o o 2 [
- = o L
2 =l & £
£ -
o
]
z
£ .
g Special effects (VFX) knowledge of special effects (VFX) implemention
>
f=
©
o -
g | knowledge of
1] = 8-, w.g | developingengine Core Engine knowledge of Al designandits software userenvi Graphi Physics sound
Kh-N- software
clgo |
S30c ! '
305D | technology of using
~< 5 i theexistinggame knowledge ofanalyze, choose and comp gi knowledge of developing plug-insin engine
: engine
-
8
i3] - . ol localizi hnologi
e Postproduction g ting gamelc technologies
<
Sl
©
52 ) s
2 Financial firmware Payment
©
SE
g2
K] o
g S - non-financial firmware Analytics Backendasaservice advertisement
=]
wv
5 2.
Ssc<E
28 S Distributionand publishing hnical knowledg ing production and publishing of games ( andi prod knowledgeofriskanalysis  skillstocreate marketacceptance
8 3
8 8k
1
g Platform ! age groups
& |
s i
> 1
= 1
L I
Companys contact info:
o No.470, Ground floor flat, 3rd alley,
Apadanaavvalst., Isfahan, Iran
wv
c
2
=]
1)
=]
=]
<
o
&) Tel:+98(313)6632964
n T R T T '
. @ Website: www.learning-home.ir
Tarlan Keep in Mind o } )
| @ Fmail: info@learning-home.ir
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Introduction of some of the released

company main technologies

type of game

productions

Sina Shahbazi

Cofounder and game designer

AliOrujiAqdam

M production of serious

profound and modern games for national and international audience

=0

Leo Games
Cofounderand developer
Major process Minor process Major activities
N = Knowled: knowledge of game design document creation
2 knowledge ~ knowledge (():;JAnge
E Pre-production ofcfeatiyity of Technical Document knowledge knowledgeofstory  knowledgeof  knowledgeof knowledgeof  knowledgeof
° (Y andideation ~ Document . of Core game developmentand ~ creatinggame ~ designing game ioni designing user
<) i Creation . N £ designing Al gning
5 creation design creating story board narrative levels interfaces
@
=
knowle dge of Game Production knowledge of quality control knowledge of project management knowledge ofimprovement process management
Game designing technologies 1 design I rative I gamelevels  implementing Sy ftheg; pl inguserinterface
o
e 2D technologies knowledge of usingadvanced tools (Digital Drawing) traditional drawing skills (paper drawing)
£5
£2
33 2]
% g 8" ! Software Modeling rigging texturing animating
=% S |
c kY] 8 c
2 S c o S |
g 2! £=3 D |
E 5 R % Al Hardware motioncapture 3D Printerandscanner  Render Farm
S T T
o [-w i~

knowledge of

o | . N
= oot | developingengine
CSTEG | software
S mc o |
S3o0c ! .
326D | technology of using
=S T g 1 theexistinggame

engine

Core Engine

knowledge of analyze, choose and compare engines

knowledge of special effects (VFX) implemention

knowledge of Al designand its software implementation userenvironment  Graphics Physics sound

knowledge of developing plug-insinengine

Distribution

S
=]
gé Post p roduction game testing technologies game localizing technologies
<)
s
T
52 ) e
> Financial firmware Payment
©
2 o
f=4
B
] o
§ g . non-financial firmware Analytics Backendasaservice advertisement
w
=)
i
%f Distributionand publishing k g P andp of games ( and in ) ge of risk analysis  skillsto create marketacceptance
2
I
Platform ! age groups
i
|
PC Handheld Mobile Console MMOs BrowserGame i Children teenagers youngsters andadults
I
I
I
0 SharifAccelerator, Sharif Technology
Services Complex,
Sharifuniversity of Technology, Azadi
St., Tehran, Iran
Amazia Tel: +98(935)4221750
acompetitive Card Game Acellphone game in www.leogames.co

(picture in the appendix)

Arcade Genre

090

ali@leogames.co
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Introduction of some of the released

48

M Persian developerof videogamesinIran

Saman Kazemi
Co-Founder/Art Director

Lexip Games Alireza Saremi
Programmers Leader
Major process Minor process Major activities
N - knowledge of game design document creation
s Knowledge  knowledge ~ knowledge
k= foreativity  ofTechnical _OfA knowled knowledgeof: knowledgeof  knowledgeof
S : . ofcreativity Document owledge owledge of story nowledge o nowledge o knowledgeof ~ knowledgeof
g Pre-production andideation ~ Document —— of Core game developmentand ~ creatinggame  designing game designini Al designinguser
s creation design creating story board narrative levels interfaces
o
o .
. knowledge of quality control knowledge of project management knowledge of improvement process management
knowledge of Game Production S Ll 8 8 & H &
Game designing technologies implementingcoregamedesign  implementing game narrative I gamelevels 1 Systems ofthe game implementing user interface
o -
e 2D tech nologies knowledge of usingadvanced tools (Digital Drawing) traditional drawing skills (paper drawing)
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=
3
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I—§ g i theexistinggame knowledge ofanalyze, choose and compare engines knowledge of developing plug-insinengine
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i
=l
=
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<
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2
P
28 Financial firmware Payment
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B B
£Es
aE
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A
c
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.-E %% Distributionand publishing hnical knowledgeto and publishing of games ( andinvestmentinproduction) knowledgeofriskanalysis ~ skillsto createmarketacceptance
8 =
8 8L
I
g Platform ! age groups
< |
=] ]
N I
=] | q
2 PC Handheld Mobile Console MMOs BrowserGame ! Children teenagers youngsters andadults
g |
L |
Levip Gamen | .
Refahbulding, 9rd alley, Shaban
ATES TEEE BF AOE N8 & SEO&1 N
Street, Shiraz, Iran
wv
c
2
=
v
=]
3 . .
b4 ¥
o
- @© el +98(921)7315068
] ) - T i ~ @ www.lexipgames.com
The Dark Wings (Episode One) The Dark Wings (Episode Two) - 2017
@ info@lexipgames.com




Introduction of some of the released

company main technologies

type of game

productions

Hamid Afsari

CEO/Studio manager/project
manager

M prodcution of Islamic-Iranian games with a focus on education alongside entertainment

Mohammad Mahdi Mahad Resane
Shaghayegi PazhuofShiraz:
production manager GameandIslamic
Major process Minor process Major activities
N c i Knowled: knowledge of game design document creation
2 knowledge ~ knowledge z‘;’Artge
S . ofcreativity —of Technical knowledge  knowledgeofsto knowledgeof  knowledgeof kn
3 - S D t & Ty wledgeo! owledgeof 1 ledoe of owledge of
B8 Pre-production andideation Docurpent é’:e';?:: of Core game developmentand inggame designinggame 4 owie gi:l P S W
:‘Q-_ creation design creating story board narrative levels interfaces
[
a- .
knowle dge of Game Production knowledge of quality control knowledge of project management knowledge ofimprovement process management
Game designing technologies pl design  implementingg: 1 gamelevels  implementi ftheg: impl userinterface
o
e 2D tech nolog ies knowledge ofusing advanced tools (Digital Drawing) traditional drawing skills (paper drawing)
:_j S
£2
TE g : - . o
g 5 Coﬂ 3 Software Modeling rigging texturing animating
= =1
< g3 g
9 < c o -S !
© 2 ST o
3 s 2 i;) al Hardware motioncapture 3D Printerandscanner  RenderFarm
e B e M
o - =1
Special effects (VFX) knowledge of special effects (VEX) implemention
7 knowledge of
— 9 @ ! developingengine Core Engine knowledge of Al designanditssoftwareimplementation ~ userenvironment  Graphics  Physics sound
s Ow.E ! pingeng
2T e ! software
clgo !
S 3°oC | )
9% D | technology of using
= £ S | theexistinggame knowledge ofanalyze, choose and compare engines knowledge of developing plug-insinengine
X g i 99
: engine
.
=l
=]
83 Postproduction game testing technologies gamelocalizing technologies
=3
Sl
°
52 A
> Financial firmware Payment
©
SE
v
£
@ [=8
&S _ non-financial firmware Analytics Backendasaservice advertisement
>
wv
5 2.
Ssct
2 %f Distributionand publishing hnical knowledg prod d publishing of games ( andi inprod ) knowledge ofriskanalysis skillstocreate marketacceptance
=
g2
I
Platform ! age groups
i
|
PC Handheld Mobile Console MMOs BrowserGame i Children teenagers youngsters and adults
I
I
I

Companys contact info:

thFloor, Brin Building, 8th Avenue,
7th Tir Street,Shiraz, Iran

Tel: +98(71)32356315
Fax:+98(21)32355712

@ Website: www.MehadRasaneh.ir
@ Email:info@MehadRasaneh.ir
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Introduction of some of the released

making better games.

B Mediangame is an independent game development studio has made games for PC since 2004. After making different
games in different genres now we focused on mobile platforms.

We are a small team with big ideas and the skills to deliver them. So we think about the cooperation that will lead us to

AmirMohammad Rezayi . I
CEO

Median Game
Major process Minor process Major activities
- knowledge of game design document creation
.5 knowledge ~ knowledge tonaerleifzp
E Pre-producti ofcreativity ~ of Technical Dooct;‘::ent knowledge knowledgeofstory  knowledgeof — knowledgeof knowledgeof ~ knowledgeof
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S
©
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> Financial firmware Payment
©
St
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2385 . . . . . : : :
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Companys contact info:
wv
c
2
=1
o
]
©
o
S
Tel: +98(912)2300084
] @ Website: www.mediangames.com
Pooya and the Fatman Theisland story ' ' ]
| @ FEmail: mediangame@gmail.com
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Introduction of some of the released

company main technologies

type of game

productions

Mohammad mehdi
Behfar-e¢ Rad

CEO .
M Cellphone game builder A
game studa.
BehroozBahrame
server technical manager Medrick
Major process Minor process Major activities
N c i knowledge of game design document creation
L knowledge ~ knowledge knox;v/]\e:ge
E Pre-production e Document  Document ~ Knowledge - knowledgeofstory  knowledgeof  knowledgeof - ynoyledgeof — knowledgeof
3 andideation ! Creation of Core game developmentand creatinggame  designing game designing Al designinguser
g creation design creatingstory board narrative levels interfaces
@
o -
knowle dge of Game Production knowledge of quality control knowledge of project management knowledge ofimprovement process management
Game designing technologies I d implementing rtive | impl gamelevels  implementing Systemsoftheg plementinguserinterface
o
e 2D technologies knowledge of usingadvanced tools (Digital Drawing) traditional drawing skills (paper drawing)
£5
€2
33 2]
S g 8” ! Software Modeling rigging texturing animating
=% S |
c kY] 8 c
2 S c o S |
T, € €3 g
E 5 R % Al Hardware motioncapture 3D Printerandscanner  Render Farm
S T T
o a =

knowledge of

o | . N
= oot | developingengine
CSTEG | software
S mc o |
S3o0c ! .
326D | technology of using
=S T g 1 theexistinggame

engine

knowledge of special effects (VFX) implemention

Core Engine

knowledge of analyze, choose and compare engines

knowledge of Al designand its software implementation

userenvironment  Graphics ~ Physics sound

knowledge of developing plug-insinengine

Brawler

f=
E=]
=1
§ S Postproduction game testing technologies game localizing technologies
=3
Sl
o
52 . i
>8 Financial firmware Payment
=
L2
&si. non-financial firmware Analytics Backendasaservice advertisement
A
c
g 2~
rg %f Distributionand publishing ki g p andp of games ( and in ) geofriskanalysis ~ skillstocreate marketacceptance
g S
a <
|
Platform ! age groups
|
I
' )
PC Handheld Mobile Console MMOs BrowserGame ! Children teenagers youngsters and adults
i
i
i

No. 1, Malekian St., Kheradmand-e
Jonubi St., Karim khan St.,
Tehran,Iran

Tel: +98(21) 42570000

www.medrik.info

Spring Farm

090

info@medrik.info
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Introduction of some of the released

@) oo

= L
v Lo AleR g o

MoonHouse
Entertainment

company main technologies

type of game

productions

52

M Cellphone game builder
PCand Console game builder
M publisher

education centers

Minor process

Major activities

Mohammad Heidari

CEO

Navid Farshad

level designer

Major process

knowledge of game design document creation

Shofer

The mayor of the year

=
2 knowledge ~ knowledge Iqu;va[lxe;:ge
3 . ofcreativity ~of Technical knowledge  knowledgeofstory  knowledgeof  knowledgeof
3 - S Document 8 Y & KA knowledgeof ~ knowledgeof
3 Pre-production andideation ~ Document oot of Core game et | et | et _gAI g
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> Financial firmware Payment
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2E.
|
Platform ! age groups
|
i
|
Handheld - Console MMOs BrowserGame ! - _
|
|
|

Companys contactinfo:

o

Moonhouse (Zhoori Mang) Company,
Fajr Cultural Complex, Garshayan
boulevard, Sanandaj, Iran

Tel: +98(873)3249517

Website: www.zhoorimaang.com

090

Email: contact@zhoorimaang.com




Introduction of some of the released

company main technologies

type of game

productions

Vahid Rahimian

Executive manager

Sepehr Khadem

Marketing manager

M digital market m
wSole
L—

Myket

Major process Minor process Major activities
N knowledge of game design document creation
c
2 knowledge ~ knowledge hlzva,le;ge
S . ofcreativity ~ of Technical knowledge knowledgeofstory  knowledgeof  knowledgeof
3 lgeof story owledge o owledge o knowledge of
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g 2D technologies knowledge ofusingadvanced tools (Digital Drawing) traditional drawing skills (paper drawing)
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S
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> Financial firmware Payment
©
e
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L8
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o
ST
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2
I
Platform ! age groups
i
|
| p
PC Handheld Mobile Console MMOs Browser Game ! Children teenagers youngsters andadults
I
I
I

Market website and application

Companys contact info:
0 Unit 11, No. 11, Shekarabi Alley,

Shari’ati St. after Motahhari, Tehran,
Iran

Tel: +98(21) 88438610

Website: www.myket.ir

090

FEmail: info@myket.ir
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Introduction of some of the released

m Cellphone game developer

publisher Hossein Maleki

“ MWinvestor CEO and manager of 3D project

services: dataanalysis

M Videostreaming

company main technologies

type of game

productions

Nabet System Neda Mathnavi
Developer Group converting2Dimagesto 3D ones Dataanalysis projects
Major process Minor process Major activities
N b knowledge of game design document creation
.§ knowledge ~ knowledge mivalie:ge
© ofcreativity ~of Technical knowledge knowledgeof stof knowledgeof  knowledgeof
3 - i Py Document geotstory e owledgeof 1o wledgeof — knowledgeof
8 Pre-production andideation ~ Document Creaion  °fCoregame  developmentand  creatinggame  designinggame 4o g Al designinguser
‘9'. creation design creatingstory board narrative levels interfaces
GJ
E .
. knowledge of quality control knowledge of project management knowledge ofi proce:
knowledge of Game Production S G g ey =
Game designing technologies implementing core game design I 1 gamelevels  impl ingS fthe g impl; inguser interface
ol
e 2D techno Iog ies knowledge of usingadvanced tools (Digital Drawing) traditional drawing skills (paper drawing)
25
58 8
S g 8‘ 3 Software Modeling rigging texturing animating
22 =
c .S 8 8 :
2 s c o <!
S 2! £ 3!
3 5 2 % Al Hardware motioncapture 3D Printerandscanner  RenderFarm
e B e M
o - =1
Special effects (VFX) knowledge of special effects (VFX) implemention
7 knowledge of
= g\w.? | developingengine CoreEngine 1 ledge of Al designanditssoft impl ion userenvi Graphi Physics sound
Lo ey | software
clgo |
S30oc ! '
9% D | technology of using
=g 5 i theexistinggame knowledge ofanalyze, choose and compare engines knowledge of developing plug-ins inengine
: engine
-
2
=
83 Post production gametesting technologies gamelocalizing technologies
=3
sl
°
52 . e
> Financial firmware Payment
©
SE
[
I o
&§ - non-financial firmware Analytics Backendasaservice advertisement
>
wv
5 o
S5c<c
2 %é Distributionand publishing hnical knowledg ing productionand publishing of games andi inproduction) knowledge ofriskanalysis skillstocreatemarketacceptance
Ei
1
Platform ! age groups
i
1
1
pPC Handheld - Console MMOs BrowserGame ! teenagers youngsters andadults
1
1
L |
Companys contactinfo:
@) Unit3,3rdfloor, No. 14, Fifth block,
Khaje Abdullah Ansari St., Sharbati
St., Tehran,Iran
Tel: +98(21)22858862
. Website: www.nabetgroup.com
Home to Home. Dalli @ group
L —— @ el linfo@nabetgroup.com
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company main technologies

type of game

Introduction of some of the released
productions

W Gameanalysis_Checking and recognizing computer games
Analyzing computer games through brain engineering
M recognizing contentelements in computer games

Hamed Aliyari extracting influential features
Founder

M recognizing the elements thattrigger these features

and building targeted games and enhancing specific features. NeuroGame

Major process Minor process Major activities

N P knowledge of game design document creation
k] knowledge ~ knowledge Eogcce
g . ofcreativity ~ of Technical G knowledge knowledgeofstory  knowledgeof — knowledgeof knowledge of
3 Pre-production andideation ~ Document  Document - ool e develo 2 e e knowledgeof W
o . Greation : pmentan creatinggame  designinggame  gegjoningA]  designinguser
I creation design creatingstory board narrative levels interfaces
@
o .
knowledge of Game Production knowledge of quality control knowledge of project management knowledge of improvement process management
Game designing technologies implementingcoregamedesign  implementinggamenarrative 1 gamelevels  impl i fthe g impl inguserinterface
o .
e 2D technologies knowledge of usingadvanced tools (Digital Drawing) traditional drawing skills (paper drawing)
£5
€2
58 3
S g 8” 3 Software Modeling rigging texturing animating
<6 o |
c (3] c i
<] = = <!
F=1 S =2 o
% 5 S 9 g
E 5 2= al Hardware motioncapture 3D Printerandscanner  Render Farm
S T
o [-w R
Special effects (VFX) knowledge of special effects (VFX) implemention
| knowledge of
= % ° g‘ | developingengine Core Engine knowledge of Al design andits software implementation userenvironment  Graphics Physics sound
STeL | software
clgo |
S30oc ! '
0% D | technology of using
|—§ 5 | theexistinggame knowledge ofanalyze, choose and compare engines knowledge of developing plug-ins inengine
engine
i
E=l
P
éé Post production gametesting technologies game localizing technologies
<
ol
T
52 ' -
> Financial firmware Payment
=2
L8
asi. non-financial firmware Analytics Backendasaservice advertisement
w
5 o
5_ =
.g-gﬁ Distributi d blishi technical k led: i ducti d publishing of games ( andij inproduction) knowledge ofrisk analysis  skillstocreate marketacceptance
£ ®g istributionand publishing k to P P gofg p g y p
£ 2
I
Platform ! age groups
i
|
| A
PC Handheld Mobile Console MMOs BrowserGame ! Children teenagers youngsters andadults
I
I
I
NerogameLab-Velayat complex-2th
st-Artesh sq-Niyavaran, Tehran, Iran
Game analyst Tel: +98(910)4562968
Game Researcher .
www.neurogame.ir
@ Neurogame@chmail.ir
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Introduction of some of the released

[ ]

GAMES

| A Game development company which have always preferred quality over quantity. We are ¢
games, mobile games, VR, AR and doing some experimenting with MR projects

Hamid Naeimi

. CEO-Founder
urrently making browser

No-Avaran Parsian Sina Aleali
GameBuilders Co-Founder
Major process Minor process Major activities
N P Knowled: knowledge of game design document creation
2 knowledge ~ knowledge z‘;’mge
1~ X ofcreativity ~of Technical knowledge knowledge of st knowledgeof  knowledge of
s g reativ; geof story nowledge o owledgeo knowledgeof ~ knowledgeof
B Pre-production andideation Ducurgent D(;)rcel;?::t of Core game developmentand inggame designinggame 4 oV ge:l d inguser
5_ creation design creatingstory board narrative levels interfaces
[
i .
. knowledge of quality control knowledge of project management knowledge of improvement process management
knowledge of Game Production S ) 8 g 5 E 8
Game designing technologies implen regamedesign  impl, rative 1 gamelevels 1 ofthe game implementing userinterface
o
IS 2D technologies knowledge ofusing advancedtools (Digital Drawing) traditional drawing skills (paper drawing)
£5
£2
28 g : - : o
% 5 g‘ 3 Software Modeling rigging texturing animating
= =
c go 8 '
2 S =5 S !
@ g 21 53 2|
.% _g s & = Al Hardware motioncapture 3D Printerandscanner  Render Farm
o <] ° 2 [
-= = o L
2 = & £
£ -
o
7
2
£ .
g Speaal effects (VFX) knowledge of special effects (VFX) implemention
>
=
©
[} R
g : knowledgeof
o = % ° g‘ | developingengine Core Engine knowledge of Al designand its software implementation userenvironment  Graphics Physics sound
LT eg software
clgo |
S30oc ! '
0% | technology of using
I—_s 5 i theexistinggame knowledge of analyze, choose and compare engines knowledge of developing plug-ins in engine
engine
-
=l
S
E S Post production gametesting technologies game localizingtechnologies
=3
Sl
o
52
> Financial firmware Payment
©
= U
f=4
B
K o
&5 - non-financial firmware Analytics Backend asaservice advertisement
>
wv
8 2~
s £
ST<
2 S22 Distributionand publishing hnical knowledg i ductionand publishing of games ( andi inproduction) knowledge ofrisk analysis  skillsto create marketacceptance
2 3
L a8 2
I
g Platform ! age groups
& :
N I
) | P
2 PC Handheld Mobile Console MMOs Browser Game ! Children teenagers youngsters and adults
g :
L ]

o No. 388, Tahabuilding, Unit 18, Next
to the Sepah bank, Ferdos Sharghi,
boulevard, Tehran, Iran.

wv
c
2
=1
v
S
o
<
o
Tel: +98(21)44960214
) ) . . pro fc football clup (o] WWW.N0agames.co
introduction of speed up (ver.1 introduction of speed up (ver.2 : :
P p( ) P p( ) managementgame .
L @ info@noagames.com
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Introduction of some of the released

company main technologies

type of game

productions

Esmail Sabouri
CEO & Co-Founder

B PC & Consoles games developer

NoA

Mobile games developer

Mohammad Reza GAME STUDIO
Izadshenasan
oo NovaCo.LLC
“o-Founder
Major process Minor process Major activities
N c i knowledge of game design document creation
S knowledge ~ knowledge ~ Kknowledge
s g fTechnical of Art
=] . ofcreativity ~ of lechnica knowledge knowledge of stof knowledgeof  knowledgeof knowledge of
3 - S Document & Ty e 8 knowledgeof ~ knowledgeo
5 Pre-production andideation ~ Document Creation | ©f Coregame developmentand ~ creating game igninggame  yoqioni o Al desi user
a creation design creating story board narrative levels interfaces
]
a -
Kknowle dge of Game Production knowledge of quality control knowledge of project management knowledge of improvement process management
Game designing techno|ogie5 impl ingcc design 1 rative 1 amelevels  impl ing Sy fth implementing userinterface
o .
IS 2D technologies knowledge of usingadvanced tools (Digital Drawing) traditional drawing skills (paper drawing)
é &
£2
35 &
% g g" ! Software Modeling rigging texturing animating
=% S |
= Y] g c
2 < c o S
g 2 £3 <
-g S5 2 % 5 3 Hardware motion capture 3DPrinterandscanner  Render Farm
S T
o o <

Special effects (VFX)

knowledge of

= ‘é’.,w_g i developingengine
CTDEG ' software
S c o |

S32c | .
325D | technology of using
ST g | theexistinggame

engine

knowledge of special effects (VFX) implemention

Core Engine knowledge of Al designand its software implementation userenvironment  Graphics  Physics sound

knowledge ofanalyze, choose and compare engines knowledge of developing plug-insinengine

Postproduction

post
production

game testing technologies game localizing technologies

Financial firmware

non-financial firmware

Supplementary and
complementary

Analytics Backendasaservice advertisement

Distribution

and
publishing

Distributionand publishing

Platform

PC

Handheld Mobile

Console

q

technical knowled, i ducti d publishing of games ( andi in ion) knowledgeofriskanalysis ~skillstocreate marketacceptance

age groups

MMOs BrowserGame Children teenagers youngsters andadults

»
Q F s
o -
e i
. &

RING 5
- ﬁm NIA

Ring Mania

No.301,Boulevard27., 64thst.,
YousefAbad, Tehran, Iran

Tel:+98(21) 88607239

@ www.novadevelop.ir
=

Happy Quantum

info@novadevelop.com
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_ v
Nujen

B independentgame developerin Kurdestan

Soleyman Rabiei
developer & CO-Founder

Mohammad Mirzaei
Nujen Developer
Major process Minor process Major activities
o knowledge of game design document creation
c
S knowledge ~ knowledge knz;vjieﬁge
|5 . ofcreativity  of Technical knowled
3 Pre-production o ity 5 D o C'J:r/ee ge knowledge of story knovyledgeof chnpw!edgeof knowledge of l‘cngwlf:dgeof
S ! Cleton 'game developmentand creatinggame game  yogioni 1 user
a creation design creating story board narrative levels interfaces
L
a
. knowledge of quality control knowledge of projectmanagement knowledge of i
knowledge of Game Production geofquality igeofproj g jge ofimprovement proce:
Game designing technologies 1 gamed 1 1 gamelevels  implementing Sy fth 1 inguserinterface
ol
£ 2D technologies knowledge ofusing advancedtools (Digital Drawing) traditional drawing skills (paper drawing)
£5
T8 g . - ' —
% 5 8’ 3 Software Modeling rigging texturing animating
— =
c go 8 '
S s 25 <
9 g £ 3 2
.% _g 5 'G_JE Al Hardware motioncapture 3D Printerandscanner  RenderFarm
o o o 2 [
- = o L
2 =l & £
£ -
o
]
z
£ .
g Special effects (VFX) knowledge of special effects (VFX) implemention
>
_
©
o -
g | knowledge of
] = %{’ ° g’ | developingengine Core Engine knowledge of Al designandits software i userenvi Graphics Physics sound
EE é g ‘ software
S30c ! '
305D | technology of using
~< q::J i theexistinggame knowledge ofanalyze, choose and comp gi ledge of developing plug-insinengine
: engine
=
8
=]
835 Postproduction gametesting technologies gamelocalizing technologies
oS
<]
s
o
52 e
2 Financial firmware Payment
©
gE
o )
£Es
aE
§ S non-financial firmware Analytics Backendasaservice advertisement
wv
5 2.
= __ S
ST <
_g %% Distributionand publishing hnical knowledg prod d publist andi production) knowledge ofriskanalysis ~skillsto create marketacceptance
2 3
a8 2
1
g Platform ! age groups
& |
G i
g PC Handheld - Console MMOs BrowserGame ! - youngsters andadults
a 1
L i
3 Companys contact info:
wv
E 0 Saqqez, Kurdistan, Iran
7]
v
=
5 8
() S
£
23
2s
S
g Tel: +98(935)7601479
< o Lo
<] @ Website: www.nujen.ir
£ Bask Eggs Type War
—— @ Fmail: solyman.rabiei@gmail. com
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Introduction of some of the released

company main technologies

type of game

productions

Mohammadreza
Hassanzadeh

Team Leader & Game Designe M independentgame developer

Mobile game development

W

Behnam Jafari ehesht G
D!d Liciny
Game Developer & Level
Designer OrdibeheshtStudio
Major process Minor process Major activities
- . knowledge of' designd
= & 2!
S knowledge ~ knowledge L) 2652
‘g of creativity ~ of Technical DofAn 2 knowledge knowledgeofstory  knowledgeof — knowledgeof 1 “icqoeof  knowledgeof
- i S ocum owledge o
B Pre-production andideation Docur'nent I reati:: of Core game develop and inggame igninggame lavnc) Al designinguser
:Q-_ creation design creating story board narrative levels interfaces
[
i .
. knowledge of quality control knowledge of project management knowledge of i prc
knowledge of Game Production D) G 8 g =
Game designing technologies 1 design ) 1 gamelevels 1 S fthegame  implementinguser interface
o
£ 2D tech nolog ies knowledge of using advanced tools (Digital Drawing) traditional drawing skills (paper drawing)
:__;4 S
22
o5 2
S5 8‘ 3 Software Modeling rigging texturing animating
— - =
< S9 =3
i) = c o S
© 2 ST o
3 5 R i;" Al Hardware motioncapture 3D Printerandscanner  Render Farm
e B e M
o = =1
Special effects (VFX) knowledge of special effects (VFX) implemention
7 knowledge of
= %w g‘ i developingengine Core Engine knowledge of Al designand its soft 1 ion userenvi Graphi Physics sound
2T eg ! software
clgo !
S 3°oC | '
2% D | technology of using
l—_s 5 i theexistinggame knowledge ofanalyze, choose and compare engines knowledge of developing plug-insinengine
: engine
-
=l
P
85 Post production game testing technologies gamelocalizing technologies
=3
Sl
°
52 R
> Financial firmware Payment
©
2:
G}
£
Lg
&si. non-financial firmware Analytics Backendasaservice advertisement
>
wv
8 2~
5o
@ %% Distributionand pub“sh]ng technical knowledge to managing production and publishing of games (management and investment in production) knowledgeofriskanalysis ~ skillstocreate marketacceptance
=
£z
1
Platform ! age groups
i
1
' P
PC Handheld - Console MMOs BrowserGame ! Children - _
1
1
1

& .
)9 g=olw

multiplayer race
I

Companys contact info:

o

Islamic Azad University Incubator -
Qazvin,Iran

Tel: +98(930)5066356

Website: www.ordibeheshtstudio.com

09 0

Email: reza@ordibeheshtstudio.com
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B PC&console developer Mohamad Zehtabi
CEO
mobile developer
M publisher/buyer
Siavash Jafarzadeh
Paeezan Game Studio Technical Director

Major process Minor process Major activities
N e i Knowled knowledge of game design document creation
2 knowledge ~ knowledge n?)\;vA;ge
o . of creativif of Technical knowledge knowl st knowl f  knowledge of
=] Pre-production andi deatigl Document  Document o g owledge of story nowledgeo knowledgeo knowledge of lcnqwlgdgeof
<4 . Creation ol Core game developmentand creatinggame ¢ game 4 Al user
s creation design creating story board narrative levels interfaces
o
o .
. knowledge of quality control knowledge of project management knowledge of improvement process management
knowledge of Game Production S G g g & E 8
Game designing technologies implementi design  impl rative 1 gamelevels 1 tems of the game implementing userinterface
ol
o g 2D technologies knowledge ofusing advanced tools (Digital Drawing) traditional drawing skills (paper drawing)
'ﬁ (=]
£
33 2]
% g g’ ! Software Modeling rigging texturing animating
<5 o !
c M c |
2 S =5 S !
« S 2 £o |
~% .g s ﬂ % a | Hardware motion capture 3D Printer and scanner Render Farm
o o ° 2 [
- = o L
2 =l & £
£ -
o
75
2
£
g Special effects (VFX) knowledge of special effects (VFX) implemention
>
c
©
[} -
g : knowledge of
o = % ° g‘ i developingengine Core Engine knowledge of Al designand its software impl ion userenvi Graphics  Physics sound
ST en | software
clgo |
S30oc ! '
0% D | technology of using
I—_E 5 i theexistinggame knowledge of analyze, choose and compare engines knowledge of developing plug-ins in engine
engine
P
=l
S
’é 5 Post production gametesting technologies game localizing technologies
=3
sl
T
52 . e
>8 Financial firmware Payment
=2
Lg
§8 . non-financial firmware Analytics Backendas aservice advertisement
wv
5 2.
S5cc
2 S22 Distributionand publishing hnical knowledg i ductionand publishing of games ( andi inproduction) knowledgeofriskanalysis skills tocreate marketacceptance
2 5
L a8 2
I
()
g Platform ! age groups
< i
(=] |
“6 |
| i
2 PC Handheld Mobile Console MMOs Browser Game ! Children teenagers youngsters andadults
a I
- |
°
&
3 No. 14, 12 Sharghist., Beyhaghist.,
[ Arjantinsq., Tehran, Iran
)
£
5 2
o8
EE
23
g =
5 @ 1e1:+98(21)88173205
S
b=} .
S 4 @ www.paeezanstudio.com
= Mafioso .
@ contact@paeezanstudio.com
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Introduction of some of the released

company main technologies

type of game

productions

M A. missions:1-conducting research and educational programs according to company objectives
2-production, distribution and publication of video games using variety of digital and analogue technologies inside or
outside Iran.
3-contributing to the growth of game industry and educating capable workforces
B.Activities:1- production and distribution of Iranian video games.

Hossein Mazrwi 2-conducting computergame exhibition
Studio manager 3-conducting specialized workshops
4-conducting specialized conferences and festivals in the field of video games. Papata
5-providing technical service and guidance in the production of video games. avideogamestudio
6-production of films and extracting game contents 9
Major process Minor process Major activities
N c i knowledge of game design document creation
=l knowledge ~ knowledge lmoznvll\e:ge
- . H 0]
2 Pre-production ofcreativity olt)T edmm:l Document  KnOWledge knowledgeofstory - knowledgeof  knowledgeof ypqyjeqgeo  knowledgeof
3 andideation TR Creation of Core game developmentand creatinggame  designing game designing Al designing user
§_ creation design creating story board narrative levels interfaces
L
o .
. knowledge of quality control knowledge of project management knowledge of improvement process management
knowledge of Game Production S SR g g 5 12 &
Game designing technologies ) redesign ) rative 1 gamelevels 1 Systems of th pl inguserinterface
ol
e 2D techno Iog ies knowledge of usingadvanced tools (Digital Drawing) traditional drawing skills (paper drawing)
£5
£
58 3
5 % 3 Software Modeling rigging texturing animating
<5 o !
c S g [
S < c o S
€ £ ST e
-g S5 i) % Al Hardware motion capture 3DPrinterandscanner ~ Render Farm
S T T
o o <
Special effects (VFX) knowledge of special effects (VFX) implemention
| knowledge of
= % ° g‘ i developingengine Core Engine knowledge of Al design and its software implementation userenvironment  Graphics ~ Physics sound
STeL | software
clgo |
S20oc ! )
0% D | technology of using
l—§ 5 I theexistinggame knowledge of analyze, choose and compare engines knowledge of developing plug-ins in engine
engine
-
E=l
S
g’.é Post production game testing technologies game localizing technologies
e
sl
T
52 ) -
>8 Financial firmware Payment
2§
5 —
£Es
a €
&si. non-financial firmware Analytics Backendasaservice advertisement
A
s 2~
= .=
Tg %i Distributionand pubhshmg k i p andp of games ( and in ) k geofriskanalysis ~ skillstocreate marketacceptance
2 =
a <
I
Platform ! age groups
i
|
| .
pC Handheld Mobile Console MMOs BrowserGame ! Children teenagers youngsters andadults
I
I
I

speed up

@
@

0 Shaykh Baha)I St.,Isfahan.Iran

www.papatalab.ir

hello@papatalab.ir
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Introduction of some of the released

Aﬁ’ | Mobile developer iz olow
ATl ? P Chairman of the board
PARSNIP
PCand consoles developer
prpimily b g Sk smusn s
. M service provider Saman Firouzi
Parsnip Game CEO-Game designer
Studio Projectmanager
Major process Minor process Major activities
N P Knowled: knowledge of game design document creation
2 knowledge ~ knowledge ?)?Artge
o . ofcreativity ~of Technical knowledge knowledge ofstor knowledgeof  knowledgeof
3 - o D t 2 Y AL owledgeol ynowledgeof  knowledgeof
B8 Pre-production andideation ~ Document g;:?:z of Core game developmentand ~ creatinggame  designinggame  jogioni & Al desi user
5_ creation design creating story board narrative levels interfaces
[
i .
. knowledge of quality control knowledge of project management knowledge of improvement process management
knowledge of Game Production S ) 8 & 5 E 8
Game designing technologies ) design  impl 1 gamelevels 1 ofthe game 1 inguserinterface
o
£ 2D technologies knowledge of usingadvanced tools (Digital Drawing) traditional drawing skills (paper drawing)
£5
€2
58 3
% g 8’ ! Software Modeling rigging texturing animating
= =
c go 8 '
S si £& S |
@ g 21 53 o
.% _g ] & = Al Hardware motioncapture 3D Printerandscanner  Render Farm
o o ° 2 [
- = o L
2 =l & £
£ -
o
9]
2
£
g Special effects (VFX) knowledge of special effects (VEX) implemention
>
=
©
[} R
g : knowledgeof
o = g‘cu E § developingengine Core Engine knowledge of Al designand its software implementation userenvironment  Graphics Physics sound
82T ey | software
clgo |
S30oc ! '
0% | technology of using
I—_s 5 I theexistinggame knowledge of analyze, choose and compare engines knowledge of developing plug-ins in engine
engine
-
=l
S
E S Post production game testing technologies game localizingtechnologies
=3
sl
o
S >
& 2 . e
> Financial firmware Payment
©
PLaNT)
f=4
25
K o
&5 - non-financial firmware Analytics Backendasaservice advertisement
>
wv
5 2.
5__ =S
2T5 ; o ; ; : : : §
_g %_{_; Distributionand publishing hnical knowledg prod and publishing of games ( and inprod ) knowledge ofriskanalysis  skillsto create marketacceptance
=
&R
I
g Platform ! age groups
& :
N I
o | q
2 PC Handheld Mobile Console MMOs Browser Game ! Children teenagers youngsters andadults
g :
L ]
0 No.38.1, Unit9 ,Azarshaballey,
16 metri st,Charbagh Sharghi,
Janatabad, Tehran ,Iran
wv
c
K]
=1
v
S
o
<
o
Tel: +98(21)44620766
@ WWW.parsnip.ir
Xaravan =)
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info@parsnip.ir



Introduction of some of the released

company main technologies

type of game

productions

APSELL

Javad Abedi
Backtory’s Product Manager M Backend-as-a-service forgames
Adnetwork
Sobhan Foroughi PegahDadeh
Tapseel’s CEO kavan-e-sharif
Major process Minor process Major activities
N - knowledge of game design document creation
c
S knowledge ~ knowledge ‘“‘:“f":‘t’ge
1= . ofcreativity ~of Technical knowledge ! ledge of sto knowledgeof ~ knowledgeof
= Docum g Ty g owledge o knowledge of
B Pre-production andideation DOC““.“em G e B Core game develoy and inggame designing game kjno?nlgdgeolf tocion guser
;‘:3_ creation design creating story board narrative levels interfaces
[
E .
. knowledge of quality control k ledge of project knowledge of i proce:
knowledge of Game Production Bl = 8 =
Game designing technologies impl desigr pl pl gamelevel pl Sy fth 1 userinterface
o
£ 2D tech nolog ies knowledge ofusingadvanced tools (Digital Drawing) traditional drawing skills (paper drawing)
L;J &
€2
T8 g , - , —
% 5 8’ 3 Software Modeling rigging texturing animating
22 =
c g° 8 '
2 < €& < |
g 8! €3 g
kS S5 2 % Al Hardware motioncapture 3D Printerandscanner  Render Farm
er 3B e M
o & =
ecial effects owledge of special effects implemention
S | effects (VFX) knowledge of special effe X)impl.
7 knowledge of
© g\w g i developingengine Core Engine knowledge of Al designandits impl ion userenvi Graphi Physics sound
h-R - software
clgo !
S 3°oC | )
$ 0% 5 | technologyofusing
- < o c ! L 1 1ad r h il 2 1 1o 1 . P
= 5 | theexistinggame k geofanalyze. p gl g pingplug gi
: engine
g
k=]
=
éé Postproduction gametesting technologies gamelocalizing technologies
<]
S
©
52 ) e
> Financial firmware Payment
©
St
g2
K] o
&S - non-financial firmware Analytics Backendasaservice advertisement
=]
wv
5 2.
S5
2 g% Distributionand publishing technical knowledg ing production and publishing of games ( and inprod ) knowledgeofriskanalysis ~skillstocreate marketacceptance
1
Platform ! age groups
i
1
1
1
1

Backtory is a MBAs platform
for smart phones and website
developers. Backtory has gathered
all services needed for server-
side in its platform. Developers
can leverage any of these blocks
based on their requirements,
and concentrate on customer
attraction on client-side.

Tapsell is a leading mobile ad
network in the high-potential
market of Iran. Our expert team
believes in the value of data and
combines latest technologies with
innovation to serve the smartest
digital marketing platform in
Iran. This win-win product also
provides monetization to the app
industry and most of the Iranian
game studios rely on Tapsell for
its customer centric strategy.

Companys contact info:

o

unit21, first floor, no.69,
Habibzadegan st, Azadi st, Tehnan,
Iran

Tel:+98(21)61975651
Website: www.backtory.com
Email: info@backtory.com
Website: www.tapsell.ir

FEmail: info@tapsell.ir

09090
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Introduction of some of the released

productions

64

Happy Frinds

Somaye Saffar
CEO
B Introducing cutting-edge technology and software to the video game market Phoenix Song is nowinvolvedin all areas of
PHOENIX the video game indusrtry
GAME STUDND
HamidJalilinejad
PhoenixSong Studio ™D
Major process Minor process Major activities
- P Knowled: knowledge of game design document creation
2 knowledge ~ knowledge (())\;JAnge
S . ofcreativity ~of Technical knowledge knowledgeof st knowledgeof  knowledgeof
s ge of story owledgeo owledge of knowledge of
B Pre-production andideation ~ Document D((;)r::;?::t of Core game developmentand ~ creatinggame ~ designing game lsno_wle_dge:If desi guser
5_ creation design creating story board narrative levels interfaces
[
i .
knowle dge of Game Production knowledge of quality control knowledge of project management knowledge ofimprovement process management
Game designing technologies ) d impl 1 gamelevels 1 ofthe game 1 inguserinterface
ol
e 2D techno Iog ies knowledge ofusing advanced tools (Digital Drawing) traditional drawing skills (paper drawing)
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% 5 8’ ! Software Modeling rigging texturing animating
= =
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“ S 2 £o 9 |
.% _g S g ig’ a | Hardware motion capture 3D Printerand scanner Render Farm
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o
[7}
=
£
g Special effects (VFX) knowledge of special effects (VEX) implemention
>
=
©
Qo -
g | knowledge of
o = g‘cu ? i developingengine Core Engine knowledge of Al design and its software implementation userenvironment  Graphics  Physics sound
LTy | software
clgo |
S2oc | .
0% | technology of using
I—_s 5 i theexistinggame knowledge of analyze, choose and compare engines knowledge of developing plug-ins in engine
engine
i
=l
=
E’_é Post prod uction gametesting technologies game localizingtechnologies
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Introduction of some of the released

company main technologies

type of game

productions

®
Farzin Jahan Bkhsh [3 [3 [3
CEO 50D BLESS YOUR FINGERS'
M Cellphone and PC gamebuilder and console ®
E L E=ZCc TR O
GRYPHON
G AME L A B
Mohammad Iraji Pinksimorgh
Technical manager processors
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knowledge of Al designand its software implementation

userenvironment  Graphics Physics sound

knowledge of developing plug-insinengine

Postproduction

post
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game testing technologies

game localizing technologies

Financial firmware

Payment

non-financial firmware

Supplementary and
complementary

Analytics Backendasaservice

advertisement

Distributionand publishing

Distribution
and
publishing

Platform

PC Handheld Mobile

Shahrzad

Console

MMOs BrowserGame

andi inp ) knowledgeofriskanalysis skillstocreate marketacceptance

age groups

Children teenagers youngsters andadults

unit4,No. 11, the firs alley, Gisha St,
Tehran, Iran

Tel: +98(21) 88290734

www.electrogryphon.com

@
=

farzen@electrogryphon.com
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productions

66

Extraterrestrial Armies

AriaEsrafilian
CEO
W Raspina Studio is a team of enthusiasts gathered around with the main goal of creating high quality PC games. The
sompany was established in 2012 and has developed E.T. Armies game.
Keyvan Ebrahimi
RaspinaStudio A
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No 17,Rowshan dd.end, Bastan
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Tel:+98(21) 66907506
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@

www.RaspinaStudio.com

contact@RaspinaStudio.com



Introduction of some of the released

company main technologies

type of game

productions

M Mobile Developer

Seyed Ahmad Mousavi
CEO PC & Consol Developer
B Publisher REDCAPGAMES
Arash Jafarzade Accelerator
_ Red capgames
Technical Manager
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Loutiha

Go Kinok Go!

Companys contact info:

o

No.2,Edalaatalley, Komeil street,
Jeyhoon street, Azadi street, Tehran,
Iran

Tel: +98(21) 55135843

Website: www.redcapgame.com

090

FEmail: info@redcapgame.com
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[lEstro Mechanc ]

projectasourfirstgamein 2016.

M RetroMechanicis an indie game developer from Iran. Atwo-man team that founded in Summer of 2016 by AmirSaman
Chenaghchi (as game designer) and MohammadReza Chenaghchi (as music composer). We've started “Into The Coffin”

Amir Saman Chenaghchi

Team manager

Retro Mechanic
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Introduction of some of the released

company main technologies

type of game

productions

Farzam Molkara
CEO

B Mobile game developer
PC and console game developer

M service provider

publisher/buyer

SimolatorDeveloper
Major process Minor process Major activities
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PC Handheld Mobile
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and in
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age groups

Children teenagers youngsters andadults

MMOs BrowserGame

No.42, 2nd foor, 20th st,cKordestan
Jonoubi Highway, Tehran, Iran

Tel: +98(21) 88014680

www.simulator.ir
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|

1)
@
Q

info@simulator.ir
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company main technologies

Maysam Razi
" Maneger
M Independentgame developer
Simurgh Erfan Moattin
gamesstudio Leader
Major process Minor process Major activities
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Tehran Traffic
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www.simurghgames.ir

razi.m@simurghgames.ir



Introduction of some of the released

company main technologies

type of game

productions

Hassan MehdiAsl
CEO -Founder and Business

developer

W The misions and the main activities of the company in the field of the game industry : Sourena Game Studio, is estab-
lished as producer and distributor of online, mobile and PC games in 2008, also provides a section to for online payment
known as “Allpays” system which is a strong online payment platform for foreigner companies to get paid and an easy way
for them to gain money from Iran’s Market since 2016.

SurenaPardazesh
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Unit 1,no. 6,2nd alley, Mahmouad
Abdistr, 18517 Tehran, Iran

Tel: +98(21)33608128
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info@sourenagames.com
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M Independentgame developer

Ehsan Tavassoli Zadeh
Founder & CEO

Teetotum
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Console

Tod, 1 Llichi

S ) . .
technical k g p andp

MMOs BrowserGame

of games ( andi inp

) knowledgeofriskanalysis  skillstocreate marketacceptance

age groups

Children teenagers youngsters andadults

No.17, MaryamAve., Afirqa Blv.,
Tehran, Iran

Tel: +98(21)22027896

www.teetotum.games

Motorage
I

1)
@
@

teetotum(@teetotum.games



company main technologies

type of game

Introduction of some of the released
productions

W «TOD is a game development company that uses its young talents to develop the most innovative games. The group
is made up of some of the best game developers, designers, and data analysts who work in a friendly and dynamic en-

Ali Nadalizadeh vironment. Since 2004, the company has released over 30 iOS and Android apps to the local and international market.
CEO In the past couple of years, the company has focused its attention on the local market. The country’s only Apple software R
company Sibche and the online games «»Fruitcraft»» (with more than 200k Monthly Active users) and «»PerCity»» (> 60k ik D h i

MAU) are most successful titles produced by TOD.
Softwares developed by the company have been acknowledged by world media outlets, including The Independent, Guard-

Hosein Ataei Fard ian, Wired, and BBC. Situationist, an iOS app has been nominated by the MOMA (Museum of modern arts) as a top appli-
Project Manager cation. Tod
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ali@todco.ir
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Mohammad-Reza
Qanbari Adib
M Using the mostadvanced technologies to produce attractive and profound gamesin cellphone platforms CEO
production oflight games
Trix:agame- Saber Soleymani
productlon company head ofthe board of directors
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company main technologies

Seyed Mehdi Mirdehghan
CEO | PC&consoles developer

mobile developer

Mohammad Dehghan Trixmen Game
CTO Studio
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Introduction of some of the released
productions

Platform

age groups

Companys contactinfo:

o Park , motaharist, Yazd, iran

Tel:+98(35)37269537

@ Website: www.trixmen.com

Warm Me The Battle of the Myths
S — —— @ Email: info@trixmen.com

75



Khashaya Mohebbi
co-founder, production manager

M Mobile developer

Katayoun Vahedi
Yoozpagame seniorartdirector and
studio production manager

Major process Minor process Major activities
- . knowledge of designd
= gan 2
2 knowledge ~ knowledge m?)\;vgge
S ofcreativity ~of Technical knowledge  knowledgeofstory  knowledgeof  knowledgeof
3 - i o geofstory owledgeo; owledgeof ) £  knowledgeof
8 Pre-production andideation Docurfient Déﬁ;ﬂ‘::t of Core game developmentand ~ creatinggame designinggame o gdgerI designing user
‘lg‘_ creation design creating story board narrative levels interfaces
[
i .
. knowledge of quality control knowledge of project management knowledge of i
knowledge of Game Production S EEa D) 8 GITLRIBAT
Game designing technologies implement design  implementi rative implementinggamelevels  implementing Sy fthe g impl inguserinterface
ol
£ 2D tech nolog ies knowledge of usingadvanced tools (Digital Drawing) traditional drawing skills (paper drawing)
£5
£
S5 2
S 5 8‘ 3 Software Modeling rigging texturing animating
- =
< g 2
S g c o S
g Sl g 83 g
S _g ] & = ol Hardware motioncapture 3D Printerandscanner  Render Farm
o o ° 2 [
- = o L
2 =l & £
£ -
o
]
<z
£ .
E Special effects (VFX) knowledge of special effects (VFX) implemention
>
_
©
=3 -
g | knowledge of
o =% 2 | developingengine CoreEngine  knowledgeof Al designanditssoftware impl i userenvi Graphi Physics  sound
Lo ey | software
clgo |
S30oc ! .
2% D | technology of using
I—_E 5 | theexistinggame knowledge ofanalyze, choose and compare engines knowledge of developing plug-insinengine
: engine
-
K]
=]
gé Post production gametesting technologies gamelocalizing technologies
<}
Sl
°
52 R
> Financial firmware Payment
©
£:
o [
£Es
aE
gsi. non-financial firmware Analytics Backendasaservice advertisement
wv
5 o
= __ S
>T <
g %% Distributionand publish]ng hnical knowledg: ing producti d publishing of games ( andi in producti knowledge ofrisk analysis ~ skillsto create marketacceptance
=
& E
1
g Platform ! age groups
) |
G i
L PC Handheld - Console MMOs Browser Game ' - - youngsters and adults
2 i
L 1
5 Companys contactinfo:
wv
3 No.35, Unit 13, 19 Sharghi -Naftst.,
o Poonak sq, Tehran, Iran
£
5 &
o2
€T
33
s g- Don’t open the envelop little crow! feature: interactive story book app-bilingual (En-
5 glish-Persian )-Platform is perfect for adding a different language- Text-highlighting to
g support emerging and early readers- Hundreds of lines of dialogue for characters voiced . Tel: +989123064505
g by actors- Hundreds of interactive touch-points-Original music-Running on all android and @ Website: Www.yoozpa.com
c i0S tablet and smartphone
N @ Email:info@yoozpa.com

76



Alphabetical Content

FOreword........ooiiiiiiiiiiiee e 6
Areview of the technologies of video game industry ......... 7
Technological Capabilities of Game Industry of Iran ......21
229 Entertainment Studio ........cccceceevereneeieneneneeens 22
AcCidGreen GamES.......ccevveeeierienierieeieniesie e 23
ALM (ArtofLightand Motion)........c.cceceverieneneneenenne. 24
Amytis Entertainment............ccoeceevienienienienienieeeene 25
Anashid Games Company ...........cccceeveereeseenieenieeneeneenns 26
ANUEame StUAIO ....eeeieiieiieiieieee e 27
ATTKEh Parsi.....oc.ooiiiiiiiiiiieeeeeeeeeee 28
ATNASTUAIO. ..ot 29
Arvand Studio.......ooeeeeriiieee e 30
Aseman -e-sobh-e-farda..........cccooceveniiinieneniee, 31
AtiTandis-e Lian COmMpany ...........cceecververeenieerieeneennens 32
Black Cube Game ..........ccceevevieriiieienienieeieese e 33
Blazingfall........cccoooieiiiiniiiiieecee e 34
Boomerang Game Studio..........ccoeeeeveienieniienieieieeeene 35
Caspian game [aboratory..........cceevueerieerieenieenieeieeieeienns 36
DATABEEN (Dade Neshan-e Parsian) .............ccceeeuveenne 37
EKSITTECH ..o 38
Fanoos Games ..........cccecueeiieiiiiiiieiieeeeeeeeeee e 39
Gilaas GAMES.......cceereereieiieieieee et 40
GUNAY STUAIO. ... evieereeeiecie et ens 41
Haft Sang Game Studio........cceeevveiierieeiieieieeeeieeiens 42
HAST Kurdistan (HAST Games).........ccccevveeveerieerieenenns 43
Hesan Corporation.........c.eeceeverereesieneneniesiene e 44
Idek (Ideh Pardazan-e Kusha) ...........ccccooeviieciieciiennnns 45
Learning HOme........ccoooiiiiiiiiiiiiecececceeee 46
LeoGames......cccueeiiiiiiiieiceeee e 47

Content The Technologies of video game Industry Iran-2017
LeXIP GaAMES. ....evviriieiiiiniieiietenieee et 48
Mahad Resane Pazhu of Shiraz: Game and Islamic ......... 49
Median Game .........oecueeieeiieieeie e 50
MEALICK . 51
Moon House Entertainment ............cocceeveevieenieenenneennenne 52
IMYKEL ottt be e ens 53
Nabet System Developer Group..........ccoeevevveeververenennen. 54
NEUTOGAME ...ttt 55
Noavaran Parsian Game............ccoceveeeieneneeieneneneeenn, 56
NOVACO. LLC ...t 57
INUJEI ettt 58
Ordibehesht Studio .......c.oecieiiiiiiiiie e, 59
Paeezan Game Studio ........cceceeiiiiiiiiiiiiieceeeee 60
Papata:avideogame studio ........ccccveeeiienciieecieeniieeiens 61
Parsnip Game Studio.........cceeeveeevieviieviieieeieeeereeie e 62
Pegah Dadehkavan-e-sharif............ccccocoevvevieniinieennnn, 63
Phoenix Song Studio.........ccoeevieevieviievieeiieieeieeeieeiens 64
Pink SImorgh Processors .........cccvevvvevivevieenieecieeiieieeiens 65
Raspina Studio........cccveeiieiiieiieiieieeie e 66
RedCap Games.......ccouerveruirierieniiniieiesie e 67
RetroMechanic ........ccooccveiiiiiiiiiiiiieceeeee e 68
Simolator Developer...........cocvieevierieeeiieciee e 69
Simurgh Games Studio .........ccceevvierieeriieeiie e, 70
Surena Pardazesh..........c.ccoooeiiiininiinineee, 71
TEELOTUIM ..o 72
TOD e e 73
Trix: a game-production COMpPany ...........ceceeerereeeeennens 74
Trixmen Game Studio........cccevererieiieneneeeeseeeeeens 75
Y00zpa game StUAIO .....cveevieiieiieiieie e 76

77



od %% -
00088 | uonment
council

Vice Presidency for Science and Technology






I-The Soft technology development council of the Vice Presidency foTI
science and technology of Iran, according to its overall plan to advance
the video game technologies, after identification and study of different
technologies and design of a technology tree, has decided to publish a
book on video game technologies. In this book, besides the classification
and introduction of advanced technologies of world in the field of video
game, Iran's technological capabilities in this industry are explained inthe

I2)rm ofintroduction of practitioners of thisindustry. _I
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