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Who We Are

Agate is Indonesia’s Leading Developer
for Game & Metaverse Products for the I 300"'

Global Market

employees
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employing majority of game years of
development talents in Indonesia experience
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Our Journey

1222 @ chillingo
Na:D

Bootstrapped by

18 students with $5/month Partnership with Chilingo, a
salary sub of EA

2009 2011

Foovaau\J Sea

Released the #2 top revenue
web game inIndonesia

2009
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2010 2013 2015
Firsthitgame, Publishing deal with Square Reached

1mil plays first week Enix

¥
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SQRUARE ENIX

Reached

Partnered with one of
Malaysia's biggestIP, 1mn
organic downloads

2011

B2B

clients

2019

2018

FirstIndonesian boxed
consolegame for PS4 and
Switch
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Secured investment and

overwhelmingly positive
B2B feedback for own web3
clients game IP

2022

2021

Released own game
products globally, over 1mn
downloads
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Development Expertise

Entertainment Games

Developing across spectrum of casual, mid, and core-gaming, in multiple
platforms: mobile, console and PC.

The process of consumer games including development, live ops, and
publishing services that advance in the regional

By the numbers:

10 10M+ 200K+.. | 3 100K+

Games downloads y Active Users Console
Games Sales on PC & Console

Gamification

At the intersection of games and business, our Gamified Services
Division applies our game design and development expertise to towards
business solutions in marketing and human capital, including loyalty,
learning, assessment, and simulation.

By the numbers:

150+ 30% 20x

Corporate Clients Savings for corporate Increasein
worldwide training clients sales andactivations




