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mission statement

become the first Greek creative indus tries innovation
cluster

focusing on Gaming and Digital Content fechnologies &
apps
leveraging Greece’s competitive advantage

INn Culture & Touris m

gi-cluster
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global gaming market

GMENTS

CAGR
6.7% 10.4% e
’
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250+ Billion €
madet with significant growth

forecast

G'anling 1s senous business
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EU apps market

= k,, The amazing scale of the European app economy
The €63 billion app boom.

Revenues of € 17.5 billion,
rising to € 63 billion by 2018 . . )
million jobs in European app sector by 2018.

€63 Billion

games app developers lead the field:
28 EU leading companies created 40% of the
top 100 grossing apps in the EU and US.

€ 17.5 Billion

NEEEEE

MTTT T T T 1T
w o aw

Wil BUTapD AU O ®startupElU  wwwstanupeurops.eu
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content is king: 2018 network traffic
forecasts

Content delivery networks willcarryover half of Internet traffic
IP video traffic willbe 79% of all consumer Internet traffic

Over half of all IP tra ffic will originate from non-PC devices

TVs, tablets, smartphones, and machine-to-machine (M2M) modules will have traffic growth
rates of 35%, 74%, 64%, and 84 %, respectively

Traffic from wireless and mobile devices will exceed traffic from
wired devices

wired devices will account for 39% of IP traffic, while Wi-Fi and mobile devices will account for
61%of IP traffic


http://www.cisco.com/c/en/us/solutions/collateral/service-provider/ip-ngn-ip-next-generation-network/white_paper_c11-481360.html

Global Population vs Gamers
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new:/o

Per region for the top 110 countries: Population, Online Population, Gamers, Money (2013E)
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© 2013 Newzoo

“MATURE” MARKETS REPRESENT

14.9% of people

31.5% of online people

37.1% of gamers

37.8% of paying gamers

73.6% of money spent on games

32.4%

23.2%

m Total Population (6.4bn)
M Online Population (2.4bn)

W Active Gamers (1.2bn)

MEA
2.8% 4.3% 1.8%

2013 Global Games Market Report | www.globalgamesmarket.com

APAC (Others) India

1.8% 0.7% 15.2%

WWW.NEWZ00.Ccom
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sector potential in Greece

Growth potential: one of the fastest growing industries.
J ob creation: employs a wide range of disciplines.

E xports: not affected by global economic crisis — high ratio of revenue.

Collaboration opportunities : strong interest among industrial,
academic and research actors

Internationaliza tion: global digital distribution channels.

Hnique S elling Point: cultural & historical heritage =

unparalleled content
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a growing ecosystem

>6000 talented professionals in a wide range of disciplines

Access t0 6 30 m il. prospective customers in 19 0 countries

Exports >8 0 % of revenue
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40 companies

10 academic - research institutions

>10 collaborative projects
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cluster technologies & biz drivers

online

core contentdevelopment

supporting content development/ business tools

enabling technologies

technologies &
business drivers
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Hellenic Technology Clusters Initiative

EAAnvikr MpwtoBoukia Texvoloyikwv
JUVEPYATIKOV ZXNUATIOCHWV
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Corallia is the first cluster facilitatc;r'establighe?i in Greece within Research Center
Athena for the structured and systematic management and development of clusters,
with the strategic aim to develop cohesive and productive innovative ecosystems
within which actors operate in a coordinated manner, in specific sectors and
regions of the country, where a competitive advantage and export orientation
exists. :

Corallia acts as a catalyst creating favorable conditions
for clusters to expand and make effective use of and
promote Hellenic innovation, at both national and
international level.



grcluster
KPIs [2012-2014]
1 Number of undertakings, Cluster’s members +240%
2  Number of SMEs, Cluster’s members +270%
3 Number of academic and/or resecarch organisations, Cluster’s members +100%
4 Total number of patent applications filed by the undertakings cluster’s members +15%

Total turnover (related to the Cluster’s scope of activity) of all the undertakings,

5 +15%
Cluster’s members :
g Research and development expenditure of the undertakings, cluster’s members, as a e,
share of their total turnover .
7  Total number of employees in the undertakings, Cluster’s members +1 7%
3 Percentage of postgraduate or PhD degree holders in the undertakings, Cluster’s >
members .
9 Total income of the undertakings, Cluster’s members, from exports directly related to iy
the Cluster’s scope of activity i
10 Investments from private investors +49 %

11 Total No of quality certifications of undertakings, Cluster’s members +100%
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cluster research priorities ~ 1

Al applications and User-modelling in serious games, Pervasive gaming,
Interactivity issues, Augmented reality, Visualization techniques, Human-
computer interaction.

cluster research priorities ~2

Adaptive learning and player experience, analysis of player’s facial
expressions, gestures, body stance, gaze, speech content and prosody and
physiology, synthesizing/reproducing player affect in the game
environment, adapting to player affect/player experience/satisfaction via
procedural content generation.
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cluster research priorities ~3

Trust, Privacy and Reputation, Architectures for leveraging Virtual Worlds
capabilities, Integration of VW applications with enterprise IT systems,
Information retrieval and data mining mechanisms;

cluster research priorities -4

Monetization, Modelling and trading systems in virtual worlds, VW
Applications in real life domains: health, education, cultural heritage, the
environment and government services. Social Networks interoperability;
Interoperability and application portability between Virtual worlds and
social networks.
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strategic roadmap 2020

gaming potential. Bridging of Gaming Technologies with Cultural & Tourism
Industries. Immense variety of mediums & interactive tools from handheld devices to
planetariums and the film industry. Promotion of multimedia digital content.

gamification — a “serious games” trend.
Education & training. Business simulations. Human Resource management.

Health and exercise. Media and Advertising.

cutting-edge R&D. Novel mechanics for user interaction with the virtual world.
Integration of new technologies for Social Networking. Adaptation of dynamically
generated content depending on experience/ user satisfaction/ adaptive learning
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good practice #1: Canary Islands

Cluster/AEl enreseluciones de concesibn Corvooaterias POblicas del MITYC, ACISL Cakilde de Tenerife.

Turismo

X

~
TENERIFE

Sociedad de Promocidn
Exterior de Tenenie (SPET]

g
CLUSTER&VINO
4

- SPEGC
) Cluster BIKE e Booucees.
ROMOCIBN ECONGMIGA
Cluster.. Turismo SE Onan Canahin
Clilaria Cluster de Cluster Aloe slas Canarias
B : Biotecnologia  Wera,
Biot | .
dfgg:gﬁq%o 2 Industria Biodversidady *9 o°
’ Farmacéutica  Plantas 0 g% .
CLUEICAN
de Canarias wedicinales * o Cluster qul‘lmo
BIOTIF ARM CABIOMED dé Canarias

AgrupaTabaco

LUSTERS

CANARIOS

Cluster Empresarial

delas Energiaz Renovakles,
medio Ambientey

Recurses Hidricos de Canarias

Chister de servicios TIC pra Empresas

0
. F ” CENTRO
Cluster Canarias Fecet.lc I'M oL P “:am
Excelencia 4 e e . Salud il AGUA
Tecnolagica il BeA Sl aiv
R Innavasisn
ok Mulirmedia
{Chister FECATIC). ) ) Te;fr:erdiﬁu e Cluster Salud
Audiovisual i Innovacian
%’ :
Cluster Audiovisual de Canarias . Cluster ) ~
Fundacion Animdtica Canaria, P'C’jqf‘i_’fmq l‘
ACEPA Canaria de
Confenidos CIC
Innovadares CLUSTER CANARIO
31 TRANSPORTE ¥ LA LOGETICA

Cluster de la Ingenieria
de Canarias
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good practice #2: Balearic Islands

W Smart Specialization in Balearic Islands

Govern de les llles Balears

Regional innovation pattern...

-ssﬁg&z‘:ﬂ“" ... That have been materialized in CLUSTERS of companies that develop
technologies related to tourism ...

Created in 2007.
26 member companies
Created in 2007 * 12 partners
71 member companies * Sector:
* Sector - 1.l]6%c_:~f (_;DP i _
- 160 ICT companies - 65 audiovisual production companies
- 21,000 workers

CLAB - 980 skilled workers

-5.6% of GDP in the Balearic Islands
(ICT and Telecommunications)

- Average investment in R&D 11% Media
e TURISTEC
ICT Tourism
Created in 2008 by 4 public companies
L IBIZA Music dependent on the Island Council of
Created in 2007. c| t Ibiza_
* 20 members uster = B5 companies and professionals in the
- 3 public entities B a I e a rSt M . ACCESSION Process.
-2 research . usic
- Lcwuster Tourism
- 2 clusters.
- 12 companies based innovative
technological
- Includes companies with greater weight
tourist

IDIMAR BIOIB

nvironmental Biohealth and s
. 3% of private expenditure on R&D + i
Created in 2009. and Sea blotechnology = 12% of private research staff

* 5% of GDP in the Balearic Islands
{Including IB Salut)
= average investment in R&D 60%.

= 10 entities within
* Investment in R&D 33% of tunover
» 6 projects developing innovative

technologies
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g-cluster

the case of Greece: an all-inclusive development model

ICT
cutting-edge
technologies

creative
. industries

coastal &
maritime
tourism

forms of
tourism

medical
tourism




bridging gaming technologies with traditional markets

g-cluster
I
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tourism

Services and applications designed to support the tourism industry, targeting
both the tourists and the service providers.

I - O W x
all-in-one mobile app solution for SME hotels

‘no more waiting”
Mary, customer
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infotainment/ edutainment mobile apps
Infotainment/ edutainment mobile applications, which inform and educate
users about a specific region or city about its historical and cultural heritage
while offering useful tips for interesting sites to visit.

n H

MYTHICAL
PELOPONNESE

i LN

HISTORINS
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virtual tours
Development of web applications that allow users to take a virtual tour of
archaeological sites in an interactive way.

Rriopylaia  Athena Nike SErechtheion Parthenonl Acropolis ~ Walls 00

Pronaos restoration

Inithe period between 1995 and
2004 the Pronaos of the Parthenon
was restored.
Buring the intervention, restoration
works were carried out on six col-
umns through the addition of new
supplements. The supplements re-
ceived artificial patina coating to
reduce the color contrast between
the ancient and the new marble. 1

Subject Image
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WEIGCOMERLD)

YOUISMY RGOS prOXimity~based apps

and cultural interest, while also offering integrated reservation or advance
purchase of tickets service.

Other utilities may include:

- b:gﬂgﬁéf-"-?f ap view and directions to the selected point of interest via public transportation;

Paranga Paradis

= useful information such as weather, traffic, recent news from the region etc.;

v'eward mechanism offering special offers to the users of the app;

" ! 5at 06 June 2009
R Anna Maria ¥

SRl 2.ccommodation & catering facilities and other entertainment options in the region and
click-to-call button

Sat 06 June 2009

7 Dennis Ferrer (Full Moon P
A 5un 07 June 2009

«.” Jerome Sudenham
Back

Exit
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digital signage

Digital Signage is a form of electronic display of information, advertising and other messages using
new technologies. The projection information using digital signage is a form of out-of-home
information, in which content and messages that appear are particularly designed to provide targeted
messages to specific locations at specific times. This is commonly called «digital-out-~of~-home» or
DOOH.

It offers interaction between the consumer (receiver) and a brand (sender), thus allowing study of
consumer information -~ advertising through screens and touch surfaces and special interactive
content, such as animations, categories menu, games entertaining and informative.

Digital signage
installation
at the Port of Piracus
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culture: the “Amphipolis” brand name

Development of MMORPG games with content based on Greek mythology
and ancient Greek history
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gi-Cluster activities are co-financed within the framework of the Project "Establishment and
Operation of the Gaming Technologies and Creative Content Cluster", designed and coordinated

by Corallia as the gi-Cluster Facilitator. The Project is co-funded from national funds and the

European Regional Development Fund through the National Strategic Reference Framework
2007-2013, within the framework of the OP "Competitiveness and Entreprencurship" (OPC II)

and the ROP Attica 2007-2013 with the message "regions at the center of development" as part
of the nation-wide Pilot Phase Action Range "Creation of Innovation Clusters ~ A Greek Product,
A Single Market: the Planet".

. Cluster
» Management
Excellence

VING FOR CLUSTER EXCELLENCE

BRONZE




Thank you for your attention! @

For any further information, feel free to contact us: I;]I-C|I_IS|ZEI'
infO@gi~Clust€I‘,gI‘ | WWW,gi~C1uster.gr a corallia initiative




