OFFERING MEMORANDUM

PART 11 OF OFFERING STATEMENT (EXHIBIT A TO FORM C}

Three Flipp Stadios, Inc

3900 W Alameda
Suite 1200
Burbank, CA 91505

httpz/swww.threeflip.coms

10000 shares of Common Stock

A crowdfunding investment involves risk. Yon shounld not invest any funds in this
offering unless yom can afford to lose your entire investment.

In making an investment decision, investors must rely on their own examination of
the issuer and the terms of the offering, including the merits and risks involved. These
securities have not been recommended or approved by any federal or state securities
commission or regulatory mrthority. Furthermore, these amthorities have not passed
upon the accaracy or adequacy of this dorument.

The U.8. Securities and Exchange Commission does not pass upon the merits of amy
securities offered or the terms of the offering, nor does it pass upon the accuracy ar
completeness of any offering docwment or literature.

These securities are offered under an exemption from registration; however, the U.S.
Securities and Exchange Commission has not made an independent determination
that these securities are exemipt from registration.



THE OFFERING

Maximum 107,000* shares of common stock ($107,000)
*Maximum subject to adjustment for bonus shares. See 10% Bonus below

Minimum 10,000 shares of common stock ($10,000)

Company Three Flip Studios, Inc
Corporate Address 3900 W Alameda Ave #1200 Burbank, CA 91505

Description of Business Three Flip Studios is a video game development company.
With 1 published game to date and a second game coming

in Q1 2018.
Type of Security Offered Common Stock
Purchase Price of Security $1.00 per Share
Offered
Minimum Investment $100.00

Amount (per investor)

Perks*
$200.00+ A free key to download both of our games.

$1,500.00+ Same as above + Receive a Armed and Gelatinous poster and special
thanks credit on game.

$5,000.00+ Same as above + Receive and autographed skateboard deck from the team
and invite to launch party for Armed and Gelatinous.

$10,000.00+ Same as above + You will accompany us to E3 2018 as our special guest.

*All perks occur after the offering is completed.

The 10% Bonus for StartEngine Shareholders

Three Flip Studios, Inc will offer 10% additional bonus shares for all investments that
are committed by StartEngine Crowdfunding Inc. shareholders (with = $1,000
invested in the StartEngine Reg A+ campaign) within 24 hours of this offering going



live.

StartEngine shareholders who have invested $1,000+ in the StartEngine Reg A+
campaign will receive a 10% bonus on this offering within a 24-hour window of their
campaign launch date. This means you will receive a bonus for any shares you
purchase. For example, if you buy 100 shares of Common Stock at $1 / share, you will
receive 10 Common Stock bonus shares, meaning you'll own 110 shares for $100.
Fractional shares will not be distributed and share bonuses will be determined by
rounding down to the nearest whole share.

This 10% Bonus is only valid for one year from the time StartEngine Crowdfunding
Inc. investors receive their countersigned StartEngine Crowdfunding Inc. subscription
agreement.

Multiple Closings

If we reach the target offering amount prior to the offering deadline, we may conduct
the first of multiple closings of the offering early, if we provide notice about the new
offering deadline at least five business days prior (absent a material change that
would require an extension of the offering and reconfirmation of the investment
commitment).

THE COMPANY AND ITS BUSINESS
The company's business

Description of Business

Three Flip Studios, Inc designs and creates video games. We currently have on game
on the market that has had over 200,000 sales to date, "Influent is a language learning
game set in a 3d environment based on real world observances. We are set to release
our new title "Armed and Gelatinous" in Q1 of 2018, "Armed and Gelatinous" is a 4
player couch comp, that will incorporate a online multiplayer feature.

Sales, Supply Chain, & Customer Base

All sales of our game to this point are digital. We utilize the following online
marketplaces Steam, Xbox, PS4, Nintendo. At this time we do not have plans to sell
hard copies in store.

Competition

There are numerous game development studios and publishers in the world. We are
unique as we have created and published the only language learning game in a 3d
environment to date.

Liabilities and Litigation

At this time the company is not involved in any liabilities or litigation.



The team

Officers and directors

Rob Howland Chief Executive Officer / Director

Joseph Prusakowski Chief Technology Officer / Director

Tim Tello Chief Operating Officer / President / Director
Rob Howland

Rob is a lifelong video game fanatic with 10 years in the game industry, having worked
at such companies as Bandai Namco Entertainment America and Poppin Games Japan.
After earning his Bachelor of Science in Game Art & Design, Rob went on to receive a
significant grant from the Japanese Government to conduct research into gamification
at the University of Tsukuba's Entertainment Computing Laboratory. This ultimately
led to the development of Influent, a critically acclaimed language learning video
game that has succeeded in selling over 200k units. Rob has a deep understanding of
games that includes production, design, development, monetization, and much more.
Rob's Work Experience - Three Flip Studios CEO 2/14- Present The Mint - Brand
Manager 8/13 - Present Poppin Games Japan - Producer 7/12 - 2/13 Rate My Skate -
Director/ Content Designer 4/09 - 8/12 University of Tsukuba - Research Student 4/10
- 7/12 Namco Bandai Games America QA Tester 1/10 - 3/10

Joseph Prusakowski

Joseph spent many years in the San Francisco web industry where he specialized in
both front-end and back-end web design and development. A true expert in his field,
Anthony holds two degrees in Interactive Media Design concentrating on both user
experience and web programming languages. Joseph sighed on during Influent’s
launch at GDC 2014 as Three Flip’s Web Guru and has been with the company ever
since. Along with his unique skill set, he brings his overly passionate love for all things
nerdy, geeky, and above all, video games. Joseph's Work Experience - Three Flip
Studios - CTO 1/14 - Present The Mint - Web Developer 1/14- Present Aqua Melon -
Web Developer 4/17 - 4/17 Circle Click - Lead Developer 3/12 -5/13 Digicoal - Senior
Web Developer 12/10 - 7/12 Circle Click Media - Jr. Web Developer 10/09 - 10/10

Tim Tello

Tim is an accomplished sales professional who is quickly gaining recognition in the
video game industry as one of the best in business development. With a Bachelor of
Science in Marketing Management, Tim brings his deep knowledge of sales and
marketing to the table. Previously a Consultant for both Halliburton and Baker
Hughes, Tim left the Oil Industry in 2015 due to the deflation of eroding gas prices to
pursue a career in the booming video game marketplace. Tim has had the privilege to
work with some of the biggest companies in the game industry including Sony, EA,
King, 505, and many more. Tim's Work Experience - Three Flip Studios - COO &
President 5/17 - Present Sugar Glazed Games - Co Founder 7/16 - Present Octopus
Games - Head of Us Business Development 5/17 - Present Aqua Melon Marketing - VP
of Business Development 1/16 - 12/17 GTL Media - Business Development Executive



1/16 - 5/17 Game Scribes - Business Development Manager 1/16 - 5/17 Baker Hughes -
Consultant Upstream Process 7/12 - 10/15 Halliburton - Service Supervisor Upstream
Process 4/09 - 06/12

Number of Employees: 4
Related party transactions

The three shareholders of the existing 5,000,000 issued shares have provided and been
provided no interest loans with the Company. Of the $146,935 of other current assets
for the year ended December 31, 217 and $97,327 for the year ended December 31,
2016, $142,585 and $97,327, respectively reflect amounts due from the three existing
shareholders. The following reflects the allocation of these amounts owed by each
shareholder: Shareholder Due From Amount as of December 31, 2017 Due From
Amount as of December 31, 2016 Robert Howland $117,271 $80,727 Timothy Tello
$7,714 $0 Joseph Prusakowski $17,600 $16,600 Total $142,585 $97,327 The $116,210
and $55,004 of long-term liabilities for the year ended December 31, 2017 and
December 31, 2016, respectively, reflect amounts due to the three existing
shareholders. The following reflects the allocation of these amounts owed to each
shareholder: Shareholder Due To Amount as of December 31, 2017 Due To Amount as
of December 31, 2016 Robert Howland $90,463 $46,339 Joseph Prusakowski $25,747
$8,665 Total $116,210 $55,004 The above related party transactions currently bear no
interest and or corresponding maturity date. It is the intent of management to net
these balances together and to convert any remaining balanced owed into interest-
bearing notes following the first round of capital financing for the Company.

RISK FACTORS
These are the principal risks that related to the company and its business:

e Our intellectual property (games) could be ineffective and have no sales. The
Company's most valuable assets is its intellectual property. We currently have 2
titles "Influent” and "Armed and Gelatinous” as well as a number of trademarks,
copyrights, Internet domain names, and trade secrets. We have the intent to
port Influent to mobile. We believe the most valuable component of our
intellectual property portfolio is our game "Influent” and that much of the
Company's current value depends on the strength of sales of the continued work
on the title. The Company intends to continue to build more games in the future
and build its intellectual property portfolio as we discover new technologies and
marketing strategies related to video games as a whole.

e There are many potential competitors who are better positioned than we are to
take the majority of the market. We will compete with larger, established game
development studios who currently have products on the markets and/or various
respective product development programs. They have much better financial
means and marketing/sales and human resources than us. They may succeed in
developing and marketing competing equivalent products earlier than us, or
superior products than those developed by us. There can be no assurance that



competitors will not render our technology or products obsolete or that the
games developed by us will be preferred to any existing or newly developed
games. It should further be assumed that that competition will intensify.

Even if we raise the maximum sought in this offering, we may need to raise
extensive funds in order to be able to start marketing for the initial release of
our titles. We estimate that we will require at least $1 million to commence
commercial marketing of both titles. We believe that we will be able to finance
the commercial marketing of the titles through early access orders and sales of
current published title. If we are unable to do so we may need to raise money
from bank loans, future sales of securities or some combination thereof.

Our financial review includes a going concern note for your review. Our ability to
continue for the next twelve months is dependent upon our ability to generate
sufficient cash flows from operations and sales to meet our obligations, and/or
to obtain additional capital financing from our members and/or third parties. No
assurance can be given that we will be successful in these efforts. These factors,
among others, could raise substantial doubt about our ability to continue as a
going concern for a reasonable period of time.

Any valuation at this stage is pure speculation made by the company. No one is
saying the company is worth a specific amount. They can't. It's a question of
whether you, the investor, want to pay this price for this stock. If you feel the
price of the stock is not in your best interest. Then you should not invest.

Our business projections are merely estimates. There can be no assurance that
the company will meet those projections. There can be no assurance that the
company (and you will only make money) if there is sufficient demand for
product, people think its a better option than the competition and games have
been priced at a level that allows the company to make a profit and still attract
business.

The Video Game Industry. The video game industry is extremely volatile and
capital intensive. It is heavily dominated by such large companies such as
Electronic Arts and Activision. The industry is extremely competitive, and many
talented entrepreneurs and companies have failed due to the competition having
more capital, better products, better talent, and/or better ideas.

Software Could be Vulnerable to Hacking. If the Company's product is
compromised by hackers, it could harm the Company’s customers and damage
the Company’s reputation which would adversely affect revenue. The Company's
product was designed to protect customers and their data from hacking. If
hackers are successful in defeating the security of the Company's product, it
could harm our customers and damage our reputation. In such an event, that
could significantly harm the business and operating results of the Company and
ultimately reduce the value of your investment.

Marketing cost are volatile and can impact our growth and profitability.
Marketing of the Company's product and services can be done through a variety
of outlets, and part of the success of the product and services may depend on
such marketing efforts. However, it is difficult to predict which marketing
efforts will resonate with certain consumers. Due to the volatile nature of
marketing costs and the potential need to explore a variety of marketing efforts,



the Company may need to use additional funds for marketing that could impact
growth and projected profitability. There is no guarantee that any of our
marketing efforts will attract new consumers or game developers or publishers.

e Investors may suffer potential loss or dissolution and termination. In the event
of a dissolution or termination of the Company, the proceeds realized from the
liquidation of assets, if any, will be distributed in the priority established by
applicable law, but only after the satisfaction of claims of creditors. Accordingly,
the ability of an investor to recover all or any portion of its investment under
such circumstances will depend on the amount of funds realized and claims to be
satisfied therefrom.

e Consumers may choose other products and services and/or technology experts
may favor other products and services, and if consumers do not find the
Company’s product and services compelling then our projected revenue will
decline. The video game consumer base will drive our revenue and success. The
video game industry is a highly speculative and competitive industry, and
consumers and technology experts may be critical of the Company’s product,
services or business practices for a wide variety of reasons. If consumers choose
other products and services and/or technology experts favor other products and
services (whether by any action or inaction of the Company or our product and
services), our projected revenue and business will decline. In addition, if the
Company’s product does not function as consumers anticipate, if consumers
find products and services that are more satisfying from their perspective, and/or
if consumers do not find the Company’s product and services compelling to their
satisfaction, consumers may choose other products and services (or otherwise
elect to just not use the Company’s product and services), which would have a
negative impact on our business. Many of these factors are subjective and
outside of the Company’s control.

OWNERSHIP AND CAPITAL STRUCTURE; RIGHTS OF THE SECURITIES
Ownership

e Robert Howland, 33.4% ownership, common stock
e Anthony Prusakowski, 33.3% ownership, common stock
e Timothy Tello, 33.3% ownership, common stock

Classes of securities

e Common Stock: 5,000,000
Common Stock

The Company is authorized to issue up to 10,000,000 shares of common stock.
There are a total of 5,000,000 shares currently outstanding.

Voting Rights

The holders of shares of the Company's Common Stock are entitled to one vote



for each share held of record on all matters submitted to a vote of the
shareholders.

Dividend Rights

Subject to preferences that may be granted to any then outstanding preferred
stock, holders of shares of Common Stock are entitled to receive ratably such
dividends as may be declared by the Board out of funds legally available
therefore as well as any distribution to the shareholders. The payment of
dividends on the Common Stock will be a business decision to be made by the
Board from time based upon the results of our operations and our financial
condition and any other factors that our board of directors considers relevant.
Payment of dividends on the Common Stock may be restricted by law and by
loan agreements, indentures and other transactions entered into by us from time
to time. The Company has never paid a dividend and does not intend to pay
dividends in the foreseeable future, which means that shareholders may not
receive any return on their investment from dividends.

Rights to Receive Liquidation Distributions

Liquidation Rights. In the event of our liquidation, dissolution, or winding up,
holders of Common Stock are entitled to share ratably in all of our assets
remaining after payment of liabilities and the liquidation preference of any then
outstanding preferred stock.

Rights and Preferences

The rights, preferences and privileges of the holders of the company’s Common
Stock are subject to and may be adversely affected by the rights of the holders of
shares of any additional classes of preferred stock that we may designate in the
future.

What it means to be a Minority Holder

As a minority holder of common stock, you will have limited ability, if at all, to
influence our policies or any other corporate matter, including the election of
directors, changes to the Company's governance documents, additional issuances of
securities, company repurchases of securities, a sale of the Company or of assets of
the Company, or transactions with related parties.

Dilution

Investors should understand the potential for dilution. Each Investor's stake in the
Company, could be diluted due to the Company issuing additional shares. In other
words, when the Company issues more shares, the percentage of the Company that
you own will increase, even though the value of the Company may increase. You will
own a smaller piece of a larger company. This increases in number of shares
outstanding could result from a stock offering (such as an initial public offering,
another crowdfunding round, a venture capital round or angel investment), employees



exercising stock options, or by conversion of certain instruments (e.g., convertible
notes, preferred shares or warrants) into stock.

If we decide to issue more shares, an Investor could experience value dilution, with
each share being worth less than before, and control dilution, with the total
percentage an investor owns being less than before. There may also be earnings
dilution, with a reduction in the amount earned per share (although this typically
occurs only if we offer dividends, and most early stage companies are unlikely to offer
dividends, referring to invest any earnings into the Company).

The type of dilution that hurts early-stage investors mostly occurs when the company
sells more shares in a "down round,” meaning at a lower valuation than in earlier
offerings.

If you are making an investment expecting to own a certain percentage of the
Company or expecting each share to hold a certain amount of value, it is important to
realize how the value of those shares can decrease by actions taken by the Company.
Dilution can make drastic changes to the value of each share, ownership percentage,
voting control, and earnings per share.

Transferability of securities
For a year, the securities can only be resold:

In an IPO;

To the company;

To an accredited investor; and

To a member of the family of the purchaser or the equivalent, to a trust
controlled by the purchaser, to a trust created for the benefit of a member of the
family of the purchaser or the equivalent, or in connection with the death or
divorce of the purchaser or other similar circumstance.

FINANCIAL STATEMENTS AND FINANCIAL CONDITION; MATERIAL
INDEBTEDNESS

Financial Statements

Our financial statements can be found attached to this document. The financial
review covers the period ending in 2017-12-31.

Financial Condition

Results of Operation

We have not yet generated any recurring revenues related to the current game
development and do not anticipate doing so until we have completed the building and

delivery of "Armed and Gelatinous”, which we do not anticipate occurring until Q1
2018. Based on our forecast, with the liquidity of the anticipated full raise amount, we



anticipate that we can operate the business for 6 months without revenue generation.
The largest expenditures prior to the delivery of "Armed and Gelatinous" have been
costs for its development, rent, and legal and professional fees. We do not anticpate
historical operations to be reflective of operations after product delivery.

Financial Milestones

The company is investing for continued growth of the brand, as is generating sizeable
net income losses as a result. Management currently forecasts 2018 and 2019 revenue
of $2.5 million and $5 million, respectively, and believes the company will generate
positive net income beginning in Q3 of 2018.

2018 Q2-4 (Release of Armed and Gelatinous) We believe the release of this title
minus the deductions of user acquisition and marketing will return a revenue of $2.5
million.

2019

Q1 Continued support of marketing of Armed and Gelatinous. Including new
developed in loop monetization and downloadable content

Q2 Development of Influent on Mobile and Continued Marketing of Armed and
Gelatinous. Pre marketing of Influent mobile version

Q3 Release of Influent mobile in beta form into testing countries

Q4 Full release of Influent

The company expects revenue of 2019 to be $5 Million

2020

Q1 Begin development of influent as full language learning platform
Q2 Development continues

Q3 Beta release of initial environments and levels with testing and localization
support

Q4 Delivery of hard beta and intergration to Teacher Gaming analytics platform

The company expects revenue of 2020 to be $ 2.8 million as this is a development
cycle year. We will continue to market the previous titles and continued development
of downloadable content.

Liquidity and Capital Resources
The company is currently generating operating losses and requires the continued

infusion of new capital to continue business operations without the continued
financial contributions from its three founding shareholders. If the company is



successful in this offering, we will likely seek to continue to raise capital under
crowdfunding offerings, equity or debt issuances, or any other method available to the
company.

Indebtedness

The company has an outstanding credit line with Navy Federal Credit Union for
$9,828, as of December 31, 2017. The note bears interest of 10.8% per year, paid
monthly in arrears, and does not mature as it is an open line of credit used for working
capital. The $116,210 and $55,004 of long-term liabilities for the year ended December
31, 2017 and December 31, 2016, respectively, reflect amounts due to the three
existing shareholders. The following reflects the allocation of these amounts owed to
each shareholder: Shareholder Due To Amount as of December 31, 2017 Due To
Amount as of December 31, 2016 Robert Howland $90,463 $46,339 Joseph Prusakowski
$25,747 $8,665 Total $116,210 $55,004 The above related party transactions currently
bear no interest and or corresponding maturity date. It is the intent of management to
net these balances together and to convert any remaining balanced owed into
interest-bearing notes following the first round of capital financing for the Company.

Recent offerings of securities
None
Valuation

$5,000,000.00

We have not undertaken any efforts to produce a valuation of the Company. The price
of the shares merely reflects the opinion of the Company as to what would be fair
market value of today's video game world economy based upon the intellectual
property the Company has developed since inception.

USE OF PROCEEDS
Offering Amount| Offering Amount
Sold Sold
Total Proceeds: $10,000 $107,000
Less: Offering Expenses
StartEngine Fees (6% total $600 $6,420
fee)
Net Proceeds $9,400 $100,580
Use of Net Proceeds:




Rollup With StartEngine $0 $7,500

R& D & Production $1,500 $10,000
Marketing $8,500 $26,080
Working Capital $0 $57,000

Total Use of Net Proceeds

$10,000 $100,580

We are seeking to raise a minimum of $10,000 (target amount) and up to $107,000
(overallotment amount) in this offering through Regulation Crowdfunding. If we
manage to raise our overallotment amount of $107,000, we believe the amount will
last us 1 year and plan to use the net proceeds of approximately $105,800 over the
course of that time as follows: We would immediatley start the process of hiring a
CPA and Attorney to roll up our raise to 1.07 million, we assume the cost of this will
be in the realm of $7,500 based on numbers given by Start Engine. We will attribute
$10,000 to completion of the online mode of Armed and Gelatinous. We will use
26,080 for general marketing purposes which will include the promotion of our Start
Engine campaign. As well as SEQ and PPC campaigns for the release of "Armed and
Gelatinous”. The remaining $57,000 will be used as working capital, this may or may
not include travel for events, payment of services of 3rd parties, as well as payments of
work to employees of the company.

Irregular Use of Proceeds

The Company might incur Irregular Use of Proceeds that may include but are not
limited to the following over $5,000: Vendor payments and salary made to one's self, a
friend or relative; Any expense labeled "Administration Expenses” that is not strictly
for administrative purposes; Any expense labeled "Travel and Entertainment”; Any
expense that is for the purposes of inter-company debt or back payments.

REGULATORY INFORMATION



Disqualification

No disqualifying event has been recorded in respect to the company or its officers or
directors.

Compliance failure
The company has not previously failed to comply with Regulation CF.
Annual Report

The company will make annual reports available at this URL
http://www.threeflip.com/equity-holders. The annual reports will be available within
120 days of the end of the issuer's most recent fiscal year.



EXHIBIT B TO FORM C

FINANCIAL STATEMENTS AND INDEPENDENT ACCOUNTANT'S REVIEW FOR Three
Flip Studios, Inc

[See attached]



I, Tim Tello, the COO and President of Three Flip Studios, Inc. hereby certify that the financial
statements of Three Flip Studios, Inc. and notes thereto for the periods ending December 31,
2017 and December 31, 2016 included in this Form C offering statement are true and complete
in all material respects and that the information below reflects accurately the information
reported on our federal income tax returns.

For the year 2016 the amounts reported on our tax returns were total income of $155; taxable
income of -$18,324 and total tax of $0.

IN WITNESS THEREOF, this Principal Executive Officer's Financial Statement Certification has
been executed as of February 10, 2018.

Signature)

(oo [ resiaent— _(Tite)
9'/ 1o / 1Y (Date)
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THREE FLIP STUDIOS
BALANCE SHEETS
DECEMBER 31, 2017 AND 2016

(unaudited)
2017 2016
Assets:

Current assets:

Cash and cash equivalents $ 10 $ 115

Other current assets 146,935 97,327
Total current assets 146,945 97,442
Other assets:

Security deposit 4,350 -
Total assets $ 151,295 $ 97442
Liabilitics and equity:

Current liabilities
Credit cards $ 15032 b -
Other current liabilities 9,828 -
Total current labilitics 24,859 -
Long-term liabilitics 116,210 55,004
Equity:

Common stock, 10,000,000 shaures

authorized, 5,000,000 shares issued

and outstanding, net 100 100

Retained earnings 42338 (25,404

Net income (32.212) 67,742

Total equity 10226 42,438
Total liabilities and equity $ 151,295 $ 97442




THREE FLIP STUDIOS
STATEMENTS OF OPERATIONS
FOR THE YEARS ENDED DECEMBER 31, 2017 AND 2016

(unaudited)
2017 2016

Revenues $ 40,890 $ 84487
Expenses:

General and admmistrative 51,288 14,105

Sales and marketing 2,504 2,313

Research and development 18,899 327

Interest expense 410 -
Total expenses 73,102 16,745

Net ncome $ (32,212) $ 67742




STATEMENTS OF STOCKHOLDERS’ EQUITY

THREE FLIP STUDIOS

FOR THE YEARS ENDED DECEMBER 31, 2017 AND 2016

Inception
Net income (loss)
December 31, 2015

Net income (loss)
December 31, 2016

Net income (loss)
December 31, 2017

(unaudited)

Common Stock

Shares

Amount

100

$

100

(25.404)
(25304)

67,742

42,438

(32.212)
10,226



THREE FLIP STUDIOS
STATEMENTS OF CASH FLOWS
FOR THE YEARS ENDED DECEMBER 31, 2017 AND 2016

(unaudited)
2017 2016
Operating activitics:

Net income $ (32212 $ 67.742

Adjustments to reconcile Net Income to Net Cash provided by operations:

Change n amounts due from shareholders' (49,608) (80,727)

Change in credit card liability 15,032 -

Change in line of credit 9,828 -
Net cash provided by operating activitics (56,960) (12,985)
Investing activities:

Security deposit (4,350) -
Net cash provided by investing activitics (4,350) -
Financing activities:

Changes in amounts due to shareholders' 61,206 13,050
Net cash provided by financing activitics 61,206 13,050
Cash at beginning of period 115 50
Cash at end of period 3 10 S 115




1. Nature of Operations

a. The Company is engaged in the development and sale of independent games for
entertainment and education.

2. Summary of Significant Accounting Policies

a. Basis of Accounting

The financial statements are prepared in accordance with generally accepted
accounting principles (GAAP) in the United States, and conform in all material
respects with International Accounting Standards (IAS) with regards to the
presentation of historical cost financial information.

b. Use of Estimates

i.

The preparation of financial statements in accordance with accounting principles
generally accepted in the United States of America requires management to make
estimates and assumptions that affect the reported amounts of assets and
liabilitics and disclosure of contingent assets and liabilitics at the date of the
financial statements and the reported amounts of revenues and expenses during
the reporting period. Actual results could differ from those estimates and may
have impact on future periods.

¢. Cash and Cash Equivalents

i.

For purposes of the statement of cash flows, the Company considers all short-
term debt securities purchased with a maturity of three months or less to be cash
cquivalents.

d. Income Taxes

i.

Income taxes are provided for the tax effects of transactions reported in the
financial statements and consist of taxes currently due plus deferred taxes related
primarily to differences between the bases of certain assets and liabilities for
financial and tax reporting. The deferred taxes represent the future tax return
consequences of those differences, which will either be deductible or taxable
when the assets and liabilities are recovered or settled.

¢. Fair Value of Financial Instruments

i.

The company has determined that the estimated fair value of the financial assets
and liabilities do not differ considerably from their book value.

f. Revenue Recognition

i.

The Company's revenue is derived primarily from the sale of downloaded installs
of its games. The revenue is recognized upon notification of paid downloads by
third-party distributors. This method is used because it accounts for (a)
persuasive evidence that an agreement exists; (b) the service has been performed;



(c) the prices are fixed and determinable and not subject to refund or adjustment;
and (d) collection of the amounts due is reasonably assured.

g. Cash Flows

i. The Statements of Cash Flows are prepared using the indirect method, which
reconciles net earnings to cash flow from operating activities. The reconciliation
adjustments include the removal of timing differences between the occurrence of
operating receipts and payments and their recognition in net earnings. The
adjustments also remove cash flows arising from investing and financing
activities, which arc presented separately from operating activities. Cash flows
from foreign currency transactions and operations are translated at an average
exchange rate for the period. No non-cash investing or financing activities
occurred during the vear ended December 31, 2017.

h. Concentration of Credit Risk

i. The Company maintains its cash with major financial institutions located in the
United States of America which it believes to be creditworthy. Balances are
insured by the Federal Deposit Insurance Corporation up to $250,000 per
depositor, per FDIC-insurance bank. The Company does not maintain balances
in excess of the federally insured limits.

3. Trade Receivables

4. Debt

Trade accounts receivable are reported at the amount management expects to collect from
outstanding balances. Differences between the amount due and the amount management
expects to collect are reported in the results of operations of the year in which those
differences are determined, with an offsetting entry to a valuation allowance for trade
accounts receivable. Balances that are still outstanding after management has used
reasonable collection efforts are written off through a charge to the valuation allowance
and a credit to trade accounts receivable.

In 2017, the Company made various payments for expenses on behalf of sharcholders
totaling $49,608. During the vear, all such payments were recorded to trade receivables
and deemed collectible.

Revolving Line of Credit
i. The Company has a $15,000 revolving line of credit, of which $5,172 was
unused at December 31, 2017. Bank advances on the credit ling are payable on
demand and carry an interest rate of 10.8%. The credit line is secured by
substantially all corporate assets and is personally guaranteed by principal
shareholders of the corporation.

5. Commitments and Contingencies

a.

We are currently not involved with or know of any pending or threatening litigation
against the Company or any of its officers.



6. Stockholders® Equity

a.

C.

We have authorized the issuance of 10,000,000 shares of our common stock with par
value of $1.00.

The Company has issued 5,000,000 of these shares to the three existing sharcholders,
which acquired said shares at below par value. The balance of issued and outstanding

common stock net of the discount afforded to pre-money valuation shareholders is $100.

No shareholder is required to make any additional capital contributions.

7. Related Party Transactions

a.

The three sharcholders of the existing 5,000,000 issued shares have provided and been
provided no interest loans with the Company. Of the $146,935 of other current assets for
the yvear ended December 31, 217 and $97,327 for the year ended December 31, 2016,
$142.585 and $97,327, respectively reflect amounts due from the three existing
sharcholders. The following reflects the allocation of these amounts owed by each
shareholder:

Due From Amount as Due From Amount as

Shareholder of December 31, 2017  of December 31, 2016
Robert Howland $117,271 $80,727
Timothy Tello $7,714 $0
Joseph Prusakowski $17.600 $16.600

Total $142. 585 97.327

The $116,210 and $55,004 of long-term liabilities for the year ended December 31, 2017
and December 31, 2016, respectively, reflect amounts due to the three existing
sharcholders. The following reflects the allocation of these amounts owed to cach
sharecholder:

Due To Amount as of Due To Amount as of

Sharcholder December 31