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U n l e a s h  t h e  p o t e n t i a l  o f  f u t u r e  g e n e r a t i o n s

Powerz
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Shadow’s leading team on a new journey

E M M A N U E L  F R E U N D
C E O - V i s i o n  &  p r o d u c t

C r e a t e d  S h a d o w
D a d  o f  N a i a ( 8 )  e t  E a d e n ( 5 )

YA N N  C A R R O N  D E  L A  C A R R I E R E
C O O  – B u s i n e s s

C r e a t e d  R E D  b y  S F R
4  t i m e s  g o d f a t h e r

C T O  – T e c h
C o m p l e x  t e c h  l o v e r

D a d  o f  L i s e  ( 3 )  a n d  E l i o t t ( 1 )

A R N A U D  L A M Y

W
HY Leverage what we learned at Shadow (greatest cloud tech &  community approach) 

with a huge opportunity to make it impactful 

TH
E

TE
AM

G R E G O R Y  G E L LY M A X I M E  M O U R E T
A I  E x p e r t S w i s s  K n i f e
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While a tech big bang is 
happening everywhere, 
education is not (really) 
changing
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All children are not 
equal when it 
comes to learn 
outside school
2  t i m e s  m o r e  e x t r a - s c h o o l  
a c t i v i t i e s  f o r  r i c h  k i d s  v s  
p o o r ( 2 )

https://www.inegalites.fr/Activites-sportives-des-pratiques-inegales

https://www.inegalites.fr/Activites-sportives-des-pratiques-inegales
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When choosing a job, 
we want all human-
beings to be free 
thanks to the 
amazing knowledge
accumulated
throughout the years
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There are

2 billion 
children 
in the world, 
and no global EdTech solution

Moins de 14 ans / https://www.gapminder.org/news/world-peak-number-of-children-is-now/

https://www.gapminder.org/news/world-peak-number-of-children-is-now/
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M O N O - L E A R N I N G  
A P P S

3 6 0  L E A R N I N G  
E X P E R I E N C E

On the EdTech market, there are 2 kinds of players

India – Created in 2015 
Valuation : $5.7 billion (1)

(1) https://yourstory.com/2019/11/edtech-startups-children-learning-education

https://yourstory.com/2019/11/edtech-startups-children-learning-education
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And most of these players fail avoiding the 
biggest obstacles to kids learning 

T H E  “ W O R K ”  
O B S T A C L E

T H E  “ B O R E D ”  
O B S T A C L E

T H E  “ F A I L U R E ”  
O B S T A C L E
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Powerz, 
the first smart game
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A N  A R T I F I C I A L  I N T E L L I G E N C E

Powerz is a mix of AI, video games and knowledge

A  L A R G E  D I V E R S I T Y  O F  K N O W L E D G E S

V I D E O  G A M E S  T E C H N I Q U E S
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Powerz is not just another edtech app, 

it’s a world
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An endless world with…

A  P R E S T IG IO U S  T E R R ITO RY  :  
BA BY LO N E A  L O N G  R U N  M IS S IO N
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A multiplayer and 
collaborative world*

* Progressively - from single player at 5 years old to massively multiplayer after 10
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3 education methods, in the game

R E P E T IT IO N S E X P L O R AT IO N C R E AT IV IT Y



15

PA R E N T SKID S

We have 2 targets

“ I  c a n  g e t  s o m e  f r e e  t i m e  w i t h o u t  p u t t i n g  
F r o z e n  o n  T V  f o r  t h e  3 4 t h t i m e …  A n d  l a s t  

S a t u r d a y ,  h e  e v e n  a s k e d  m e  t o  r e a d  a  b o o k !  ”

E m o t i o n a l  b e n e f i t

“ I  c a n  k n o w  w h e r e  m y  k i d  i s  g o o d  a t ,  
w h a t  h e ’ s  l e a r n i n g  a n d  h o w  h e  

p r o g r e s s e s .”

R a t i o n a l  b e n e f i t

“ I  h a v e  s o  m u c h  f u n  w i t h  m y  2 6  
a n i m a l s  a n d  m y  b i g  p l a y  h u t .  I  l o v e  i t !  ”

E m o t i o n a l  b e n e f i t

“ Ye s t e r d a y  w e  d i s c o v e r e d  V e n i c e  i n  t h e  
5 t h c e n t u r y ,  I  w a s  s o  p r o u d  t o  s h o w  

t h a t  t o  m y  p a r e n t s ”

R a t i o n a l  b e n e f i t
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The reasons why kids will love Powerz

A  U N I Q U E  G U I D E  

M Y  O W N  P L AY  H U T

A  W O R L D  T O  E X P L O R E

M Y  A N I M A L  C O L L E C T I O N
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The reasons why parents will love Powerz

I T ’ S  C O N N E C T E D  
T O  R E A L  L I F E

I T ’ S  C O N N E C T E D  
T O  O T H E R S

I T ’ S  L I K E  T H E Y  C O U L D  
S E E  S C H O O L’ S  L I F E

T H E Y  G E T  F R E E  T I M E  
W I T H O U T  G U I LT
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01

02

03

G A M E S  D E V E L O P M E N T

A I  /  D AT A

C O M M U N I T Y

A very ambitious 
project creating 
strong barriers 
to entry
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Our business model relies on 
a dedicated parents premium app 

KIDS : FREE PRODUCT PARENTS : PREMIUM APP

FREE 4.99€/mo

• Real-time updates on progress
• Influence on playmate
• Cockpit (time restrictions, length p. session)

• People should not pay to get educated
• Best business model for recurring

games

5% conversion rate 

PARENTS : NEW PRODUCTS

• Pocket money features
• Merchandising

TBD (end of 2022)
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Jan. 2021 EARLY ACCESS IN FRANCE 

Sept. 2021 BETA LAUNCH

August 2022 1.3M USERS / 68K PAYING USERS / BREAK EVEN

We plan to be
break even
during the beta 
phase

Sept. 2022 OFFICIAL LAUNCH
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BP assumptions : market sizing

MAIN 
COUNTRIES

TOTAL 
POPULATION

5-14 YEARS 
OLD KIDS

FRENCH France
Canada (FR)
Belgium

65M
10M
8M

8M
1M
1M

ENGLISH USA
UK
Canada (EN)
Australia

324M
65M
27M 
24M

41M
8M
3M
3M

SPANISH South. Am.
Espagne

300M+
46M

36M+
5M

https://fr.wikipedia.org/wiki/Liste_des_pays_ayant_le_fran%C3%A7ais_pour_langue_officielle

https://fr.wikipedia.org/wiki/Monde_anglo-saxon

http://perspective.usherbrooke.ca/bilan/servlet/BMPagePyramide

250.000
(2,5%)

50.000
(0,1%)

Users end of 2021

-

500.000
(5%)

1.300.000
(2,5%)

Users end of 2022

400.000
(1%)

1.000.000
(10%)

4.000.000
(7,5%)

Users end of 2023

2.000.000
(4,8%)

300.000 2.100.000 7.000.000TOTAL USERS

PAYING USERS 21.000 110.000 345.000

https://fr.wikipedia.org/wiki/Liste_des_pays_ayant_le_fran%C3%A7ais_pour_langue_officielle
https://fr.wikipedia.org/wiki/Monde_anglo-saxon
http://perspective.usherbrooke.ca/bilan/servlet/BMPagePyramide
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BP assumptions : monetization ratios

M o s t  f r e e m i u m  c o m p a n i e s ’  
r a n g e  f r o m  2 %  t o  5 %

O u r  p r o d u c t  w i l l  b e  b u i l t  t o  
p r o m o t e  p r e m i u m  a p p

S p o t i f y  i s  b r e a k i n g  a l l  t h e  
r e c o r d s  i n  t h e  p r e m i u m  f i e l d

• Parents’ email mandatory to 
create kids account

• Free weekly « Parents report » by 
email

9,99€/mo
27% conversion rate

9,99€/mo
4% conversion rate

Premium app : 
5% of our users 
will convert
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BP September 2020 – September 2022

KEY FIGURES
• Breakeven in august 2022 with 68K paying users (1.3M users)
• Up to 27 headcounts before acceleration phase
• Marketing : limited before beta, then 0.5€/new user (ie 10€/new paying user)
• Cashflow : up to -1.9M€
• Financing : need 2M€
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Our project is bigger than a product launch

C O N T R I B U T E  T O  
E D U C A T I O N  D I S P A R I T I E S

B U I L D  A  D I F F E R E N T  K I N D  
O F  C O M P A N Y

H A V E  A  G L O B A L  V I S I O N  O F  
E D U C A T I O N
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Creativity is human’s main power. 
Everything else can progressively be replaced by machines.

https://www.innovationresource.com/creativity-single-important-leadership-skill/

https://www.innovationresource.com/creativity-single-important-leadership-skill/
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