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More than 5 million drones are sold to the private sector every year. 
 
The main interface with drone on the private level is for photography purpose 
which causes millions of private customers to use this amazing tool only a few times. 
 
The drone attributed by many as "a flying camera", as a result the drone industry is losing 
lots of potential private customers. 
 
In addition, the existing interface is not attractive and convenient to use. 

The need:
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The solution:
Enhance the user experience by providing additional attractive offers for private use. 
 
A new user experience is accessible through a system that contains the existing functions and 
opens the door to the gaming world and other technologies.  
 
A combination of the drone and gaming industry creates higher accessibility and attractiveness. 
Drones owners and those who have not yet, get full control despite the multitude of actions and 
want to “reuse”. 
 
The app contains: 
 
- Games. 
- Statistics. 
- Internal social network connecting drone pilots and gamers around the world - personal 
 profile and drone profile. 
 
For example- real drones shooting games, strategy games, AR and many more. 
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The vision:
DGCore creates an innovative experience for the general public with the 
drone industry. 
 
DGCore platform is a status quo in the drone industry.
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The market
Number Of Drones In Millions (A 500% increase in 5 years)

As you can see, five million drones are sold to private customers every year and 
   the numbers are rising. DJI holds 76.8% of the market.CB Insights
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Number Of Gamers World Wide - In Billions 

As you can see, from 2014 the gaming industry has grown in hundreds of million users every year.

CB Insights
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Gamers are the biggest spenders of in-app purchases.  
 
The meaning is that the drone industry sold almost 30 million drones to private customers 
over the years. Although the gaming industry continues to grow steadily as a result 
of increasing demand. 
 
• According to AppsFlyer - the penetration rate of gaming apps stands on 50%. 
 
Minimum percentage of the drone market we are going to occupy: 
 
- 1.7% = 500K private users. 
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Our technology:
1. Virtual walls - a safety layer to ensure that the drones will stay in their designated area. 
 
2. Collision control - an algorithm for preventing collision between drones that play together. 
    Prevent unnecessary risk and wear. 
  
3. Convenient and attractive interface - more convenient, simple and attractive interface 
    for the end users than there is today. 
 
4. Open source marketplace - allowing external developers from around the world to 
    create and develop many types of apps more easily on our platform. 
 
5. In - app auto regulation system.
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Audience:
Drones owners - 
•  Improving significantly the user experience. 
•  Exposure to additional capabilities of the drone. 
•  Social network 
•  Innovation. 
 
Gamers - 
•  New gaming field that was never exists before. 
•  Real life gaming experience. 
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Competitors:
•  Edgybees - start developing an AR gaming platform for drones  
    and moved to the defense industry. 
•  Jjrc - drones manufacturer and developing AR games with or without drones. 
•  Walkera- drones manufacturer and developing AR games with drones such as shooting 
    games and collecting items. 
 
Our benefits: 
•  Our app interfaces to all types of drones. 
•  A huge variety of new possibilities with drones. 
•  Multiplayer and single player game options- the users can play with friends or by themselves.  
•  Improving significantly the user experience for existing drone owners.
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Business model:
Channels of income: by average percentage of total income. 
 
B2C - As an app 
1.  In-app advertisements: 9.5% 
2.  In-app purchases: 84.09%  
3.  Merchandise- shirts, hats, controllers, landing pads,  
     dedicated bags, etc.: 6.41% 
4. Premium users - non-advertisements and more possibilities. 
 
B2B - As a service 
5. Monthly subscription - Gaming compounds, operating positions in key locations and   
     a new attraction for events . 
6.  Games source code used by developers to build new types of games. 
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Our app- windows simulation
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Milestones:

01

02

03

04

05

06

07

08Regulation 
research

POC on the 
DJI drones - 

we manage to 
fully control 

 the drones with  
our technology

Start of SDK  
development

Building 
technology 

development  
architecture

Business 
plan

Brand  
design

Product 
characterization

Preparation 
for two patents -  
collision control  

and system  
architect
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Next steps:

01

02

03

04

05

06

07

08Fundraising 
seed round is 

complete

Round A starts.

Patents 
registration

6 months from 
the end of seed 

round - 
V1 version 

is complete.

2 months of 
V1 testing - 

free app to DJI's Tello 
drone owners and  

initial sales of business kits.

8 months from 
seed round -  

final product (V1)

Round A 
complete

Go to market -  
a year from 

this point 1M users  
and at least  

1000 business kits  
have been sold. 
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Purpose of fundraising: seed round
1.  Recruitment - all the work power we need to final product.  
2.  Final product - complete V1. 
3.  V1 - beta testing. 
4.  Start patent registering - worldwide. 
5.  Ready to "go to market" - US and Israel. 

Amount of fundraising and company value:

Seed Round 
 
$750K 



THANK YOU 
FOR PLAYING

Aviel Komemi
FOUNDER & CEO 
 
Aviel@dgcore.co 
 
972-54-2622632


