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IMPORTANT: You must read the following disclaimer before continuing. This electronic transmission applies to the attached Presentation (the “Presentation”) which has been solely prepared for information only about Talenthouse AG, Baar, 
Switzerland (the “Company”). No action has been or will be taken by the Company which would permit a public offering of any shares or distribution of this Presentation. You are therefore advised to read this carefully before reading, accessing 
or making any other use of the Presentation. In accessing the Presentation, you agree to be bound by the following terms and conditions, including any modifications to them from time to time, any time you receive any information, as the case 
may be, as a result of such access. You acknowledge that this electronic transmission and the delivery of the Presentation is confidential and intended only for you and you agree you will not forward, reproduce, copy, download or publish this 
electronic transmission or the Presentation (electronically or otherwise) to any other person.

This presentation serves informational purposes and constitutes neither an offer to sell nor a solicitation or an advertisement to buy any shares of New Value AG in any jurisdiction. This presentation does not constitute a prospectus within the 
meaning of Article 35 et seqq. of the Swiss Federal Act on Financial Services. In connection with the listing of shares of the Company on SIX Swiss Exchange (the “Listing”) the Company will publish a prospectus within the meaning of Article 35 
et seqq. of the Swiss Federal Act on Financial Services which will be solely relevant for the Listing (the “Prospectus”). The Prospectus will be available electronically and free of charge after publication. The Prospectus will not be published for 
the purposes of a share offering.

THE SHARES OF THE COMPANY HAVE NOT BEEN AND WILL NOT BE REGISTERED UNDER THE US SECURITIES ACT OF 1933, AS AMENDED OR WITH ANY SECURITIES REGULATORY AUTHORITY OF ANY STATE OR OTHER JURISDICTION OF THE 
UNITED STATES OR IN ANY OTHER JURISDICTION EXCEPT SWITZERLAND. 

The distribution of the Presentation may be restricted by law in certain jurisdictions. Persons in possession of the Presentation are required to inform themselves of and observe such restrictions. The Company or any of its respective affiliates, 
directors, officers, employees, advisers or agents do not accept any liability or responsibility whatsoever for any violation by any person of any such restrictions. Except as otherwise indicated, the Presentation speaks as of the date hereof, and 
any information contained in a document incorporated by reference herein is current only as of the date of such document. The delivery of the Presentation shall, under no circumstances, imply that there has been no change in the affairs of the 
Company or its subsidiaries or that the information herein is correct as of any date subsequent to the earlier of the date of the Presentation and any specified date with respect to such information. The business, financial condition, operating 
results and prospects of the Company may have changed since such dates of preparation. Each potential future investor in shares of the Company should consider the merits and high risks involved in making such an investment decision. Future 
investors in shares of the Company are not to construe the contents of the Presentation as legal, business or tax advice, and they should inform themselves inter alia as to (i) the risk factors described in detail in the section “RISK FACTORS” of 
the Prospectus, (ii) the possible tax consequences, (iii) the legal requirements and (iv) any foreign exchange restrictions or exchange control requirements that they might encounter under the laws of the countries of their citizenship, residence 
or domicile and that might be relevant to the purchase, holding or disposal of shares of the Company. The Company is not making any representation to any investor regarding the legality of an investment by such investor under appropriate legal 
investment or similar laws. In making a decision on future investments in the shares of the Company, future investors must rely on their own evaluation of the Company and its shares, including the merits and high risks involved. Nothing contained 
herein is, or shall be relied on as, a promise or representation as to the future performance of the Company. No person has been authorised to give any other information, or to make any representations in connection with the Listing, and, if given 
or made, such other information or representations must not be relied upon as having been authorised by the Company. Unless expressly incorporated by reference herein, information on the Company’s website, any website directly or indirectly 
linked to the Company’s website or any website mentioned in (or in any of the documents incorporated by reference into) the Presentation does not constitute in any way part of, and is not incorporated by reference into, the Presentation, and 
investors should not rely on any such information in making any decision with respect to the shares of the Company. 

This presentation and the information contained therein are not being issued in the United States of America, Australia, Canada, Japan, or the European Economic Area and must not be distributed within or to such countries or via publications 
with a general circulation in such countries. 

In the United Kingdom, this presentation is only directed (i) to investment professionals falling within Article 19(5) of the Financial Services and Markets Act 2000 (Financial Promotion) Order 2005 (the “Order”), or (ii) high net worth entities, and 
other persons to whom it may lawfully be communicated, falling within Article 49(2)(a) to (d) of the Order.

This presentation contains forward-looking statements such as projections, forecasts, and estimates. Such forward-looking statements are subject to certain risks and uncertainties which may cause actual results, performance, or events to 
differ materially from those anticipated in this presentation. The forward-looking statements contained in this presentation are based on the views and assumptions of New Value AG as of this date and New Value AG does not assume any ob-
ligation to update or revise this presentation.

The Presentation has been made available to you in an electronic form. You are reminded that documents transmitted via this medium may be altered or changed during the process of electronic transmission and consequently none of the Com-
pany or any of its respective affiliates, directors, officers, employees, advisers or agents accepts any liability or responsibility whatsoever in respect of any difference between the Presentation distributed to you in electronic format and any hard 
copy version. By accessing the Presentation, you consent to receiving it in electronic form.

You are reminded that the Presentation has been made available to you solely on the basis that you are a person into whose possession the Presentation may be lawfully delivered in accordance with the laws of the jurisdiction in which you are 
located and you may not nor are you authorised to deliver the Presentation, electronically or otherwise, to any other person or reproduce it in any manner whatsoever.

You are responsible for protecting against viruses and other destructive items. Your receipt of the Presentation via electronic transmission is at your own risk and it is your responsibility to take precautions to ensure that it is free from viruses 
and other items of a destructive nature.
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a technology platform company
Who we are

next generation high-end digital media 
content creation

What we do

inspire our global community of 14.7 million 
members & 2 million fans

How we do it

license content to leading brands for 
advertising & distributors for entertainment 

How we make money
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Our media content business • 
some selected examples

We love stories and we have a lot of 
them, adding c.70 new ones each year

Books:  200 million copies of our books have been sold 
with stories from our creatives and translated into 40 
languages and sold in 170 countries

Digital Games:  4 digital games with 2 million unique 
monthly users (200,000 daily active users)

Fansite:  900,000 unique monthly users & 300,000 
registered members 

Our long history with video is handy 
as the new generation of motion 
graphics dives the metaverse

320 TV shows, including an award winning animated 
show which is also on 12 VOD platforms in China

Experts with stop-motion animation, graphic animation 
and traditional video 

  

The prodigious output of our 
community delivers some of the most 
beautiful, intimate, spontaneous and 
natural images in the world

Library of 36.8 million professional stock images 
across 149.5 million photos uploaded

Member uploads: 1.25 million images a month from 
25,000 daily active users (DAU)

  

Our community excels at everything 
graphics, and our move into 3D 
graphics is particularly exciting

Library of 10 million graphic and mixed media images

Social media:  2 million followers on Facebook (and 2 
million likes)

Stories Video Graphics Photography
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Company highlights
Talenthouse is at the centre of the creator economy 
and intends to amplify that role

Robust assets with 
significant opportunities 
to enhance monetization

Growth driven by network 
effects within the 
operating model

Large global community 
of creatives and fans

Resilient demand drivers 
and strong market 
tailwinds 

Proven, focused team 
and strategy

Significant founder 
ownership
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Dramatic organic  
and m&a growth       
Material growth in community depth 
and breadth

R
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u

e

$6m

3.5m

250

100+

43m

6

Talenthouse Revenue  
2020 ($11.7m/$9.9m EUR combined group pre-merger)

creatives and 14.7 
million members

blue chip clients

FTEs

pieces of distinct 
digital content 

offices across Europe 
and US
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Roman Scharf*
Chairman of the Board

Founder of Talenthouse, GP at 
3VC, former Founder of Jajah 

and Ecotech

Clare McKeeve*
Director & CEO

Former Founder of Luxcite, 
Partner at Eaton Gate, COO of 

Macquarie EMEA

Scott Lanphere*
Director & Chief of Corp. 

Development

Former Exec. Chair & Founder 
of OmnioOne, Former Partner at 

Advent International

Senior leadership     
Strong board sponsorship and highly motivated and experienced management

Michael Callas
Head of Vertical Banking

LenddoEFL in Singapore, FELS 
Group in Germany, Latinx, 
Vodafone and EY Digital 

Ventures

Sara Brodin
CTO

CTO of VAI and Lead Dev. / CTO 
of 6/AM Group

Olivia Mellett*
CFO

Former FD at Mission, Exec. 
Dir. of Operations at 4Kids Ent., 
and Finance Controller at Live 

Nation Music

Dylan Wise
Head of Production

Former head of Production 
at Talenthouse and former 

producer at Zooppa

Lisa-Marie Paul
Head of Partnerships

Former Partnership Manager 
at Getty and Digital Brand 

Ambassador at Sony

Mark Paul
Head of Sales

.Senior Scout at Everton 
Football Club, former Senior 

Sales Acct. Mng. at Getty 
images

Mike Gamble
Head of MediaFoundry

Director at RH45 Game 
Consulting, former Director of 
Business Development of Epic 
Online Services and Head of 
Epic Games Licensing EMEA

*Executive leadership and/or board members

[ TBC ]
Head of Metaverse

We are in the process of 
uploading now...
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Composition of our team    
Dedicated team to support and drive growth

Admin & 
Finance 

17%

Community 
6%

Production 
18%

Management 
8%

Business 
Development 

26%

Product 
Development 

26%



20x growth in our global community,  
up from 700,000 in 2019 to 14.7 million today
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24%
27%

39%

9%

1%

53%  male

47% female

63% gen-z / millennial

47% freelance

Global, diverse, and multi-disciplinary skills:  video, photography, illustration, augmented reality, 3D art, music, books
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Content for Marketing / Advertising Content for Entertainment

Enterprise clients    
Clients we have worked with

Leading Clients

Broader Client Roster
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Enterprise clients have diverse content needs

•	 74% of in-house creative teams were created in the last 5 years

•	 New content for advertising and for entertainment purposes

•	 Multiple channels with greater pressure on language, cultural and geographic relevance

•	 Stock content to support local campaigns/communication

Consumers demanding more relevant and content-rich engagement with brands

Enterprises need more efficient ways to engage with Creatives

•	 Payments for completed work are a significant pain-point given KYC/AML issues

•	 Hard to find people with the right contribution and monitoring is difficult

Talenthouse is at the 
centre of the creator 
economy
Plan is to solidify this nexus by empowering the 
creative community

Creatives

A
d

vertising 

C
ontent

E
nte

rt
ain

m
ent 

C
onte

nt
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Community-first operating model
Creating a digital and a physical engagement ecosystem that 
supports enterprises and creators alike

Vertical Banking
Bank Accounts for work, fee and content 
settlement to serve as freelancer/SME 
accounts with debit card and bank 
functionality

Payment Services
Cross-border fee settlement and 
payment services for Enterprise clients 
to pay Creatives 

Jobs-boards & 
Projects
Exclusive access to Enterprise jobs 
and projects from our prestige client 
roster

SME Tools
Subscription facility to access common 
creator tools and 

Metaverse Galleries
New exciting ways for our community to 

gain visibility and reach audiences

Tokens & NFTs
Allowing the community to  

monetise their work even further 

Digital Games
Storey-based sub-metaverses for 

games, avatars, characters and guilds 
to empower and immerse fans of our 

community content

IP Vaults
Locking-down and protecting IP and 

ensuring exclusivity

14.7m members, of which

3.5m Creatives

+

2m Gamers

900,000 unique visitors and 

300,000 ‘fan’-site members

C
re

a
ti

ve
s,

 u
sers, members, fans, e

tc
...

*Some services provided either directly or indirectly via licensed partners
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Technology

Asset Database and Core Platform
Scala-based proprietary technology core, Heroku PaaS & AWS cloud storage

AI-driven computer image core 
5 patents, industry leading AI technology for image curation and content discovery

Curation1 2 Search

Talenthouse
CATALOGUE

Talenthouse AI
1.  Tagging & Captioning
2. Quality & Aesthetic 

Scoring 

PERSONALISED 
AESTHETICS 
SEARCH 
ENGINE ENTERPRISE 

CLIENTS
 COMMUNITY

TAGGING &  
CAPTIONING
•	 1 Patent

•	 Unique tagging process

•	 Face recognition

•	 Image theft checks

QUALITY & AESTHETIC  
SCORING
•	 3 Patents

•	 Automatic rejection of low-quality

•	 Trained to spot commercial 
viability

•	 85% accuracy

PERSONALISED AESTHETICS 
SEARCH ENGINE
•	 1 Patent

•	 Collection of complex work-flow that 
combine aesthetics, keywording and various 
heuristics (human behaviour algorithms)

•	 Providing highly tailored content for each 
brand based on formulated input
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Company highlights
Putting Talenthouse at the centre of the creator economy

Exciting  
value creation 
opportunity

•	 Extending organic revenue model across the same asset base – our community – through acquisitions as well as newly 
launched initiatives that include vertical banking, jobs-boards and e-commerce

•	 Enterprise relationships present significant room for growth given the significant expenditures for content and the embedding 
of our platform across their divisions

•	 Significant upside opportunity in Web3 & Metaverse; extraordinary growth potential given Talenthouse’s large community of 
creators and the significant amount of stock photography and graphics as well

•	 M&A presents significant opportunities to reduce redundant growth hires, extend geographic intensity and to consolidate key 
enterprise customer relationships.  

Attractive 
business Model

Accelerating 
tailwinds in 
an attractive 
industry

•	 Global community creating extensive and renewable source of leading digital content creators

•	 Attractive margins in the high-end of the content creation space and higher margins where we can drive our own IP brands 

•	 Large Enterprise customer relationships that have substantial up-sell growth and cross-sell opportunities

•	 Significant inventory of our own IP to distribute globally and significant new IP is being added every year

•	 Creator Economy is a $2.8 trillion market1 that is well disbursed globally with over 100 million people making their living in and 
around this industry (c. 3% of global GDP)

•	 Global Digital Economy is $15 trillion, 15% of the global GDP, rising to 18%+ in 2022

•	 Metaverse c. $500 million now, but expected to reach c. $8 trillion, 25% of the global digital economy, in the next 10 - 15 years

•	 Accelerating demand for motion graphics, AR/VR/XR, video and photography

Sources:  1Unesco/EY estimate from Dec. 2015 Cultural Times report, updated with latest figures,  2FrontierVIew (Dow Jones company), Sept. 2021

Executive summary
Putting Talenthouse at the centre of the creator economy
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Global  
Creator Economy

$2.8t (trillion) 
global revenue in 2020/2021, up from $2.2t in 

2013

100m+ (million)
with 50m identifying as creatives in the 

Creator Economy in 2020/2021, estimated 
to be a fraction of those that work in and 

support the Creator Economy

Sources include:  2015 EY/UNESCO report on the Cultural & Creative Economy, NewZoo 2021, Getty Images 2022, Statistica, Research 7 Markets 2021, Mordon Intelligence 2022, Shutterstock 2022, and PWC 2021

2.7b gamers, with Roblox alone reporting 47m daily active 
users, 1.1 billion AR users, 1.1 billion cinema tickets sold, & 487 
million music streamers in 2021.  Video streamers set to hit 
1.5b by 2024

Digital Advertising Content: 84% of people expect brands to 
create content, Videos are shared 1,200% more than text & links 
combined

Digital  
Advertising Market

Video, Animation & 
Motion Graphics

$491b 2021 
expected to grow 18% per year to 

$786b by 2026

$526b 2020 
expected to grow 18% per year to 

$846b by 2026

Europe, APAC and the North America all contribute on average 
$700 billion, with the North America being the smallest of the 
three regions (although higher intensity as a percentage of 
GDP) with Lat. Am. and Africa making up the rest

Creator economy is huge, global and growing  
Growth in visual media for advertising and entertainment is driving global adoption
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Metaverse is estimated to make it all that much bigger    
UN (Goldman Sachs 2021) estimates global digital economy is c. $15 trillion and the  
metaverse will likely reach $8 trillion, circa 25% of  
global digital economy the global   

Sources include:  10/12/2021 Goldman Sachs :  Framing the Future of Web 3.0, 
Metaverse Edition.  Earthweb.com (2022) There are predictions out there that Metaverse 
could reach the $800 billion mark by 2024, as it is already sitting at the $47 billion mark 
thanks to a surge of interest in 2020 when the pandemic peaked.  There are even some 
out there that believe that it is worth more right now – $500 billion, to be exact, according 
to Bloomberg, which makes $47 billion look like chump change.  Beyond the $800 billion 
prediction, some think that Metaverse could reach $1 trillion in annual revenue, according 
to a report by Grayscale.

Metaverse is estimated to 
make it all that much bigger    
UN (Goldman Sachs 2021) estimates global digital economy 
is c. $15 trillion and the metaverse will likely reach $8 trillion, 
circa 25% of global digital economy

$15t
$8t

Global  
Digital Economy

Metaverse

Mid-range Forecast  
for the Global Digital 

Economy



Artist:  Connor Vaughan

Appendix:
Marketing Content

Ci



Page 24

CaaS = 
Content as a Service    
We are the nexus platform to 
cut thorough the bureaucracy 
and enable CaaS at scale 
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Future
Entertainment CaaS Emphasis

books 4 4 4 Warriors, Beast Quest, etc. 

tv 4 0 4 Clangers, Scream Street, Beast Quest (pending)

video 4 4 4 Video Shorts for Clangers

movies 1 4 4 Several options open and in pre-production

youtube 3 4 4 Clangers, Warriors

gaming 4 2 4
Media Foundry (Beast Quest), 
Roblox platform (Warriors, Scream Street)

music, photo & graphics 3 4 4 150 million digital items in the library

3D graphics 4 4 4 Snap, Facebook

merchandise 4 1 4 Warriors, Beast Quest, etc.

social media 4 4 4 Ello, Warrior Cats

user generated content 4 4 4 Warriors, Ello, et. al.

advertising / sponsorship 4 4 Various platform initiatives

communities 4 4 4 Warrior Cats, Inhouse clients

Content as a Service • 
Media Channels  
Talenthouse operates across multiple 
channels, monetising content across 
entertainment and advertising/
marketing verticals
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Low CAC
Creatives need to enroll for service to be paid 

High engagement
It’s an operating system for creatives, their platform for money management

High LTV
A gateway into all services to run their financial and commercial lives

Empowerment tools improve productivity and stickiness of 
our community – and offer major new revenue drivers

Financial infrastructure  
for creatives
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‘Bankification’ - land and expand opportunities abound      
Starting with virtual account, followed by further product augmentation, with final goal of embedded finance across 
all platforms

Community empowerment via financial tools
Starting with virtual account, followed by further product augmentation, with final goal of embedded finance across all platforms

Virtual wallet style accounts 
to which we send remittances. 
Creative professionals can send 
the money out to their banks or 
spend it via virtual debit cards

Full-functioning, multi-currency 
bank account accessed via 
web- and mobile applications 
and with an ElloU debit card

Further augmented  freelancer bank 
account products, including multi-
currency accounts, international 
transfers, expense management, 

and other  useful functionalities

VIRTUAL ACCOUNTS

BANK ACCOUNTS

TIERED SUBSCRIPTIONS

Tier 1: PayMe

Tier 2: SideHustle

Tier 3: Pro
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