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EXECUTIVE SUMMARY

Immersive Gaming Lab SDN. BHD is an innovative company that specialises in
offering fully-equipped game rooms specialised for college students. With 3 different strategic
location around Negeri Sembilan which is based at UITM Campus Kuala Pilah, Malaysia and
other UITM campuses, our goal is to establish a lively, welcoming environment where students
may relax, socialise, and participate in leisure activities. Modern gaming consoles, fast PCs,
bard game, table tennis and arcades are all installed in each gaming area to provide an
unmatched gaming experience. Our services provide a practical and easily accessible
alternative for college students to enjoy gaming on campus, tailored precisely to their
individual needs and schedules.

The gaming industry is still growing and a large share of its market is made up of
college students. Students are looking for more convenient and varied types of amusement and
relaxation as a result of the growing pressures of the classroom. Based on our market research,
there is an increasing need for dedicated gaming areas on college campuses due to the need for
social connection, stress alleviation, and community development. By establishing Immersive
Gaming Lab SDN. BHD in this market segment, we hope to close a significant gap in

university amenities and take a significant portion of the student gaming market.

Immersive Gaming Lab SDN. BHD offer a variety of game titles, ensuring something
for every gaming preference. Students can easily access our services and make payments using
their student ID cards, integrated with campus payment systems for seamless transactions. This
ease of access and payment integration is designed to enhance user convenience and

satisfaction.

Immersive Gaming Lab SDN. BHD plans to initially launch in select major universities
with large student populations and strong interest in gaming. We will leverage digital
marketing, campus partnerships, and student ambassadors to promote our services. Post-
launch, we aim to expand to additional campuses in Malaysia, with the long-term goal of

establishing a presence in every major college town. Our vision is to be the premier destination



