
I N F I N I T Y  S P E A K S
w e  l i s t e n …



WH Y?

A n d  h e a r  t h e  c a l l  t o  c r e a t e  m o r e

C on ne c t ion  an d  pl a yfu l ne s s



Our society and its people are more stressed 

and disconnected than ever

While it's difficult to pinpoint an exact percentage, studies 

suggest that a significant portion of people, potentially 60 to 

80%, breathe shallowly or incorrectly, meaning they take 

shorter, faster breaths CAUSING NEGATIVE HEALTH IMPACTS.



In  Europe  alone 

the estimated costs

for mental health treatments are  AROUND

€600 million / year

WHICH IS 4% of GDP

S o u r c e :  E u r o p e a n  P a r l i a m e n t  EPRS_BRI(2023)751416_EN



CAN PREVENT MOST MENTAL HEALTH PROBLEMS

BUT CAN PEOPLE who need it the  most

ACCESS THAT IN  THEIR  BUSY L IVES?

W e  b e l i e v e

C ON NE C T  •  P LA Y  •  E VOL VE



In  an overloaded lifestyle

Even meditation practices can be a chore,  but…

EVERYBODY loves to PLAY

BECAUSE  IT ’S  FUN ,  easy and not so ser ious

As of 2023 ,  3 . 26  b ill ion people play video games
S o u r c e :  t r u e l i s t . c o / b l o g / g a m i n g - s t a t i s t i c s



We have decided to create a story-rich world

Where the player can reconnect to wonder, beauty and awe



W e l c o m e  i n t o  T H E  M A G I C A L  W O R L D  O F  E N K A N

9  t r i b e s  •  9  M y s t e r i e s  •  9  s k i l l s

C u r i o u s  t o  k n o w  m o r e ?

I f  y o u  a r e ,  t h e  p l a y e r s  w i l l  b e  t o o



VR has proven to be one of the most powerful therapy tools

And can now access breathing biofeedback

without needing extra equipment

The player uses breath to interact in the  game

Calming down THE  heart rate and nervous system



VR is at the start of its growth

Tech is catch ing up for mass adoption
( Q u e s t  3  -  q u e s t  l i t e  -  v i s i o n  p r o  -  e t c . )

And the vr gaming industry is already booming

Virtual Reality B2C market 

revenue worldwide from 

2017 to 2027

If gaming remains at 22% 

B2C share ca. 12B by 2027

statistica.com/forecasts/1337169/vr-b2c-market 

revenue-worldwide



a passionate and committed team

Based on a  sol id foundat ion us ing holacracy

H o la c r ac y

Alistair
Business & 

Marketing

johanne
Voice & music

ming
Creative 

direction

julius
Development

anna
Community building

Johannes
Advisor

BartLOMIEJ
Development

Lee
Story

Telling



T h e  r o a d  w a l k e d

&  t h e  r o a d  a h e a d

2021 Q3

The project is born

2022 q1

Build a strong team

And core concept
2022 Q4

Develop prototype 

finishing mvp

2023 Q1 - Q3

Beta testing, events,

Community building

2024 q3

FLOWBORNE APP IS 

GIFTED TO THE TEAM

JUNE 2025 & BEYOND

1ST PAID APP RELEASE 

In THE market

FLOWBORNE 

WEBSITE

FLOWBORNE SPIRIT

WEBSITE

https://flowborne.com/
https://flowborne.com/
https://flowborne.com/
https://flowborne.com/


Now it’s time for the next step:

breath POWERED VR games For WELLBEING

According to our research, experience and direct feedback,

the market is sensitive and ready for it 



WAYS TO CONNECT

PARTNER |  Donor | AMBASSADOR |  INVESTOR |  USER 

WE  VALUE ALL CONTRIBUTIONS

To create our BREATH POWERED VR games

in a  story-driven ser ies & A SOCIAL ENTERPR ISE

Through RECIPROCITY,  WE  ALL THR IVE



I N F I N I T Y  S P E A K S
L e t ’ s  g e t  r e a d y  f o r  t h e  j o u r n e y

Co ntact –  Al i sta ir@inf in ityspeaks . io

T h a n k  y o u  f o r  l i s t e n i n g


	Slide 1
	Slide 2
	Slide 3
	Slide 4
	Slide 5
	Slide 6
	Slide 7
	Slide 8
	Slide 9
	Slide 10
	Slide 11
	Slide 12
	Slide 13
	Slide 14
	Slide 15

