
Despite traditional platform predecessors,
PLAY GIG-IT is a through-and-through virtual 

simulation game that does for the music industry what 
Tony Hawk’s Pro Skater did for skateboarding... 

“ “
–XXL Magazine



 1999 YEAR

$38 billion REVENUE

2010 YEAR

$3.5 Billion REVENUE

YEAR  2014

REVENUE  $8.5 billion

YEAR  2013

REVENUE  $16.5 billion

The entertainment industry
Has been seemingly unable to come up with digital business models.

Social network games
are currently experiencing exponential growth that will continue throughout 2014.



PLAY GIG-IT is a 3D concert game created for Facebook 
bringing together social media, music, fashion and gaming.
Changing the way music lovers interact with the social site, PLAY GIG-IT gives Facebook members a new 

way to purchase and download music while providing a new revenue stream for affiliated artists.



PLAY GIG-IT is the largest artist supported music game in history with 
more than 65+ signed to the game; with that number growing daily.



65+
affiliated artists
such as Nas, Lil 
Wayne, 2 Chainz,
Kendrick Lamar,
and others.

More than

40+Users in more than          
countries around the world.

8 million
impressions across
social and web 
properties in the 
first month of 
launch.

The largest music 
and social game in 
history!!!!

more then



Craig Rundels is a gaming industry veteran, with over 19 years of 
experience. Over the years, Rundels has been responsible for art 
direction, team building, production management, and pipelines for 
more than 40 shipped projects based on both original and licensed IP 
in a variety of genres including; first person shooters, action adventure, 
fighting, sports, racing, casual, and mobile games. 

Gabrielle Peluso is a Record Label executive who started as an intern at 
Island Def Jam and worked her way up to General Manager. Before taking 
the role as president of 212 decibels, Peluso was responsible for guiding 
the careers of some of the biggest names in music, such as: Rihanna, 
Kanye West, JAY-Z, Mariah Carey and More. 

Gabrielle Pelusocraig rundels

john romerojohn acunto
Prior to creating 212 decibels, John Acunto was the CEO of Outernet, a 
fully automated retail facility where guests could purchase and download 
a range of media via a digital platform.  The Outernet was The First of its 
kind, replacing traditional retailer inventory with an automated digital 
distribution process. John’s career accomplishments include notable 
recognition as Inc. Magazine’s “Man to Watch” in 2001 and recipient of 
three Addy Awards.

John Romero is a game designer, programmer, artist and sequential 
artist whose work spans over 130 games, 107 of which have been 
published commercially, including the iconic works Wolfenstein 3D, 
Doom and Quake. His contributions and philanthropy within the 
commercial game industry have led to a myriad of inspired games and 
the founding of 10 companies.



matthew fetter
“broadway”
 chris romero

Chris “Broadway” Romero started his career as creative director for a 
gaming company back in the 90s and made his transition into the Hip-Hop 
industry through the launch of thesource.com and thisis50.com. With his 
directorial debut of Big Pun’s “How We Roll,” Broadway was able to bring 
his love of animation and hip-hop together under one platform and he 
continues to bridge that gap as the VP, of production for 212 decibels. 

Matthew Fetter has been creating content with the constant introduction 
of new technologies and the daily evolution of the business. Coming 
from a background of designing and directing print ads on a national 
campaign scale combined with a passion for interactive and emerging 
technologies, makes for a very capable chief creative officer within the 
social gaming industry. 



Front Page Advertisements
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Single Purchases In-Game
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Artist Clothing Purchases



Artist Clothing Purchases



Tour Ticket Purchases



Video Advertisement Screens



Visit our website: www.playgigit.com
￼￼￼￼￼￼￼

PLAY GIG-IT: www.facebook.com/appcenter/playgigit

Contact us by email: info@playgigit.com

Follow us on Twitter: @playgigit

Like us on Facebook: facebook.com/playgigit

Visit our youtube: www.youtube.com/gigitgame


