








40

Pitch Room
Where Ideas Meet Investors
1. Overview
The Pitch Room, launched as a key initiative 
under WAVES Bazaar 2025, emerged as a 
dynamic platform designed to connect visionary 
and emerging content creators with key 
stakeholders from the media and entertainment 
ecosystem. Held at the Jio World Centre, 

Mumbai, on May 2 
and 3, 2025, the Pitch 
Room sought to bridge 
the gap between 
creative ideation 
and commercial 
opportunity, fostering 
c o - p r o d u c t i o n , 
funding, and 
collaboration.

In its inaugural edition, the initiative garnered 
over 100 submissions, culminating in a carefully 
curated showcase of 16 projects presented 
to a live audience of investors, producers, 
commissioning editors, and media executives.

2. Objectives
•	 Talent Discovery: Spotlight emerging and 

diverse voices from the creative industries.

•	 Investment Enablement: Offer creators 
direct access to potential funders and co-
production partners.

•	 Format Innovation: Champion storytelling in 
new-age formats including AI/VR, gaming, 
AVGC, podcasts, and interactive media.

•	 Cross-sector Collaboration: Encourage 
synergies between traditional and next-gen 
media platforms.
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3. Eligibility & Participation
The Pitch Room was open to creators from a 
wide spectrum of content domains, including 
but not limited to:

•	  Film & Television

•	  Animation, VFX, Gaming, Comics (AVGC)

•	  Music & Sound

•	  Radio & Podcasting

•	  Live Events & Influencer Content

•	  AI, VR, and Web Platform Services

Participants were required to submit project 
details, along with pitch materials (deck, trailer, 
or sample work), by April 20, 2025. A registration 
fee of ₹3,000 + taxes as a Business Delegate 
was applicable which was to be made through 
the Waves Bazaar online portal.

Selection was conducted on a first-reviewed, 
merit-based basis, with final confirmations 
issued by April 27, 2025.

4. Process and Operations
The presentations were spread over the course 
of two days – 2nd and 3rd May, 2025 at the 
Studio Theatre. Pitches were presented against 
an AV backdrop to an audience seated in a 
theatre arrangement. 

Each participant was given a slot of 15 minutes 
to make their pitch. This included 2 minutes 
of introduction and context setting by the 
programmer, 5-7 mins for the pitch and upto 10 
minutes for interaction with the investors, peers, 
or audience at large. 

5. Highlights
The Pitch Room featured a high-energy 
presentation forum where selected participants 
pitched their projects live before an audience of 
industry stakeholders.

Out of 100+ applications, 16 projects were 
selected, representing a rich mix of genres, 
technologies, and creative disciplines.
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Shortlisted Projects at a Glance
Presenter Project Title Segment

Rohit Kataria Jyo & Sparki CGI Animation Series

Tejaswi Murali Travancore Treasures Action-Adventure Puzzle Game

Pranav V Grephyt Digital Platform for Comics

Susi Ganeshan Ghuspaithiya Feature Film

Gaurav Kanabar Amavizion Pay-per-View Streaming Platform

Mukul Kumar Arzoo Arshan / Seduction by Truth Book-to-Screen Adaptation

Mrigank Verma — Post-Production Services

Ashutosh S. Jayakar Adventures of Vangad 3D Animation Film

Neeraj Vasudeva 16/32 Feature Film

Yusuf Shaikh Janta Cinema AI + Blockchain Digital Cinema 
Solution

Swayam Gandhi Door to Door Web Series

Diza Shah The Color of Growing Up Short Film

Miheer Jasani MEPROTECH VR/AI-based 3D Learning Platform

Kapil Nair 1% Infinity Feature Film

Pratik More YouTube Wali Behenji Web Series

Kanika Gautam Flicker: Light of a Lantern Animated Musical Feature
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