The Tale of Onogoro Press Release

VR Action-Adventure Game, The Tale of Onogoro, to be released Spring
2022

January 26, 2022, Tokyo — Amata K.K. announced today that it will be releasing its new VR action-
adventure game The Tale of Onogoro in Spring 2022 and has launched a teaser website for the game.

New VR Action-Adventure Game The Tale of Onogoro

It has been two years since the release of the VR Escape-the-Room game Last Labyrinth, which
offered players an overwhelmingly immersive experience and the chance to communicate with
virtual characters. Director/Producer Hiromichi Takahashi and his development team are back with a
new VR action-adventure game, The Tale of Onogoro, scheduled for release in Spring 2022.

Today a teaser website and trailer for The Tale of Onogoro were launched.

More details about the game are planned to be released in the coming weeks.

Teaser Website: https://onogoro.info/en/

Save them.
They are in your hands.
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Teaser Trailer: https://youtu.be/f2 8zcmvAxk

Factsheet

Title: The Tale of Onogoro  (Japanese title: 4/ = 1 #)3E)
Genre: VR Action-Adventure Game

Release Date: Spring 2022 (TBA)

Developer/Publisher: AMATA K.K.

Official Website: https://onogoro.info/en/

Copyright: ©AMATA K.K.

About AMATA K.K.

Company Name: Amata K.K.

Representative: Yasutaka Masuda, Company President and Representative Director

Address: Sato Building 5F, Kita-Shinjuku 1-5-2, Shinjuku-ku, Tokyo, 169-0074, JAPAN

Established: June 25, 2008

Business: Game Business & others

Official Website: https://amata.co.jp/en/

About Amata K.K.: Founded in Tokyo in 2008, Amata K.K. has helped develop smartphone titles for a
wide variety of world-renowned Japanese game companies over the years. With many staff having
over 20 years of game industry experience, Amata has become a trusted one-stop shop for planning,
developing and operating games across a variety of platforms. While keeping the focus on game
development, Amata has also begun to expand into VR, video, media and other forms of
entertainment.
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