Blockchain Mass Adoption
Through Gaming

By Aria Rajasa, CMO of PlayGame
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Blockchain is confusing...

How it works:
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The requested
transaction is A verified transaction
broadcast to P2P I:I:l:- Validation ‘ can involve
network consistin
Someone requests of computers, 9 The network of nodes cry;:tocttjrrency, a4
a transaction. known as nodes. validates the transaction contracts, recoras,

and the user's status or other information.

using known algorithms.

4’ Once verified, the
transaction is
\/ combined with
. o o0 other transactions

The new block is then added to the LOI cr:atfedo nefw
The transaction existing blockchain, in a way that is h°°| c‘; ata for
is complete. permanent and unalterable. the ledger.
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Cryptocurrency

Cryptocurrency is a medium of exchange, created

o and stored electronically in the blockchain, using
encryption techniques to control the creation of
monetary units and to verify the transfer of funds.
Bitcoin is the best known example.
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Has no intrinsic Has no physical Its supply is not

value in thatitis not  form and exists only  determined by a central

redeemable for in the network. bank and the network is
@ B|ockgeek5 another commodity, completely decentralized.

such as gold.



Not to mention all those jargons
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The game that started it all




Nowadays, In game currency
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PXG

ERC20 Token made exclusively for gaming

utility. Available in 5 exchanges.



Growing massively

2015-2019 GLOBAL GAMES MARKET

FORECAST PER SEGMENT TOWARD 2019

newzoo
TOTAL MARKET
. Smartphone . Tablet Handheld . TV/Console Casual Webgames . PC/MMO
+6.6%
CAGR 2015-2019 $118.6 Bn
$112.5Bn
$106.5Bn

$99.6Bn
$91.8Bn
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Source: ©Newzoo | Q2 2016 Update | Global Games Market Report Premium
newzoo.com/globalreportpremium/ n ewzo o



Growing globally

2016 GLOBAL GAMES MARKET

PER REGION WITH YEAR-ON-YEAR GROWTH RATES

newzoo

EUROPE,

MIDDLE-EAST & AFRICA
©2016 Newzoo

$23.5Bn CHINA TOTAL
+7.3% YoY $24.4Bn In 2016
%
58%
ASIA-PACIFIC

LATIN AMERICA

2016 TOTAL
ST $99.6Bn

+8.5%

YoY

of growth of the
@ $46.6Bn global games market

+10.7% YoY comes from the Asia-
Pacific region

+20.1% YoY

NORTH AMERICA

$25.4Bn E US TOTAL
+4.1% YoY — $23.SBI1

Source: ©Newzoo | Q2 2016 Update | Global Games Market Report Premium

newzoo.com/globalreportpremium/ n ewzoo



U.S. App Store Revenue Per Active iPhone - Top 5 Categories
$30
$27.00 M 2015 M 2016
$25
$20

$15

$10

- $3.40 $3.60

$2.30 o150 $2.00

Games Music Entertainment Social Networking Photo & Video

Figures based on U.S. iPhone app revenue estimates from Jan 1, 2016 through Dec. 31, 2016. Source: Sensor Tower Store Intelligence
Includes premium apps and in-app revenue (IAP). Gross amounts used.

Tower Data That Drives App Growth sensortower.com



ESPORTS REVENUE GROWTH

GLOBAL | FOR 2015, 2016, 2017, 2020 | Q1 2017 China & North America
TOTAL :
REVENUES will generate
NZOO
vzo +35.6%
@ TOTAL REVENUES CAGR $36 : ! M
(MEDIA RIGHTS, ADVERTISING, SPONSORSHIP, 2015-2020
MERCHANDISE & TICKETS, GAME PUBLISHER FEES)
‘ BRAND INVESTMENT REVENUES $1488 in 2017’ or 52% of glObal
(MEDIA RIGHTS, ADVERTISING, SPONSORSHIP) MILLION

esports revenues

TOTAL $1220
REVENUES MILLION
+41.3%
RET\?ELALIJ_ES YoY
+51.7%
’ $696
YOY MILLION

$493

MILLION

$350

MILLION

©2017 Newzoo
MILLION

2015 2016 2017 2020
@ c-na @ skorea @NAM @ REST OF WORLD

©Newzoo | 2017 Global Esports Market Report
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The catalyst of
game economy adoption



The catalyst of blockchain
adoption? GAMING!



Powering the gaming economy
engine with BLOCKCHAIN

The next logical step



https://playgame.com

Ongoing Competition

500 PXG 3,000 PXG

Math Game

Math Game

Activity

=t [N
Competition Engine

Built on top of Blockchain



Tokenomics
on PlayGame

2.5%
Validator
2.5% Pool Prize
Platform
90%

Competition
Winner

5%

Game Dev




Competition as a
recurring revenue model




A lot of games can benefit greatly
from blockchain



Inside Playgame

Blockchain
As Financial

Disburse
pool fees

disburse pool prizes S I d e C h a I n
to winners As Competition Data

Smart Contracts for automatically
select the highest score of
competitions



Gaming is the KEY to

blockchain mass-adoption




TRON Announces $100 Million
Blockchain Gaming Fund

12007 Total views 482 Totzl shares

We're not the only
one thinking about
that...

Decentralized internet protocol TRON announced its plans to launch a blockchain gaming fund
dubbed TRON Arcade in a press release shared with Cointelegraph Nov. 29.

TRON Arcade, which the company says is designed to “empower developers,” will see investment
totalling a giant $100 million over the next three years.

The move is another long-term commitment from TRON, which acquired file sharing giant

BitTorrent earlier this year.



| ALTCOINS | BLOCKCHAIN | Y | VIDED GAMES
Loom Network: Gaming Is
Key to Onboarding Millions
of Users to Ethereum

A hit video game, or several, may be the key
to large-scale blockchain adoption.

Ubisoft Further Pushes Blockchain
Adoption in Gaming Joining New
Blockchain Game Alliance

Gaming is éxpelliencing; sig;if>i_c;r.1tk changes ﬁ;)wadays. Ubisoft is
efforts to adopt the blockchain technology in gaming.

1,807 views Oct 25, 2018, 04:39am

Forget Finance,
Can Gaming Be
The Catalyst For
Blockchain

Adoption?

Blockchain is shaping the
future of video gaming —
here’s how

The video game market is no stranger to growth
and development, often acting as a pioneer of
cutting-edge tech. Now, blockchain technology is
set to disrupt the market in a whole new way

By Egor Gurjev, Co-Founder and CEOQ, Playkey |
Monday, February 19th, 2018



We are here to built
the future of gaming

www.playgame.com



