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DISCLAIMER OF LIABILITY  

 

PLEASE REVIEW CAREFULLY THE PRESENT SECTION ñDISCLAIMER OF 

LIABILITYò. IF YOU HAVE ANY DOUBTS AS TO WHAT ACTIONS YOU 

SHOULD TAKE, WE RECOMMEND THAT YOU CONSULT WITH YOUR LEGAL, 

FINANCIAL, TAX OR OTHER PROFESSIONAL ADVISOR(S). No part of this 

document (hereinafter referred to as the ñWhite Paperò) is to be reproduced, 

distributed or disseminated without including this section ñDisclaimer of Liabilityò. 

 

The sole purpose of this White Paper is to present information about Convergence, the Silica neXus Virtual 

Universe (SXVU,) and DROIDs, to potential token holders, in connection with the proposed Private DROID 

sale. The information is provided for INFORMATION PURPOSES only. It may not be exhaustive and doesnôt 

imply any elements of a contractual relationship or obligations. Despite that we make every effort to ensure the 

accuracy, up to date and relevance of any material in this White Paper, this document and materials contained 

herein are not professional advice and in no way constitutes the provision of professional advice of any kind. 

Further, Convergence reserves the right to modify or update this White Paper and information contained herein, 

at any moment and without notice. To the maximum extent permitted by any applicable laws, regulations and 

rules, Convergence doesnôt guarantee and doesnôt accept legal responsibility of any nature, for any direct or 

indirect, special, incidental, consequential or other losses of any kind, in tort, contract or otherwise (including 

but not limited to loss of revenue, income or profits, and loss of use or data), arising from or related to the 

accuracy, reliability, relevance or completeness of any material contained in this White Paper. Further, 

Convergence does not make or purport to make, and hereby disclaims, any representation, warranty or 

undertaking in any form whatsoever to any entity, person, or authority, including any representation, warranty or 

undertaking in relation to the truth, accuracy and completeness of any of the information set out in this White 

Paper. You should contact relevant independent professional advisors before relying or making any 

commitments or transactions based on the material published in this White Paper. 

 

This White Paper is not subject to any legal system and is not governed by any law. No regulatory authority has 

examined or approved of any of the information set out in this White Paper, and no such action has been or will 

be taken under the laws, regulatory requirements or rules of any jurisdiction. The publication, distribution or 

dissemination of this White Paper does not imply that the applicable laws, regulatory requirements or rules have 

been complied with. The information in this White Paper may not be exhaustive and does not imply any 

elements of a contractual relationship. The content of this White Paper is not binding for Convergence and its 

affiliates and Convergence reserves the right to change, modify, add, or remove portions of this White Paper for 

any reason at any time before, during and after the sale of Tokens by posting the amended White Paper on the 

website. 

 

You donôt have the right and shouldnôt buy DROIDs if you are if you are (i) a green card holder of the United 

States of America, or (ii) a citizen or a resident (tax or otherwise) of the United States of America, Puerto Rico, 

the Virgin Islands of United States, or any other possessions of the United States of America, or Singapore, or 

Peopleôs Republic of China, or South Korea, or person of that states or (iii) a citizen or resident (tax or 

otherwise) of any country or territory where transactions with digital tokens and/or digital currencies are 

prohibited or in any other manner restricted by applicable laws. a citizen or resident (tax or otherwise) of any 

country or territory where transactions with digital tokens and/or digital currencies are prohibited or in any other 

manner restricted by applicable laws. Purchased tokens cannot be offered or distributed as well as cannot be 

resold or otherwise alienated by their holders to mentioned persons. It is your sole responsibility to establish, by 

consulting (if necessary) your legal, tax, accounting or other professional advisors, what requirements and 

limitations, if any, apply to your particular jurisdiction, and ensure that you have observed and complied with all 

restrictions, at your own expense and without liability to Convergence. 
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The DROID is not a digital currency, security, commodity, or any other kind of financial instrument and has not 

been registered under the Securities Act of 1933, the securities laws of any state of the United States of America 

or the securities laws of any other country, including the securities laws of any jurisdiction in which a potential 

token holder is a resident. This White Paper is not a prospectus or a proposal, and its purpose is not to serve as 

securities offer or request for investments in the form of securities in any jurisdiction. However, despite the 

above, legislation of certain jurisdictions may, now or in future, recognize DROIDs as securities. Convergence 

does not accept any liability for such recognition and/or any legal and other consequences of such recognition 

for potential owners of DROIDs, nor provide any opinions or advice regarding the acquisition, sale or other 

operations with DROIDs, and the fact of the provision of this White Paper doesnôt form the basis or should not 

be relied upon in matters related to the conclusion of contracts or acceptance acquisition decisions. This White 

Paper doesnôt oblige anyone to enter into any contract, to take legal obligations with respect to the sale or 

purchase of DROIDs, and/or to accept any cryptocurrency or other form of payment. In the event of doubt, 

potential owners of DROIDs are advised to contact relevant independent professional advisors, on the above 

matters. 

 

Certain statements, estimates and financial information contained in this White Paper constitute forward-looking 

statements or information. Such forward-looking statements or information involve known and unknown risks 

and uncertainties which may cause actual events or results to differ materially from the estimates or the results 

implied or expressed in such forward-looking statements or information. Further, all examples of calculation of 

income and profits used in this White Paper were provided only for demonstration purposes or for 

demonstrating the industry's averages. For avoidance of doubt, nothing contained in this White Paper is or may 

be relied upon as a guarantee, promise, representation or undertaking as to the future performance of 

Convergence and/or DROID, and/or promise or guarantee of future profit resulting from purchase of DROID. 

 

DROIDs cannot be used for any purposes other than as provided in this White Paper, including but not limited 

to, any investment, speculative or other financial purposes. DROIDs confer no other rights in any form, 

including but not limited to any ownership, distribution (including, but not limited to, profit), redemption, 

liquidation, property (including all forms of intellectual property) in Convergence or any company affiliated 

with Convergence, or other financial or legal rights, other than those specifically set forth below. While the 

community's opinion and feedback can be considered, DROIDs do not give any right to participate in decision-

making or any direction of business related to the Convergence activities. 

 

The English language White Paper is the primary official source of information about the project. The 

information contained in English language White Paper may from time to time be translated into other 

languages. In the course of such translation some of the information contained in the English language White 

Paper may be lost, corrupted or misrepresented. The accuracy of such alternative communications cannot be 

guaranteed. In the event of any conflicts or inconsistencies between such translations and the official English 

language White Paper, the provisions of the English language original document shall prevail. 

 

By continuing reading this White Paper, you confirm that you have read, understood, accepted, and agreed with, 

all information and limitations set forth in the above section "Disclaimer of Liability". 
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Convergence is setting up a blockchain-based digital-goods marketplace through an internet portal 

and new redemption kiosks in Family Entertainment Centers (FECs). This will solve several key 

issues for both the FEC industry and the Consumer Game industry. 

Convergenceôs ñPlayer Acquisition Engineò (ñPAEò), is a Player-Acquisition-As-A-Service 

(PAAAS) solution for on-boarding millions of players to Convergenceôs entertainment partners. The 

revenue stream from the PAE will be used for growth and for further development of the project. 

Convergence offers Consumer Game Developers both high profile marketing and player acquisition 

in exchange for an allotment of digital collectibles from their games. 

Convergence offers FECs both high profile marketing and player acquisition in exchange for prime 

floor space at the FECsô redemption counters. Additionally, FECs receive unique digital product for 

their redemption centers on a consignment basis thereby cutting down on their inventory costs. Digital 

assets versus physical products are also much harder to steal or lose, which cuts down on shrinkage. 

Convergenceôs DROID (ERC20) tokens will be sold and redeemed at these redemption kiosks. 

DROID Tokens are the center of the Convergence Cross-Reality Ecosystem; fueling game 

development and marketing for all games in the Ecosystem. Players will be able to use DROIDs 

within the games, to buy game items and at all partnerôs FECs. 

These are the DROIDs youôre looking for. 

75% of entertainment revenue in both industries is either redemption items or downloadable content. 

Therefore, 3 out of 4 players want something for their efforts. This is the sweet spot Convergence 

leverages Crypto Collectables, merging both marketplaces. The Redemption Robot offers ñprizes that 

donôt suckò through sizzle reels that showcase our unique and eye-catching video game items at the 

conversion point where players redeem tickets for prizes. 

Crypto Collectibles have been around for decades as the standard ñvideo game rewardò or tradeable 

item, but they have never been on the Blockchain.  2019 is the year these items are untethered from 

their in-game prisons and freely traded. Your phone becomes your new ñTrade Binder.ò  

The Consumer Video Game Industry produces $110 Billion in annual revenue. ~75% of those sales 

come from game developers selling digital goods to their players, such as Magic: The Gathering 

Online (ñMTGOò) selling digital packs of collectable cards for their game to players online. Once in 

the players hands, most of those digital goods are tradable player to player. Here the value of the 

items become based on their supply, demand and utility of the items within the games. As an 

example, a pack of 15 MTGO cards are sold to the players for $3.99. However, the players may trade 

and sell the rare cards between each other for upwards of hundreds and thousands of dollars because 

of the rarity and current utility of the card within the game. The world record of the most expensive 

digital item ever sold was Planet Calypso from Entropia, which sold for $6M dollars.  

One of the most successful areas of Kickstarter is new video games pre-selling video game items for a 

game not yet produced. Star Citizen presold $200M worth of virtual goods to players over 6 years and 

is just now releasing the game. Putting these items on the blockchain removes the current major fraud 

and theft problem which exists when players try to sell these digital items for fiat currency. Items on 

the blockchain can be traded between players through atomic swaps on Convergenceôs digital 

marketplace.   
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Business Overview 
 

Convergenceôs strategy is to build brand awareness and obtain consumer confidence through the 

Redemption Robots and mass media marketing campaigns, combining both traditional and social 

media, by the public broadcasting their personal experiences of the future from our centers. 

Two key building blocks include: 

 Phase one: Redemption Robot will seed the 

towns around the FECs with active players 

who have and are seeking the crypto 

collectables.  

 Phase two: Silica neXus Augmented Reality 

App (S.A.R.A.) is like ñPokemon Go with a 

Purposeò. Once towns are seeded, S.A.R.A. 

will use in-game quests to drive foot traffic 

to partner locations and engage those users with that location. 

BUSINESS FUNDAMENTALS 

Convergence will raise a seed round of up to $10M to develop the Redemption Robot, early product, 

core IP, and general operations while initiating compound marketing traction and matching funds with 

Media partners.  

Operational Expertise: Convergence brings the proven experience in location-based entertainment 

facilities to build-out the next generation retail experience to showcase partners video game assets, 

connected by our mobile application to our virtual economy and engagement platform which is the 

foundation for connecting our fan community. 

Consumer Appetite: We satisfy the todayôs entertainment consumers desire to enjoy both a financial 

relationship in crowdfunding the projects they want to play and creating and contributing content to 

the franchises they make part of their lives. 

Marketing Powerhouse: Convergence media partner is TVA Media Group. TVA Media Group is a 

sizable competitive leverage for Convergenceôs marketing. Capitalizing across key building blocks, 

Convergence has partnered with TVA Media Group to drive traffic to our partner locations and the 

online Silica neXus virtual goods marketplace.  

 COMPOUND MATCHING SYSTEM WITH MEDIA AFFILIATE: TVA Media Group.  

For every $1M we put into media buys, TVA Media Group will match 100% to $2M.  

 On top of that matching, TVA Media Group will save the combined media buys 78%. This 

translates to $8M in media buys.  

 TVA Media Group partnership gives Convergence tangible ROI and traction.   
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Opportunity  
Key Convergence Advantages include: 

 Retail Showcase Platform 

 Core Fan Engagement 

 Media Partner Matching 

 Innovative and Disruptive Business Model 

 Expert Team to carry out initiatives, scale, scope and goals before game ships 

Value Proposition (Investors) 
The value proposition Convergence brings investors is a compilation of team, partners, and industry 

trends. 

Convergence will be aligned with a combination of key emerging Crypto Collectable technologies in 

a consumer facing retail platform, the Redemption Robot, combined with a long-term content 

strategy, Silica neXus project, that will leverage that tech to its ultimate entertainment experience. 

Silica neXus management team makes up 

a robust marketing division team and 

partnerships across alliance senior 

marketing support. The management team 

has led fiscal returns, media, consumer 

and major brand campaigns and launches 

for world class companies within and 

outside of the gaming space.  

Working from a layered campaign and 

escalated/exponential growth model, 

Silica neXus creates and leverages massive response rates across each campaign, engagement and 

market program: 

Success for Silica neXus means an upward spiral of managed crowd expectations: great marketing = 

positive buzz = successful crowdsourcing development of virtual goods = successful sales of virtual 

goods = more marketing dollars = (repeat for 4 years) = Millions of players/fans social networks 

pushing the game for the launch and continued future success.  

Value Proposition (Developers) 
Convergence gives developers access to the Silica neXus PAE for them to adopt new players quickly 

with little upfront cost, time, industry expertise, or marketing. As the Redemption Robot puts their 

video game assets directly in the hands of potential new users, we greatly accelerate pushing past the 

hardest part: player acquisition. Along with our XR technology tools, industry expertise, additional 

developers to help with projects, and professional QA Convergence will have the reach to propel their 

projects forward at light speed. 

Additionally, Convergence can help create new revenue streams, provide funding, and will market 

these projects and video game items along with the developer. Our platform is built with one thing in 

mind: all boats rise with the tide. We provide a longer runway for projects to reach their full potential.  
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Value Proposition (Bricks & Mortar Partners) 
Convergence gives Bricks & Mortar Partners foot traffic. Again, access to the Silica neXus PAE 

allows for them to adopt new players quickly without upfront costs, industry expertise, to constantly 

evolve new content, new revenue streams, marketing and funding. Our Redemption Robot offers 

multiple solutions to problems that have existed for decades: 

¶ Shrinkage: since the prizes we offer have no physical form they are much harder to steal. 

¶ Broken prizes: again, without items being something a customer can mishandle, it is 

impossible for an item to be damaged and replaced at the facilityôs cost. 

¶ ñStaleò/Mismatched prizes: every facility has found the odd item that just doesnôt move well 

or goes out of season. No more: Crypto Collectibles that donôt move will simply be phased 

out. Since payment between the facility and Convergence only happens once a customer 

purchases an item, facilities have nothing to lose! 

¶ Ever missed a quick fad that could have moved more items? Not a problem for the 

Redemption Robot: those items can be tokenized and inserted into your system at lightning 

speed. 

¶ Storage is always a premium at fun centers: why keep boxes stacked to the ceiling, let alone 

risk running out of a hot item? The Redemption Robot wonôt run out of product and digital 

items take up zero physical space in your stock room. 

Additionally, our Crypto Collectibles are sure to bring new customers into your center. Since we can 

market directly to the player, we can drive additional revenues by offering appealing product to 

customers you would normally never acquire! 

Value Proposition (Gamers) 
Convergence gives gamers access to exciting 

new experiences and ways to interact with their 

friends across multiple games while 

incorporating cutting-edge immersive 

technologies; first through the Redemption 

Robot, then through S.A.R.A., and finally 

through full Cross-Reality Entertainment. 

Convergence will be the first comprehensive 

cross screen/cross reality MMO covering the 

consumer game market, from Casual Web 

games, MMOs, PC/Mac, Smartphones, Tablets, 

Consoles, Arcades, LBEs to the ultimate in 

Theme Park Attractions, while allowing Augmented Reality, Virtual Reality and Standard Reality 

Interfaces into the gaming universe.  

Convergence is comprised of pioneers in the fields of Video Games (consumer, Arcade, and LBEs), 

Augmented Reality Virtual Reality, MMORPGs, Simulations, and much more. We are developing 

proprietary technology for multi-user cross-platform virtual worlds and augmented reality, computer 

vision tracking and mapping, and intuitive interaction interfaces.  

No other game is attempting anything remotely close to Silica: Nexusô scope, goals, or innovation 

across screens or cross reality interfaces. 
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 Scope: First Cross-Platform / Cross-Reality based Virtual Universe combining diverse 

experiences from all interfaces into one everlasting universe 

 Goals: Take over planet Earth through mankind willfully enslaving themselves in Silica 

neXus or at least build the largest game project ever conceived with a cult-like following 

through the combination of the social engagement tools from Managed Crowdsourcing and 

Crowdfunding efforts. 

 Innovation: First use of contextual based interfaces allowing different device dependent 

entertainment experiences from both personal devices and out-of-home attractions into one 

game universe.  

Tearing Down the Walled Gardens 
Breaking down the walled gardens of the network service providers fueled the explosive growth of the 

internet. Removing the barriers to playing together and leveraging blockchain to secure virtual goods 

transactions creates the perfect conditions to similarly ignite the game industry.  

However, the VR and AR industry seems to be making the same mistake by trying to lock in content 

to exclusive hardware contracts. Creating silos around VR hardware with content as the restrictor will 

slow growth for both that content and the VR market in general. By opening the ecosystem, allowing 

more people to interact with their friends over all devices is the fastest way to achieve the critical 

mass required to create the tipping point, that takes VR and AR mainstream as everyday devices.  

Just as óthe fewer clicks = the greater the user acquisitionô rule works in web design, removing the 

user acquisition ófrictionô will increase its Total Addressable Market (TAM), allowing the network 

effect of an excited user to attract more consumers who are able to join in on the fun.   

In the 90ôs, usersô expectations of VR were nonexistent. Consumers had nothing to compare VR with, 

which allowed startups to succeed from just the novelty of VR.  

The landscape is different now. VR consumers have their ñexperienceò expectations set by $100M+ 

development budget titles like Halo, World of Warcraft, League of Legends, Overwatch, Call of Duty, 

Grand Theft Auto, and Final Fantasy. 

The Secret Sauce 
So, what is the óSecret Sauceô for breaking down the barriers of 

the current entertainment ecosystem? It lies in the differences 

between the devices. Consumer entertainment is designed 

differently than out-of-home; the former is meant to be played for 

hundreds of hours and the latter is made for throughput, meaning 

minutes at a time.  

Consumer has hardware cost limitations to appeal to the masses, 

whereas, out-of-home is the opposite, the more expensive the hardware, the bigger the mass appeal. 

Across these platforms, you also have the differences in types of interfaces: Virtual Reality, 

Augmented Reality and standard screen interfaces all have different design parameters. The solution 

is in ñContextual Based Interfaces (CBI)ò for one virtual universe.  CBI is a broader concept than just 

the frontend interface, it includes how to pull off the backend infrastructure ð everything we have 

learned over the last 30 years and more we must invent. Many smart minds will be challenged here to 

develop this. And that is how we like it! 

CBI bridges together how we will Live, Work, Learn, and Play on the Experience-Net. 

Our passion is to empower 

game creators to build their 

dreams in a connected 

vibrant ecosystem of player 

creators. 
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Products and Services 
Convergence HAS THREE PRIMARY EFFICACIOUS PRODUCTS  

The Primary Products offer controlled competitive advantage in the global games market space. 

This alone will inhibit categorical growth of competition in the sector and reward the advanced 

cornering of the market by Convergence. 

They include:  

 1) The Redemption Robot retail platform for showcasing key partner products and 

introducing consumers to Silica neXus project. 

 2) A platform for Virtual Universe Online games that can be accessed through any game 

device (smartphone, PC, console, etc.)  

 3) A flagship game called Silica neXus that shows off the capabilities of the platform, while 

generating tremendous revenue. 

Platform: The Silica neXus platform aims, beyond being one universe of multiple interfaces, to be 

built as a nimble machine, which is designed to allow players to cross through/to multiple worlds and 

battle arenas through wormholes. This is compelling to the players, adding speed of game-play, 

fluidity with other players, playing simultaneously, and driving new ways to spend and increase 

integrated purchases to escalate game advantages.  

Silica neXus Storyline Synopsis 
The veil has been broken! In a freak Large Hadron Collider (LHC) accident, humanity inadvertently 

revealed itself to the galaxy. The tiny wormhole we created sent shockwaves across the planet and 

garnered much attention... some of it unwanted. 

The world's governments have created a secret project to recruit millions of talented warriors to play 

video games; calling on them to defend the Earth against wormholes appearing throughout our world. 

These rifts alter the Earth's electromagnetic core. If left unchecked, it is only a matter of time before 

we suffer the same fate as Mars. 

The games help us hide this secret program in plain sight. Few will understand that while they are 

destroying aggressive aliens, and sealing rifts, they are saving our planet from impending destruction. 

Why else would $2B be pumped into VR hardware & $750M into AR hardware if not to protect 

humanity? 

Get the app, find the aggressors, seal the rifts, and SAVE YOUR WORLD!  
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Market Summary Comparison 

TECHNOLOGY AND INNOVATION STRENGTHS: 

 

This technology Convergence is developing will give the players the widest variety of gaming 

experiences allowing them to grow their accountôs experience across all devices and future 

technology.   

Currently, most MMO-type games can only be played on a handful of devices with less than a 

seamless transition between the devices. Several games cannot be played on a smartphone or tablet 

device, as the apps have not been developed for that technology, or if the app exists, the experience is 

markedly different from a traditional PC or game console. Further, play is typically an individual 

interacting virtually via the game to other players. Rarely do games exist in a traditional ñarcadeò 

setting where several friends can gather to experience game-play ñin-personò. Many of these games 

feature a rudimentary exchange market for virtual currency and goods acquired during gameplay, 

however, not as a reward for contributing development talent and time. Convergenceôs virtual gaming 

ecosystem will provide all these features to players and developers of its Silica neXus game. 

Technology 
Convergence is developing several proprietary technologies, methods, and algorithms necessary for 

massively multi-user distributed client-server architecture capable of managing cross-platform device 

connectivity, shared content access, and dynamic object states, as well as other areas related to digital 

currency, AI-driven procedural content creation, and conversion algorithms for displaying single 

content instances on multiple devices with different display configurations. Other technology in 

development is related to computer vision for augmented reality and intuitive user interface design for 

virtual reality environments. 

Convergence will aggressively protect its intellectual property through patent, trademark, and 

copyrights filings. 
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Making Cross-Platform / Cross-Reality Virtual Universe possible: 

1) A system for contextual user interfaces based on device type that connects to a single game or 

virtual world. I.e. a user accessing the game on a mobile device vs one connecting from a console or 

location-based entertainment system would have different user interfaces which provide for a variety 

of experiences. Exploiting features per device / avoiding the devices limitations. 

2) Server-side technology that manages a virtual world and connects seamlessly with client-side apps 

on different device types, each with different technical requirements and 3D rendering capabilities. 

Rendering an object in 3D in one engine like Unreal is different than on a mobile device using Unity. 

3) Digital currency like Bitcoin, Ethereum ERC20 Tokens and smart contracts for managing a 

dynamic currency market. How our crowd-sourced developers and end-user players will be earning 

virtual currency that they can spend via pre-paid Branded MasterCard through partner retail outlets 

and gift cards. 

Platform Ecosystem 
We offer a ñwhole productò solution to fully address 

the MMO playerôs need for innovation and their 

desire to experience the world from different points 

of view. We also allow other 3rd party companies to 

make Arcade, LBE and Theme Park interfaces to the 

experiences for our players for a percentage of their 

revenue stream. 

Convergence will provide the ecosystem structure, 

not unlike a state providing roads or other infrastructure. The players and developers will help build 

out the actual gaming experience within some non-restrictive basic parameters established by 

Convergence. Convergence is developing the core virtual goods blockchain infrastructure based on 

Ethereum Tokens. Ethereum allows for the creation of smart contracts that run business logic 

autonomously in the blockchain. These smart contracts can be used for fast, secure and reliable 

processing of all transactions in the universe. If third party developers create their own economy 

within their local experience, it will have a conversion to the universal DROID ERC20 Tokens to 

exchange throughout the system and before exchange to any future secondary markets. All 

transactions are publicly verifiable, viewable, and resistant to counterfeit. A vibrant secondary market 

will help attract new gamers and retain existing players, thereby improving the value of the player and 

developer pool to advertisers and sponsors. 
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Operating Structure 
Convergence is comprised of two operating structures: 

1.  A finance/sales/economics component  

2.  A game design and control component  

 

REVENUE/PLAYER ACQUISITION  
The Redemption Robot allows Convergence to build a large user base connected to our online 

marketplace of video game assets on the blockchain. S.A.R.A. will then mobilize those users into our 

acquisition army while they simply play the game. Developers will give us their video game assets in 

exchange for access to Convergenceôs player pool. Convergence will sell those assets to players 

through prize tickets or collection of fees for foot traffic driven to locations through S.A.R.A.    

GAME DESIGN 
The game design and control area of Convergence is structured around development and support of its 

game universe Silica neXus. Convergenceôs core team will build the structure of the game universeôs 

foundational structure, its story, lore, key game mechanics, goals, and experience.  

EXTENDED DEVELOPMENT 
Convergenceôs personnel then manage the extended development team, which will be drawn from 

game design schools, enthusiasts, would-be game developers, designers and sound engineers to 

continuously expand the universe as they work in small groups on the massive database of models, 

textures, sounds, music, cities, and environments.  

COMPLIANCE 
Convergenceôs group managers assign tasks and verify that contributions by extended team members 

comply with the story, lore and quality guidelines of the game universe. Convergence then purchases 

those assets with in-game currency.  

LAUNCH PROCESS 
Once the games launch, the third-party development team members are free to use the DROIDs they 

acquired for in-game items or trade it to other players via Convergenceôs marketplace.  

 

Capital Deployment  

 
BUDGETING/ADVERTISING/SPONSOR SALES 
The finance/sales/economics area is divided into three areas: capital deployment and budgeting, 

advertising and sponsor sales function, and virtual market economics. The capital deployment 

functions are related to allocating outside and virtual capital to enhance the development of the game 

and the virtual environment. This group provides the oversight and internal funding to the developers 

in the game design and control departments, as well as the accounting and financial controls of 

Convergence.  
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The advertising and sponsor sales department is tasked with attracting high-quality advertisers and 

sponsors of the game who provide ongoing revenue to Convergence in order to bring the company to 

self-sustaining cash flow, allowing future development without additional capital infusions. The 

virtual market economics team will oversee creating and seeding the virtual currency/market 

exchange with the in-game currency and building the controls and framework necessary to allow the 

market to grow naturally. Effectively, they will oversee maintaining proper controls for the market 

and regulations to ensure a vibrant ecosystem. 

Marketing and Sales Strategy 
 

Convergence has partnered with 27-year marketing industry veteran firm, TVA Media group, to 

leverage Convergenceôs media spend 8 to 1. Convergence is complementing that partnership with 

Crowdfunding specialist MyCrowdRocks to ensure alignment with current social media marketing 

trends. Convergence does this to properly craft an upward cyclical spiral between marketing-making-

selling of virtual goods for this virtual universe.  The foundation of the partnership with TVA Media 

Group is they matches Convergence marketing dollars spent with TVAôs network 1 for 1 and then 

provides a 78% discount for those media buys. The net effect is Convergence realizing an 8-fold gain 

in its marketing dollars through TVA Media Group. Those marketing dollars are focused on enticing 

Indie Game Developers to create virtual goods to be sold in Silica: Nexusô online store. Profits from 

those sales are divided up every quarter with 50% going back into marketing. Convergence expects to 

get at least 2x return from the marketing campaigns. This process should produce exponential growth 

until marketing saturation occurs leveling off around the launch of the core game in 2019.   
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Convergence will target all sections of the consumer game market, from Casual Web games, MMOs, 

PC/Mac, Smartphones, Tablets, Consoles, Arcades, LBEs to the ultimate in Theme Park Attractions, 

because Silica neXus will be the first truly cross screen/cross reality gaming experience and will 

appeal to all these players.  

Convergence will start targeting the indie game development community offering compensation and 

incentives for helping build the most comprehensive gaming experience ever devised. While 

Convergenceôs internal development team creates the core structure, mechanics, story lines, we will 

call upon the crowd to grab their claim to fame by creating components that meet our standards and 

guidelines for in-game credit or special items that they can either use when the game launches or sell 

for a premium. By allowing the crowd to help build the game we are instilling a sense of ownership 

into our core audience and seeding thousands of voices to spread the word via their social media 

contacts once the game launches. Their friends will be able to walk through the game and look up 

who created each object in the game, this way crowd developers can say go look at the cool gizmo I 

created here <Link to their object once placed>. 

In todayôs internet world true word of mouth does not come cheap. Convergence is soliciting bids 

from top tier marketing and PR firms to compete with games like the WOW $200M annual marketing 

budget. We will use the leading firm from the competing firms to craft the message and the 

campaigns.  

Target Market 
Our customers will be drawn from the 2.7B players around the globe. We will not appeal to all; 

however, with our unique approach we should appeal to most. We are not dependent on any one 

sector of this community being drawn to play our game. 

Our suppliers are from the indie game community such as the 3.3M registered Unity3d Developers. 

There are over 7 million indie game developers looking to make a name for themselves. It is 

important to understand that Convergence does not need to have the crowd create game objects for us, 

we want them to. This is for the marketing impact of 100,000 extra social networks talking about what 

they created when Silica neXus is ready to launch. 
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TAM, SAM and SOM 
TAM & SAM of 2.725B Global Gamers 

Statista shows TAM for at 2,725B Gamers 

by 2021, excluding the Out-of-Home 

market of Arcades, LBEs, and Theme Park 

Attractions. Being this property is on the 

internet SAM would be the same as TAM. 

SOM of 390M Global Gamers 

Convergence believes 390M Players are attainable by 2022 based on the uniqueness of our offering 

and the way PAAAS will be used to leverage both markets against each other to build a core base of 

loyal followers. 

Revenue Model 
 

Convergence Silica neXus game universe has multiple revenue sources: 

ǒ Player-Acquisition-As-A-Service (PAAAS) 

 Foot Traffic generation to venues via S.A.R.A. 

ǒ Selling game-related virtual goods via an in-game store 

 Advertising and marketing revenue from 3rd party brands and in-game sponsors 

 3rd Party royalties from Arcade, LBE Operators, Theme Parks, and other facilities that host a 

gaming connection 

 Branded merchandise (Figurines, tee shirts, comic books, movies, TV Shows, Webcasts, 

board games, collectible card games, etc.)  

Convergence is creating a ñPlayer Acquisition Engineò (ñPAEò).  

The PAE is a Player-Acquisition-As-A-Service (PAAAS) solution 

for on-boarding millions of players to Convergenceôs 

entertainment partners. The revenue stream from the PAE will be 

used for growth and for further development of the project. 

PAAAS works by converting video game assets on the blockchain 

for players. Revenue is derived in FECs from the player 

exchanging prize tickets for the assets and the FEC paying 

Convergence the cash value for those prize tickets. 

Additional revenues are generated by S.A.R.A. events which drive foot traffic to partner locations. 

Both the S.A.R.A. events and Redemption Robots in turn drive additional players to our online 

marketplace. Via the online marketplace users can purchase additional video game assets. 

The Silica neXus ecosystem will further drive physical branded merchandise sales from the 3rd party 

developersô content from the FEC redemption centers as well as our online marketplace. 
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Marketing Plan 
 

MARKETING DEVELOPMENT IS A FUNDAMENTAL BUILDING BLOCK TO 

SILICA:NEXUS GAINING VIABLE TR ACTION  

Convergence has partnered with 27-year marketing industry veteran firm, TVA Media group, to 

leverage Convergenceôs media spend 8 to 1. Convergence is complementing that partnership with 

Crowdfunding specialist MyCrowdRocks to ensure alignment with current social media marketing 

trends. Convergence does this to properly craft an upward cyclical spiral between marketing-making-

selling of virtual goods for this virtual universe.  The foundation of the partnership with TVA Media 

Group is they matches Convergence marketing dollars spent with TVAôs network 1 for 1 and then 

provides a 78% discount for those media buys. The net effect is Convergence realizing an 8-fold gain 

in its marketing dollars through TVA Media Group. Those marketing dollars are focused on enticing 

Game Developers to create virtual goods to be sold in the Redemption Robot and the Silica: Nexusô 

online store. Profits from those sales are divided up every quarter with 50% going back into 

marketing. Convergence expects to get at least 2x return from the marketing campaigns. This process 

should produce exponential growth until marketing saturation occurs leveling off around the launch of 

the core game in 2024.    
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Markets 
 

The global games market will grow to $132b prior to the release of Silica neXus in 2022. This does 

not include the arcade market, Location Based Entertainment (LBEs), or Theme Park Attractions, 

which would bring that figure up to over $170B. The $31B MMO sector of the market has been 

dominated over the past 15 years by World of Warcraft (WOW) even though its user base has shrunk 

from a high of 17M paid subscribers to 5.19M in 2018 only bringing in $1.7B in revenue to Blizzard. 

There is a tremendous opportunity in the $31B MMO role-playing game industry to leverage 

technological and market trends to spur industry growth and seize market share. 

MMO playersô key complaint in this sector is that there has not been any real innovation in the past 15 

years (since the introduction of WOW.)  Convergence addresses several critical gaming elements that 

improve the performance of the virtual ecosystem and allow for more open community to help 

develop the game and improve player involvement and dedication. 

WOWôs advantage is that it has the critical mass of players who have committed so many hours to 

building up their characters and friendships in the WOW world. Their downside is it is based on 15-

year-old technology that it must support and maintain going forward and it is restricted to PCôs and 

MACs. WOWôs players love the game; however, their complaints have been getting louder over the 

last few years. The fact that WOWôs user base is ready for something new and different is 

demonstrated in their decline from 17M users to 5.19M in 2018. Following the trends in the MMO 

community forums, the dissatisfaction is apparent with the alternatives the players are exploring. 
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WOW, along with the majority of the MMO sector, is a single screen game for use only on desktop 

PC/MAC. Most games are currently single screen based created to stay in its sector. A new trend in 

the social game sector that has proven successful for the companies implementing it is known as 

ñcross screen monetization.ò Games are released on a variety of platforms such as Smartphone, 

Tablets and PC/MAC. Currently these tend to be single player games, or serial multi-player games, 

meaning you can attack the other player while he is not online. Industry analyst have stated Cross-

Platform monetization has proven successful because the typical player uses many devices in his daily 

life today; so, allowing a player to access their favorite games from any device makes more and more 

sense.  

Convergence will bring Cross-Platform monetization to the next level by creating interfaces and 

technology to allow players to access the same gaming universe from any device in a live real-time 

interaction form. This will sell cross screen into all sections of the consumer game marketplace and 

add to that the Arcade, LBE, and Theme Park Attraction audiences. This is because in todayôs world 

one game player does use all/most of those screens during an average month. The appeal of this to 

players is now there is an in-game reason to migrate up the chain to the more powerful/more 

immersive stations when they have the time and or opportunity while still being able to maintain their 

characters and account from their mobile device when they are on the move. 

Competitive Position 
We will use managed crowdsourcing to aid in creating game objects to build the core group and give 

them ownership in the game. We will pay them with in-game currency, which will make our core 

audience financially impacted by the successful launch of the game.  

Once launched having the Arcade, LBE and Theme Park attractions as the ultimate way to experience 

their game, it will be a barrier to entry for competitors to out-do our project on their own. We will 

define a new approach to building game universes 

 




































