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DISCLAIMER OF LIABILITY

PLEASE REVI EW CAREFULLY THE PRESENT SECTI Ol
LI ABI LI TYo. Il F YOU HAVE ANY BOTUWOBNG SYOUA S TO
SHOULD TAKE, WE RECOMMEND THAT YOU CONSULT WITH YOUR LEGAL,

FINANCIAL, TAX OR OTHER PROFESSIONAL ADVISOR(S). No part of this
document (hereinaft e White Papasor)r eds t bo abe t hepr
distributed or disseminated without incu di ng t hi s section fADi scl

The sole purpose of thid/hite Papetis to present information about Convergence, the Silica neXus Virtual

Universe (SXVU,) and DROIDs, to potential token holders, in connection with the proposed Privat® DRO
sale. The information is provided for | NFORMATI ON PU|
imply any elements of a contractual relationship or obligations. Despite that we make every effort to ensure the
accuracy, up to date and relevanceany material in thisVhite Paperthis 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 updat@vhite Papeand information contained herein,

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

rul es, Convergence doesnodt guarantee and doegnot acc
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, relvance or completeness of any material contained in Whigte 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 authorityding any representation, warranty or

undertaking in relation to the truth, accuracy and completeness of any of the information set olVimtehis

Paper You should contact relevant independent professional advisors before relying or making any
commiments or transactions based on the material published iWtiite Paper

This White Papeis 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 invillige Paperand 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 thisVhite Papedoes not imply that the applicable laws, regulatory meaqoénts or rules have

been complied with. The information in thiwhite Papermay not be exhaustive and does not imply any
elements of a contractual relationship. The content ofitiige Papelis not binding for Convergence and its
affiliates and Cowvergence reserves the right to change, modify, add, or remove portions\WhitesPapefor

any reason at any time before, during and after the sale of Tokens by posting the awibiteldthpeion the
website.

You dondét have t buyDRGIDgHyou aeifdjousate ¢)walgrdem 6atrd 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 tfrited States of America, or Singapore, or

Peopl ebs Republic of Chi na, or South Korea, or pers
otherwise) of any country or territory where transactions with digital tokens and/or digital currarezies

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 bypalicable 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, accouptor other professional advisors, what requirements and
limitations, if any, apply to your particular jurisdiction, and ensure that you have observed and complied with al
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 amther country, including the securities laws of any jurisdiction in which a potential

token holder is a resident. THighite Papeis not a prospectus or a proposal, and its purpose is not to serve as
securities offer or request for investments in thiamf of securities in any jurisdiction. Howevelespitethe

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 cemses|wf 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 Wiilite Paped o e s ndét f orm t he basi s
be reliedupon in matters related to the conclusion of contracts or acceptance acquisition decisionhitEhis

Paperd oesndt oblige anyone to enter into any <contract,
purchase of DROIDs, and/or to accept amyptocurrency 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 Wihitis Papeconstitute forwardooking
statements or information. Such forwdeowking statements or information involve known and unknown risks

and uncertainties which may cause actual events or results to differ materially from the estimates wighe res
implied or expressed in such forwaabking statements or information. Further, all examples of calculation of
income and profits used in thigvhite Paperwere provided only for demonstration purposes or for
demonstrating the industry's averages. &/oidance of doubt, nothing contained in Whkite Papeiis 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 restdtimgurchase of DROID.

DROIDs cannot be used for any purposes other than as provided Whhées Paperincluding but not limited

to, any investment, speculative or other financial purposes. DROIDs confer no other rights in any form,
including but no 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 righasher than those specifically set forth below. While the
community's opinion and feedback candomsidered DROIDs do not give any right to participate in decision
making or any direction of business related to the Convergence activities.

The English dnguageWhite Paperis the primary official source of information about the project. The
information contained in English languad§®hite Papermay from time to time be translated into other
languages. In the course of such translation some of thenafimn contained in the English languadnite
Papermay 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 ah&rujfish
language White Paper the provisions of the English language original document shall prevail.

By continuing reading thigvhite Paperyou confirm that you have read, understood, accepted, and agreed with,
all information and limitations séorth in the above section "Disclaimer of Liability".
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CONVERGENCE OF 4 DIMENSIONS, LLC

Convergence is setting upldockchainbased digitaboods 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.

Convergence6s siitPiloany e E n gA cngeudi ( AcyAdtiomAs-A-Service a Pl ¢
(PAAAS) solution forodboar ding millions of players to Conve
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 exchapgenéor

fl oor space at t he FdHt®saly FE@sdeeaive tinique migital pradonct ferr s . A
their redemption centers on a consignment basis thereby cutting down on their inventory costs. Digital
assetwversus physical products are also muahder to steal or lose, which cuts down on shrinkage.

Convergenceds DROID (ERC20) tokens wil/ be sol
DROID Tokens are the center of the Convergence €Resdity Ecosystem; fueling game
development and marketingrfall games in the Ecosystem. Players will be able to use DROIDs
within the games, to buy game items and at all/l P

These arethBROIDs youo6re | ooking for.

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

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

|l everages Crypto Collectabl es, mer ging both mark
dondét sucko t hr oug teow uniuelaedyecatchingddea gametitens htdhevc a s
conversion point where players redeem tickets for prizes.

Crypto Collectibles have been around for decade
item, but they have never been on the Blockth&019 is the year these items are untethered from
therirgame prisons and freely traded. Your phone be

The Consumer Video Game Industry produces $110 Billion in annual reveri%.ofthose sales

come from game develeps selling digital goods to their players, such as Magic: The Gathering
Online (AMTGOO) selling digital packs of coll ecH
the players hands, most of those digital goods are tradable player to playethéigedue of the

items become based on their supply, demand and utility of the items within the gesnas.

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 othewgarards 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 gamssllprg 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 ganfeutting these itemsnothe blockchain removes the curremdjor fraud

and theft problemvhich exists when players try to sell these digital items for fiat curreibesns on

the blockchain can be traded between players through atomicsama@onver genceds di
marketplace.

SILICA

CONTACT: ANDREW J. PRELL, CEO
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Business Overview

Conver gerategyei® ® 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 persexaleriences of the future from our centers.

Two key building blocks include:

Phase one: Redemption Robot will seed tHEEE QI wxoevrrionrorer
towns around the FECs with active player -
who have and are seeking the crypt@s

collectables.
Phase two: Silica neXus Augmented Realit

i i l‘\‘?”itglis y/ e I > 0IDS
App (S.A.R.A) i s PokeméneGaviih a . Bz 7 Rt

Purposeo. Once SARMWN
will use inrgame quests to drive foot traffic
to partner locations and engage those users with that location

BUSINESS FUNDAMENTALS

Convergence will raise a seed round of up26\s to develop the Redemption Robot, early product,
corelP, and genml operations while initiating compound marketing traction and matching funds with
Media partners.

Operational Expertise: Convergence brings the proven experience in locdtamed entertainment
facilities to buildout the next generation retail expederto 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 to@agntertainment consumers desoeenjoy 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 GrolgA Media Growp is a
sizable competitive | ev e rCapgatizing acnoss key luldmg kdoeks,c e 6 s
Convergence has partnered with TVA Media Group to drive traffic to our partner locations and the
online Silica neXus virtual goods marketplace.

COMPQUND MATCHING SYSTEM WITH MEDIA AFFILIATE: TVA Media Group.
For every $1M we put into media buys/A 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.

Pageﬁ
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CONVERGENCE OF 4 DIMENSIONS, LLC

Opportunity

Key Convergence Advantages include:

Retail Showcase Platform

Core Fan Engagement

Media Partner Matching

Innovative and Disruptive Business Model

Expert Team taarry 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 keyerging Crypto Collectable technologies in
a consumer facing retail platform, the Redemption Robot, combined with atdiongcontent
strategy, Silica neXus project, that will leverage that tech to its ultimate entertainment experience.

Silica neXusnana@ement team makes u
a robust marketing division team an
partnerships across alliance seni
marketing support. The management tea

has led fiscal returns, media, consume y Ii | *
and major brand campaigns and Iauncr@ A p
for world class companies within an{ s

outsideof the gaming space.

Working from a layered campaign an
escalated/exponential growth  moder,
Silica neXuscreates and leverages massive response rates across each campaign, engagement and
market program:

Success fo6ilica neXuaneans an upward spiral nfanaged 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 thegame for the launch and continued future success.

Value Proposition (Developers)

Convergence givedevelopersaccess tthe Silica neXus PAE for them to adopt new players quickly
with little upfront costtime, industry expertise, or marketing. As the Redemption Robot puts their
video game assets directly in the hands of potential new usergeatty accelerate pushing pase
hardest part: player acquisition. Along with olR technology tools, industrexpertise additional
developers to helwith projects,andprofessional QAConvergence will have the reach to propel their
projects forward at light speed.

Additionally, Convergence can help creaew revenue streamprovide funding, andvill 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 potentia\l\
Q

(o)
@©
o
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CONVERGENCE 0F 4 DIMENSIONS, LLC

Value Proposition @ricks & Mortar Partners)

Convergence giveBricks & Mortar Partners foot traffic. Again, access to the Silica neXus PAE
allows for them to adopt new players quickly without upfront costs, industry expddisenstantly
evolve new content, new revenue streams, marketing and fgn@ior Redemption Robot offers
multiple solutions to problems that have existed for decades:

1 Shrinkage: since the prizes we offer have no physical form they are much harder to steal.
1 Broken prizes: again, without items being something a customer can dishanis

i mpossible for an item to be damaged and repl
T AStal ed/ Mi smatched prizes: every facility ha
or goes out of season. No mor e: @ beyppasenl Co |l | e

out. Since payment between the facility and Convergence only happens once a customer
purchases an item, facilities have nothing to lose!

1 Ever missed a quick fad that could have moved more items? Not a problem for the
Redemption Robot: those ites can be tokenized and inserted into your system at lightning
speed.

9 Storage is always a premium at fun centers: why keep boxes stacked to the ceiling, let alone
risk running out of a hot itetiThe Redemption Robaton 6t run out of prod
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
customes you would normally never acquire!

Value Proposition (Gamers)

Convergence gives gamers access to exci
new experiences and ways to interact with th
friends across multiple games  whil
incorporating cuttingedge immersive
technologies; firstthrough the Redemptio
Robot, then through S.A.R.A., and finall
through full CrossReality Entertainment.

Convergence will be the first comprehensi
cross screen/cross reality MMO covering t
consumer game market, from Casual W,
games, MMOs, PC/Mac, Sartphones, 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 Vidames (consumer, Arcade, and LBES),
Augmented Reality Virtual Reality, MMORPGSs, Simulations, and much more. We are developing
proprietary technology for multiser crosgplatform virtual worlds and augmented reality, computer
vision tracking and mappingnd intuitive interaction interfaces.

Q

No other game is attempting anything remotely clos€ iol i ¢ a scopl,eyaals,sob innovation =
a

across screens or cross reality interfaces.
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CONVERGENCE o

Scope: First CrosBlatform / Crosdkeality based Virtual Universeombining diverse
experiences from all interfaces into one everlasting universe

Goals: Take over planet Earth through mankind willfully enslaving themselv&ilioa
neXusor at least build the largest game project ever conceived with dikeufollowing
through the combination of the social engagement tools from Mar@geddsourcingand
Crowdfundingefforts.

Innovation: First use of contextual based interfaces allowing different device dependent
entertainment experiences from both personal devicesarof-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 blinkichsecure 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 silasind 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 critica
mass required to create the tipping point, that takes VR and AR mainstream as everyday devices.

Just as O0the fewer clicks = the greater the wuser
user acquisition Ofr i ecssabe MarketfTAM), allowmgthesmetveolk | t s T
effect of an excited user to attract more consumers who are able to join in on the fun.

In the 906s, usersd expectations of VR were none
which allowed startup®tsucceed from just the novelty of VR.

The | andscape is different now. VR consumers hayv
development budget titles like Halo, World of Warcraft, League of Legends, Overwatch, Call of Duty,
Grand Theft Auto, ash Final Fantasy.

The Secret Sauce

So, what is the 6Secret Sauc
the current entertainment ecosysteniie$t in the differences
between the devices. Consumer entertainment is designed
differently than oubf-home; the former is meant to be played f
hundreds of hours and the latter is made for throughput, mean
minutes at a time.

Consumer has hardwarest limitations to appeal to the masses,

whereas, oudbf-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 anstandard screen interfaces all have different design parameters. The solution

is in AContextual Based Interfaces (CBI)o for on
the frontend interface, it includes how to pull off the backend infretstred 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! C%

CBI bridges together how we will Live, Work, Learn, and Play on the Experigate Dof
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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 theadvanced
cornering of the market by Convergence.

They include:

1) The Redemption Robotretail 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 calle8ilica neXughat shows off the capabilities of the platform, while
generating tremendous revenue.

Platform: TheSilica neXusplatform aims, beyond being one universe of multiple interfaces, to be
built as a nimble machine, which is designed to allow pkage cross through/to multiple worlds and
battle arenas through wormholes. This is compelling to the players, adding speed qilayame
fluidity with other players, playing simultaneously, and driving new ways to spend and increase
integrated purchases éscalate game advantages.

Silica neXusstoryline 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.
Theserifts 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 aggressivdiens, and sealing rifts, they asavingour 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!

Pagelo
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CONVERGENCE 0F 4 DIMENSIONS, LLC

Market Summary Comparison
TECHNOLOGY AND INNOVATION STRENGTHS

STRENGTHS WEAKNESSES

TEAM / PLAN CAPITAL
PARTNERS DISPERSED TEAM
MARKET PENETRATION

D

OPPORTUNITIES THREATS

INNOVATION HIT-DRIVEN

VR / AR ALLURE MALICIOUS HACKERS

CROWD SOURCING TREND ENTRENCHED PUBLISHERS

GOVERNMENT OVERSIGHT

FAILURE OF A HIGH-PROFILE
CROWD FUNDER

This technology Convergence is developing will give the players the widest variety of gaming
experiences allowing them to grow their account
technology.

Currently, most MM&ype 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 foretttaiology, 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 pl a
seting where several friends can gather to experience gaime yp efirisno n 0 . Many of th
feature a rudimentary exchange market for virtual currency and goods acquired during gameplay,
however, not as a reward for contributing development talentarelti Conver genceds vir
ecosystem will provide all these features to players and developerSiicaésneXugame.

Technology

Convergence is developirggveralproprietary technologies, methods, and algorithms necessary for
massively multiuserdistributed clierdserver architecture capable of managing cpdaform device
connectivity, shared content access, and dynamic object states, as well as other areas related to digital
currency, Aldriven procedural content creation, and conversionrigfigs 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 environmets.

i
Convergence will aggressively protect its intellectual property through patent, trademark, anty]
copyrights filings. %

o
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Making CrossPlatform / CrossReality Virtual Universe possible:

1) A system for contextual user interfaces based on device type that connects to a single game or
virtual world. l.e. a user accessing the game on a mobile device vs one connecting from a console or
locationtbasedentertainment system would have differaser interfaces which provide for a variety

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

2) Serverside technology that manages a virtual world and connects seamlesstyientiside apps
on different device typesaeh 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 doagimg a
dynamic currency market. How our crowdurced developers and easer players will be earning
virtual currency that they can spend via-peed Branded MasterCard through partner retail outlets
and gift cards.

Platform Ecosystem

We offelre apmavhwoct 0 sol u , \ oY e s s
t he MMO pl ayer 6s need [
desire to experience the world from different point
of view. We also allow other 3rd party companies t

experiences foour players for a percentage of thei
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 -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 btkchain. 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 DROID2BRK®kens 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 existitayprs, 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. Afinance/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 blockcBafR.A. will then mobilize those users intaio
acquisition army while they simply play the game. Developers will give us their video game assets in
exchange for access ©o n v e r gplyerc pd. LLonvergence willell those assets to players
through prize tickets or collection of fees for foofficadriven to locations througs.A.R.A.

GAME DESIGN
The game design and control area of Convergence is structured around development and support of its
game univers&ilica nexus Convergenceds core team wil/l buil d

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

EXTENDED DEVELOPMENT

Convergenceds personnel then manage the extende
game design schools, enthusiasts, wdnddgame developgr 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

Convergenceds group managers assign tasks and v
complywith the story, lore and quality guidelines of the game universe. Convergence then purchases
those assets with4igame currency.

LAUNCH PROCESS

Once the games launch, tthérd-party development team members are free to use the DROIDs they
acquiredforigame i tems or trade it to other players vi

Capital Deployment

BUDGETING/ADVERTISING/SPONSOR SALES

The finance/das/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 enhanceviiepeent 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 controlgof
Convergence. -

(o)
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The advertising and spsor sales department is tasked with attracting-ighlity 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 cajifasions. The

virtual market economics team wibhverseecreating and seeding the virtual currency/market
exchange with the igame currency and building the controls and framework necessary to allow the
market to grow naturally. Effectively, they witverseemaintaining proper controls for the market

and regulations to ensure a vibrant ecosystem.

Marketing and Sales Strategy

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

| everage Conver getomkl €derganee dsicamplenemrtingdthat8artnership with
Crowdfunding specialist MyCrowdRocks to ensure alignment with current social media marketing
trends. Convergence does this to properly craft an upward cyclical spiral between mamnieddimg

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

Group is they matches Convergence marketing dol

provides a 78% discount for those media buys. The net effect \efCmmce realizing a8-fold gain

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

I ndie Game Developers to create virtual goods
those sales are dividaup 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 camse gn 2019.

Our Approach: Test, Learn, Optimize

Our Steps for Success

1 business goals 400 target metrics
Develop your Holistic |
e suwegy @ D@ (s s e
upsell e e 1rong benefit
y vgmmomnq Latements
2 ¥ Use “smart dollars™ 10 dry test ow
Quickly establish ongoing )lll b
online traffic and sales b Learn o sell first 1o those who are
looimqlwyou and b
3 << =
Launch your full-scale . > Targets your desired a Aui nee
x:udllnll"f.-; proven messaging s
. 2 m ng assault scalable mp«ubk«»wlu y
Why TVA Media Group? Wi
» A , P
~ Judge Us by the Company We Keep
: Ky
~-rl D&EB SOME OF OUR PARTNERS IN SUCCESS
sibyieositmi ' TrustLink EPSON o Baxter : @
o~ @ Comsre TOYOTA
b
trach f cxtowy Evurmicire g

ﬁ ,_.@ 3 t ' @,._ SONY
y !"’ i 4 z % 9 &::(“- Amwoy @) mongose gjf(‘[ -
e &l = t | QuALOMW ANATI0H StroetStricer € mmnL
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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,
becauseSilica neXuswill be the first truly coss 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
Convergenceods internal devel opmeigststory lmesnwe il e at e s
call upon the crowd to grab their claim to fame by creating components that meet our standards and
guidelines for ingame credit or special items that they can either use when the game launches or sell

for a premium. By allowig 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 theugdio®ok up

who createdeachobject in the game, this way crowd developers can say go look at the cool gizmo |
created hereLink to their object once placed>

In todaybés internet world true word of mout h doc
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.fBayers around the globe. We will not appeal to all;
however, with our unigue 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 sucthe@$.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. Thisifor the marketing impact of 100,000 extra social networks talking about what
they created whe8ilica neXuss ready to launch.

Number of active video gamers worldwide from 2014 to 2021 (in millions)

b oo DOWNLOAD  SETTINGS  SHARE

2725 S —
5500 @PNG ;PDFI LjXLSI L‘;PPT
2 000

DESCRIPTION SOURCE MORE INFORMATION

The timeline presents the number of active video
gamers worldwide from 2014 to 2021. It was
estimated that by the end of 2017 there will have
been 2.21 billion gamers worldwide, and this number

Z 1000 is expected to further grow to 2.73 billion by 2021.

wlQ
500

2014 2015 2016 2017* 2018* 2019* 2020 2021

Data visualized by ﬂ;: 4+ableau © Statista 2018
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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 Ouwf-Home
market of Arcades, LBEs, and Theme Par
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 vay PAAAS will be used to leverage both markets against each other to build a core base of

loyal followers.

Revenue Model

Convergenc&ilica neXugiame universe has multiple revenue sources:
0 PlayerAcquisitionAs-A-Service (PAAAS)
Foot Traffic generation to venues \BaA.R.A.
0 Selling gamerelated virtual goods via an-game store
Advertising and marketing revenue from 3rd party brands agdiime sponsors

3rd Party royalties from Arcade, LBE Operators, Theme Parks, andfatilgies 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 AP on E
The PAE is a PlayehcquisitiontAs-A-Service (PAAAS) solution
for onboar di ng millions of p er ge

entertainment partners. The revenue stream from the PAE will
used for growth and for further development of the project.

PAAAS works by converting video gamesets on the blockchain
for players. Revenue is derived in FECs from the play
exchanging prize tickets for the assets and the FEC pa
Convergence the cash value for those prize tickets.

Additional revenues are generated ®A.R.A. events which drivdoot 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 neXusecosystem will furthedrive physical branded merchandise sales from the 3rd party

devel opersd content from the FEC redemption (©ent

3
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MARKETING DEVELOPMENT IS A FUNDAMENTAL BUILDING BLOCK TO
SILICA:NEXUS GAINING VIABLE TR ACTION

Convergence has partnered with-y@&ar marketing industry veteran firm, TVA Media group, to

|l everage

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

Convergenceds medi a
Crowdfunding specialist MyCrowdRocks to ensatgnment with current social media marketing
trends. Convergence does this to properly craft an upward cyclical spiral between mamnieddimg
selling of virtual goods for this virtual universe. The foundation of the partnership with TVA Media
Groupist hey

provides a 78% discount for those media buys. The net effect is Convergence realiziotdagah

mat ches

Convergence

spend 8 to 1.

mar keting dol

Game Developers to create virtual goods to be sold in the Redemption Robot &nd thé ¢ a :
online store. Profits from those sales are divided up every quarter with 50% going back into
marketing. Convergence expects to gefeast 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.

450,000,000

400,000,000 1

350,000,000

300,000,000

250,000,000

200,000,000 -+

150,000,000 -

100,000,000 -

50,000,000 -+

m C4D Marketing Spend

Con\y

ar s

Ne x u .

= TVA Media Group Contribution

® Revenue Reinvested to
CrowdSource Marketing

M Revenue For Dev & Ops

Pagel?



ConvergencéVhite Paper e
CONV=RG:=NCZ=

CONVERGENCE 0F 4 DIMENSIONS, LLC

Markets

The global games market will grow to $132b prior to the relea&ilioh neXusn 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 MMgatsr 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 opportuity in the $31B MMO role-playing game industry to leverage
technological and market trends to spur industry growth and seize market share.

MMO pl ayersd key complaint in this sector is the
years (sincehe 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.

WOWOb6 s a & isdhattit &g 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
yearold technology that imustsupport and maintain going forward andis r estri cted t o
MACs. WOW6s players | ove the game; however, the
| ast few years. The fact t hat WO Wb s user base
demonstrated in their decline from 17M ustrs$.19M in 2018. Following the trends in the MMO
community forums, the dissatisfaction is apparent with the alternatives the players are exploring.

2018 GLOBAL GAMES MARKET

PER DEVICE & SEGMENT WITH YEAR-ON-YEAR GROWTH RATES

newzoo

©2018 Newzoo

MOBILE

$70.3Bn

+25.5% YoY

PC

$32.9Bn

+1.6% YoY

-

TABLET GAMES

BROWSER PC GAMES

$13.9Bn
“ +13.1% YoY

(SMART)PHONE
GAMES

$56.4Bn

2018 TOTAL

$137.9Bn

+13.3%
YoY

BOXED/DOWNLOADED
PC GAMES

$28.GBH

+29.0% YoY

+4.5% YoY

CONSOLE

$34.6Bn

+4.1% YoY

Source: ©Newzoo | April 2018 Quarterly Update | Global Games Market Report
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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
Afcross screen monetization. 0 Gmsnaush aa3martphore] e a s e ¢
Tablets and PC/MAC. Currently these tend to be single player games, or serigllayeltigames,

meaning you can attack the other player while he is not online. Industry analyst have stated Cross
Platform monetization has proverncsassful 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 Cros8latform monetization to the next level by creatingerfaces and

technology to allow players to access the same gaming universe from any device in a-tiveereal
interaction form. This will sell cross screen into all sections of the consumer game marketplace and

add to that the Arcade, LBE, and Thenre®Pk At tracti on audiences. Thi s
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-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 witlgiime currency, which will make our core
audience financially impacted by the successful launch of tine.ga

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-agmtour project on their own. We will
define a new approach to building game universes
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