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Problem: Monetizing
e Virtual Content

- 70M Gamers in U.S. have no CC, Bank Account
-Over $1B of Virtual | t e ms
- Only Tier 1 Operators can afford Retall Presence

- Gamer-2-Gamer Virtual Item transaction hurts
Game Operators ($2B in U.S.)

- Offline Trading hurts Retailers, Operators ($4B in U.S.)

Sources: Strategy Analytics, DFC, Wired Magazine



Solution: Virtual Currency
Sold in Retail

- Profitable: New Revenue Stream that
stays in the Zeevex Ecosystem

-Accessible:2 0, 000+ Locati ons 1 n
- Intuitive: Value is tied to US Dollar

- Affordable: Micro-transactions as
low as 5¢; Gift Cards are $51 $20

- Soclal: Gamer-2-Gamer transactions

- Friendly & Safe: Features that Kids
and Parents want



