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A Word from the Founder

| want to take a moment to thank you for
reading our white paper. We believe our
project will push VR into the next stage with
a mix of organic and strategic growth.

| became interested in the notion of virtual
reality many years ago. | started by leading
and co-founding software development
startups in the field of mobile applications,
3D simulations, engineering, and Augment-
ed and Virtual Reality. | later founded Xmod,
a VR simulation studio producing complex
simulation for a variety of industries: tech
companies, architects, real estate agencies,
and more.

Our studio has been developing our own
API, NetVRK, since 2016, starting with a
prototype of VR goggles | developed myself
five years ago. With the development of the
NetVRk platform, we strive to provide the
unique possibility of creating and generat-
ing an outstanding, visually attractive world
that can be virtually explored, populated,
and even reshaped to match all our users’
needs. Our NetVRk platform will enable
everyone to use their worlds, not only for
entertainment purposes, but also for pro-
fessional needs. Users will enjoy a block-
chain-based ecosystem that provides tools
to monetize VR environments in a secure
economy.

We are doing an Initial DEX Offering be-
cause we feel it is a great way to raise devel-
opment funds to promote NetVRk platform
development while still involving both the

VR and crypto communities, which we con-
sider core to our project and ethos.

I look forward to driving the project and our
team over the next few years and working
with the crypto and VR communities to
make that happen. With combined effort,
we plan to revolutionize the internet by
offering the world break-through ways to
create and experience immersive experienc-
es while monetizing and sharing content
that will result in an ever-expanding virtual
metaverse.

You can find more information about our
crowdfunding details in the token eco-
nomics section, or you can reach out to our
team. Contact information can be found on
our website.

Sincerely,

Veolloned Kotied:

Michael Katseli
Founder, CEO
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Introduction

Virtual Reality is, without a doubt, in the
process of becoming a progressive and
transformative technology in the modern
community. Users now have access to the
new experience of exploring virtual worlds.
All they need is a headset.

Virtual Reality is referred to as virtual be-
cause it is currently generated using com-
puter algorithms, and is therefore not real.
We should also mention that the history of
VR goes back many years, as many believe
the early stages of VR to have begun with
the first stereoscopic device invented by
Charles Wheatstone in 1838.

A fun fact is that Charles’s device and to-
day’'s VR technology are almost the same,
as both Charles’s 1838 device and the popu-
lar mobile VR solution developed by Oculus,
Gear VR, have achieved the effect of viewing
a three-dimensional image by using two
two-dimensional images (one viewed from
each eye) to trick the brain.

Though the principles are similar, a lot

has changed. The biggest advancement is
computational power, which is absolutely
changing the face of the “game” and finally
placing us one step closer to what we have
seen in movies like The Matrix, The Lawn-
mower Man, and, more recently, Ready
Player One.

Today’s publicly available VR devices work in
a way that’s similar to computer games that
use a monitor. However, instead of playing a

game on the monitor, it is played simultane-
ously on two small monitors inside a wear-
able headset. To enable the user to clearly
see the image on the monitors, which are as
close as one inch to each eye, a pair of lens-
es is installed between the monitors and
the eyes. These lenses, instead of magnify-
ing the image like binoculars, actually make
it look further away, like looking through
binoculars from the “wrong” side. This far-
away effect allows images from the mon-
itor to look like something we are actually
seeing, tricking the brain and achieving the
effect of replacing the real with the virtual.

If this doesn’t complicate things for you
enough, even more technology is being
applied to achieve interaction within the
virtual experience. For example, to allow
the user to turn his/her head from side to
side and see the inside of a virtual room,
the latest advances in VR apply image-pro-
cessing algorithms and react according to
minute, precise head movements. Basically,
two cameras located on the headset “see”
the environment around the use r, create
reference from the surroundings, and try
to figure out how much the user is turning
his or her head compared to what they are
“seeing.”

This can be compared to two friends stand-
ing in @ room. One turns his or her head, and
the other friend needs to constantly check
and report how far clockwise the friend is
turning their head compared to an initial
rotation they have agreed upon. To allow
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users to grab, move, shoot, and interact in
multiple ways with virtual objects in their
virtual reality experience, similar tracking
mechanics are applied. A few are tracking
the hands completely, allowing the user to
see his or her virtual hands and interact nat-
urally with virtual objects. Others take the
approach of handheld controllers, which are
also tracked using cameras or motion-sen-
sor techniques, and are visible to the user
while in VR allowing him/her to perform
different actions. Using a button located

on the controller, the user can swipe items
into VR using their thumb. A trigger located
under the index finger allows users to shoot
or activate something.

To achieve a great Virtual Reality experience
and immerse users in virtual worlds, many
technologies are being used and several dif-
ferent approaches are being taken by multi-
ple tech companies.

The good news is that you don't have to un-
derstand how VR works. Just know that it is
working, and we can use it today, together
with a dedicated and growing community of
VR enthusiasts who are making it happen!

Our NetVRk team has dedicated a lot of
time and effort to create the brightest
experience in Virtual Reality. Our shared VR
platform is based on a model of the uni-
verse, with planets, cities, and interactions.
The NetVRk platform allows users to mimic
real-world physical interactions and find and
create VR content by integrating their 3D/
visuals/code or using NetVRk's easily acces-
sible VR creation tools. Non-professional
users can easily create VR experiences with-

ﬁ

out the knowledge of code or 3D software.

NetVRk's greatest benefit is that it does
not require special skills or knowledge, but
offers a user-friendly environment with
multiple features that enable easy and
convenient VR content creation. Thanks to
massive technological advancements in VR,
users can participate in a digital experience
instead of just interacting with it through a
monitor. The NetVRk universe will deliver to
the world a completely new and simultane-
ous reality to exist in and enjoy.

We also recommend trying out HTC Vive
and Oculus Quest 2, as we believe the device
gives users the most pleasant and richest
experience available on the market.

Qur Vision

To become the next evolution of the inter-
net by offering the world a way to consume
and create immersive experiences while
monetizing and sharing content that will re-
sult in an ever-expanding virtual metaverse.

Our Mission

Our goal is to generate a unique and visually
attractive world, ready to be explored, popu-
lated, and even reshaped to match all users’
needs. NetVRk's users will be able to use
their worlds for personal and professional
purposes while enjoying a blockchain-based
ecosystem that provides them with the
tools to monetize their VR environments in
a secure economy.

NETVRK WHITEPAPER | NETVRK.CO
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Market Challenge

According to Zion Market Research ', the global augmented and virtual reality market was
valued at around USD $26.7 billion in 2018, and is expected to reach approximately $814.7
billion by 2025, at a CAGR of 63% between 2019 and 2025. Figure 1. Global Augmented and
Virtual Reality market size from 2018 to 2025 in billions of U.S. dollars.

Figure 1. Global Augmented and Virtual Reality Market Size, in billion US dollars
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AR and VR hold high importance in the media and entertainment industries, as they are uti-
lized for numerous applications and are currently creating a revolution. Over the last several
years, AR and VR have become a necessity for the entertainment industry.

Many players in the media and entertainment industries are rapidly adopting AR and VR.

In the last three to five years, the evolution of VR and AR production has advanced globally at
an unprecedented pace. The entertainment and media industries are anticipated to account
for more than $2 billion by 2020, and the growing demand for AR and VR is expected to fuel
the augmented and virtual reality market well into the future.

The growing demand for new technology across the smart manufacturing industry will un-
doubtedly create new opportunities for the global augmented and virtual reality market.

01 https://www.globenewswire.com/news-release/2019/02/21/1739121/0/en/Global-Augmented-and-Virtual-Reality-
Market-Will-Reach-USD-814-7-Billion-By-2025-Zion-Market-Research.html
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The global augmented and virtual reality market is segmented as follows:

¢ Device [includes a head-mounted display (HMD), handheld device, head-up display (HUD),
projector, display wall, gesture-tracking device, and more]

e Offerings (classified into hardware and software)
¢ Application (classified into consumer, commercial, enterprise, and others)

¢ Vertical (includes entertainment and media, gaming, healthcare, aerospace and defense,
manufacturing, retail, education, and others)

The number of VR users is growing annually:

Figure 2. Number of Virtual Reality users globally in millions, from 2015 to 2018

114
Early Majority / KT&T
Early Adoptors/Light Games
Innovators/Hardcore GAmos
L1}
41
26 B
23
13 the
fst | 39 = e
&1 1.5 1 ﬁ— [ N -
};: --.
2015 2018 2017 2018

According to Mordor Intelligence research, AR and VR technology is currently trending in the
manufacturing industry with a myriad of applications, including complex assembly, mainte-
nance, expert support, and quality assurance.

02 https://www.globenewswire.com/news-release/2019/02/21/1739121/0/en/Global-Augmented-and-Virtual-Reality-
Market-Will-Reach-USD-814-7-Billion-By-2025-Zion-Market-Research.html
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e Asia Pacific will likely show the highest
CAGR in the future, owing to the increas-
ing adoption of AR and VR technology in
the gaming industry.

¢ China is projected to hold the maximum
share of this regional market, owing to its
remarkable gaming-industry presence.

e Large-scale adoption of AR and VR tech-
nology will likely accelerate the Latin
American augmented and virtual reality
market in the future. With their flourish-
ing manufacturing industry, Brazil and
Argentina are expected to hold prominent
shares of this regional market. Argentina,
Mexico, and Brazil are predicted to deliver
80% of the region’s manufacturing out-
put.

e North America is projected to hold the
largest share of the global augmented
and virtual reality market in the future,
owing to the presence of a large number
of leading market players: Google, Micro-

soft, Oculus, DAQRI, Zugara, Magic Leap,
Osterhout Design Group, Upskill, and EON
Reality.

The U.S. is projected to dominate this
regional market due to the rising demand
for AR and VR in the media and entertain-
ment industries. In 2016, the U.S. media
and entertainment sector accounted for
more than USD $712 billion.

Europe is predicted to hold a substan-

tial market share of the augmented and
virtual reality market in the future. Early
adoption of the technology is primarily
responsible for the high market demand

in the region. In Europe, a shift has been
observed from VR to AR technology, which
has boosted market demand for both AR
and VR services. The huge consumer base
is expected to offer positive growth oppor-
tunities in the augmented- and virtual-re-
ality market over the forecast timeframe.®

Figure 3. Virtual Reality market growth rate by region, from 2019 to 2024
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Source: Mordor Intelligence

03 https://www.mordorintelligence.com/industry-reports/virtual-reality-market
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Industry Problems and Our Solutions

Lack of Quality Content

Virtual Reality (VR) is a computer-generat-
ed, three-dimensional simulation in which a
replication of the real world, or an absolute-
ly imaginary universe, can be visited today
with an HMD (or even a mobile phone with
extra hardware). Being in VR is a very simi-
lar experience to visiting a place in the real
world, and the current lack of places to visit
in the VR waorld is a problem that has not
yet been fully solved. VR will have to offer
large amounts of content; otherwise, users
will quickly find it boring, similar to having a
limited number of places to visit in the real
world. In addition, people interested in VR
are reluctant to purchase VR headsets due
to the limited amount of quality content
available. Gamers have very few appealing
games to play, casual users are limited in
the number of available places to hang out
and socialize, and creators have a shortage
of well-crafted design tools.

OUR SOLUTION

NetVRk VWGen technology is capable of
generating an unlimited number of unique,
fully interactive VR worlds. The ease of cre-
ating new waorlds as soon as new users join
the platform will assist with the addition
of diverse content to NetVRk. The platform
will produce high-quality content: complete
cities and other complex environments as
well as powerful creation tools for users.
User-generated content will be reviewed

first, and only then will it be integrated into
the database. This primary review process
will be managed by the system’s algorithm
and supervised by a dedicated staff mem-
ber. In order to maintain a high-quality user
experience, this will be filtered according to
quality. A rating and review system in place
will allow other users to share their feed-
back. The platform will use this system to
highlight specific users and content within
the database for further use and monetiza-
tion.

Entry Issues

Creating VR content, even for an experi-
enced programmer, currently requires learn-
ing new skills and adjusting old ones. In ad-
dition, the cost of creating VR applications
is higher than it is for mobile applications,
and not all creators have the funds to create
VR content.

OUR SOLUTION

The VWGen editor allows everyone to get
involved with VR, providing tools and func-
tions to create VR applications quickly and
efficiently within a sandbox environment.
This approach is similar to building an archi-
tectural miniature over a table, and it feels
natural in a virtual environment; everyone
can come up with creative and even complex
ideas without the need for coding or de-
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sign knowledge. This type of approach has
been successfully implemented in hit video
games such as Minecraft, SimCity, Farmville,
Clash of Clans, and others, regard less of
genre.

The fact that users can create VR applica-
tions without prior programming or design
experience opens the platform to a wide
and diverse group of people and businesses
who wish to become part of the community
and enter the business of VR application de-
velopment. In addition, we will provide best
practices guidelines that users can follow
to make their creations intuitive and usable.
We expect this change to have an impact
similar to that of Apple’s introduction of
the iPhone, which made existing technology
simpler to use. Of course, VWGen will also
offer more sophisticated tools for advanced
designers and developers.

Lack of Monetization
Options

Currently, there is a global lack of diverse
options to monetize activities within VR.
Because of the strong absence of a user
base, there are currently only a few ways for
mainstream industries to capitalize on VR.

OUR SOLUTION

NetVRk offers multiple means of VR mone-
tization as well as rewards for participation.
All users will benefit from all of VR under
one roof, and there will be an array of possi-
bilities from which to capitalize.

With NetVRk, businesses can create and sell
custom VR environments and earn royalties.
Advertisers can easily place ads to promote
product or service awareness and gener-
ate an additional revenue stream. Content
creators can produce unique offerings, and
also lease or sell them to other users while
earning an income.

NETVRK WHITEPAPER | NETVRK.CO
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Volue Proposition

NetVRk is about to enter the global virtual
reality market in order to provide users with
a unique advanced platform that utilizes
Virtual Reality (VR) in all aspects. NetVRk
focuses extensively upon content-creation
tools for users of all levels, immersive social
interactions, and multiple ways to mone-
tize VR content by users, advertisers, and
businesses. Our set of tools is designed so
that any user can create and share new and
unique experiences in a matter of minutes.
With our platform, the cost of creating
content will be drastically reduced, providing
users with access to a fast-growing number
of experiences.

We primarily target VR enthusiasts, with a
particular focus on gamers. Gamers have
always been the driving force behind the
adoption of new technologies. The avail-
ability of games on Apple’s app store, for
instance, was a huge factor in its initial
success. Gamers have been the first to pur-
chase and adopt Virtual Reality equipment.
They are eager for new experiences, and are
a strong and very active community. Forty
percent of frequent gamers say they are
likely to buy a virtual reality system with-

in the next year. As of November 2018, it
was estimated that there were more than
700,000 active VR users on Steam, the main
distribution platform for VR and PC games.

ﬁ

However, our target audience is not limited
to VR enthusiasts. It also includes:

e Content creators

¢ Developers

¢ Businesses

e Gamers/VR enthusiasts
e Advertisers

Content creators will be able to monetize
their work through a single global block-
chain-powered marketplace. The ability to
create, share, and monetize content will
attract more and more users, initiating rapid
growth of user base, content, and interest
in VR.

With diverse content and a large community
of content creators, gamers, VR enthusi-
asts, and casual users will start to join the
platform. This assumption is based on the
way trends are spread, and we believe that
after a certain threshold of VR users, the
adoption of VR will snowball and become
unstoppable. Casual users will start show-
ing interest in what their family members
and friends are so excited about. They will
give NetVRk and VR a try, as it will be avail-
able all around them. This effect will start
the viral spread of VR.

NETVRK WHITEPAPER | NETVRK.CO
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NetVRk's User Benefits
CONTENT CREATORS/ ADVERTISERS

e Convenient multi-functional platform with
a user-friendly interface

e The ability to quickly and easily generate
fulfilling VR content

e Intuitive tools for in-depth creation to re-
alize and share users’ wildest dreams

e Secure, user-driven marketplace for ex-
changing goods and services with users
and businesses alike

e Content monetization and the ability to
advertise products/services

e Cost efficiency

DEVELOPERS

e Simplified/modified application creation

e Access to template usage in the process
of VR content creation

BUSINESSES

e Friendly environment for partnerships and
cooperation

¢ New frontier for product and ad place-
ment

¢ An ability to create and promote services
in VR (add and sell VR content)

e Tools to integrate or even create business-
es through custom VR experiences

e Trading real estate in the virtual environ-
ment Revenue-stream generation

GAMERS/VR ENTHUSIASTS

¢ Platform for connection and interaction
with friends and family in unique, immer-
sive ways

¢ A unique possibility to enjoy new experi-
ences in virtual worlds, cities, and univers-
es

e Easy creation of places and universes with
the help of NetVRk's unique editor

¢ Access to multiple tool usage for game
creation and adding content

¢ Skills monetization

NETVRK WHITEPAPER | NETVRK.CO
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Competitor Analysis

Currently, the VR industry
is seeing increasing com-
petition among compa-

nies. Currently, the global
market consists of major
hardware manufacturers: e

Somy

Oculus
(facebook)

e Oculus

Microsoft

e Google

e HTC Others
e Samsung

e Sony

e Lenovo

As for direct VR platforms
in 2018, the following players were the
most popular among users:

¢ AltspaceVR: Sacial virtual reality platform
with multiple rooms and spaces for explo-
ration.

¢ Sansar: A platform that allows the cre-
ation of virtual reality spaces for others to
explore.

e Steam VR: A gaming platform delivering
user experience for gaming via VR.

¢ VRChat: A platform with a complete range
of VR motion and synchronization sup-
ported by 3D maotion and audio.

Nowadays, many projects are following
market trends and using innovative tech-
nologies. However, the above-mentioned
players are non-blockchain-based.

SHARE OF SHIPMENTS

NetVRk is following the trend — and, in ad-
dition, is implementing blockchain technolo-
gy into its business model to provide:

¢ Additional security features

e Full transparency

e Traceability

e Data accuracy

¢ Accountability of platform processes
There are few projects, also powered by
blockchain technology, that are positioned
as competitors of the NetVRk project. They
include:

e Decentraland

e ImmVRse

e High Fidelity

e Ceek

e VIBEHuUb
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According to our research and analysis, we
can state that:

1 None of these platforms provide an all-in-
one solution capable of granting users full
VR experience.

2 Only a few platforms can provide addi-
tional payment methods (besides a native
token) as well as the ability to earn rewards
and incentives within the platform.

3 Virtual parcel ownership is enabled only
on one competitive platform, which, in
comparison, doesn’t provide the beneficial
features presented by NetVRk.

4 The multiverse experience is rare within
other VR platforms.

5 The multi-purpose sandbox is unique, and
is offered only by NetVRk. It allows any user
(even without relevant experience)to create
outstanding VR content if they wish.?

Table 1. Comparative analysis of blockchain-based market players

High
Decentraland ImmVRse Fidelity Ceek Sandbox  NetVRkK
- Ethereum
Blockchain platform  Ethereum  Ethereum EOS Ethereum EOS Conso rtium
Business model B2C B2C/B2B  B2C/B2B  B2C/B2B B2C B2C/B2B
g‘;ﬁgﬁﬁ:d yes yes yes yes yes yes
Payment solution yes no yes yes yes yes
fni‘:m‘:jn:l ol L no yes no no yes yes
Rewards and
promotions no yes yes yes yes yes
S S
Advertising yes yes yes no no yes
yes (with
Multiverse limited no yes no no yes
features)
Multi-purpose sandbox no no no no no yes

04 A multi-purpose sandbox allows users with no skills in design or code (even people who have never tried to create any-
thing in their lives) to intuitively create things and VR content they could never have imagined they'd be able to.

NETVRK WHITEPAPER | NETVRK.CO
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Netvrk Token Ecosystem
Buy Assets

The NETVRK token can be used to buy assets within the virtual re-
ality world you are in. Assets can include buildings, vehicles, houses
along with many others that will be found in the NETVRK market.

Buy Land

Commodity in the VR world within NETVRK. Tokens can be used to
purchase land in the prime real estate hotspots such as overlooking
the beach, or right in front of the city.

Buy Advertising Space

NETVRK tokens can be used to buy advertising space, which can be
used in peer-to-peer transactions to display user advertisements to
generate advertising income or resell to other parties.

Generate NFTs

The NETVRK token can also be used to generate Non-Fungible To-
kens (NFTs) on the platform, which may be utilized, or traded be-
tween players in a peer-to-peer manner.

Staking

Another way for users to participate is to participate as nodes on the
network, and earn token rewards for helping to maintain network
security.

NETVRK WHITEPAPER | NETVRK.CO
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Netvrk Platform Functionality

NetVRk is positioned as a unique market-
place in which users can create their own
waorlds, cities, and items in multiple univers-
es. They can also hold ownership, conduct
trading, earn rewards, use a range of pay-
ment methods, and experience many other
opportunities (see below).

NetVRk participants have access to a wide
range of entertainment and business ac-
tivities within the multi-functional block-
chain-based environment. Find out below
exactly what you can experience by partici-
pating in the NetVRk universe.

Finding Content

DIRECT AND EXPLORATORY WAYS OF
NAVIGATING CONTENT

Anyone participating in NetVRk with a VR
device can freely navigate the different
regions of the NetVRk universe using their
own spaceship, on foot, or via ground and/
or air vehicles. You can also simply select
where you want to go by accessing the main
menu. All NetVRk content will be available
on the marketplace in categaries like “TOP”,
“NEW” etc. You can also access content by
going to favaorite tabs and looking for previ-
ously saved places, games, users, and expe-
riences.

ADDING CONTENT

Users can upload assets they have created

using third-party applications, and integrate
them into NetVRk by following our compat-
ibility requirements in terms of file exten-
sions, settings, and software setups.

DEVELOPERS

Developers can create add-ons, plugins, or
even standalone games and applications us-
ing UE4 (Unreal Engine by Epic), and simply
follow the performance requirements along
with NetVRk's template (downloadable
from the website).

ORIGINAL 30 MODELS BY DESIGNERS

3D modelers can use the import option to
add an animation or static model created
by them using a 3rd party application as
long as it complies with NetVRk's software
requirements.

SCANNED 3D MODELS

NetVRk will provide a 3D scanning mobile
app that will allow any user to convert a real
product or prop into a 3D model and auto-
matically upload it onto NetVRk.

MUSIC, VIDED, AND OTHER ART
MEDIUMS

Music, sound effects, 2D illustrations, vid-
eos, and 2D images can be easily imported
into NetVRk as long as they comply with
NetVRKk's policies and software require

NETVRK WHITEPAPER | NETVRK.CO




Selling and Trading Content

All users will be able to sell and trade con-
tent on NetVRK, including original content
they have uploaded and added to the mar-
ketplace, content they own the copyright
for, their own virtual real estate in the Net-
VRk universe, and any other content they
own and is stored in smart-contract form
associated with their NetVRk blockchain
account.

SMART OWNERSHIP AND USING
SMART CONTRACTS

All platform assets are presented with the
non-fungible ERC721 token standard, which
contains owner information in its metadata
and provides proof of ownership. When the
user places an item for sale on the NetVRk
marketplace, it will be linked to the category
that best describes their offering. All deals
in the NetVRk marketplace are supported by
smart contracts.

Types of Dwnership

For transactions of digital assets, users
will be able to select type of ownership: full
ownership, partial ownership, and/or type
of license. This includes the following:

Types that are for monetization purposes
and/or exchangeable/tradable and can be
implemented in the land of the user

¢ Personal use (for instance, a 3D avatar to
be used exclusively by the buyer. The buyer
has no option to sell it to more than one
person)

ﬁ

e Public use (for instance, a game created
by a developer is sold on the marketplace,
and whoever buys it can modify it, offer it
on the marketplace, and sell it to others)

¢ Part public custom license (the seller can
define the percentage of sales the buyer
agrees to pay for each sold item)

Types that are for generic apps/games ac-
cess at the owners land

e Other generic types will be Freemium with
in-app purchases, paid purchases, and/or
a mixture of the two. This includes time-
based subscription access to games/apps
and services.

NetVRk smart contracts will be exception-
ally convenient, allowing users to create
and rewrite license agreements with all
the required features within a user-friendly
interface.

Two-step GContent
Moderation Process

Users placing an item on the marketplace
will go through a two-step content filtering
system where both the community togeth-
er with NetVRk’s dedicated team will have
to review the item. The reasons are to spot
content that is offensive mostly and also
adult in order to avoid younger users being
exposed to inappropriate content.

NETVRK WHITEPAPER | NETVRK.CO
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Getting Paid from
Public Listings (NetVRk
Marketploce

ACCEPTING ALL CURRENCIES

NetVRk will offer users the flexibility to
accept a variety of currencies and payment
methods in addition to the native tokens of
the platform, $NTVRK.

It is the user’'s choice to set his/her crypto
wallet to receive payments in multiple cur-
rencies.

NetVRk will charge an extra fee for trans-
actions in other cryptocurrencies, whereas
transactions in $NTVRK will incur signifi-
cantly decreased fees.

TAX AND LEGAL

In order to be able to withdraw large
amounts of money from NetVRk, as in other
games and platforms, the user will have to
send tax information and upload it to Net-
VRk. It is up to the user to pay his/her tax-
es, and NetVRk will not report users to the
IRS or other tax institutions, just as other
games and platforms do not.

Getting Paid P2P

Users desiring to exchange property with
each other can do so directly using their
NetVRk wallets. %

To conduct these types of transactions,
both the seller and buyer will be using Net-

VRk's user-friendly smart-contract inter-
face, which allows them to access each side
of their inventory to choose the item/s they
want to exchange, enter the buyer ID, and
set the price.

Selling and Trading Virtual
Real Estate

NetVRk also allows users to own “land” in
the form of digital locations in the NetVRk
universe.

Virtual places will also be tradable and pur-
chasable by users (similar to content), with
different forms and definitions of owner-
ship for the buyer, renter, or seller.

You will also have the ability to “give away”
or list for rent or sell your land and monetize
it. This includes part ownership so you can
enjoy the revenue from renting.

Why Is It Good to Own Land
on NetVRK?

Users can buy virtual land and use it for a va-
riety of purposes, including:

PERSONAL SPACE

Users can spend time by themselves or host
their friends. If they wish, they can also de-
sign with original, free, or paid content from
the marketplace.

Example of personal use: Users could own
a virtual 3D model of their “dream” house
with an interactive movie theater to watch

05 The marketplace offers publishing benefits and greater exposure, however.
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their favorite NETFLIX series with their
friends. They could access a disco with an

Al DJ, where they could set the tracks they
want to hear while they and their friends
get high on “virtual shrooms.” There could
even be a functional tennis court to play VR
tennis with friends (or, when they are lonely,
with an Al/VR “friend”).

COMMERCIAL USE

Advertising

To monetize their activity on NetVRk, us-
ers can integrate advertisements in both
commercial and personal spaces. NetVRk
will provide several interactive virtual “bill-
boards” per certain size of land for users to
experiment with.

For more advanced advertising, users will
be able to go to the marketplace and select
from the category for third-party monetiza-
tion methods/advertising.

Content

Users will be able to operate virtual stores
and offer goods to NetVRk users from their
land. NetVRk and third-party partners will
provide interfaces with dashboards where
users can either integrate their products or
choose from lists of suppliers, depending on
what they believe will sell best on their land
and to their target audiences. ’

Example of a virtual store: an area where
gamers come and play because the owner
of the “land” has created a cool game in

ﬁ

which players are challenged in a VR “nin-
ja” obstacle race, for instance. Most of the
players will likely be kids and adults who
prefer physical activity and would like to
hear about new running shoes and other
cool sports products. The owner of the land
where they come and play can place ads
that offer NIKE sales or new maodels, or even
integrate an interactive store or kiosk where
players can immediately view the shoe in 3D
and buy it using NetVRk or other currencies.

The content offered does not have to be
virtual or real. It can be either or both.

Additional

Owning land on NetVRk is similar to own-
ing a website or physical property, whether
commercial or private. Property owners on
NetVRk will have the ability to monetize and
use their land in other ways, such as:

Example 1: Host users who share some-
thing in common, just as you would for an
online blog, and offer fresh content.

Example 2: Offer private sessions to help
people in a one-on-one setting for life
coaching, consultation, etc.

Example 3: Open a marketing office where
NetVRk users can come and work. They
could give users “jobs:"” visiting targeted
places in NetVRk to promaote clients, offer
services, generate referrals, and more.

These EXAMPLES are provided only to illus-
trate the obvious potential economic ben-

06 Users will be able to switch the visibility of these billboards on or off, BUT NetVRk will grant them a certain number of
FREE coins to initiate their use in exchange for them keeping the billboard on during the first period of their activity on Net-

VRk (basically giving it a try).

07 These money making strategies can be simple to integrate, and users offering goods from their land would make a com-

mission from the seller based upon the deal offered by the brand.
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efit from owning virtual real estate. We are
certain that NetVRk users will come up with
their own original ideas as NetVRk expands.

Trading Your Virtual Real
Estate

Users can sell their virtual real estate by giv-
ing full or partial rights of ownership to the
buyer, or even temporarily leasing their land
in exchange for revenue-sharing.

The land a user can own is not limited to a
single lot, but could be a whole sectionin a
city, a whole continent, or even the whole
universe.

PERMANENT OWNERSHIP TRANSFER

In this type of transaction, the owner gives
full rights and revenue-sharing of the vir-
tual real estate to the buyer, and by doing
so, the buyer acquires the land to do as s/
he wishes without any revenue-sharing or
other obligations to the previous owner.

LIMITED-TIME FREE USE FOR REVENUE
SHARE

Example: Many users on the platform will
use NetVRk simply for the sake of playing
and creating games. We are predicting that
these users might not pay for anything until
they are confident they like the platform.

In contrast, users who have owned land
from the time before NetVRk completed its
VR platform may have bought virtual real

estate when it was offered to early users.
These users can offer their land to active
new users for “free,” and even let them en-
joy it while getting used to the platform in
exchange for a “cut” from the revenue these
new users generate. °8

SELL IT WITH LIMITED OWNERSHIP

If, for example, the land is in a great location
and holds potential high value, the owner
can offer the buyer a better price in ex-
change for a “cut” from the revenue gener-
ated there.

Another way to profit would be to rent land
to others for a limited time period, and later
offer it for a higher price (to fully or partially
sell to others).

Other terms can come in place if the users
want to create some special terms such
as: the user renting the land from the buy-
er has the right to buy it out if in case the
seller decide to sell the place, the amount
of fees, the timeframe for the agreement
and more.

NetVRk's Unigue Editor
MORE THAN AN EDITOR

NetVRk comes with a multi-purpose sand-
box that allows even users with no skills
in design or code, or users who have never
tried to create something in their life, to
intuitively create things they could never
imagine they would be able to accomplish.

08 Thisis something we believe will greatly benefit both inactive users and newcomers when the NetVRk VR platform is
released. We believe it will see a lot of use at the start of NetVRk's VR release.
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The creation happens so quickly and natu-
rally, users won 't even notice what they are
about to achieve until they decide to stop
and try their creation in VR. Example: A user
could start with an empty piece of virtual
land and create a magical forest by dragging
“talking” trees from the “gaming” content
in the market- place, within minutes...while
enjoying an experience similar to crafting

a desk-top miniature and achieve amazing
results.

This creation process can only be achieved
in VR. The way it works is as follows: while
the useris in creation mode, we scale up
his/her avatar to “giant” size in relation

to the environment he s/he is designing.
Relative size can be adjusted by the user
by zooming in or out to control smaller or
larger details.

Also only in VR can users shrink back to
human size at any given time to enjoy their
newly-created virtual realm.

We put our editor in action in trials on real
random people at trade shows and private
setups during our development. There were
smiles on everyone’s faces and wonder in
their eyes when they took off the VR head-
set and told us we were on the right track.

Links to video interviews of random users
talking about their experience with the edi-
tor can be found here:

https://youtu.be/txdNtm-Pbsw
https://youtu.be/bZGitb3iCDA

ﬁ

CREATING TOGETHER

Another cool and unique feature NetVRk
users will enjoy is the ability to create to-
gether. This allows users to brainstorm and
come up with cool ideas in real time while
enjoying the reach content found in the
marketplace. Two or more users from differ-
ent places in the world will be able to inter-
act with each other by seeing their friend's
avatar and even passing items right into the
virtual hand of their friend, just as if they
were in the same room.

A GAMER'S DREAM

Before we detail what can be created, it is
important to mention that NetVRk's goal
for gamers is to create a place where they
can find hundreds of original games. We
also want to give gamers fun tools to create
those games. Gamers can create original
games and use their passion for gaming,
constantly adding content while having fun
and eventually monetizing their passion
while doing what they love.

Examples of What Users
Can Create

VR OBSTACLE GAME

By dragging assets from the marketplace,
users will be able to place walls, floors,
traps, and other objects to set the difficul-
ty level and design an obstacle race. The
objects will be interactive, so a trap can be
set to activate based upon distance, a door
can be locked unless the player finds the
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key the creator has hidden in the game, and
much more. The start and end of the game
can also be accessed from the marketplace,
simply by dragging and dropping the two
parts (the starting gate, for example, and
the end-game object (a flag the player must
touch to finish the game). The game can be
set and created in a very short time by any-
one with ease.

VR SHOOTER

By dragging weapons, checkpoints, ammo,
and other assets right from the market-
place, a shooting game can be set with
original elements. Broken buildings and car
parts can be found in the “post-apocalyptic”
category in gaming content. Al enemies can
be also deployed right from the market-
place, and much more. For the final touch,
game rules can easily be set by dragging
and dropping a scalable border to block the
gaming zone. By clicking on it, users can
choose the rules from a user-friendly inter-
face.

VR HORROR GAME

By dragging a model of an old castle (or
parts of a castle) and crafting itin the
gaming area, it is possible to set the area
of your horror game very quickly. Different
lights can be used by simply dragging and
dropping them from the marketplace, like
grabbing a desk lamp and placing it to light
up an area in the castle. For the final touch,
zombie, vampire, and other scary Al ene-
mies and medieval traps and treasures can
be found in the marketplace and placed in
a similar manner. And to really polish it up,

music samples can be also be placed in the
zone, right from the marketplace or by up-
loading them from your PC.

VR CAR RACE

In the marketplace, users will be able to find
road elements or complete tracks to place in
their game zone by dragging them in, snap-
ping them to each other, and quickly setting
up a racetrack. Similar to kids playing with
toy cars, users will be able to drag and drop
complete car models from the marketplace,
place them on the road, and take them for a
ride!

VR FUN SPACE

In the marketplace, users will also be able
to find private houses, furniture, a variety of
home decor elements, and even a functional
home cinema, swimming pool, trampoline,
table games, and more interactive items to
easily create their dream place!

VR OFFICE SPACE

Office models can be also be found in the
marketplace. Different functional tools for
the virtual office can also be dragged and
dropped for office needs, like a white bill-
board users can use collaboratively. Even
third -party extensions can be integrated,
and will be offered by third-party software
creators in the NetVRk marketplace: an
accounting interface, a 3D model viewer for
VR presentation right from 3D studio max,
and much more.
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VR CLUB

Users can also create social experiences, like
parties. To create one, all they need to do

is set up an environment by dragging DJ in-
teractive equipment, for example, from the
marketplace and placing it in their backyard.
When big music labels and netwaorks like
Spotify and others work with us, they will

be able to import their favorite playlists and
play them in VR.

VR STORE

Setting up a store in NetVRk will take little
effort. Store templates will include objects
users can drag and drop in their environ-
ments. To set up interactive virtual stores,
all the user has to know is what they want
to sell. They can then choose from virtual
and real retail products available on NetVRk
and start earning money for every item sold
on their land. Users can also quickly set up a
store to offer their own products exclusive-
ly, perhaps using the 3D scan app NetVRk
will provide to scan real products with their
phone in order to sell in VR. For fully virtual
products, all users need to do is to import
into NetVRk via the feature available to
them. Pricing, sales, and marketing cam-
paigns will be part of the interactive store
interface, and will require little effort.

VR CITY

To take a creation into the next level, Net-
VRk will have self-building items in the mar-
ketplace. A self-building city, for example,
will deploy a whole city at its location. It will
measure the surroundings, the boundaries
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of the land, the foliage, and other items
around it to create a fluid city with roads,
districts, gardens, shops, and whatever the
user chooses to include in his or her city.
Users will be able to select the districts they
want their city to include, their overall per-
centage in the city, and even visual aspects
such as architectural styles, with the free-
dom to “play around” by mixing them all
together to achieve interesting results.

The “Brain” of the Editor

Appealing content is crucial, so other users
will want to enjoy and come back and visit
your places and creations. In order to ensure
that most of what users are creating is es-
thetically pleasing and makes sense to the
human eye, we are giving our editor a brain
of its own. This means that when a user has
placed a building from the marketplace on
his or her land, but has not made sure the
building is perfectly aligned with the terrain,
the “brain” will move the base of the build-
ing a little bit to match the terrain.

The editor will also help the user with many
other design tasks. The editor will evolve as
it learns from the design decisions made by
the user, thereby speeding up and improv-
ing the overall design experience.

This approach will include the ability to
automatically spawn items in a uniform
manner to speed up activities: for exam-
ple, placing furniture throughout the whole
house to let the editor finish something the
user started. This will help base the user’s
design decisions on logic: connecting city
streets where there are gaps, and much
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much more.

As the editor evolves, it will be able to cre-
ate completely original experiences and
worlds by itself, adding interesting and
relevant content to the NetVRk uni- verse.

NETVRK'S “BRAIN" BEYOND THE
EDITOR

NetVRk's “brain” will help users turn the
creation of virtual worlds and experiences
into something anyone can do with ease.

Business Model

The NetVRk business model is based upon
several main stages, the completion of
which will enable us to establish an inter-
active, global VR platform for users to find,
create, experience, and trade their VR con-
tent.

The NetVRk business model consists of the
following elements:

ID0 TOKEN-GENERATION EVENT

The token sale campaign is launched with
chosen exchanges to provide users with the
ability to purchase $NTVRK ERC-20 utility
tokens. $NTVRK grants access to the Net-
VRk platform, will be tradable on public
exchanges, and can be used in peer-to-peer
transactions between users on the public
Ethereum block-chain.

With interactive avatars, users will be able
to enjoy the company of virtual assistants,
select their own appearance, and, over time,
have complete conversations and spend
time with their virtual friends.

Although today’s virtual assistants are still
primitive due to technical constraints, they
hold the potential to evolve into complex
and appealing Al agents to enrich the virtual
experience, improve businesses, and much
more.

DECENTRALIZED MARKETPLACE

The NetVRk decentralized marketplace was
developed within the Ethereum Consortium
blockchain. This solution allows a direct
connection between buyer and seller, there-
by reducing fees and increasing transaction
speed. Within the NetVRk marketplace,
users will be able to securely interact in the
virtual reality environment, easily creating
their own worlds, universes, and/or VR con-
tent. They will also be able to trade or lease
it using smart contracts in the decentralized
environment.

PROOF-OF-0WNERSHIP

The VR content created and advertised

in the world of virtual reality is owned by
creators, and relevant data is stored in hash
value in the non-fungible token standard

NETVRK WHITEPAPER | NETVRK.CO




(ERC721). ERC721 tokens represent item
ownership, and can be freely sold or leased
to delegate ownership rights to another
person or business.

REWARDS SYSTEM

NetVRk has designed a range of incentives
for all platform participants to make their
experience even more attractive. Users will
be rewarded with $NTVRK incentives for all
their activities and user engagement with-
in the platform, with the ability to spend
rewards on products or services or monetize
their rewards through a redemption model.

Financial Projections and
Forecast

We have based our estimated financial
outlook on multiple use cases across media
platforms and a range of software compa-
nies, in combination with professional busi-
ness analytics and VR user-base forecasts,
as there are no existing references to VR
use cases to ascertain exact numbers.

According to research, as of November
2019, it is estimated that there will be more
than 700,000 active VR users on Steam,
with 160% year-over-year growth. Addi-
tionally, the Steam install base grew from
67 million to 90 million in 2018 (a 34.3 %
increase).

Because NetVRk will enter VR market as
a new shared VR platform, we have esti-
mated the approximate number of users
based upon current competitor analysis.
In addition, we envision gradual growth of

ﬁ

the virtual reality market. According to our
projections, we estimate 25% growth in
the average scenario and 35% growth in an
optimistic scenario.

The NetVRk platform will generate revenue
from such activities as:

Premium account sales: premium accounts
will offer extra features for businesses and
casual users such as storage, technical
services, design packages, unlocked assets,
etc.

Subscription model: subscription will allow
users to receive extra benefits from plat-
form utilization, the exact features of which
will depend upon market demand and user
requests.

Advertising: NetVRk will provide the abil-
ity to place in-VR ads to extend advertiser
branding and awareness, run campaigns,
and expand the sales and the success of
user operations.

Sales of available applications: single
users as well as businesses will be able to
purchase available applications from the
database.

In-app purchases: NetVRk will charge
transaction fees for purchases and trade
activities. These fees will differ according to
payment method.

Studio services for projects: NetVRk will
help businesses establish their market pres-
ence by offering domain hosting of unique
environment names for exclusive VR pres-
ence and sales of cooperative accounts for
enhanced business services.
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NetVRk Financial Projections 2013-2025

. Net Profit (optimistic assumptions)

Net Profit (average assumptions)

$80 000 000
$60 000 000
$40 000 000
$20 000 000 —
$11 807 225
6517336 28900134
2019 2020 2021 2022 2023 2024 2025

First we target the U.S. market, then focus
upon further penetration into the Asian and
European VR markets in 2022 and 2023.

In line with average assumptions regarding
revenue generation with the 25% growth,
we expect to be capable of reaching approx-

imately $12 million by 2022, and $29 million
in net profits by 2025.

According to an optimistic scenario with
35% market growth, we envision reaching
over $11 million in 2021, and over $74 mil-
lion in net profits by 2025.
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Platform Overview

The Motivation for
Blockchain Utilization

NetVRk has chosen to utilize blockchain
because this progressive technology is capa-
ble of providing our users with outstanding
experiences and extended opportunities in
the world of virtual reality.

Though the VR industry is growing tremen-
dously, a number of issues are still influenc-
ing its mass adoption and traction. Block-
chain appears to be the perfect solution.
Applied to the VR industry, it can provide

all participants with beneficial features

like enhanced security, data immutability,
transparent record-tracking, and VR content
ownership in a safe and secure environ-
ment.

WHAT EXACTLY IS BLOCKCHAIN?

Blockchain is a distributed-ledger tech-
nology that allows storage, tracking, and
immutable data in a decentralized environ-
ment. User details and transaction histo-
ry are stored in a chain of digital blocks.
Once data is entered into a block, there is
no possibility to delete or forge it, as this
would influence the whole chain of blocks.
This ensures that all information is valid,
and eliminates the chance of forgery or data
manipulation. Interaction between users,
businesses, and the platform is made pos-
sible by the use of digital contracts: smart
contracts.

WHY BLOCKCHAIN?

NetVRk is utilizing blockchain technology to
provide our users with a unique opportunity:
participation in the virtual world plus the
ability to create multiple universes, cities,
and items while trading, exchanging, and
owning them.

Embracing the immutability of blockchain,
NetVRk participants are able to create VR
content and possess ownership that will be
securely recorded on the blockchain ledger,
with an opportunity to sell or lease it to
other participants and earn money. Besides
content creation and experiencing life in
virtual universes, businesses and compa-
nies will be able to promote and advertise
their products or services in order to bring
the product awareness to others. Block-
chain implementation will enable a safe and
secure environment for virtual trade and
provide full legal compliance and data im-
mutability. All payments will be processed
quickly and transparently with the use of
smart contracts.

NetVRk utilizes the blockchain in order to
provide our users with the following bene-
fits:

Transparency: All transactions will be
recorded on the blockchain, providing a
transparent tracking system and transac-
tion history that can be easily accessed and
viewed.

Immutability/Irreversibility: As soon as a
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record is written into the blockchain, there is
no possibility of deleting or tampering with
it. This ensures trust and clarity.

High Security: Users’ personal data will be
protected, as it will be stored with a hash
value and viewed only by users with granted
access.

Cost Efficiency: Blockchain significantly cuts
down on paperwork and audit time due to
automatic deal settlement and smart-con-
tract utilization. The use of side chains will
provide our users with cost-efficient mone-
tary transactions.

Decentralization: The NetVRk platform

will be a decentralized platform that unites
users, content creators, developers, and VR
enthusiasts, who will be able to interact
with each other without third-party interfer-
ence.

BLOCKCHAIN PLATFORM DEFINITION

As of today, there is a wide range of various
blockchain platforms that help businesses
and companies remodel and realign their
approach to infrastructure establishment
while providing decentralization to meet

all community needs and requirements.
Seeking the right solution for blockchain
implementation, we have evaluated various
options and opportunities, as all platforms
differ one from another in their security,
scalability, and performance approach.
Functioning on different consensus algo-
rithms, every blockchain platform ensures
a different level of speed and functionality
that is applicable to a range of industry
verticals. The NetVRk blockchain solution is

based upon a hybrid approach that imple-
ments public and private blockchain ledgers.

We have chosen the public Ethereum block-
chain for our token-generation event, as it
enables anyone to take partin the crowd-
funding campaign without limitation. Users
will be able to track transaction process-
ing and access data anytime they prefer.
Combining thousands of public nodes, the
Ethereum mainnet ensures high transaction
execution and helps to eliminate the risk

of a 51% attack. Considering that Ethere-
um wallets are widely adopted and used
within the crypto community, this solution
provides the most convenient, comfortable
approach for our token-generation event
launch.

The benefits of the Ethereum mainnet
utilization include:

e Mass adoption
e Convenience of use

e High performance: up to 20 transactions
per second

e Unlimited scalability

e Turing-complete smart-contract support
Security

Additionally, the Ethereum mainnet pro-
vides the opportunity for additional pri-
vate chain (side chain) establishment. This
means we can connect our public blockchain
to another side chain, thereby allocating
NetVRk business logic and computational
power in a private environment. This type

of solution helps us reduce transaction fees
and increase transaction and deal-settle-
ment speed.
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For side chain establishment, we have cho- e Cost-efficient transaction processing
sen the Ethereum Consortium Chain be-
cause it is highly scalable and applicable to
a high number of users. Implementing the
Proof-of-Stake algorithm, NetVRk nodes are * High stability

EXpliCitly programmed to create new blocks e Closed environment (0n|y for p|atf0rm
and secure the blockchain. The benefits of participants)

the Ethereum Consortium chain utilization
include the following:

¢ Increased execution speed

e Increased scalability

e Security and safety

Token Economics

Vesting

Categor Allocation  Price Notes

il (Months)
Team 12.5% 12,500,000 8 months 28 5% monthly starting month 9 onward
Operations 5.0% 5,000,000 3 months 13 10% monthly starting month 4 onward
Marketing 6.0% 6,000,000 3 months 13 10% monthly starting month 4 onward
Advisors 4.0% 4,000,000 1 month 1 10% for months 2 to 11

5% at TGE. 10% for months 2 to 4, then 20% for months 5
i 0% b !
Pre-Seed Sale 6.0% $0.040 6,000,000 7 B 2 ER TR for
% .10% %

s il 7.0% $0.070 7,000,000 6 15c| GatTGE 10% for months 2 & 3 and 25% for months 4
Private 1 6.5% $0.085 6,500,000 5 15% at TGE. 25% for month 2, 3 & 4 and 10% for month 5
Private 2 7.0% $0.110 7,000,000 4 20% at TGE. 30% for month 2, 25% month 3 & 4
Public Sale 3.0% $0.150 3,000,000 1 50% at TGE and 25% every 2 weeks afterwards
Staki Early Incentive

il 20.0% 20,000,000 Staking rewards while platform builds traction
Rewards
G ity Enrich t

sl 20.0% 20,000,000 Community Multiple Usage

Wallet
Exchange Liquidity 3.0% 3,000,000 100% used at TGE

100.0% 100,000,000

M ARKET CA P @ TG E * TGE Circulation Token Type # of Tokens
$678,750 Pre-Seed 300,000

- 350,000
HARD CAP P1 975,000
$2,502,500 P2 1,400,000

Public 1,500,000
4,525,000
* Excluding DEX Liquidity @
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Development Steps

Before we officially release the VR version,
we will release the first planet map in the
form of a web interface where early users
will be able to buy virtual real estate and
start trading and offering it on the mar-
ketplace created for this purpose. This will
help early users become involved in the
early stages, thereby gaining the privilege
of better pricing. This will allow creators
and businesses to state their intentions on
the platform and start building buzz about
their upcoming experiences and services on
NetVRk when it launches in VR.

During the development of the MVP, we will
try to release small “teasers” on Steam for
the community to experience what NetVRk
will be like. During this phase, we will devel-
op blockchain and non-blockchain environ-
ments in parallel, as this type of approach
will provide a faster release date for the
platform and more expedient communica-
tions testing between environments during
the whole development process.

This phase will be divided into several MVP
releases with additional services in every
release.

The key steps of Phase 2 for the

non-blockchain environment include:

e Development of the platform back end
and front end

e Development of UI/UX design
e Scaling of the platform

e Development of internal databases and
communication between them

¢ Development of off-chain data storage
and its communication with the platform

¢ Development of communication between
the platform and the external environ-
ment (bank accounts, wallets, etc.)

The key steps of Phase 2 for the block-
chain environment will include:
¢ Nodes deployment

¢ Development of platform smart contracts

¢ Development of tokens in the private side
chain

¢ Development of oracle nodes for commu-
nication with the external environment
(bank accounts)

¢ Development of communication between
blockchains

Platform scale-up, full product release.
The current stage includes development
of the following services:

e Content updates

e Extensive analytics

¢ Business & developer toolkit

¢ Cross-platform: mobile & web
e Migration of all VR/AR content

The process of platform scaling will also
include enhancement of:
¢ Opening of platform to B2B

¢ Additional point-solution partner integra-
tion

e Establishment of business intelligence

¢ International markets

NETVRK WHITEPAPER | NETVRK.CO




ﬁ

2016
RU [I d m u I] ¢ NetVRk prototyping

e Self-funding
e Completed POC

2017

¢ Gathering talent (management, business, marketing)
¢ Established core concept
e Completed development on immersive VR locomotion

2018

¢ Expo participation

e China roadshow

¢ Seed round fundraising

¢ Developed core mainframe

2013 01-02

¢ Blockchain and non-blockchain based environment
scaling

e Smart-contract deployment
e New website creation
e Establishment of investor relations

2019 03-04
e Partnership with HTC

e Completed detailed NetVRk prototype of content
creation system.

2020

¢ Platform development
e Business development
e Fundraising.

2021

e Early access release
¢ Business development and expansion
e Public token offering

2022
¢ Global NetVRk: migration of all VR/AR content
e Expansion into Asian and European markets
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Team

Xmod was founded by Michael Katseli, who had created the NetVRk project. Xmod has re-
cruited diversely skilled professionals, from developers to researchers, to VR experts, to create
a highly functioning synergy of minds in order to turn the vision to a reality.

Strategy and NetVRk Platform Economy
MICHAEL KATSELI

FOUNDER, CEO

Michael is the founder of Xmod (previously Intvisco), a VR simu-
lation studio. Xmod creates complex simulation, both graphically
and software-wise, for a variety of industries such as high-tech
companies, architects, and real estate agencies. The studio has
been developing its own API, NetVRk, for the past two years,
starting with a prototype of VR goggles self-developed by Michael
five years ago. Previously, Michael led and co-founded software
development startups in the field of mobile applications, 3D simu-
lations, engineering, and augmented and virtual reality

Linus Chee

CO-FOUNDER, CHIEF OPERATING OFFICER

Linus brings over a decade of experience in entertainment design,
art direction, business and finance. Linus was an investment man-
ager and personal trader for many years in his early career, then
decided to follow his true passion for art, design, and entertain-
ment.

Linus studied entertainment design under some of the best de-
signers in the world at Ghomon School of VFX in Hollywood, and
Brainstorm School in Burbank California. He started working as a
graphic designer and art director for Dreamlab Gaming/Studios.
After several years, Linus was recruited by Xmod, Inc. where he
joined Michael Katseli in founding Xmod's own IP “NetVRK". Linus
is now part of a development team providing high-end VR solu-
tions and entertainment, and leads the concept design, art direc-
tion and management for the company.

& netVrK NETVRK WHITEPAPER | NETVRK.CO




Visuals and VR Development

JAY SHINDELL

CHIEF CREATIVE OFFICER

Jay Shindell has over 25 years of experience in the motion picture
industry, in animation, visual effects, and live-action films. He has
worked as an artist, creative executive, producer, editor, writer, and
director, and has contributed to the success of over 50 motion pic-
tures, such as Spider-Man 3, Minarity Report, I, Robot, The Day After
Tomorrow, and many other blockbusters. In addition, he serves as a
consultant to the industry and as an instructor at the Ghomon School
of Effects and Animation. Jay also worked for nine years as an anima-
tor at Walt Disney Animation Studios, providing effects animation on
The Lion King, Pocahontas, The Hunchback of Notre Dame, Hercules,
Mulan, and Tarzan (IMDB profile).

5AM WEY

CHIEF TECHNICAL DIRECTOR

With twelve years of experience in the entertainment director indus-
try, S5am Wey is a uniquely well-rounded creative and game designer
focused on crafting compelling interactive experiences. His passion
for video games has fueled a career spanning art, game design, and
story development. He began his career at Nickelodeon Animation
Studios on shows like the Kung Fu Panda television series. After dis-
covering a passion for crafting experiences, he transitioned to game
design for video games like ABZU, Friday the 13th, Star Citizen, and
Capcom’s Lost Planet 3. His interest in emerging immersive technolo-
gies has inspired his most recent accomplishments; including the AR
app, Follow Me Dragon and the VR LBE Jurassic World VR Expedition.

ARTAK AVETISYAN

ENGINE DEVELOPER

With a masters in applied mathematics and informatics, Artak is

also a programming teacher, and software and game developer with
experience in system and network administration. Artak with NetVRk
team helps prototype and engineer NetVRk's custom features.
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Blockchain Development

NIl HIDED

DEVELOPER

Nii is @ smart contract and full stack develop. He is passionate about
creating blockchain solutions for optimal usage and user convenience.

RYAN JUN

FULL STACK DEVELOPER

Ryan is an innovative, enthusiastic, goal-oriented professional with a
sharp technical acumen and a passion for software engineering. With
over 6 years of experience in full-stack development and blockchain
development, Ryan is poised to leverage keen programming expertise
within an Agile environment.

Business Development and Marketing

¥ netvrk

JONATHAN WERNICK

CHIEF ADMINISTRATIVE OFFICER

Jonathan is a Chartered Accountant with 14 years experience. In that
time has held senior finance paositions across 6 distinct industry sectors
and developed expertise in international accounting. Prior to that, Jona-
than also qualified as a barrister, winning a scholarship from Gray’s Inn.
Since then, Jonathan has gathered over 4 years of experience in block-
chain business development and networking. With the NetVRk team,
Jonathan now pursues strategic opportunities, partnerships, and new
markets for the company’s expansion.

DANIEL KENNEDY

CHIEF MARKETING OFFICER

Daniel Kennedy is a cryptocurrency marketing specialist, media copy-
writer, and author of the upcoming book, Social Media Handbook.
Founder of the NFT Assaociation and an active real estate entrepreneur.
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Advisors

JASON JERALD

PHD, LEAD VR ADVISOR

Jason has been creating virtual reality systems and applications for over 20
years. His work has been featured on ABC’'s Shark Tank and the Discovery
Channel, in the New York Times, and on the cover of the MIT press journal
PRESENCE: Teleoperators and Virtual Environments. Jason has worked on
over 70 VR projects with over 40 organizations including Oculus, Sixense,
Valve, Virtuix, AT&T, NASA Ames Research Center, Naval Research Labora-
tories, Lockheed Martin, General Motors, and more.

IAN FRIEND

CO-FOUNDER @ FERRUM NETWORK

lan Friend is the co-founder and COO of Ferrum Netwaork, which he helped
found in the depths of the 2018 bear market and grew it into a $100 mil-
lion market cap project with four successful lines of business, including an
incubator and top staking-as-a-service in the industry.

CHAU NGUYEN

CHIEF EXECUTIVE OFFICER GROUP

Chau is CEO of Olé Group and an innovative entrepreneur with vast experi-
ence in FinTech, online payment solutions, oil & gas investment, and movie
funding.

HOWARD NEELY

IP & PATENT CONSULTANT

Howard is founder and CTO of Three Birds Systems, a firm specializing in
developing software that leverages mobile computing, cloud-based analyt-
ics, and advanced human-computer interaction techniques to improve the
lives of ordinary people. He has over 20 years of experience in developing
virtual reality and augmented reality technology, including the world’s first
inertially-stabilized augmented reality system that works in an unstruc-
tured outdoor environment, which he developed while at the Hughes Re-
search Laboratories.
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Blockchain Advisors

% Nnetvrk

IHOR PIDRUCHNY

ADVISOR, APPLICATURE CEO

Ihor Pidruchny is co-founder and CEO at Applicature. In addition to
managing the company, lhor coaches blockchain companies and
helps strategize tokenization across various industries. An expe-
rienced technology manager and advisor in the blockchain arena,
Ihor has been involved in many blockchain projects, token sales,
and technical-development projects.

ANDREW ZUBKO

ADVISOR, APPLICATURE CTO

Andrew is a blockchain architect with impressive experience. Hav-
ing successfully completed his first blockchain project in 2014, he
participated in technical support for token sales and the crypto-
currency ecosystem before it became mainstream. His technology
stack includes, but is not limited to, C++, Java, JavaScript, Python,
Saolidity, and more.

IVAN NOVOSIOLOV

ADVISOR, APPLICATURE CMO

10+ years marketing experience. Successful campaigns and strat-
egy implementation in multiple various industries. One of the
creators of cyclable marketing for tech companies.

NAZAR KHRUPALO

ADVISOR, APPLICATURE CBDO

As chief business development officer at Applicature, Nazar helps
companies and startups establish business relations and brings
cooperation to a higher level of efficiency.
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PAVLO KLOKOV

BLOCKCHAIN CONSULTANT, BA

With vast experience in ICO launches, crypto-trading, and work-
flow management, Pavlo guides projects and provides consul-
tation through the development stage. Pavlo provides as much
knowledge and assistance as possible with regard to smart-con-
tract implementation, white paper and business plan develop-
ment, and solutions to various financial and economic issues in all
types of industries.

OLGA HRYNIUK

BLOCKCHAIN CONSULTANT, BA

Olga has been with the Applicature blockchain agency for several
years, working with blockchain technical solutions and assisting
startups and companies interested in blockchain implementation.
Olga is responsible for helping the company decide which strate-
gy is the best match in terms of strategic development.

MARIYA LUPIY

IR COORDINATOR, ADVISOR

Mariya is an expert at establishing relationships with key figures
and nurturing leads. Together with her team, she has helped sev-
eral projects find investors, partners, and advisors. With her deep
expertise, she is highly capable of detecting cryptocurrency mar-
ket trends and advantages.
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Legal Disclaimer

PLEASE READ THE ENTIRETY OF THIS “LE-
GAL DISCLAIMER” SECTION CAREFULLY.
NOTHING HEREIN CONSTITUTES LEGAL,
FINANCIAL, BUSINESS OR TAX ADVICE AND
YOU SHOULD CONSULT YOUR OWN LEGAL,
FINANCIAL, TAX OR OTHER PROFESSION-
AL ADVISOR(S) BEFORE ENGAGING IN ANY
ACTIVITY IN CONNECTION HEREWITH.
NEITHER METARABBIT LTD. (THE COMPA-
NY), ANY OF THE PROJECT TEAM MEMBERS
(THE NETVRK TEAM) WHO HAVE WORKED
ON THE NETVRK PLATFORM (AS DEFINED
HEREIN) OR PROJECT TO DEVELOP THE
NETVRK PLATFORM IN ANY WAY WHATSO-
EVER, ANY DISTRIBUTOR/VENDOR OF $NT-
VRK TOKENS (THE DISTRIBUTOR), NOR ANY
SERVICE PROVIDER SHALL BE LIABLE FOR
ANY KIND OF DIRECT OR INDIRECT DAMAGE
OR LOSS WHATSOEVER WHICH YOU MAY
SUFFER IN CONNECTION WITH ACCESS-
ING THIS WHITEPAPER, THE WEBSITE AT
HTTPS://NETVRK.CO/ (THE WEBSITE) OR
ANY OTHER WEBSITES OR MATERIALS PUB-
LISHED BY THE COMPANY.

Project purpose: You agree that you are
acquiring $NTVRK to participate in the
NetVRk platform and to obtain services on
the ecosystem thereon. The Company, the
Distributor and their respective affiliates
would develop and contribute to the under-
lying source code for the NetVRk platform.
The Company is acting solely as an arms’
length third party in relation to the $NTVRK
distribution, and not in the capacity as a
financial advisor or fiduciary of any person

with regard to the distribution of $NTVRK.

Nature of the Whitepaper: The Whitepaper
and the Website are intended for general
informational purposes only and do not con-
stitute a prospectus, an offer document, an
offer of securities, a solicitation for invest-
ment, or any offer to sell any product, item,
or asset (whether digital or otherwise). The
information herein may not be exhaustive
and does not imply any element of a con-
tractual relationship. There is no assurance
as to the accuracy or completeness of such
information and no representation, war-
ranty or undertaking is or purported to be
provided as to the accuracy or completeness
of such information. Where the Whitepaper
or the Website includes information that
has been obtained from third party sources,
the Company, the Distributor, their respec-
tive affiliates and/or the NetVRk team have
not independently verified the accuracy or
completeness of such information. Further,
you acknowledge that circumstances may
change and that the Whitepaper or the
Website may become outdated as a result;
and neither the Company nor the Distributor
is under any obligation to update or correct
this document in connection therewith.

Token Documentation: Nothing in the
Whitepaper or the Website constitutes any
offer by the Company, the Distributor, or
the NetVRk team to sell any $NTVRK (as
defined herein) nor shall it or any part of it
nor the fact of its presentation form the
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basis of, or be relied upon in connection
with, any contract or investment decision.
Nothing contained in the Whitepaper or the
Website is or may be relied upon as a prom-
ise, representation or undertaking as to the
future performance of the NetVRk platform.
The agreement between the Distributor (or
any third party) and you, in relation to any
distribution or transfer of $NTVRK, is to be
governed only by the separate terms and
conditions of such agreement.

The information set out in the Whitepa-

per and the Website is for community dis-
cussion only and is not legally binding. No
person is bound to enter into any contract
or binding legal commitment in relation to
the acquisition of $NTVRK, and no digital
asset or other form of payment is to be
accepted on the basis of the Whitepaper or
the Website. The agreement for distribu-
tion of $NTVRK and/or continued holding of
$NTVRK shall be governed by a separate set
of Terms and Conditions or Token Distribu-
tion Agreement (as the case may be) setting
out the terms of such distribution and/or
continued holding of $NTVRK (the Terms
and Conditions), which shall be separately
provided to you or made available on the
Website. The Terms and Conditions must be
read together with the Whitepaper. In the
event of any inconsistencies between the
Terms and Conditions and the Whitepaper
or the Website, the Terms and Conditions
shall prevail.

$NTVRK Token: The native digital cryp-

tographically-secured fungible token of the
NetVRk platform (ticker symbol $NTVRK) is
a transferable representation of attributed

ﬁ

utility functions specified in the protocol/
code of the NetVRk platform, and which is
designed to be used solely as an interopera-
ble utility token on the platform.

$NTVRK is a non-refundable functional
utility token which will be used as the me-
dium of exchange between participants

on the NetVRk platform in a decentralized
manner. The goal of introducing $NTVRK is
to provide a convenient and secure mode of
payment and settlement between partic-
ipants who interact within the ecosystem
on the NetVRk platform, and it is not, and
not intended to be, a medium of exchange
accepted by the public (or a section of the
public) as payment for goods or services

or for the discharge of a debt; noris it de-
signed or intended to be used by any per-
son as payment for any goods or services
whatsoever that are not exclusively provided
by the issuer. $NTVRK does not in any way
represent any shareholding, participation,
right, title, or interest in the Company, the
Distributor, their respective affiliates, or any
other company, enterprise or undertaking,
nor will $NTVRK entitle token holders to any
promise of fees, dividends, revenue, profits
or investment returns, and are not intended
to constitute securities in Singapore or any
relevant jurisdiction. $NTVRK may only be
utilized on the NetVRk platform, and owner-
ship of $NTVRK carries no rights, express or
implied, other than the right to use $NTVRK
as a means to enable usage of and interac-
tion within the NetVRk platform.

$NTVRK provides the economic incentives
which will be distributed to encourage users
to contribute to and participate in the eco-
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system on the NetVRk platform, thereby
creating a mutually beneficial system where
every participant is fairly compensated for
its efforts. $NTVRK is an integral and in-
dispensable part of the NetVRk platform,
because without $NTVRK, there would be
no incentive for users to expend resources
to participate in activities or provide services
for the benefit of the entire ecosystem on
the NetVRk platform. Given that additional
$NTVRK will be awarded to a user based
only on its actual usage, activity and con-
tribution on the NetVRk platform and/or
proportionate to the frequency and volume
of transactions, users of the NetVRk plat-
form and/or holders of $NTVRK which did
not actively participate will not receive any
$NTVRK incentives.

The NetVRk side chain is simply a block-
chain protocol which, by design, does not
own or run any computing/storage servers,
so third-party computing resources are re-
quired for processing transactions and run-
ning applications on the NetVRk platform
(e.g. nodes on the side chain). Providers of
these services / resources would require
payment for the consumption of these re-
sources (i.e. “mining” on the NetVRk plat-
form) to maintain network integrity, and
$NTVRK will be used as the native currency
to quantify and pay the costs of the con-
sumed computing resources.

In particular, it is highlighted that $NTVRK:

(a) does not have any tangible or physical
manifestation, and does not have any in-
trinsic value (nor does any person make any
representation or give any commitment as

to its value);

(b) is non-refundable and cannot be ex-
changed for cash (or its equivalent value

in any other digital asset) or any payment
obligation by the Company, the Distributor
or any of their respective affiliates;

(c) does not represent or confer on the
token holder any right of any form with
respect to the Company, the Distributor (or
any of their respective affiliates), or its reve-
nues or assets, including without limitation
any right to receive future dividends, reve-
nue, shares, ownership right or stake, share
or security, any voting, distribution, redemp-
tion, liquidation, proprietary (including all
forms of intellectual property or license
rights), right to receive accounts, financial
statements or other financial data, the right
to requisition or participate in shareholder
meetings, the right to nominate a director,
or other financial or legal rights or equiva-
lent rights, or intellectual property rights or
any other form of participation in or relating
to the NetVRk platform, the Company, the
Distributor and/or their service providers;

(d) is not intended to represent any rights
under a contract for differences or under
any other contract the purpose or pretend-
ed purpose of which is to secure a profit or
avoid a loss;

(e) is not intended to be a representation of
money (including electronic money), securi-
ty, commaodity, bond, debt instrument, unit
in a collective investment scheme or any
other kind of financial instrument or invest-
ment;
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(f) is not a loan to the Company, the Distrib-
utor or any of their respective affiliates, is
not intended to represent a debt owed by
the Company, the Distributor or any of their
respective affiliates, and there is no expec-
tation of profit; and

(g) does not provide the token holder with
any ownership or other interest in the Com-
pany, the Distributor or any of their respec-
tive affiliates.

Notwithstanding the $NTVRK distribution,
users have no economic or legal right over
or beneficial interest in the assets of the
Company, the Distributaor, or any of their
affiliates after the token distribution.

To the extent a secondary market or ex-
change for trading $NTVRK does develop,

it would be run and operated wholly inde-
pendently of the Company, the Distributor,
the distribution of $NTVRK and the NetVRk
platform. Neither the Company nor the Dis-
tributor will create such secondary markets
nor will either entity act as an exchange for
$NTVRK.

Deemed Representations and Warranties:
By accessing the Whitepaper or the Website
(or any part thereof), you shall be deemed to
represent and warrant to the Company, the
Distributor, their respective affiliates, and
the NetVRk team as follows:

(a) in any decision to acquire any $NTVRK,
you have shall not rely on any statement set
out in the Whitepaper or the Website;

(b) you will and shall at your own expense
ensure compliance with all laws, regulatory
requirements and restrictions applicable to

ﬁ

you (as the case may be);

(c) you acknowledge, understand and agree
that $NTVRK may have no value, there is
no guarantee or representation of value or
liquidity for $NTVRK, and $NTVRK is not an
investment product nor is it intended for
any speculative investment whatsoever;

(d) none of the Company, the Distributor,
their respective affiliates, and/or the Net-
VRk team members shall be responsible for
or liable for the value of $NTVRK, the trans-
ferability and/or liquidity of $NTVRK and/
or the availability of any market for $NTVRK
through third parties or otherwise; and

(e) you acknowledge, understand and agree
that you are not eligible to participate in the
distribution of $NTVRK if you are a citizen,
national, resident (tax or otherwise), dom-
iciliary and/or green card holder of a geo-
graphic area or country (i) where it is likely
that the distribution of $NTVRK would be
construed as the sale of a security (howso-
ever named), financial service or investment
product and/or (ii) where participation in to-
ken distributions is prohibited by applicable
law, decree, regulation, treaty, or adminis-
trative act (including without limitation the
United States of America and the People’s
Republic of China); and to this effect you
agree to provide all such identity verification
document when requested in order for the
relevant checks to be carried out.

The Company, the Distributor and the Net-
VRk team do not and do not purport to

make, and hereby disclaims, all representa-
tions, warranties or undertaking to any en-
tity or person (including without limitation

NETVRK WHITEPAPER | NETVRK.CO




F

warranties as to the accuracy, complete-
ness, timeliness, or reliability of the con-
tents of the Whitepaper or the Website, or
any other materials published by the Com-
pany or the Distributor). To the maximum
extent permitted by law, the Company, the
Distributor, their respective affiliates and
service providers shall not be liable for any
indirect, special, incidental, consequential or
other losses of any kind, in tort, contract or
otherwise (including, without limitation, any
liability arising from default or negligence
on the part of any of them, or any loss of
revenue, income or profits, and loss of use
or data) arising from the use of the White-
paper or the Website, or any other materials
published, or its contents (including without
limitation any errors or omissions) or oth-
erwise arising in connection with the same.
Prospective acquirers of $NTVRK should
carefully consider and evaluate all risks and
uncertainties (including financial and legal
risks and uncertainties) associated with the
distribution of $NTVRK, the Company, the
Distributor and the NetVRk team.

Informational purposes only: The informa-
tion set out herein is only conceptual, and
describes the future development goals

for the NetVRk platform to be developed.

In particular, the project roadmap in the
Whitepaper is being shared in order to
outline some of the plans of the NetVRk
team, and is provided solely for INFORMA-
TIONAL PURPOSES and does not constitute
any binding commitment. Please do not rely
on this information in deciding whether to
participate in the token distribution because
ultimately, the development, release, and
timing of any products, features or func-

tionality remains at the sole discretion of
the Company, the Distributor or their re-
spective affiliates, and is subject to change.
Further, the Whitepaper or the Website
may be amended or replaced from time to
time. There are no obligations to update the
Whitepaper or the Website, or to provide
recipients with access to any information
beyond what is provided herein.

Regulatory approval: No regulatory authority
has examined or approved, whether formal-
ly or informally, any of the information set
out in the Whitepaper or the Website. No
such action or assurance has been or will be
taken under the laws, regulatory require-
ments or rules of any jurisdiction. The publi-
cation, distribution or dissemination of the
Whitepaper or the Website does not imply
that the applicable laws, regulatory require-
ments or rules have been complied with.

Cautionary Note on forward-looking state-
ments: All statements contained herein,
statements made in press releases or in any
place accessible by the public and oral state-
ments that may be made by the Company,
the Distributor and/or the NetVRk team,
may constitute forward-looking statements
(including statements regarding the intent,
belief or current expectations with respect
to market conditions, business strategy and
plans, financial condition, specific provi-
sions and risk management practices). You
are cautioned not to place undue reliance
on these forward-looking statements giv-
en that these statements involve known
and unknown risks, uncertainties and other
factors that may cause the actual future
results to be materially different from that
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described by such forward-looking state-
ments, and no independent third party has
reviewed the reasonableness of any such
statements or assumptions. These for-
ward-looking statements are applicable only
as of the date indicated in the Whitepaper,
and the Company, the Distributor as well as
the NetVRk team expressly disclaim any re-
sponsibility (whether express or implied) to
release any revisions to these forward-look-
ing statements to reflect events after such
date.

References to companies and platforms:
The use of any company and/or platform
names or trademarks herein (save for those
which relate to the Company, the Distrib-
utor or their respective affiliates) does not
imply any affiliation with, or endorsement
by, any third party. References in the White-
paper or the Website to specific companies
and platforms are for illustrative purposes
only.

ﬁ

English language: The Whitepaper and the
Website may be translated into a language
other than English for reference purpose
only and in the event of conflict or ambigu-
ity between the English language version
and translated versions of the Whitepaper
or the Website, the English language ver-
sions shall prevail. You acknowledge that
you have read and understood the English
language version of the Whitepaper and the
Website.

No Distribution: No part of the Whitepaper
or the Website is to be copied, reproduced,
distributed or disseminated in any way
without the prior written consent of the
Company or the Distributor. By attending
any presentation on this Whitepaper or

by accepting any hard or soft copy of the
Whitepaper, you agree to be bound by the
foregoing limitations.
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