


INTRODUCTION == /

YOUR GATEWAY TO AN EXHILARATING WORLD OF MULTIPLAYER CRYPTO RACING

Prepare to be whisked away into a groundbreaking adventure that blends skill, strategy, and captivating artistic
design. In CyberKart Al, every race is a journey through a futuristic dystopian landscape, where the thrill of
cryptocurrency fuels your adrenaline and propels you to new heights of excitement. Join us as we redefine the
racing experience and embark on an unforgettable journey into the future.
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CHALLENGE ==

Despite a thriving gaming industry, there's a lack of innovation in merging classic gaming
with modern technology, especially integrating cryptocurrencies. This creates a market void
for cryptoenthusiasts and gamers seeking meaningful connections between the two worlds.
Significance: Bridging this gap is crucial, revitalizing cherished gaming experiences for a new
audience and pioneering the integration of cryptocurrency into gaming, elevating player
engagement and investment opportunities.

CYBERKART AI'S RESPONSE e

CyberKart bridges the gap by merging classic racing games with blockchain technology.
NFTs grant players real ownership and tradability of in-game assets, while the SKART token
and blockchain integration enrich gameplay and create a crypto-centric economy. This
secure and transparent framework enhances the gaming experience, fostering community
engagement and investment opportunities.



MARKET ANALYSIS ==
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The GameFi market, encompassing games like CyberKart Al, has shown

oo impressive growth and potential. In 2021, the global GameFi market was

| valued at around USD 9 billion. It is projected to reach approximately USD

90.51 billion by 2031, growing at a CAGR of 27.13% during this period. This
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growth is largely driven by the rising use of cryptocurrencies and blockchain
technology, which have boosted GameFi's popularity.
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The GameFi sector is continuously evolving, with more sophisticated gameplay mechanics being introduced to maintain player interest
and ensure longevity. The rise of the Metaverse is also reshaping GameFi, offering players deeper engagement levels and intricate
economic systems. By the end of 2024, the GameFi user base is estimated to surpass 50 million worldwide, significantly up from
around 20 million in 2023. Furthermore, by 2024, over 70% of GameFi experiences are expected to be accessible on mobile devices,
enhancing accessibility and widening the audience.
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Fully functional multiplayer Purchasable in-game items & A vast array of cars, weapons, An immersive experience,
mode. NFTs, unique car skins, weapons and maps. accessible on all operating
& maps, are available in an in- systems.

game marketplace.




BUSINESS MODEL == /

Implementing a DAO structure for community
involvement in game development, ensuring the
game evolves in line with player preferences.

]

Seasonal passes for exclusive content and a subscription
model for regular. Premium updates, enhancing player
engagement and creating a steady revenue flow.

Developing an esports ecosystem with tournaments
and partnerships with streaming platforms and
esports organizations to reach a wider audience.

Incorporating DeFi elements, such as token staking
and in-game financial services, to engage the crypto-
savvy audience.

]

An expanded NFT marketplace includes unique in-game
assets, evolving NFTs, and exclusive customization
options, adding depth to the game's economy.

]
Collaborating with leading brands for in-game content,

creating opportunities for branded races, cars, and in-game
advertising.

Pursuing interoperability with other GameFi projects,
allowing for cross-game utility of NFTs and assets,
fostering a broader gaming community.



= COMPETITION =

CyberKart Al boldly carves out its niche in the dynamic world of GameFi by seamlessly fusing classic racing
thrills with cutting-edge cryptocurrency integration. As a trailblazer in this domain, it not only sets the pace
but also sparks a new trend, delivering an unparalleled experience that stands head and shoulders above
any other game in the market.




== GO-TO-MARKET STRATEGY

Partnering with influential figures in the crypto and gaming Developing an email marketing strategy to keep players
communities to showcase CyberKart Al gameplay, offer informed about updates, events, and promotions,
tutorials, and highlight unique features. maintaining engagement.
Influencer Colabs Email Marketing
10% 10%

Community Engagement
Building a strong online presence on platforms like 10%

Reddit, Discord, and Telegram through regular updates,
and interactive Q&A sessions.

SEO & ASO  Prioritizing Search Engine Optimization (SEO) and App
10% Store Optimization (ASO) to increase CyberKart's
visibility.

Cross-Promotional Ventures
10% Collaborating with other GameFi entities for

mutual promotion within the blockchain
gaming community.

Digital Advertising
Launching targeted advertising campaigns on social 109

media and search engines, using data analytics for
optimal reach.

Content M que’ring

Console & Platform Partnerships 10% Implementing a content marketing strategy with blogs,

Forming alliances with major gaming consoles and 10% videos, and infographics to explain the gaming and
digital platforms to improve accessibility and market Affiliations  Gaming Events Presence blockchain fusion.
penetration. 10% 10%
Introducing referral incentives and a loyalty Showcasing CyberKart Al at major gaming
program for players, rewarding engagement and conventions to gather feedback and generate

achievements. excitement.



2,500,000

2,000,000

1,500,000

1,000,000

500,000

Year 1

FINANCIAL PROJECTIONS ==

B CyberKart Projected Revenue Over Next 5 years

Year 2 Year 3 Year 4

o Toillustrate, let's start with a revenue of $600,000 in Year 1. With a 40% growth rate,
the revenue would increase by $240,000 in Year 2, resulting in a total of $840,000. In
Year 3, a further 40% growth would yield an additional $336,000, bringing the total
revenue to $1,176,000. This pattern continues through Year 5, demonstrating the
cumulative effect of sustained growth.

e Year 1: We commence operations with an initial funding equivalent to the amount
raised through the IDO.

e Year 2-5: The application of a 40% annual growth rate guides our projections for
revenue expansion.

Year 5 @

We begin with the initial funding obtained through the IDO (400 Ethereum, converted to USD at
a hypothetical price). We project a 40% annual growth rate, a figure reflecting both ambition
and plausibility in light of the market's expansive potential. This rate signifies a significant

M

uptick in revenue over successive years.
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"* CALLTOACTION ==

Embark on an exhilarating journey into the realm of multiplayer crypto racing with CyberKart. Join the forefront
of innovation and become a part of a game that transcends the ordinary, blending the heart-pounding thrill of
racing with the cutting-edge future of gaming in the crypto universe. Prepare yourself to delve into the
extraordinary, where every turn unveils new possibilities and every race paves the way for a revolutionary
gaming experience. The adventure begins now - gear up for a ride like no other!







