Content Management, Sharing, and Cross Platform
Collaboration for Mixed Reality

makeskA

THE EASIEST,
FASTEST, BEST
WAY TO SHARE
YOUR CONTENT
IN EVERY REALITY
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A VENUE FOR
EVERYONE

There’s a venue for photos, video;
advertisers get it, to the tune of
$50B+ per year (Facebook).

There are even niche venues for
gaming like Twitch and ROBLOX.




MIXED
REALITY
(AR/VR/XR)

Guess where we are headed?

Hint: itis as close to first-hand as
you can get: Virtual, Augmented,
Mixed Reality

With these technologies, you can
put any audience in any location, at
any scale, as if together in real life.




INFLUENCE

» Research shows that using
augmented (AR), and virtual
reality (VR), is more compelling
and more likely to persuade an
audience to buy, learn, and
understand.

» makeSEA empowers everyone
to deliver content that
connects with an audience like
no other medium can.




The problem is that it's really hard to share contentin XR -

especially by mixing content users themselves are producing
already, like video, 3D design models, and real-world scans.
Gaming and movie studios do it —but imagine if anyone could
use this technology to tell their story if itis A: easy, and B:
relevant to their content. Now make it work across platforms
and so the content can evolve and be updated and you get:

HOW DO | WORK THIS?
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POOF... YOU'REA
MIXED REALITY
PRODUCER

makesEA

is a platform that solves the “hard”
part of XR publishing by making it easy
like social media posting and puts
mixed reality in the hands of every
creative, every teacher, every
business, EVERYONE.

...isn'tthat what YouTube did for
video?

10 INFLUENCERS
BREAKING THE INTERNET




EASY-PEASY




10X-100X TIME SAVINGS, REFRESH, REPEAT

» makeSEA reduces AR and VR production time by an order of
magnitude -or two- vs existing methods

 Content can be blended from multiple sources to tell a better
story: 3D models, real-world scans, video, and more

* Hosts can interact with their audience LIVE

» makeSEA helps publishers to keep things fresh and relevant by
empowering them to update, re-use and improve experiences
over time as the content and XR technology mature




For Video Examples of makeSEA and Catapult
(makeSEA's XR client app), in action please visit:

https://www.makeSEA.com/examples

makesEA



https://www.makesea.com/examples

TRIANGLE OF
DISRUPTION

makesEA
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VORACIOUS APPETITE

Market Opportunity
Top-down, 2021-2022

$1.7B US Market
Opportunity
In 2021

makeSEA

@ Target
$22.1 billion USD, globally North of
(exceeding $60B by 2024) $45M

Source: Statista; secondary sources: MarketsAndMarkets, Grand View Research




PERSPECTIVE

3 YouTube BREBLAX

March 9, 2021, CNBC:

“Roblox goes public
Wednesday — here’s how

(lﬂbtﬂg"ﬂm indie game makers turned it

= $1B Acquisition into a $30 billion company”

=$15B in Revenue

maI(BSEA is analogous to these services, but for XR, with a platform capable of also serving mid-market business and enterprise sectors.




3 DISCRETE
REVENUE
PIPELINES
ON THE
ROADMAP

B2B2C: white-
label turnkey
solution for
mid-market

(SaaS), vertical applications
and private domains

ENTERPRISE:
fully customizable
standalone
version for
enterprise

(SaaS), standalone platform

| A

D2C:
Web fac

software-as-a-

service
(SaaS) at

www.makeSEA.com

Ing

- T RS e T AR |
e
< Ppeat o { N e 7 «,(-‘.;,":'1

R PRP,
gy 5 Tt e R e
B #‘J"‘:& ‘l?t'-.vl";‘.ﬁ" H ‘ot .)r ﬁ—:ﬂ
s &

.



http://www.makesea.com/
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LANDSCAPE
(1] Tube)

Google Docs
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GitHub
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makeSEA

Sweet Spot:

Easy XR CMS + Collaboration & Data Room
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TRACTION

newchip
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READY FOR LIFTOFF

_ 3D Scanning
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OPEX & EBIT per Year

140,000,000.00

MODEST BUT,

100,000,000.00

AMBITIOUS

60,000,000.00

40,000,000.00

inflection

20,000,000.00

Subscribers & Unit Sales per Year ) ’

500000

450000 Total OPEX ($) EBIT($) m Net Gain Since Open ($)

75K paying
Subscribers,
Year 3 Target: 310K User

5K Independent Unit T :
1K Mid-Market = Profitability Inflection, Year 3

200000 :
150000 25 Enterprise

o Customers

— IPO/Acquisition Option, Year 5

0

400000

350000

300000

1 2 3 4

Independent Users Mid Market Subscribers ™ Enterprise Subscribers ™ Total Subscribers User UnitCount




#IPADAYS

» Patent 9,904,773 Awarded
February 2018: DRM for 3D assets

* Qurtechnology is proprietary and
hard to replicate

« We are the repository for our
users’ IP too
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YES, WE KNOW HOW TO FLY THIS THING

> Chris Stavros
Founder, CEQ, Chief Architect

10 years building/operating successful boutique enterprise portal hosting and managed services company
8 yearsin tier | digital agency space as Director of Engineering, Senior Strategist and Architect
8 years in enterprise computing for K-20 and Cal State System

> Drew Hartley

XR Experience Engineer

Unity Developer
Cal Poly San Luis Obispo Graduate

) Bill Berks

Web Experience Engineer
Senior Enterprise Application Architect
Enterprise Java/Liferay Developer

Cg’:ﬁ%ﬂ ®Surfline @ BOSCH

NEW YORK

@) Roberta Dobolek

Marketing & Customer Relations
Client Relations and Operations Manager
Director of Client Services

™ Stuart Hallin
Operations & Systems Administration

IT Operations and Security Officer
Senior Operations Manager

da
CISCO

QUIKSILVER

|
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JOINSUS,

EAI WORLD

In production
Pre-revenue (paid POCs)

Seeking $2M Seed round
to grow Sales, Marketing,
and Operations

Targeting very achievable
30X+ exit in year 5, with
much higher potential:




