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2. H|™ (Vision)
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In-Game Ad Contents
Space Ad Spot
. Transform Deploy Hoands
Videos Ad Spot
. Projects
Pictures A Srot
Items
Sound Ad Spot
Ad Carrier
Ad Spot CIAt2l
» 7Y E8H(Game Integration):
2t 3D ABH(ad spot)2 S 7ol 2UXO R HZE 0] YN, TSI 2e st Hel2 1o
g 4 QUL
o DTS EAI57| Sst AIZIH B2t

o A etd Lol M 0| S5t 7he SEEAK(Virtual Companion)
2 71X|(Asset Value):
0 AR DR AR 7ER|E XL, Chaar 22 SAo2 28 & J5LICHL

o e2li(Traded)

o 7| &0{x} 7t 0|™(Transferred among participants)
o 0|C|0f C}YM(Media Versatility):

2t ATHS CHOFSE SEHO| O|C|0{2 EHS 4 Ql= CH2H OfjR| 2 &2 4 Ql&L|Ch

o sY¥&(Videos)
o O|O|X|(Pictures)
o 7|Et HE|OIC|{ 2&I=(Other multimedia content)

4. GameBuild SDK

4.1 GameBuild SDK 72
AL 7ML 2 2EMCZE 02 £ AbA|E of 1D QISLICE 71 7HE 7)) =2 7= HEM 27,
2|10 Z2{|0|0] FO{ =2 M 7He| H#d 2 Bt = 023 0| 1 of| QIL|CH

GameBuild SDK= 0|2{st ZX|E aliZst7| flal, 7|& Web2 A&t 417 Web3 A 250 5|
ol 7|& E8t2 7tASI5IE 2 AA Y S LT

N7 HS RE B2H2l AYS THHOFBH AIZ ABT0|D HIEFSHE S A B2 o],

GameBuild SDK= E-’.-_‘-ili._' S8H M WA(Standardized and Efficient Approach) € A&
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O] SDK= M| 7tX| ety E=3 Sele= F4E L

o X} 22|(Asset Management)
o M3 2t2|(Identity Management)
o Hot HS(Security Protection)
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o &1 2t2|(Ad Management)
e 0|0|E| E4{(Data Analysis)
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4.2 GameBuild SDK &2 2= (Key Modules of The GameBuild SDK)

GameBuild SDK= ==x(2/2] Setd1t 7|5ds Zatsty| lsl T 7le] ¢ AZE HE2 A4E|
of ASLICE

1. M 22| 2 & (Identity Management Module)
o AFBXIE 01Estal, 59| MRS CIX|E Xhit L EZiAMo|| oA AFHL|CY,
o MENAH Q| 7|Ht 0, SDK Li2| H ot A& %L ( ecure Interaction)
Ct.

2. Xjih 2| BE (Asset Management Module)
Z| Y3 S #E5t0] AlY L XA EFsH(Tokenize) 5t
S Rhitel ARHS eHMsHA| #2|etL(Ct
o O|E Soll 2= AIAH0| ALK} M@} kX sA| AZAEL|CH
3. Hot HS BE (Security Protection Module)
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b AFE XL GO E EAA e 2RE BSL(C]
AR EFE & (Ad Management Module)
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o O|Z Solf & 71x|2} E2io]o] AES ghatA|ZLIC
5. OloJE M 2E (Data Analysis Module)
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Data Analysis Module Ad Management Module
l Data Ingestion l ‘ Processing Engine ‘ l Ad Spot Lifecycle Management { Ad Placement and Management
’ Analytics API l | l Data and Analytics Integration l [ Slot Auctioning and trading ]
£ 2 208 20
S X7 7 N7 NV 4
Asset Management Module Security Protection Module
Ownership Cross-Chain Asset Identity and Access
Verification Engine Interoperability { b Crypisgraphy Secvice Layee Management Layer
— 1 . . .
Blockchain Abstraction Layer Digial Sigutie ‘ ’ B l ’ Authentication
@ Cosmos @ solana 4 Ethereum ) Polygon Encryption & MPC
@ Avalanche @ Polkadot ) Bitcoin | euue. i i Decryption Authorization
Asset Tokenization Asset Lifecycle Smeare Co;::n:_t Securiey Access Control
Service Management Y
ey oy Formal Verification ‘
Y v : Transaction Monitoring and
Identity Management Module I‘gehg'c‘kty A“wmf:uc Risk Assessment Layer
AN ’ Event Listener ‘ | Monitor ‘
Permissions & Access Control Manager N Anet Peokectt a
se ection an . »
Recovery Mechanism Activity Traceability
e Identity Verification
Binding Contract ty e Reliable Trusted Atk Recosifion
Decentralized Identity (DID) Services o -
Resolver and Manager Zero-knowledge Recovery Intelligent Risk Prediction
Fundamental Module

72l 2. GameBuild SDK 29| 7|= o7 |EllX 7§

O|E 2E2 Hot xpit E33H(Secure Asset Tokenization), EfZ! 21 (Targeted
Advertising),
S EM(Deep Analytics) 2 7tsot ot= ZZAQI MERAE & dgLCt,

BH| 22k A HOEE o e UA ETEAE = UES X RAEL(Ch

GameBuild SDKe= At} 5“E(User Behavior) 2! x}:H &2 (Asset Utilization) off CHst
st QIMO|EE NS00, A HNE z&ststil Z2i|0|0] Z0{E SCHSHEILICY,

5. 8H = ¥ 2IME|H H|#L|E (Economics and
Incentive Mechanisms)

SGAME E2 MEfi7|= 7t{HdA(Governance), &2 (Collateral), @t &/(Membership), ZoH o
ZZ2{ 0|2~ (Auction Marketplace) 44 S 0{2] iy 7|55 7[gte 2 FAFE|0f SL T

0| EE22 GameBuild Z21E Li2| 2t HHEHAE X|R/6l0{, GameBuild SDKe} ZI235| S&Hx|0f
MH|A &M gl AERA| &bt

No. 5 /10



Z{H{HA EE (Governance Vote)
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£ 0[2f 715, 30| =, ni2to|E M7 Sof 2t Mot MEst ERE £ QELICHL ERAHS
HRStEZ AEFOH Hl 2Lt

o Cf, &8 #5H2 GameBuild 7|52t 2HAE Afotof|2h SHEE|0, 3|ALC] Y, RHik XM=, O[AF MY
sl He|E i°* tX| et&LICt st SGAMER X2 (equity) O|Lt Xt 4Z(Investment
Contract) 2| &2 7tX[X| S5LICL O] 2= SSAIUO|L TEH Y HEHE 2HRE(X] §i5L

CtH (Collateral)

o SGAME EZ2 HHY/HMA EZCZ M, EME L CHFSH MH[A(0f: A 2h2|, Xpat
otES SDKO|g S)ofl MZst7| 2lst B XHt(Collateral Asset) 2= &EE £ !
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HH{ & (Membership)

SGAMES ZHE LY H2H(0f: Y FL0H, MH[A O] &)0]| AFEE =~ AELICH
e G2 olo[e{ 24 MH|A(Data Analysis) 3 A& 2M(Market Advisory) S
nk=; 7Isa olget m ArZELICE

Zojj opiIE| 0] A MM (Auction Marketplace Creation)
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o 21 U 35{9| &F Wx|(Defense Against Conspiracy or Fraud)
o #0jx} #E 17H|(Behavioral Regulation)
o H|HAH stz0j gt HI'ZE|(Penalty for Abnormal Activities)
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Game Build SDK

iantity Mansgemaent Membership Governance Vote Collateral
Module

Asset Management
Module <}: $GAMEBUILD

Security Protection TOKEN
Module

Ad Management
Module Auction Marketplace
Data Analysis

Module

121 3. SGAME E2 E22

SGAME EZ21 GameBuild SDK 7t2| 917|= O sHAIEOol @ AQIL|CY,

SGAME EZ2 thas| Z22E L AHEA(Governance) 7|52 $3ist= 240 2X|X| &1,

SDKe| Cjgst MH| A2} Z10] Selk|o] M E 10 CHst ZE= ol M2 S 7ts5HA| =fLC

0| E& &= WXt A2 XV SDK| 284 (Utility) 2t 2d 84 (0perational Efficiency)
2 3oister = A= XLt

A=, 0| 2= EZ2Q ZHA 7|s(Economic Function) 2t SDKQ| 7|&H & (Technological

Capability) 7t2| 4S5 (Symbiotic) +xE AMst0], Z3HE 20| (Engagement)E =0|11
x| MEeHH (Ecosystem)| &S FXIEHL|C

6. $GAME E2 ™ ($GAME Token Map)

6.1 $GAME EZ 24l ($GAME Token Allocation)

SGAME EZ22 $CRE®} $SLG2| £ 0|5 (GameBuild ¥ 11 M| 7HL 25) 2 Y| &LICH
% 2 21,419,639,400 SGAMEO|H, 0| 5 72.91%7} 0|0] 8 FILICH

e 28 A: CRE2S| R& =M i (46.69%)

e RE B: SLG2| 98 WA Y (26.22%)

. "13”‘—1 EXIx}(Strategic Investor): SLG2| O/HHY E2F 5 2.40%

o ME EXIXl(Seed Investor): SLG A= EX[XtO DIHH H=E351.97%
o OI{EE(Airdrop): CRE ERXt CHA 3%

e H|=L|A & (Business Development): 6.57%

o MEfA 0L (Ecosystem Development): 13.15%

A

Jook
olo
Hu

0] & 3%= CRE E0 LHM OI{EE, 6.57%= H|ZL|A T2 13.15%= MEfA| =M U &tztgo

AEELICY.
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SGAME Token Allocation

Airdrop, 3.00%
Business Development,
6.57%
Strategic Investor, 2.40% ‘
Seed Investor, 1.97% —

= GAME circulation A = GAME circulation B = Seed Investor = Strategic Investor = Business Development = Ecosystem = Airdrop

T8 4. SGAME EZ 2t 1%
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TE EZ % (Token S WA H|g

(SGAME) Amount) (% £ (Source)

GAME § 10,000,000,000 4,6.69% CRE ®8 2% (CRE circulation)

EA

GAME & 5,616,114,935 26.22% SLG §& =2F(SLG circulation)

EB

ME EXIX} 422,526,658 1.97% SLG A= EXAte| O[HiE =&

MEkd EXt 513,883,773 2.4,0% SLG X2 EXpXte| D|HiE =2

X}

HIZLIAJ]  1,408,174,951 6.57% SLG O|HfY =2 & 1/3 (XA 2 0|04

Ht CE ML)

MENA 7 2,816,349,901 13.15% SLG OHE 22F = 2/3 (BEAHKF L of|of
E H2R)

olojEE 642,589,182 3.00% SLG 0|t 2% & 25 (EXXLH2

=)

6.2 $GAME D|uiX E2F H|AE! 7|&l (Adjusted Vesting Plan for §GAME
Unvested Part — 67H 2 2t 717h)

SGAME EZ22| 0|8iY(Unvested) 22 670€ 2td(Lock-up) 0|F HTMOZ BHliE|0, 2t &5
H2 #0|gt M&(Linear) HAE 2AFHO| HEEL|CH
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SGAME Vesting Schedule
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Strategic Investor m Business Development M Ecosystem

T2 5. SGAME H|A& AZ|ZE (Vesting Schedule)

7= (SGAME Vesting  H|g

Schedule) (%) H|AE X2 (Vesting Terms)

GAME | A 46.69% TGE Al 100% SA| £E (TGE 100%)

GAME R E B 26.22%  TGE Al 100% SA| 85 (TGE 100%)

ololEE 3.00% 5 43| 2t2E 24 (4 rounds in total)

A E EX}X} 1.97% S8 T 671 2, 0| 16748 MY 24l (6 months
cliff + 16 months linear)

M2Fx EXXL 2.40% S = 670 =Y, 0|F 1070E MY 24l (6 months
cliff + 10 months linear)

H|Z=L|A 74 6.57% S8t 5 671g &, 0|1F 40718 M& 28 (6 months
cliff + 40 months linear)

MEfA| 13.15% ST T 671 2, 0|F 4071 M 28 (6 months

cliff + 40 months linear)
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