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1. Mobile Games Market and Problem Recognition

1.1 Market Size

Thegbnft! sftfbsdi!tgfdjbmjtu! Of x[ pp !3tl24sthdyfpledictegptbab m! Hb n f t
the global market size of the games market in 2018 would reach approximately $138 billion, and the
smartphone/mobile game industry specifically would possess 41%, approximately $56.4 billion, of the

total market size.

THE GLOBAL GAMES MARKET (2018)

PER SEGMENT
TABLET GAMES

$13.9Bn

+13.1% YoY

DOWNLOADED/BOXED PC GAMES

$28.6 Bn
+4.5% YoY
BROWSER PC GAMES
$4.3Bn
-13.9% YoY

2018 TOTAL

$137.9Bn

+13.3% YoY

CONSOLE GAMES

$34.6Bn

+4.1% YoY

SMART PHONE GAMES

$56.4Bn

+29.0% YoY

Figure 1. The Global Games Market

L https://newzoo.com/solutions/standard/market  -forecasts/global -games-market-report

2019 © ITAM PLATFORM PTE.LTD. All Rights Reserved



As Figure 2 shows,among various types of games, the smartphone games market is expected to most
increase, by the year 2021, it is forecasted to record about $88.2 billion, or 49%, of the total market size.

SEGMENT BREAKDOWN OF GLOBAL GAMES REVENUES

TOWARD 2021

BROWSER PC GAMES
TABLET GAMES

H DOWNLOADED/BOXED PC GAMES $180-1 Bn

Bl CONSLE GAMES

B SMART PHONE GAMES $165.9 BI’I
$151.9Bn :

$137.9Bn

$121.7Bn

2017 2018 2019 2020 2021

Figure 2. Segment Breakdown of Global Games Revenues, Toward 2021 by NEWZOO

2019 © ITAM PLATFORM PTE.LTD. All Rights Reserved



1.2 Problem Recognition

Mobile games are not restricted by time or space limitations and can be enjoyed by using the benefit of
internet-accessible smartphones. Thus, it has advantages such as convenience, simplicity, and mobility,
as well as persistence, which combines all the benefits and allows long -term enjoyment of games.
However, both the game users and game companies are exposed to problems that cannot be solved
without a new paradigm shift.

1.2.1 Game Users

Ownership of In-Game Digital Assets

The vast majority of mobile games offer free play but require either a great amount of time and effort or

monetary payments for the user to acquire specific content and/or digital assets. It has become

common for mobile gamestoincrease ui f ! Ebj mz ! B d u jandid-ganefstayttiing, loizEal of LJ* !

the time, effort, and money invested into the games to build characters and/or accounts are merely just
ebub!uibu!sfnbjot!xjuijoluif!hbnft!!sfbmn!boe! bsfo! u!l
mobile games restrict the trading of items and accounts as a regulation. Fwf o! j o! hbnft ! ui bu! ep
betting, means of dividend, or deals with game money or items acquired by chance, trading items

between users are also disabled in most games by their terms and policy.

As a result, game accounts are implicitly traded through private communities and item brokers in order to

trade digital assets. This is a very risky and unsafe method. Because this is regulated as illegal in their

Terms and conditions, the game companies do not have responsibilities regarding this. There are cases

xi fsfluif!tfmmfs!tfoet!uifjs!jufn!ps!bddpvou-!cvuluif!
money but does not receive the item or the account information, or even receives a totally different item.

There are even cases of utilizing the bugs of the game, or frauds pretending to be the operator of the game.

Unfairness Due to Centralization of Games

Majority of online games, including mobile games, try to induce competition amongst users and attempt
to get users to spend more time playing games. However, there are cases of game operators/specific
users maliciously creating/copying unique items and, thus, dominating the competition system of the
game. Furthermore, there are incidents of probability manipulation when acquiring items, inflicting
negative user experience for honest participants.

1.2.2 Game Developers

Profit Imbalances of Game Companies

The fee that Store platforms charge, which every mobile game has to endure, on App Stores such as
Google Play and Apple App Store is 30%. 30% of the revenue is not a small number, and traditional Store
platforms have gained massively with these fees. For small and medium -sized game companies, their
main focus is on developing the game; thus, they cannot invest a lot of resources on marketing.

Because of the inevitable profit imbalances due to the limited number of game users, instead of
focusing on providing the utmost entertainment for the gamers through creative ideas, more efforts are
made to encourage game users to spend more money on the games. We cannot focus on already
proven revenue models, such as random digital asset selection, which are also controversial amongst
the small and medium-sized game developers. There are many motivated game developers thatare
concentrating on providing entertaining games. There needs to be a new market and ecosystem where
these game developers can make greater profits than merely the in-game ad revenues.



Difficulty in entering the blockchain gaming market

Game developersare very interested in new markets with blockchain technology that can provide a
reliable and fair game system for game users. However, applying blockchain technology to their own
games requires training or new hiring of developers by investing in separate resources for game
development, knowledge and know-how by the executives, and other big investments and critical
decisions. Currently, the implementation of blockchain technology is difficult and expensive. This is
particularly a burden for small and medium-sized game developers.



2. ITAM Games

3/ 2" JUBN! Hbnft! I Njttjpo!boe! Ej sfduj po

As mentioned above, ITAM Games is deeply aware of the issues on the current gameindustry and have
continuously worked the past year in developing and realizing our products. As we reduced the gap
between the hypothesis of the team and realistic development, we believe the uncertainty of project
completion has diminished, and we at ITAM Games intend to write this white paper to inform our
supporters on how we will provide better experiences and ecosystems for game users and game
developers through blockchain technology.

Through the use of blockchain technology, we will onchain the leaderboards, achievements and
challenges of games, which were not appealing to game users in ‘games with centralized game servers'
or ‘client games without game servers,' to provide a fair and trusted game competition system and give
wbmvflup! ui f! gmb zhe sniqle!digital adsajsrobtire HdmB userpwill'be recorded on a
public blockchain,v t f petsonal wallet, instead of being located only on a centralized server, which will
make them more valuable and unique. This will allow the game user to havetrue ownership of the digital
assets and enable secure trading with other users.

ITAM Games will also provide game developers with a rational, mutually beneficial blockchain store
platform. Game developers will be able to take advantage of faster, more profitable settlements and free
solutions that makes it easier to implement blockchain technology into games.

ITAM Games will continue to improve so that game developers can create more original blockchain
games, and players can enjoy more games, ultimately creating a transparent and evolving game
ecosystem.

To this end, ITAM Games has developed and is in the process of developing the following services and
products:



2.2 Multi Blockchain service

ITAM Games is a blockchain gaming platform that utilizes blockchain technology to give true ownership
of digital assets to users. As a service provider, we believe that it is important to give users the choice of
which blockchain protocol they would li ke to store their hard-earned digital assets and achievements.

ITAM Games believe each protocol has its own unique advantages as a chain, and as service provider, we
believe it is a great time to experiment with different chains and let the users themselv es decide which
protocol they prefer. Currently, we have chosen the EOS MainNet to be the first public blockchain protocol
to be connected to the ITAM Store, but throughout the service's lifetime we will be implementing different
protocols for our users.

—— % ITAMCAMES

N ————

Infrastructure layer
Y Node Node Node Node Node

Protocol layer

BlockChain 2 BlockChain 3

Figure 3. ITAM GAMES multiprotocol layer

2019 © ITAM PLATFORM PTE.LTD. All Rights Reserved



2.3 ITAM Store

The ITAM Store is an app with similar Ul and UX as the Google Play Store and the Apple App Store that
allows users to view and access a list of mobile games that are participating on ITAM Games. On the
ITAM Store, users can acquire and show their rankings (leaderboard), achievements, and more, acquire

ITAMNon-Gv o hj cmf! Upl f o twhiphdid brBanhk dgidldskets, for true ownership and can
also exchange these digital assets.

https://itam.store

V401230

itamgameseos # .
Please register your EOS account

3,453.2310 onto the ITAM Wallet
EOS 3,453.0000 @
() A
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¢y BlueDawn
D ITAM NEWS 3 S&
\ : 6 version update news
Hite new ch
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409.14

Figure 4. ITAM Store
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2.4 ITAM Wallet

The ITAM Store has a builtin blockchain wallet called ITAM Wallet specialized for ITAM Games, which
will be in a personalized area for the users. With the ITAM Wallet, users can easily access user
authentication, and access proprietary information such as tokens (ITAM Tokens) and unique digital
assets (ITAM NFT), user can easily login into the games without putting their private key and make
transaction of cryptocurrency. For the avoidance of doubt, ITAM Wallet will not hold any fiat currencies.
Using user authentication, such as fingerprint or password authentication, the ITAM Wallet includes
features such as game content in-app purchase and transmission of cryptocurrencies, staking of
blockchain resources and/or ITAM Tokens, and viewing/buying/selling of acquired unique digital assets.

Stake Unstaked Refi Stake Unstaked
420.2300 2,930.0010 103. 420.2300 2,930.0010

Buy RAM

Recipient Account

EOS 2,930.0010

ITAM 3,453.2310

in use

Purchase

EOS

® EOS KB

Stake Unstake
Buy

Figure 5. ITAM Wallet
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2.5ITAM NFT

As mentioned above, ITAM NFT is a non-fungible token standard for games on the ITAM Store, and
tokenizes unique digital assets users acquire in-game, such as items, characters, achievements,
rankings, etc. The unique digital assets are simultaneously created as ITAM NFT through the ITAM
Tpguxbsf! Ef wf mpqnf atthé time af litg cadtichBaxd thekhistadr of it, such as its
registration, modification, and deletion, are all recorded on the blockchain, providing users with
immutability and true ownership. The ITAM NFT contract allows game developers to create 'N' number
of digital assets in their games or apps. ITAM NFT allows symbol unique keys of games and/or apps,
and multiple digital assets can be created under one symbol.

*More info: https://github.com/itamgames/itamgames

2.6 ITAM DADEX (Digital Asset Decentralized Exchange)

ITAM DADEX is a decentralized service that allowsuser to trade their acquired ITAM NFTs. Blockchain

technology ensures the reliability, transparency, and integrity of trading on ITAM NFTs. ITAM DADEX will
provideusergsj foemz! VJOVY! tfswjdft!uispvhilgjmufs!gvoduj pot
genre, price,rarity, etc. The seller may also select between a Designated Value System or an Auction

System where the highest bidder for a certain duration wins the sale. Once a trading is made, the

transfer of the unique digital asset and the transfer of the ITAM Tok en used in the trading are

simultaneously and automatically placed into the appropriate mailbox/bag of the game. However,

games classified as gambling are planned to be blocked on the ITAM DADEX by policy.

—

Categories

Categories
mAM 3,453.2310 »'
-
Reset S-Class A+ Cla: o /<

Orkrisk

Weapon

Orkrisk Weapon
‘.»' A o Weapon
- Sword Master, warrior
/
GXD 0.9500

Nox's Necklace Magic item
s
All

€D 3.0000 1 Magic Item

A
a.}
Piece of a blood door Magic iten
A
All
23500

Figure 6. ITAM Digital Asset Decentralized Exchange
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2.7 ITAM Market (Block Explorer)

Currently, the ITAM Team has established and is operating anEOS Full Node in order to provide better
service for our user. Moreover, EOStock.io and EOScanner.io, which include essential functionseeded
for ITAM Games, have already been developed and are currently available for use. With the foundation of
the block explorer EOScanner.io, ITAM.MARKET will allow anyone to easily and transparently view in
game achievements, challenges, rankings, etc.as well as the trading history, smart contract, and more of
the unique digital assets in ITAM NFT form.

https://itam.market

GAMES DADEX ez .,...5“’

The moment game data becomes real assets

Enjoy a more fun and enjoyable gameplay where data is
not restricted in the game, but becomes game assets that you own.

ITAM GAMES ITAM GAMES Real-Time Achievements
=

The Onlon Knights Strategy Spookiz Link Puzzle helloeoseos1
> 1213

Spooki Link Puzzle helloeases
SpookizLinkPuzzZle ~ eoskisul b1212

Figure 7. ITAM Market

2.8 ITAM NFT Leasing Amongst Game Users

ITAM NFT, the ingame digital assets, can be lent or borrowed amongst game users. The lending user
sets the period of lease and the desired fee in ITAM Token on the ITAM Store, and other users can check
and borrow for the designated period to use in-game. This is protected by the smart contract and is
returned to the original owner once the period is reached.

2.9 ITAM Community

The Game Community is a space that provides usersto socialize among other user in addition to

gameplay. A culture in which users voluntarily create and share content, such as game strategy articles,

game tips, bug reports, and game operation suggestions, and fan art of specific characters, exists in the

gaming realm. The ITAM Community will trigger and expand the game community by adding reward

programs to game users' voluntary game content creation and sharing. This will be an important factor
jo!nbjoubjojoh!uif!hspxui!boe!ifbmuil!pg!uif! JUBN!HbnTf:
into three communities.
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2.9.1 ITAM Main Community

This is a community space that aggregates platform -wide features such as news, pre-orders, game

voting, etc. The Main Community will focus on information delivery, and "pre-order" and "game voting"

will be structured as follows. With the "pre-order" feature, users can participate in the upcoming game

launches and/or large updates on a first come, first served basis or without limitations. Users can

receive rewards of ITAM tokens and/or digital assets of the pr e-ordered games by agreeing to receive

notifications of game releases and completing certain tasks set out by the game developer. With the

dzhbnf ! wpujohlL) gf buvsf-luif!hbnft!uibu!ibwflefnpdsbujdt
space called ITAM Featured. The voting power is designed in proportion to factors such as the activity

index on ITAM Games and staking of ITAM Token.

2.9.2 Official Game Community

The Official Game Community is a place that provides game information to the game users, such as
boopvodfnfout-!fwfout-!efwfmpgfs!t!opuft-!boe!tdifevmf
provided for each game, the "User Voting System" encourages active participation in the games, and

also provides a democratic voice to the users. The 'User Voting System" algorithm follows

corresponding game contributions, and the factors that affect its power will be measured in various

ways.

2.9.3 Open Community for Game Users

The game community is crucial in the long-term success of a game from a busi ness perspective. A well-
established and self-sustaining gaming community enables the gamer to engage in constant and
zealous gameplay, leading to positive revenues for game developers and publishers.

Each participant in these communities is a creator and consumer of various types of content, but the

creators, more specifically, have a greater role in the community and are the driving forces of action.

However, although they have high contributions to the community, they do not receive compensation

other than mere popularity or reputation within the community. Thus, ITAM Games' Open Community
gspwjeft!ejsfduOjoejsfdu!boe!bduvbmOtzncpmjd! sfxbset! |
contribution to the game and community. In addition, we aim to max imize the effects of participant -led,

collective intelligence, which are the core attributes of communities.

Jo!'jngmfnfoujohltuijt-!xflxjmm!ibwf!bldpnnvojuz!gpsnbuj
by the game users, rather than a single or fw community policies designated and managed by the game

developers. As of now, it can be thought that there will be as many communities created as the number

of users. However, the quality of the content produced and shared on a specific community will le ad to

the shift and movement of users onto that community, and these high -quality content and communities

will be rewarded.

In operating a community, it takes time and effort to manage the various disputes, profanities, and
advertisements within the commun ity, as well as the creation and sharing of content. Thus, well-
established communities can be operated as an independent community without having to rely on
external sponsors such as ads or support from the game developer. Moreover, game developers can
expect an ecosystem in which the cost of human labor in managing a community is mitigated and every
participant benefit.

14



3. ITAM for Developers

3.1 ITAM SDK

ITAM SDK and the plugin package will be provided for mobile games to easily join ITAM Games. By
applying the ITAM SDK to their games, game developers do not have to spend development resources
on technical know-how of blockchain technology. In addition, with the package, they have access to
ITAM Wallet for developer linkage, registration of digital assets that can be traded in-game, marketing
support tools, user analytics system, and more.

- Single Signon Authentication

- EOS Account Management

- Transaction/Action Whitelisting

- Bio-Authentication

- ITAM In-App Purchase

- Leaderboard, Achievement

- Digital Asset Tokenization

- Stake, RAM Interface

- PVP Tokenization

- Random generation

- Ranking, Event

- In-App Analytics Tool

Hbnf ! ef wfmpgfst!dbo!sfhjtufs!boe! nbobhf! gbsuofs! ef wf mj
page. In addition to management tools such as registration of unique digital assets that can be

traded/purchased in-app,theinrb gg! qvsdi bt f!ijtupsz!pg!vtfst!dbo! bmtp!
page. However, the subscription-type automatic purchase products c annot be set as a purchasable item

due to the security of the user's private key; guidance will be provided. 80% ofpurchases by the players

xj mmlcf! bmmpdbufelup!uif!efwfmpgfs-!boe! bvupnbdij dbmmz!
protection period expires.

15



3.2 ITAM SDK for Platforms Other than ITAM Store

We will also distribute SDKs for mobile games on other platforms, such as the Google Play Store, and
the Apple Store, to support inter-user trading of unique digital assets. Games that incorporate this SDK
dbo! gs pwj e fUnigue Digital Asget Regidtrdtion and Trading services. The trading pair for
digital assets will be in ITAM Tokens, with DADEX function it will become a catalyst service to onboard
new users and combining ITAM token will attract large blockbuster games to collaborate with ITAM
Games.

3.3 Marketing Support Tools for Game Developers

3.3.1 Ad Network

Bo! Be! Of uxpsl ! gps! JUBN! Hbnft! ! fdptztufn! xjmm!lcf!pqgf shbi
browser cookies provided for each game user's mobile device in ITAM Games and advertise to a suitable
ubshfu!gps!uif!bewfsujtfs!t!lqgspevdu/ ! Uifl!lbewfsujtfs! gt
based on factors such as ad impressions and conversions. Users who view the ad will be incentivized

with a portion of the ITAM Tokens paid by the advertiser, and the game developer will also receive a

portion of the ITAM Token as ad revenue. This feature can be selected by the game developer.

Ad
. ) Send Conversion Info
Advertiser . =
AD -
Report

Network

A Impression
/Click Info
ITAM SDK
8
GAME
Ad
Impression

Figure 8. ITAM Ad Network Flow Chart

3.3.2 ITAM Analytics System

Measuring and analyzing the behaviors of game users is critical for game developers when operating
their games. Analysis of the acquisition funnel, stage clearances of the gamers, and insight on event
participation are important factors for improving the u ser experience and for proper marketing activities.
ITAM Games will include and provide an analytics system in the ITAM SDK to assist game developers in
these analyses. However, the ITAM Analytics System requires user agreement for each game.

16



3.3.3 Acquisition Analysis

In order to generate game revenue, acquiringnew users is imperative. This is why game developers carry
out various marketing activities. However, due to these various marketing activities, the number of
acquisition channels increases, leading to difficulties in tracking down which users flowed through

which channels. The ITAM Analytics System will provide a campaign-specific tracking link for game

installation, which enables measurement of the entire process, from [Tracking Link] y [Installation] y

[Run]y [In-App Event]y [Revenue]. Through this measured data, the game developer can measure the

ROI for each influx channel and utilize it to optimize their marketing expenses. In addition, analysis of
retention rate and revenue becomes possible for each acquisition channel.

3.3.4 In-App Event Tracking

Based on the events provided by the ITAM Analytics system and the custom events that can be set up

directly, it is possible to measure and understand the behavior of the users, and it is possible to measure
LQJt!'tfu!lcz!uif!hbnf!efwfmpqfs/ ! Fwfout!dpotjtu! pg!fwf
funnel, retention rates, and bounce rates, the data can be used for game operations or for retargeting

ads on the ITAM Ad Network.

3.3.5 Push Notifi cations

Push alert campaigns, one of the most powerful marketing tools of mobile games, can be easily applied

ui spvhiluif!JUBN! TEL/ ! Cz!vtjoh!luifl!ltfhnfout!pg!uifl!vtf
Analytics System, push notificationscanbet f ou! f ouj sfmz! ps!tf mfduj wfmz/ ! Npsf
push notifications only to specific user segment groups, and the transfer rate and open rate of the

transmitted push notifications can be seen through the analytics feature. The segmentation fea ture of

ui f!' JUBN! Bobmzujdt! Tztufn!dbo!jodsfbtfluif!hbnf!t!sfuf
sales.

17



3.3.6 Sales Analysis

The sales report provided by the ITAM Analytics System can be used to understand the purchasing
behavior of game users. Through the funnel analysis, the events prior to purchasing behavior can also be
analyzed, and in addition to ingame purchases, sales reports on factors such as revenue from
advertising inventory and digital asset trading fees from ITAM DADEX are avaibble to help analyze the
overall game sales. Sales Analysis can provide insights from various perspectives, such as analysis by
acquisition channels, analysis by period, analysis by in-app events, etc., and segment creation based on
purchasing behavior is also possible. Through the Sales Analysis, game developers can check the points
that affect user experience, and also see the impact of user experience improvements immediately with

the Sales Analysis.
100%
85%
70%
45%

Install Launched Signup Stage 5 Level 10 Purchased

l

pr—
'’
Ad Segemnt
- Campaign Character Level > 10
Regargeting Ads < | —
—

Figure 9. Example of Customer Segment Creation and Marketing Utilization Using the Analytics Tool
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4. ITAM Games Ecosystem and Token Economy

4.1 ITAM Games Ecosystem

ITAM Games is designed to provide fair and reasonable benefits to all ecosystem participants through

blockchain technology. ITAM Token will be used to accelerate the ITAM ecosystem, and can be used in a
variety of forms such as in-app purchases on the ITAM Store, settlement for game developers, trading of
unique digital assets (ITAM NFT), rewards for participation on ITAM Games and events, fee for leasing

ITAM NFT, and more.

In addition, a broad range of diverse cryptocurrencies, such as EOS and Dai, will be usable on ITAM Games
for the purchase of paid content, settlements for game developers, trading of in unique digital assets
(ITAM NFT), and more, with the purpose of having more active purchases from the game users and for
the settlements of game developers.

However, for the growth of the ITAM ecosystem and for its contributors, discounted trading fees and other
means of certain functions will be limited to only ITAM Tokens, and in order to further stimulate the ITAM
Games ecosystem, ITAM Tokens will be gradually burned.

Figure 9 shows a simple illustration of how the ITAM Games ecosystem works, and the main
components and memb ers are as follows.

n-App purchase

Figure 10. ITAM Games Ecosystem
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4.1.1 ITAM Store

ITAM Store and ITAM DADEX are commissionrbased model. Game users purchase paid content in the
ITAM Store with the ITAM Token and/or cryptocurrencies partnered to be usable on ITAM Games, and
game developers receive 80% of their payouts after 15 days. The TAM Store and the ITAM SDK for
game developers are all free.

4.1.2 ITAM DADEX

The fee (5~10%) of the digital asset (ITAM NFT) trading between game users is deducted and
transferred to the NFT seller. 30% of this trading fee will be paid to the game developer. Trading fees for
digital assets will encourage game developers to provide a more attractive and differentiated NFT

design.

ITAM Store In-App

O, O,
Purchase BO% o

DADEX fee 30% 70%

Figure 11. Developer Revenue Distribution

4.1.3 Game User

Game users are a keypeople who installs and play games, as well asan important member of the

platform. The game users are key members of the ecosystem that enjoy blockchain games through the

ITAM Store, and they will be able to purchase paid content with the ITAM Token and/or from a broad

range of cryptocurrencies partnered to be usable on ITAM Games trade in-game digital assets with
puifs!vtfst-!lgbsujdjgbuf!jo! JUBN!Hbnft!!lgspnpuj pobm!fy
Games.

4.1.4 Game Developer

Game developers are also an important part of our ecosystem that provides the main content of ITAM
Games. The game developer will receive 80% of the content purchase revenue of the game users and
will receive it through the ITAM Wallet for Developers. It will be kept for a period of 14 days refund
protection and will be automatically paid the next day. For games that have inter-user tradable ITAM
NFTs, they can earn additional revenue equivalent to 30% of thetrading fee.

20



4.1.5 External Parties, Advertisers and Promoters

As ITAM ecosystem expands, the number of players from all around the world will increase. Any sort of
global platform will inevitably receive proposals and offers from advertisers, and game related
promotion collaborations. Advertisers wishing to advertise within the ITAM platform, or in-game
advertisements, should procure ITAM Tokens to make advertisement and collaboration. ITAM Tokens
from these parties and advertisers will be used to reward event participant users and game developers.

Those that want ad inventory or in-game advertisement on ITAM Games can procure ITAM Tokens from
outside and advertise within the platform. Most ITAM Tokens of external participants are rewarded to
participating users and developers. Medium and large game developers and publishers can also collect
game users from a specific inventory or pre-booked corner and provide ITAM Tokens as participation
rewards.

4.2 ITAM Token Economy

ITAM Games will issue a token, called the ITAM Token.A strict limit of 2.5 billion ITAM Tokens wil | be
created, never to be increased.ITAM Token will have the following functions on ITAM Game services:

- DADEXexchange fee discount

- ITAM Store in-app purchase discount

- P2PITAM NFT rental fee

- Staking for game developers for decreased commission
- Special benefits and usage of the ITAM Token

- ITAM Token burn

4.2.1 DADEX Exchange Fee Discount

When using the ITAM Token to pay exchange fees, users will receive significant discounts.

-

Discount

50% 25% 12.5% 6.25% No discount
Rate

Figure 12. Discount rate for DADEX

4.2.2 ITAM Store In-App Purchase Discount

When user makes in-app purchase with 20% with the ITAM Token, the user receives a 5% discount. No
other payment system will allow the discount.
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4.2.3 Peer-to-Peer ITAM NFT Rental Fee

ITAM NFT can be rented amongst users, and rental fee will be paid in ITAM Token. Lending user set the
lease period and desired fee of the NFT rental, and smart contract allows lease fee moves to user
lending from the leasing user in a trustless system.

4.2.4 Staking for Game Developers for Decreased Commission

As a platform policy, game developers take 80% of the revenue, but if game developers want to increase
revenue, they can do so by staking the ITAM Token and increasing this percentage up to 90%.

ITAM Stake Rank In-App Purchase Fee
Above 1.0% 50% Discount
Above 0.75% ~ Under 1.0% 30% Discount
Above 0.5% ~ Under 0.75% 10% Discount

Figure 13. Staking & Game developer Benefits

4.2.5 Special Benefits and Usage of ITAM Token

ITAM Games will allow certain content or access rights to be only purchased through ITAM Token. In the
future, we will have the ITAM Token to have preferential use value such as voting power in the
community, future pre-purchase game and NFT presales.

4.2.6 ITAM Token Burn

ITAM Games will gradually burn ITAM Tokens to stimulate the ITAM Games ecosystem.
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5. ITAM Games Technology and Environment

5.1 Blockchain protocol

We believe blockchain is the most safest and transparent data storage to store digital assets , and by
utilizing trusted public ledgers and smart contracts digital assets can work in trustless system. Among
many public blockchain ITAM Games has decided to implement on the EOS mainnetfirst and followings
are reason for choosing it.

5.1.1 Stability and Scalability

EOS.IO generates a block every 0.5 seconds through the DPoS consensus algorithm, and not all nodes

participate in block generation and verification. For this reason, higher TPSTransaction per Second) and
stability is guaranteed compared to other public blockchain protocols that use PoS and PoW consensus

algorithm.

5.1.2 Zero Transaction Fee

Until now, most public blockchains wer e designed to charge users transaction fees to access the
network, and there were no alternatives. However, through the ITAM infrastructure, users can access its
game services without paying a blockchain access fee. Furthermore, EOS.IO allows ITAM infrastuctures
to leverage distributed storage, such as acquiring and trading in-game digital assets, without paying a
fee.

5.1.3 Easy Account Usage

Every user account in EOS.IO is created with a humareadable combination of 12 alphanumeric
characters. It improves user convenience compared to the address standard used in other blockchain
platforms. In addition, EOS.IO provides a repository of database type for each user account, so that
context data on the smart contract can be separately managed and inquired. Ultimately, improvement of
application service configuration and performance can be expected.

5.2 Architecture of Intermediate Layer Between EOS and Game

With the current blockchain technology, it is impossible to decentralize all digital assets owned by ga me
users. For this reason, it is wise to record and trade only the digital assets of unique assets with specific
consumption value on the blockchain, instead of trading all existing digital assets in games. In this regard,
profit and stability of applicati on layer are insured, benefiting game users and gaming developers.
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5.3 ITAM SDK and ITAM Smart Contract

5.3.1 ITAM SDK

To facilitate the connection between EOS.io protocol and games, ITAM will distribute the ITAM SDK and
plug-in package. By these two implementation points of the intermediate layer, mobile games that want
to participate in ITAM Games will easily be able to enter. When certain digital asset data is recorded on
blockchain through the ITAM SDK, permanentlyrecorded, meaning that a public copy is created and with
both the value as data and transaction-able object. In addition, data integrity of the digital assets
creation can be ensured through the blockchain technology, thereby eliminating integrity violati on due to
duplication, falsification, or malfunction of the digital asset.

In order to manage digital assets using blockchain and ITAM SDK, it is necessary to link data with the
game developer server in order to processtrading in the real game. To connect these data, ITAM linked
server and game developer server will perform 1:1 communication with a security -ensured channel by
utilizing the application of technologies such as VPN (Virtual Privacy Network).

The ITAM linked server acts as an intermediary between the blockchain and actual gaming data, thereby
enabling handling of large amounts of detailed data that are difficult to accommodate on the blockchain.
Large data that are difficult to record on blockchain are separately indexed using a hash function and
stored in the ITAM linked server, and the integrity of the data is maintained by recording the indexed hash
value on blockchain. In this way, game clients can easily use the latest information of digital assets
recorded on blockchain through the ITAM SDK. The ITAM Team will provide a mobile SDK and a server
SDK for mobile gaming clients, which includes a smart contract in the blockchain.

Figure 14. ITAM SDK Diagram
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