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. Earning A Longer Life °



77 7%

OF AMERICANS NEED
MORE EXCERCISE

PIUS/



25 MInN

of brisk walking a day can
add up to seven years to
your life, according to
nealth experts.

PIUS/



PEOPLE LACK MOTIVATION
TO EXERCISE

Fithess Apps Not Customized To Individual
Needs

Current Solutions Fail To Keep Users
Engaged

Users Abandon Apps Just After 9o Days

PIUS/



THE PLUS] SOLUTION




HOW IT WORKS

Basic Features

Walk or Run And Earn Coins

2 Play and increase your winnings
000

EXCHANGE COINS For Discounts
& Goods

PIUS/



Revenue Model

8- 5% FEE FROM USER

‘ REAL PRIZES

PIUS/



Revenue Model

B2C, Premium
Features GIFT BOXES

3 SLOT MACHINES

’ REAL PRIZES

—

Only
$5/month

PIUS/



% NY, UNITED STATES
PRy ©  Target Market

GO-TO-MARKET
STRATEGY
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: GQyms & Stores
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COMPETITION

Rumble Sweatcoin Zombies, Run! Ingress Prime

Good, But Not Enough!

PIUS/



COMPETITIVE EDGE

.
5 &
Plus7
Rumble Sweatcoin Zombies, Run! Ingress Prime
Game Format J X X 4
Assigns Exercises Vv v X X X
In-App Currency V4 v v X X
el |y / X X X
AlgorithmGAocijll;sted User J X X X
GAMIFICATION

PIUS/



FINANCIAL HIGHLIGHTS

$42

Annual Revenue / User

2 Years

User Lifetime

$13

User Acquisition Cost

$23.2M

Premium Revenue

e

$8.9M

B2B Fee

$71

User Lifetime Value

$32.1M

4-year Revenues

PIUS/



USERS & REVENUES

10M

$17,780,000

$11,415,000
2M

$2,830,000

Year 2 Year 3 Year 4

PIUS/



CUSTOMERS & REVENUES

Research & Team Building Beta Launch

Achieve 2 Million Users

/5

e

REQUIRED FUNDING USE OF FUNDS PRE-MONEY VALUATION
$568K G&A - 32% $1.8M
Marketing — 16%
R&D - 48%




THANK YOU!
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