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My team and | put this together over the
weekend as an homage to your success.
/ Congratulations on creating a revolution. You're

the public face of the NFT movement and we

&

believe the Paradox is the perfect home for your

- ‘lk next exhibition. We'd love to have you on board!
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WHAT’S A PARADOX?

Something small, but which spans the world.

Somewhere we can work, live, trade, earn and

grow, but which doesn’t exist.

Somewhere two, three or any number of people
can come together to do business when none of

them are even in the same country.

Welcome to Paradox, a VR marketplace based
on NFT economics. Paradox will be the hottest
new art exhibition, performance, con, gaming
and advertising space of tomorrow, and it’s here

today.

It will facilitate culture, fandom, tribal bonds
and social identity using the most advanced
emerging trust system the internet has seen
and all inside the latest, most cutting edge VR

experiences possible.

It’s a society, a marketplace, a playground and a

commons, just like the real world.

Only in this one, there are no limits.

Welcome to Paradox.
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Today we’re used to knowledge being at our
fingertips, but in the ancient world, collecting and
distributing it was a laborious task. Between the
second and third centuries BCE, scholars from
across the Mediterranean studied and translated
as many as 400,000 papyrus scrolls (the
equivalent of around 100,000 modern books) at

the great library of Alexandria.

In a way it was the precursor to the relationship
we have with knowledge today — using text

to impart information in a user-friendly, mass
storage model. Only instead of the combined
wisdom of humanity being collected in stone
caverns on dusty shelves, today it’'s stored in
games, web searches, advertising and marketing

materials, publishing and social media.

Our aim is for Alexandria to rise again — virtually,
in Paradox, the global digital VR environment
where users, companies and stakeholders can
work, use, trade, sell or swap non fungible tokens
(NFTs) in the digital commons for whatever their

business interests require.
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STRATEGIC PARTNERS

Paradox is powered by a unique roll call of people and companies with unparalleled strategy,

programming and storytelling experience and combined them with a high impact virtual world of

broad commercial appeal. Our diversity of skills will bring the burgeoning fields of VR and NFTs

together and cement a vibrant new industry.

JOSS MONZON

JHITTILTE

An artist who's already active in the NFTs space,
Joss is also a storyteller, filmmaker and producer.
He’s used branding, storytelling, design and
animation to help countless organisations from
blue chips down to local NGOs find their identity,
tell their story and cut through the white noise
and clutter. If there’s a word that sums up Joss’

work and approach, it’s ‘clarity’.

VIRTUALWARE

7277

In the Oculus and Playstation VR age, Virtual
Reality companies are a dime a dozen.
Virtualware isn’t just at the forefront of the
technological capabilities of VR, Virtualware’s
view is of VR as a tool to provide clients and

users with a more sustainable future.

With 15 years of experience from the software
to the equipment end of VR, Virtualware has
built VR experience spaces from small single
user exploratory solutions to warehouse scale,

multiuser environments.

ROB JANOFF

CREATIVE DIRECTOR, Rob Janoff Studio

In the year Star Wars came out across the
world, another iconic piece of pop culture was
born. Rob Janoff, a designer at San Francisco
agency Regis McKenna, created the logo for a
three-man personal computer company calling
itself Apple. Today one of the most recognisable
shapes on Earth, Apple’s logo helped propel
Apple Inc to become the most valuable company
in history and adorns products that have
upended industries.

Since then Rob has helped companies forge
similarly singular brand identities, and today he
joins with a small team of other art, design and
brand specialists to form RobJanoff.com, an all
purpose agency that still contains the magic

consumers across the world recognise.
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Once there was a Charleston, South Carolina
graphic designer named Mike Winkelman who
sidelined as an artist making images that spoke
about political and social issues using pop
culture imagery and had made a sum total of

$100 from selling a print.

Fast forward to March 2021 and Beeple, as
Winkelman is professionally known, sold a collage
of images from one of his existing art series
called Everydays: The First 5000 Days, as an
NFT through the industry-leading Christie’s
Auctions. The final auction price was a little

over $69m, making it the fourth most expensive
artwork by a living artist.

Beeple started Everydays in May 2007, the
intent of which was to create a new piece

of art every day (including his own wedding

day), often depicting dystopian futures. It was
November 2020 when Winkelman started selling
representations of his art digitally as NFTs. One
of them was sold for over $66,000 and resold in
February this year for $6.7m, paving the way for
his historic Christie’s sale, and the rest is history.

Today Beeple is known not just for his arresting
work but for being a pioneer in a brave new
world of commercialising art few outside the

technology or media spheres understand.

But his story has placed a huge neon sign in
the NFT world, drawing attention from sports
associations, movie studios, singers, writers and
artists from all walks of life, and it reads ‘Watch

This Space’.

STRATEGIC PARTNERS
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GUGGENHEIM

One of the premier art exhibitors on Earth, the
Guggenheim Foundation understands that it’s
not just about people seeing art, it’'s about giving
visitors and art appreciators the most curated

experience.

That includes the surroundings (which in many
cases are extensions of the artistic intent), and
in a world where we’re only tentatively emerging
from lockdowns and isolation, the Guggenheim
is pioneering ways to keep sharing great art with

the world even though we can’t be there.

Technology is a cornerstone of that effort, and

— like for many other exhibitors as well as artists

and performers themselves — VR gives it limitless

capacity and reach.

Designing the virtual space in which to best
view and appreciate a work of art is an art form
itself, and the Guggenheim is bringing the best
designers and programmers together to give us
all the fully-realised experience from right in our

living rooms.
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THE NFT MOVEMENT

NFTs, along with blockchain, cryptocurrency,
Bitcoin and similar terms have swirled
throughout our culture for the last couple of
years, and while there’s a lot of consumer and

investor curiosity, there’s a lot of confusion too.

NFTs need branding. People needs to
understand the term and everything it means
implicitly, just like we have for ‘information
superhighway’, ‘the cloud’, ‘Internet of Things’

and even ‘social distancing’.

That means a clear message built and ready
for people to absorb, and there’s no better

way to focus attention than to bring together
the luminaries from the movement. Artists,
technologists and device makers will come
together to introduce and explain the field of
NFT art through traditional and new media -
everything from an op-ed to a TED talk with an

easy-to-digest slideshow.

It’s time to shout it from the rooftops - not just
what NFTs are, but what they can do. Want to
stop scalpers at your concert or event? make
sure your expensive item of apparel isn’t a cheap
third world knock-off? NFTs, traded, transacted

and managed in VR, are the answer.
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VIRTUAL REALITY INDUSTRY

The name isn’t an accident — we can do almost
everything in virtual reality than we can in

actual reality, and as technology advances with
improved haptic response, better graphics and
refresh rates and higher global data connectivity,
it'll be increasingly hard to tell the virtual and the

real apart...

Unlike simply a PC or mobile screen, the VR
world can deliver all the grandeur and scope

of the real world, the entire sensory experience
carefully designed by talented programmers and

artists for maximum emotional engagement.

And even though it’s a 40 year old technology,

VR’s time has come.

Teleworking was gaining traction slowly until
the lockdowns and isolation of the COVID19 era

made it essential. VR is doing the same.

Lighting speed wireless data connectivity and
the explosion of handheld computing devices are
a perfect storm, and millennials are a generation
uniquely primed for life in the virtual world,
having grown up with fast internet literally in

their hands.

The revenue of the gaming industry already
outstrips those of music and movies combined
twice over. While most media comment about
blockbuster entertainment releases fawn over
the Avatar’s and Avengers’ of the world, top tier
console games leave them in the dust. 2020’s
Call of Duty: Black Ops earned US$360m... in

one day.

VR will take such figures into the stratosphere.
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COMMERCIAL OPPORTUNITIES FROM VR & NFTS

In today’s world, technological innovation is tied
up inextricably with commercial opportunity. Self
expression is income. Exhibition is revenue. Play

is fortune.

Galleries and curators of art want to share
their collections with audiences wherever and
whenever they can, uncompromised by the
tyranny of distance or the limits of physical

space.

Performers and musicians want to create work

that connects with fans and invites new fandom.

Virtual sports, gaming and exhibitions want to
share the thrill of being there, the communal
experience and the messages of their marketing

to as many attendees as possible.

And it’s all bolstered through partnerships and
methods that not only generate income, but
make transacting as seamless as clicking a
button.

Imagine;

* thousands of fans on their feet in a virtual
stadium enjoying a holographic performance
from their favourite band when your product or

brand appears on the stage-side screens.

*an NFT auction by a hot new artist like Beeple,
who’s generated so much media attention
through his activities tens of millions of people
log on simply out of curiosity about all these new

buzzwords

* gamers playing your VR FPS or MMOPRG who
can commit to micropayments for power-ups or
cheats without missing a beat, or who subscribe

for premium services or levels.

* corporate attendees paying industry-standard
rates to attend VR Zoom conferences to develop

business opportunities.

No matter what you do in VR, there’s already a
robust financial model to support it and in the
near future, in the hands of the most connected
generation in history, consumer demand is going

to skyrocket...






