Offering Memorandum: Part II of Offering Document (Exhibit A to Form C)

Impact Reality, Inc.
27251 Wesley Chapel Blvd #1192
Wesley Chapel, FL 33544
https://www.impactreality.com

Up to $1,235,000.00 Simple Agreement for Future Equity.
Minimum Target Amount: $20,000.00

A crowdfunding investment involves risk. You should not invest any funds in this offering unless you can afford to lose your
entire investment.

In making an investment decision, investors must rely on their own examination of the issuer and the terms of the offering,
including the merits and risks involved. These securities have not been recommended or approved by any federal or state
securities commission or regulatory authority. Furthermore, these authorities have not passed upon the accuracy or
adequacy of this document.

The U.S. Securities and Exchange Commission does not pass upon the merits of any securities offered or the terms of the
offering, nor does it pass upon the accuracy or completeness of any offering document or literature.

These securities are offered under an exemption from registration; however, the U.S. Securities and Exchange Commission
has not made an independent determination that these securities are exempt from registration.

In the event that we become a reporting company under the Securities Exchange Act of 1934, we intend to take advantage of
the provisions that relate to "Emerging Growth Companies” under the JOBS Act of 2012, including electing to delay
compliance with certain new and revised accounting standards under the Sarbanes-Oxley Act of 2002.



Company:

Company: Impact Reality, Inc.

Address: 27251 Wesley Chapel Blvd #1192, Wesley Chapel, FL 33544
State of Incorporation: DE

Date Incorporated: December 15, 2023

Terms:

Simple Agreement for Future Equity

Offering Minimum: $20,000.00 of Simple Agreement for Future Equity.
Offering Maximum: $1,235,000.00 of Simple Agreement for Future Equity.
Type of Security Offered: Simple Agreement for Future Equity.
SAFE converts to Crowdfunding Stock when the company raises $1,000,000.00 in a qualified equity financing.
Maturity Date: None
Valuation Cap: $30,000,000.00
Discount: 20.0%
Annual Interest Rate: 0.0%
Minimum Investment Amount (per investor): $500.00

Terms of the underlying Security

Underlying Security Name: Crowdfunding Stock

Voting Rights:
Non-voting, except as required by law

Other Material Rights:
Non-voting, except as required by law.

SAFE converts to Crowdfunding Stock. Crowdfunding Stock shall be the most senior class of equity securities issued
by the Company in an Equity Financing, whether Common Stock, Preferred Stock, or another class of equity securities, on
the same terms as new investors in such financing. See Exhibit F for additional details. When the Company raises
$1,000,000.00 in a qualified equity financing.

Underlying Security Name: Crowdfunding Stock. Crowdfunding Stock shall be the most senior class of equity
securities issued by the Company in an Equity Financing, whether Common Stock, Preferred Stock, or another class of
equity securities, on the same terms as new investors in such financing. See Exhibit F for additional details.

*Bonus discount subject to adjustment of bonus discounts for StartEngine noteholders. See discount bonus below.
Amount-Based Perks
Tier 1| $500+
Invest $500+ and receive a special role/badge in Discord.
Tier 2| $1,000+

Invest $1,000+ and receive everything in Tier 1 plus get the ‘Founding Investor’ kit, which includes a challenge coin and the
Founding Investor Card, which grants you beta tester access to all our games prior to launch. Your name will also be listed
on our website as an investor.

Tier 3| $10,000+

Invest $10,000+ and receive everything in Tiers 1-2, plus your name will be listed in the credits of all future games as a
Founding Investor and receive a 3% addition to the base discount.

Tier 4| $25,000+

Invest $25,000+ and get everything in Tiers 1-3 plus the private video call with the company founders and receive a 5%
addition to the base discount.

Time-Based Perks

Early Bird 1| $5,000+



Invest $5,000+ within the first 2 weeks and receive a 3% addition to the base discount.

Early Bird 2 | $25,000+
Invest $25,000+ within the first 2 weeks and receive a 10% addition to the base discount.

Flash Perk 1| $1,000+
Invest $1,000+ between days 35 — 40 and receive a 1% addition to the base discount.
Flash Perk 2 | $1,000+
Invest $1,000+ between days 60 - 65 and receive a 1% addition to the base discount.
Flash Perk 3 | $1,000+
Invest $1,000+ between days 85 - 90 and receive a 1% addition to the base discount.

*In order to receive perks from an investment, one must submit a single investment in the same offering that meets the
minimum perk requirement. Bonus discounts from perks will not be granted if an investor submits multiple investments
that, when combined, meet the perk requirement. All perks occur when the offering is completed.

Crowdfunding investments made through a self-directed IRA cannot receive perks due to tax laws. The Internal Revenue
Service (IRS) prohibits self-dealing transactions in which the investor receives an immediate, personal financial gain on
investments owned by their retirement account. As a result, an investor must refuse those perks because they would be
receiving a benefit from their IRA account.

The 10% StartEngine Venture Club Bonus

Impact Reality, Inc. will offer a 10% additional discount bonus for all investments that are committed by investors that are
eligible for the StartEngine Venture Club.

Eligible StartEngine noteholders will receive a 10% bonus discount on the note in this Offering. For example, this would
mean your discount percentage would be 30% instead of 20%.

This 10% Bonus is only valid during the investor’s eligibility period. Investors eligible for this bonus will also have priority if
they are on a waitlist to invest and the company surpasses its maximum funding goal. They will have the first opportunity to
invest should room in the offering become available if prior investments are canceled or fail.

Investors will receive the highest single bonus they are eligible for among the bonuses based on the amount invested and
the time of offering elapsed (if any). Eligible investors will also receive the Venture Club bonus and the Loyalty Bonus in
addition to the aforementioned bonus.

The Company and its Business

Company Overview

Impact Reality, Inc. is a vertically integrated gaming company with virtual reality at the center of its development,
publishing, marketing, and support operations. The Company works across the full lifecycle of a game, from opportunity
evaluation and rights negotiation through development, quality assurance, publishing, launch, marketing, community
management, and post-launch support.

The Company operates through four complementary business arms: Impact Reality PR & Marketing, Flat2VR Studios,
Impact Inked, and Flat2VR Spark. Together, these divisions allow Impact Reality to develop and publish its own titles,
support third-party developers, create officially licensed VR adaptations of established games, and apply market insight
from its marketing and publishing work to future development decisions.

Impact Reality’s strategy focuses on premium VR content, established intellectual property, disciplined title selection,
multi-platform distribution, and an expanding portfolio of development and publishing partnerships. The Company has
released and supported numerous games, secured platform co-funding from Meta and Google, and built an active pipeline
spanning licensed VR adaptations, original VR titles, third-party publishing projects, and selected traditional game releases.

Corporate Structure

Impact Reality, Inc. is a Delaware corporation. The business was originally organized as Impact Reality, LLC, a New York
limited liability company formed on November 26, 2022. On March 27, 2024, the LLC converted into a Delaware corporation
and changed its name to Impact Reality, Inc.



Impact Reality operates through four complementary business arms, each wholly owned and operated under Impact Reality,
Inc.:

Impact Reality PR & Marketing provides public relations, marketing, social media management, community management,
creative production, storefront support, and playtesting and quality assurance services through Impact Labs. Its work across
a broad portfolio of games also provides the Company with direct insight into audience behavior, platform performance,
market trends, and launch conditions.

Flat2VR Studios develops officially licensed VR adaptations of established flat-screen games. Its work includes engine
modernization, VR interaction design, performance optimization, platform integration, submission support, and post-
launch development. The studio combines technical conversion expertise with design and production work intended to
make each title feel natural within VR.

Impact Inked is the Company’s publishing label for third-party games. It provides development support where applicable,
quality assurance, platform and storefront management, marketing, public relations, community support, distribution, and
other publishing services in exchange for publishing rights and negotiated revenue participation.

Flat2VR Spark supports smaller, creator-led VR adaptation projects through a structured evaluation and greenlight process.
The initiative connects external developers and conversion teams with official licensing opportunities, development
resources, publishing infrastructure, quality assurance, platform support, and aligned revenue-share arrangements.

Flat2VR Studios, Flat2VR Spark, Impact Inked, Impact Reality, and their associated names and logos are owned by Impact
Reality, Inc.

Competitors and Industry

Impact Reality operates within the global gaming and immersive entertainment industries, with a primary focus on virtual
reality. The Company’s activities span game development, licensed adaptation, publishing, marketing, quality assurance,
community management, and platform support.

Competition varies across each area of the business. Flat2VR Studios competes with developers and porting studios
pursuing opportunities to adapt established games for VR. Impact Inked competes with publishers seeking promising third-
party projects and long-term publishing rights. Impact Reality PR & Marketing competes with game-focused marketing
firms, public relations agencies, and internal publisher teams. Flat2VR Spark competes for relationships with independent
developers, conversion teams, rights holders, and emerging projects.

The Company differentiates itself through the combined capabilities of its four business arms. Its development and
publishing teams can draw on direct marketing data, creator relationships, community feedback, quality assurance
resources, platform experience, and established relationships with developers and intellectual property holders. This
structure allows the Company to evaluate opportunities from technical, creative, commercial, and audience perspectives
before committing resources.

Impact Reality has also developed internal tools and workflows designed to accelerate the early stages of VR conversion and
optimization. In suitable cases, these systems can reduce work that traditionally requires weeks or months to a matter of
days, allowing development teams to devote more time to interaction design, performance, comfort, and production
quality. The Company believes that the combination of these tools, its operating structure, and its specialized VR
experience gives it a speed and cost advantage over current competitors.

Impact Reality frequently targets established gaming properties with demonstrated audience interest. Familiarity with an
intellectual property does not ensure commercial success, but it can provide clearer evidence of demand, improve
discoverability, and reduce some of the uncertainty associated with introducing a new property.

Current Stage and Roadmap

Impact Reality is an operating, revenue-generating company with active business lines in game development, publishing,
marketing, public relations, quality assurance, and community support. The Company has released multiple titles,
established third-party publishing relationships, secured platform co-funding, and built a development and publishing
pipeline extending across VR and traditional gaming platforms.



The Company’s near-term priorities include completing and launching titles currently in production, expanding its
publishing slate through Impact Inked, advancing creator-led projects through Flat2VR Spark, and increasing the number of
projects it can support concurrently. It also plans to strengthen its development, quality assurance, operational, and
launch-support capacity.

The Company is also evaluating opportunities to extend selected development projects to traditional platforms.
Modernizing an older game for VR can involve much of the same engine, rendering, and platform work required for a
contemporary flatscreen release. Where appropriate, this shared technical foundation may allow Impact Reality to produce
additional versions at a substantially lower incremental development cost than creating them independently.

Over the longer term, the Company intends to pursue additional licensed adaptations of established gaming properties,
expand suitable projects across more VR and traditional platforms, grow its third-party publishing portfolio, and support
distribution on emerging XR hardware as those platforms become commercially viable.

Future growth will depend on title performance, licensing opportunities, platform relationships, development capacity,
access to capital, market conditions, and the Company’s ability to select and execute projects successfully. The roadmap
reflects the Company’s current strategy and may change as individual opportunities, technologies, and commercial
conditions develop.

The Team
Officers and Directors

Name: Jasmine Uniza
Jasmine Uniza's current primary role is with the Issuer.
Positions and offices currently held with the issuer:

e Position: Chief Executive Officer and Director
Dates of Service: November, 2022 - Present
Responsibilities: Jasmine Uniza leads the Company’s overall strategy, executive decision-making, organizational
direction, and long-term growth. She oversees the direction of Impact Reality's development, publishing, marketing,
and guides relationships with platforms, partners, clients, and other stakeholders. Jasmine previously served as a
Technical Program Manager at Apple and Oculus and worked as a Mechanical Design Engineer on space robotics and
aircraft carrier systems. She also founded VR with Jasmine, a VR-focused media brand with millions of views across
major social platforms. She holds a bachelor’s degree in Mechanical Engineering, a Program Management
Certification, and a Master of Business Administration with an emphasis in Entrepreneurship and Marketing.

Name: Eric Masher
Eric Masher’s current primary role is with the Issuer.
Positions and offices currently held with the issuer:

e Position: Chief Operating Officer and Director
Dates of Service: November, 2022 - Present
Responsibilities: Eric Masher leads business development, strategic partnerships, and key operational initiatives
across Impact Reality and Flat2VR Studios. He also oversees the Company’s publishing activities, working with
developers, publishers, intellectual property holders, hardware manufacturers, and platform partners to identify
opportunities, negotiate relationships, and advance projects from evaluation through commercial execution. Before
co-founding Impact Reality, Eric served as a Title Advisor to Andromeda Entertainment, where he used his industry
network to support publishing opportunities and partnerships. He has successfully exited three previous businesses
and founded the Meta Quest XR Facebook group, which has grown to more than 180,000 members.

Name: Harry Skigis
Harry Skigis's current primary role is with the Issuer.
Positions and offices currently held with the issuer:

e Position: Chief Information Officer and Director



Dates of Service: November, 2022 - Present

Responsibilities: Harry “Skeeva” Skigis oversees the Company’s information technology, internal systems,
infrastructure, cybersecurity, and technical operations. He supports the distributed organization by maintaining the
systems and processes needed for secure communication, collaboration, data management, and business continuity.
Harry brings more than 20 years of experience in desktop, network, server, and cloud infrastructure, architecture, and
support. Within the XR industry, he previously worked as an LBVR Specialist and Publishing Specialist for
SpringboardVR and Vertigo Games. He is also a co-host of the Between Realities VR Podcast, Reality Bytes Tech
Podcast and has contributed to UploadVR as a correspondent. He was named to HTC Vive's 2022 list of Top 100 Global
VR Influencers and was a finalist in the AIXR VR Awards in 2021 and 2022.

Name: Brian Elliott Tate
Brian Elliott Tate's current primary role is with the Issuer.
Positions and offices currently held with the issuer:

e Position: Chief Technology Officer, Chief Creative Officer and Director
Dates of Service: November, 2023 - Present
Responsibilities: Elliott Tate leads the technical and creative direction of the Company’s game development
operations. His responsibilities include rendering, performance, optimization, platform integration, technical
experimentation, internal development tools, production systems, and the continued improvement of the Company’s
development pipeline. He also contributes to studio planning, team coordination, project evaluation, and the
identification of features that support both product quality and commercial visibility. Elliott founded and led several
major VR communities, including Beat Saber Modding (200K+ Discord members) and Flat2VR Modding (160K+ Discord
Members), helping grow their combined membership to more than one million people. His background in computer
science, community infrastructure, viral marketing, and audience growth has contributed to the launch and expansion
of VR titles including Supernatural, Zenith MMO, and Synth Riders.

Name: Shannon McMeel
Shannon McMeel's current primary role is with the Issuer.
Positions and offices currently held with the issuer:

e Position: VP of HR & Finance and Principal Accounting Officer
Dates of Service: June, 2025 - Present
Responsibilities: Shannon McMeel oversees the Company’s accounting, financial operations, reporting, human
resources, and related compliance responsibilities. She supports the Company’s distributed workforce, helps align
people and financial strategies with business objectives, and develops processes intended to support responsible
growth.

Other business experience in the past three years:

e Employer: Cyborg Security
Title: VP of HR & Finance
Dates of Service: August, 2019 - May, 2024
Responsibilities: Shannon led the company’s finance and human resources functions, including accounting, financial
operations, regulatory compliance, employee support, and organizational planning. She worked with company
leadership to improve operational efficiency, support growth, and prepare the organization for its acquisition by Intel
471.

Other business experience in the past three years:

e Employer: Intel 471
Title: Accounting Manager
Dates of Service: May, 2024 - January, 2025
Responsibilities: Shannon managed accounting operations and financial reporting during the integration of Cyborg
Security following its acquisition by Intel 471.

Name: Natasha Fahey

Natasha Fahey's current primary role is with the Issuer.



Positions and offices currently held with the issuer:

e Position: VP of Operations
Dates of Service: March, 2024 - Present
Responsibilities: Natasha Fahey leads operational planning and execution across Impact Reality’s business arms,
including Impact Reality PR & Marketing, Flat2VR Studios, Impact Inked, and Flat2VR Spark. She oversees cross-
functional coordination, resource planning, process development, financial planning and analysis, and operational
systems intended to help the Company manage a growing portfolio efficiently. Natasha has more than 15 years of
experience across technology, gaming, and early-stage companies. She holds a Master of Business Administration
with specializations in Finance and Marketing and has worked extensively in operational strategy, financial planning
and analysis, organizational development, and the creation of scalable internal processes.

Other business experience in the past three years:

e Employer: For Fun Labs
Title: VP, Operations
Dates of Service: September, 2022 - February, 2024
Responsibilities: Natasha led operations and finance for a growing gaming company, with responsibilities spanning
organizational planning, internal processes, financial oversight, and operational support.

Other business experience in the past three years:

e Employer: Adam Bobrow, Inc.
Title: Advisor
Dates of Service: February, 2026 - Present
Responsibilities: Natasha provides strategic guidance related to company direction, planning, and general operations.

Other business experience in the past three years:

e Employer: PingPod, Inc.
Title: Social Media Lead
Dates of Service: May, 2024 - May, 2025
Responsibilities: Natasha worked part time supporting and leading the company’s social media team.

Risk Factors

The SEC requires the company to identify risks that are specific to its business and its financial condition. The company is
still subject to all the same risks that all companies in its business, and all companies in the economy, are exposed to. These
include risks relating to economic downturns, political and economic events and technological developments (such as
hacking and the ability to prevent hacking). Additionally, early-stage companies are inherently more risky than more
developed companies. You should consider general risks as well as specific risks when deciding whether to invest.

These are the risks that relate to the Company:

Uncertain Risk

An investment in the Company (also referred to as “we”, “us”, “our”, or the “Company”) involves a high degree of risk and
should only be considered by those who can afford the loss of their entire investment. Furthermore, the purchase of any
securities should only be undertaken by persons whose financial resources are sufficient to enable them to indefinitely
retain an illiquid investment. Each investor in the Company should research thoroughly any offering before making an
investment decision and consider all of the information provided regarding the Company as well as the following risk
factors, in addition to the other information in the Company’s Form C. The following risk factors are not intended, and shall
not be deemed to be, a complete description of the commercial, financial, and other risks inherent in the investment in the
Company.

Our business projections are only projections

There can be no assurance that the Company will meet its projections. There can be no assurance that the Company will be
able to find sufficient demand for its product or service, that people think it's a better option than a competing product or
service, or that we will be able to provide a product or service at a level that allows the Company to generate revenue, make
a profit, or grow the business.

Any valuation is difficult to assess
The valuation for the offering was established by the Company. Unlike listed companies that are independently valued
through market-driven stock prices, the valuation of private companies, especially startups, is difficult to assess, may not be



exact, and you may risk overpaying for your investment.

The transferability of the Securities you are buying is limited

You should be prepared to hold this investment for several years or longer. For the 12 months following your investment,
there will be restrictions on the securities you purchase. More importantly, there are a limited number of established
markets for the resale of these securities. As a result, if you decide to sell these securities in the future, you may not be able
to find, or may have difficulty finding, a buyer, and you may have to locate an interested buyer when you do seek to resell
your investment. The Company may be acquired by an existing player in the industry. However, that may never happen or it
may happen at a price that results in you losing money on this investment.

Your investment could be illiquid for a long time

You should be prepared to hold this investment for several years or longer. For the 12 months following your investment,
there will be restrictions on how you can resell the securities you receive. More importantly, there are limited established
markets for these securities. As a result, if you decide to sell these securities in the future, you may not be able to find a
buyer. The Company may be acquired by an existing player in the same or a similar industry. However, that may never
happen or it may happen at a price that results in you losing money on this investment.

The Company may undergo a future change that could affect your investment

The Company may change its business, management or advisory team, IP portfolio, location of its principal place of
business or production facilities, or other change which may result in adverse effects on your investment. Additionally, the
Company may alter its corporate structure through a merger, acquisition, consolidation, or other restructuring of its current
corporate entity structure. Should such a future change occur, it would be based on management’s review and
determination that it is in the best interests of the Company.

Your information rights are limited with limited post-closing disclosures

The Company is required to disclose certain information about the Company, its business plan, and its anticipated use of
proceeds, among other things, in this offering. Early-stage companies may be able to provide only limited information
about their business plan and operations because it does not have fully developed operations or a long history to provide
more disclosure. The Company is also only obligated to file information annually regarding its business, including financial
statements. In contrast to publicly listed companies, investors will be entitled only to that post-offering information that is
required to be disclosed to them pursuant to applicable law or regulation, including Regulation CF. Such disclosure
generally requires only that the Company issue an annual report via a Form C-AR. Investors are generally not entitled to
interim updates or financial information.

Some early-stage companies may lack professional guidance

Some companies attribute their success, in part, to the guidance of professional early-stage advisors, consultants, or
investors (e.g., angel investors or venture capital firms). Advisors, consultants, or investors may play an important role in a
company through their resources, contacts, and experience in assisting early-stage companies in executing their business
plans. An early-stage company primarily financed through Regulation Crowdfunding may not have the benefit of such
professional investors, which may pose a risk to your investment.

If the Company cannot raise sufficient funds it will not succeed

The Company is offering SAFEs in the amount of up to $1,235,000.00 in this offering, and may close on any investments
that are made. Even if the maximum amount is raised, the Company is likely to need additional funds in the future in order
to grow, and if it cannot raise those funds for whatever reason, including reasons relating to the Company itself or the
broader economy, it may not survive. If the Company manages to raise only the minimum amount of funds sought, it will
have to find other sources of funding for some of the plans outlined in “Use of Proceeds.”

We may not have enough capital as needed and may be required to raise more capital.

We anticipate needing access to credit in order to support our working capital requirements as we grow. It is a difficult
environment for obtaining credit on favorable terms. If we cannot obtain credit when we need it, we could be forced to raise
additional equity capital, modify our growth plans, or take some other action. Issuing more equity may require bringing on
additional investors. Securing these additional investors could require pricing our equity below its current price. If so, your
investment could lose value as a result of this additional dilution. In addition, even if the equity is not priced lower, your
ownership percentage would be decreased with the addition of more investors. If we are unable to find additional investors
willing to provide capital, then it is possible that we will choose to cease our sales activity. In that case, the only asset
remaining to generate a return on your investment could be our intellectual property. Even if we are not forced to cease our
sales activity, the unavailability of credit could result in the Company performing below expectations, which could
adversely impact the value of your investment.

Terms of subsequent financings may adversely impact your investment

We will likely need to engage in common equity, debt, or preferred stock financings in the future, which may reduce the
value of your investment in the Company. Interest on debt securities could increase costs and negatively impact operating
results. Preferred stock could be issued in series from time to time with such designation, rights, preferences, and
limitations as needed to raise capital. The terms of preferred stock could be more advantageous to those investors than to
the holders of common stock or other securities. In addition, if we need to raise more equity capital from the sale of
Common Stock, institutional or other investors may negotiate terms that are likely to be more favorable than the terms of



your investment, and possibly a lower purchase price per security.

Management's Discretion as to Use of Proceeds

Our success will be substantially dependent upon the discretion and judgment of our management team with respect to the
application and allocation of the proceeds of this offering. The Use of Proceeds described below is an estimate based on our
current business plan. We, however, may find it necessary or advisable to re-allocate portions of the net proceeds reserved
for one category to another, and we will have broad discretion in doing so.

Projections: Forward Looking Information

Any projections or forward-looking statements regarding our anticipated financial or operational performance are
hypothetical and are based on management's best estimate of the probable results of our operations and may not have been
reviewed by our independent accountants. These projections are based on assumptions that management believes are
reasonable. Some assumptions invariably will not materialize due to unanticipated events and circumstances beyond
management's control. Therefore, actual results of operations will vary from such projections, and such variances may be
material. Any projected results cannot be guaranteed.

The amount raised in this offering may include investments from company insiders or immediate family members
Officers, directors, executives, and existing owners with a controlling stake in the Company (or their immediate family
members) may make investments in this offering. Any such investments will be included in the raised amount reflected on
the campaign page.

Reliance on a single service or product

All of our current services are variants of one type of service and/or product. Relying heavily on a single service or product
can be risky, as changes in market conditions, technological advances, shifts in consumer preferences, or other changes can
adversely impact the demand for the product or service, potentially leading to revenue declines or even business failure.

Product Changes and Commercialization Risks

Although the Company has successfully launched multiple commercial VR titles and provides a range of publishing,
development, marketing, and related services, future products, titles, or services may be delayed, canceled, or fail to achieve
commercial success. The development and publishing of interactive entertainment products involves significant technical,
creative, and commercial risks, and there can be no assurance that future releases will be completed on schedule, meet
quality expectations, receive platform approval, or achieve meaningful consumer adoption. The Company may also
determine that it is in its best interests to delay, modify, or discontinue the development or commercialization of certain
products, services, or business initiatives due to changing market conditions, technical challenges, strategic priorities,
licensing considerations, or financial factors. Such decisions could result in the loss of development costs, anticipated
revenue, or other invested resources. Even where products or services are successfully launched, they may not generate the
level of revenue, user adoption, or market acceptance anticipated, which could materially and adversely affect the
Company's business, financial condition, and operating results.

Developing new products and technologies entails significant risks and uncertainties

Competition can be intense in many markets, and a failure to keep up with competitors or anticipate shifts in market
dynamics can lead to revenue declines or market share losses. A number of our VR titles are still in active development.
Delays or cost overruns in the development or porting of a title, or a failure of a title to meet our performance, comfort, or
quality expectations, may be caused by, among other things, unanticipated technical hurdles, engine or platform-SDK
constraints, changes to design, and platform certification requirements. Any of these events could materially and adversely
affect our operating performance and results of operations.

We depend on third-party VR platforms and storefronts

Our titles are distributed through third-party VR storefronts and platforms, including but not limited to the Meta Horizon
Store, PlayStation Store, and Steam. We depend on these platforms for certification, distribution, payment processing, and
discoverability, and we do not control their policies, technical requirements, fee structures, or merchandising decisions.
Changes to platform policies or fees, delays or denials in certification, removal of a title, or the loss of a platform
relationship could reduce our revenue, increase our costs, or delay releases, and could damage our reputation.

The quality and comfort of our VR titles

The quality of a VR experience can vary significantly, and VR content carries player-comfort considerations that flat games
do not, including motion sickness and simulator discomfort. Poorly optimized performance, discomfort, bugs, or a title that
fails to meet player expectations can result in negative reviews, refunds, and lost revenue, and can damage our reputation
with players and platform partners. Addressing comfort and quality issues can also increase our development costs.

You are trusting that management will make the best decision for the company
You are trusting in management's discretion. You are buying securities as a minority holder, and therefore must trust the
management of the Company to make good business decisions that grow your investment.

Insufficient Funds
The Company might not sell enough securities in this offering to meet its operating needs and fulfill its plans, in which case
it may cease operating and result in a loss on your investment. Even if we sell all the SAFEs we are offering now, the



Company may need to raise more funds in the future, and if unsuccessful in doing so, the Company may be unable to
continue operations . Even if we do make a successful offering in the future, the terms of that offering might result in your
investment in the Company being worth less, if later investors have better terms than those in this offering.

The Simple Agreement for Future Equity has no rights to vote until the date of maturity

The SAFEs have no voting rights. This means you are trusting in management’s discretion. You will also hold these non-
voting securities as a minority holder. Therefore, you will have no say in the day-to-day operation of the Company and must
trust the management of the Company to make good business decisions that grow your investment.

This offering involves “rolling closings,” which may mean that earlier investors may not have the benefit of information
that later investors have.

Once we meet our target amount for this offering, we may request that StartEngine instruct the escrow agent to disburse
offering funds to us. At that point, investors whose subscription agreements have been accepted will become our investors.
All early-stage companies are subject to a number of risks and uncertainties, and it is not uncommon for material changes
to be made to the offering terms, or to companies’ businesses, plans, or prospects, sometimes with little or no notice. When
such changes happen during the course of an offering, we must file an amendment to our Form C with the SEC, and
investors whose subscriptions have not yet been accepted will have the right to withdraw their subscriptions and get their
money back. Investors whose subscriptions have already been accepted, however, will already be our investors and will have
no such right.

Non-accredited investors may not be eligible to participate in a future merger or acquisition of the Company and may lose a
portion of their investment

Investors should be aware that under Rule 145 under the Securities Act of 1933 if they invest in a company through
Regulation CrowdFunding and that company becomes involved in a merger or acquisition, there may be significant
regulatory implications. Under Rule 145, when a company plans to acquire another and offers its shares as part of the deal,
the transaction may be deemed an offer of securities to the target company's investors, because investors who can vote (or
for whom a proxy is voting on their behalf) are making an investment decision regarding the securities they would receive.
All investors, even those with non-voting shares, may have rights with respect to the merger depending on relevant state
laws. This means the acquirer’s “offer” to the target’s investors would require registration or an exemption from
registration (such as Reg. D or Reg. CF), the burden of which can be substantial. As a result, non-accredited investors may
have their shares repurchased rather than receiving shares in the acquiring company or participating in the acquisition.
This may result in investors’ shares being repurchased at a value determined by a third party, which may be at a lesser value
than the original purchase price. Investors should consider the possibility of a cash buyout in such circumstances, which
may not be commensurate with the long-term investment they anticipate.

Our new product could fail to achieve the sales projections we expect

Our growth projections are based on the assumption that with an increased advertising and marketing budget, our products
will be able to gain traction in the marketplace at a faster rate than our current products have. It is possible that our new
products will fail to gain market acceptance for any number of reasons. If the new products fail to achieve significant sales
and acceptance in the marketplace, this could materially and adversely impact the value of your investment.

We face significant market competition

Impact Reality operates across several competitive areas of the gaming industry, including game development, VR
adaptation, publishing, marketing, quality assurance, and community support. Competitors may include larger developers
and publishers, specialized porting studios, marketing agencies, internal platform teams, and emerging companies pursuing
similar opportunities. Some competitors may have greater financial resources, larger teams, stronger brand recognition,
longer operating histories, or more extensive relationships with intellectual property holders and distribution platforms.
These advantages may allow them to pursue licenses, fund development, secure talent, bring products to market, or
promote releases more aggressively than Impact Reality. Impact Reality's ability to compete depends on several factors,
including the quality and commercial performance of its titles, its ability to secure and maintain licensing and platform
relationships, the effectiveness of its internal development tools and production processes, and its ability to identify
projects that are well suited to VR. While Management believes its vertically integrated structure, specialized VR
experience, established industry relationships, and internal conversion workflows provide meaningful advantages, there can
be no assurance that these advantages will remain effective or that competitors will not develop comparable capabilities.
Increased competition could make it more difficult or expensive to acquire licenses, attract development and publishing
partners, hire qualified personnel, secure platform support, achieve storefront visibility, or maintain favorable commercial
terms. Any of these developments could delay projects, increase costs, reduce revenue, or otherwise adversely affect the
Company’s operating results.

We are an early stage company and have not yet generated any profits

Impact Reality, Inc. converted to a Delaware C corporation on March 27, 2024. Accordingly, the Company has a limited
history upon which an evaluation of its performance and future prospects can be made. Our current and proposed
operations are subject to all business risks associated with new enterprises. These include likely fluctuations in operating
results as the Company reacts to developments in its market, managing its growth and the entry of competitors into the
market. We will only be able to pay dividends on any shares once our directors determine that we are financially able to do
so. Impact Reality, Inc. has incurred a net loss and has had limited revenues generated since inception, if any. There is no



assurance that we will be profitable in the near future or generate sufficient revenues to pay dividends to our shareholders.

We are an early stage company and have limited revenue and operating history

The Company has a relatively short operating history upon which investors may evaluate its business and prospects.
Although the Company has generated commercial revenue and established customer relationships, it has not yet achieved
sustained profitability and continues to operate in a rapidly evolving industry. As a result, there can be no assurance that
the Company will successfully execute its long-term business strategy or achieve profitable operations.

We are an early stage company operating in a new and highly competitive industry

The Company operates in a relatively new industry with a lot of competition from both startups and established companies.
The Company is expanding into traditional console gaming in addition to just its focus on Virtual Reality to help mitigate
this risk. As other companies flood the market and reduce potential market share, investors may be less willing to invest in a
company with a declining market share, which could make it more challenging to fund operations or pursue growth
opportunities in the future.

Intense Market Competition

The market in which the company operates may be highly competitive, with established players, emerging startups, and
potential future entrants. The presence of competitors can impact the company’s ability to attract and retain customers,
gain market share, and generate sustainable revenue. Competitors with greater financial resources, brand recognition, or
established customer bases may have a competitive advantage, making it challenging for the company to differentiate itself
and achieve long-term success.

Vulnerability to Economic Conditions

Economic conditions, both globally and within specific markets, can significantly influence the success of early-stage
startups. Downturns or recessions may lead to reduced consumer spending, limited access to capital, and decreased demand
for the company’s products or services. Additionally, factors such as inflation, interest rates, and exchange rate fluctuations
can affect the cost of raw materials, operational expenses, and profitability, potentially impacting the company's ability to
operate.

Uncertain Regulatory Landscape

Due to the unestablished nature of the market the business operates within, the potential introduction of new laws or
industry-specific standards can impose additional costs and operational burdens on the company. Non-compliance or legal
disputes may result in fines, penalties, reputational damage, or even litigation, adversely affecting the company's financial
condition and ability to operate effectively.

We rely on intellectual property that we own and that we license from third parties

Two of the Company’s most important assets are (i) its own intellectual property, including trademarks, copyrights, internet
domain names, trade secrets, and proprietary VR-conversion and optimization tools, and (ii) the game intellectual property
it licenses from third-party rights holders in order to develop and publish official VR versions of their titles. Competitors
may misappropriate or infringe the rights the Company owns, and the Company’s ability to develop and publish VR versions
of licensed titles depends on maintaining its license agreements in good standing. The loss, termination, or narrowing of a
key IP license, or the cost of protecting the Company's own IP, could adversely affect the Company and the value of your
investment. The Company’s continued growth depends in part on its ability to identify, negotiate, and maintain
relationships with third-party intellectual property owners. Competition for desirable licenses may increase over time, and
licensors may choose to work with competitors, pursue internal development, or change commercial terms. The inability to
obtain or renew key licenses could adversely affect future growth opportunities.

Some of our intellectual property may be unregistered

Some of the Company’s intellectual property, such as certain trademarks, copyrights, internet domain names, and trade
secrets, may not be registered with the applicable authorities. Because of the value of this intellectual property, competitors
may misappropriate or infringe the Company’s rights, and unregistered rights may be more difficult and costly to enforce.
The Company intends to continue protecting its intellectual property portfolio, but the unforeseeable costs of doing so may
consume Company capital.

Our trademarks, copyrights and other intellectual property could be unenforceable or ineffective

Intellectual property is a complex field of law in which few things are certain. It is possible that competitors will be able to
design around our intellectual property, find prior art to invalidate it, or render the patents unenforceable through some
other mechanism. If competitors are able to bypass our trademark and copyright protection without obtaining a sublicense,
it is likely that the Company’s value will be materially and adversely impacted. This could also impair the Company’s ability
to compete in the marketplace. Moreover, if our trademarks and copyrights are deemed unenforceable, the Company will
almost certainly lose any potential revenue it might be able to raise by entering into sublicenses. This would cut off a
significant potential revenue stream for the Company.

The cost of enforcing our trademarks and copyrights could prevent us from enforcing them

Trademark and copyright litigation has become extremely expensive. Even if we believe that a competitor is infringing on
one or more of our trademarks or copyrights, we might choose not to file suit because we lack the cash to successfully
prosecute a multi-year litigation with an uncertain outcome; or because we believe that the cost of enforcing our



trademark(s) or copyright(s) outweighs the value of winning the suit in light of the risks and consequences of losing it; or
for some other reason. Choosing not to enforce our trademark(s) or copyright(s) could have adverse consequences for the
Company, including undermining the credibility of our intellectual property, reducing our ability to enter into sublicenses,
and weakening our attempts to prevent competitors from entering the market. As a result, if we are unable to enforce our
trademark(s) or copyright(s) because of the cost of enforcement, your investment in the Company could be significantly and
adversely affected.

The loss of one or more of our key personnel, or our failure to attract and retain other highly qualified personnel in the
future, could harm our business

Our business depends on our ability to attract, retain, and develop highly skilled and qualified employees. As we grow, we
will need to continue to attract and hire additional employees in various areas, including sales, marketing, design,
development, operations, finance, legal, and human resources. However, we may face competition for qualified candidates,
and we cannot guarantee that we will be successful in recruiting or retaining suitable employees. Additionally, if we make
hiring mistakes or fail to develop and train our employees adequately, it could have a negative impact on our business,
financial condition, or operating results. We may also need to compete with other companies in our industry for highly
skilled and qualified employees. If we are unable to attract and retain the right talent, it may impact our ability to execute
our business plan successfully, which could adversely affect the value of your investment. Furthermore, the economic
environment may affect our ability to hire qualified candidates, and we cannot predict whether we will be able to find the
right employees when we need them. This would likely adversely impact the value of your investment. The Company also
relies heavily on the experience, relationships, and specialized knowledge of its executive leadership team. The unexpected
loss of one or more key executives or other critical personnel could disrupt operations, delay strategic initiatives, impair
customer or partner relationships, and adversely affect the Company's ability to execute its business plan.

Our ability to sell our product or service is dependent on outside government regulation which can be subject to change at
any time

Our ability to sell our products is subject to various government regulations, including but not limited to, regulations
related to the manufacturing, labeling, distribution, and sale of our products. Changes in these regulations, or the
enactment of new regulations, could impact our ability to sell our products or increase our compliance costs. Furthermore,
the regulatory landscape is subject to regular change, and we may face challenges in adapting to such changes, which could
adversely affect our business, financial condition, or operating results. In addition to government regulations, we may also
be subject to other laws and regulations related to our products, including intellectual property laws, data privacy laws, and
consumer protection laws. Non-compliance with these laws and regulations could result in legal and financial liabilities,
reputational damage, and regulatory fines and penalties. It is also possible that changes in public perception or cultural
norms regarding our products may impact demand for our products, which could adversely affect our business and financial
performance, which may adversely affect your investment.

We rely on third parties to provide services essential to the success of our business

Our business relies on a variety of third-party vendors and service providers, including but not limited to manufacturers,
shippers, accountants, lawyers, public relations firms, advertisers, retailers, and distributors. Our ability to maintain high-
quality operations and services depends on these third-party vendors and service providers, and any failure or delay in their
performance could have a material adverse effect on our business, financial condition, and operating results. We may have
limited control over the actions of these third-party vendors and service providers, and they may be subject to their own
operational, financial, and reputational risks. We may also be subject to contractual or legal limitations in our ability to
terminate relationships with these vendors or service providers or seek legal recourse for their actions. Additionally, we may
face challenges in finding suitable replacements for these vendors and service providers, which could cause delays or
disruptions to our operations. The loss of key or other critical vendors and service providers could materially and adversely
affect our business, financial condition, and operating results, and as a result, your investment could be adversely impacted
by our reliance on these third-party vendors and service providers.

The Company is vulnerable to hackers and cyber-attacks

As an internet-based business, we may face risks related to cybersecurity and data protection. We rely on technology
systems to operate our business and store and process sensitive data, including the personal information of our investors.
Any significant disruption or breach of our technology systems, or those of our third-party service providers, could result in
unauthorized access to our systems and data, and compromise the security and privacy of our investors. Moreover, we may
be subject to cyber-attacks or other malicious activities, such as hacking, phishing, or malware attacks, that could result in
theft, loss, or destruction of our data, disruption of our operations, or damage to our reputation. We may also face legal and
regulatory consequences, including fines, penalties, or litigation, in the event of a data breach or cyber-attack. Any
significant disruption or downtime of our platform, whether caused by cyber-attacks, system failures, or other factors, could
harm our reputation, reduce the attractiveness of our platform, and result in a loss of investors and issuer companies.
Moreover, disruptions in the services of our technology provider or other third-party service providers could adversely
impact our business operations and financial condition. This would likely adversely impact the value of your investment.

Multiple interconnected business lines

The Company operates several interconnected business lines, including game development, publishing, VR adaptation,
marketing, quality assurance, community management, and related services. Successfully coordinating these operations
requires effective project management, resource allocation, and execution across multiple teams and external partners.



Delays, staffing constraints, communication failures, or unexpected operational challenges in one business line could
adversely impact other areas of the business, increase costs, delay releases, or reduce revenue.

Economic and market conditions

The Company’s business may be affected by economic and market conditions, including changes in interest rates, inflation,
consumer demand, and competition, which could adversely affect the Company’s business, financial condition, and
operating results.

Force majeure events

The Company’s operations may be affected by force majeure events, such as natural disasters, pandemics, acts of terrorism,
war, or other unforeseeable events, which could disrupt the Company's business and operations and adversely affect its
financial condition and operating results.

Adverse publicity
The Company's business may be negatively impacted by adverse publicity, negative reviews, or social media campaigns that
could harm the Company's reputation, business, financial condition, and operating results.



Ownership and Capital Structure; Rights of the Securities

Ownership
The following table sets forth information regarding beneficial ownership of the company’s holders of 20% or more of any
class of voting securities as of the date of this Offering Statement filing.

Stockholder Name|[Number of Securities Owned|  Type of Security Owned  |Percentage
Jasmine Uniza 2,350,000 Series A Voting Common Stock|25.0%
Elliott Tate 2,350,000 Series A Voting Common Stock|25.0%
Harry Skigis 2,350,000 Series A Voting Common Stock|25.0%
Eric Masher 2,350,000 Series A Voting Common Stock|25.0%

The Company's Securities

The Company has authorized Series A Voting Common Stock, Series B Non-Voting Common Stock, SAFE 1, SAFE 2, SAFE 3,
and Crowdfunding SAFE.

Series A Voting Common Stock
The amount of security authorized is 17,500,000 with a total of 9,400,000 outstanding.
Voting Rights

Each share of Series A Voting Common Stock is entitled to one (1) vote per share on all matters submitted to a vote of the
stockholders.

Material Rights

The total amount outstanding does not include 600,000 shares that may beo be issued pursuant to stock options, reserved
but unissued.

The rights, preferences and privileges of the Series A Voting Common Stock are as set forth in the Company’s Certificate of
Incorporation, as amended, and Bylaws, and include:

Dividend rights — holders are entitled to dividends when, as, and if declared by the Board of Directors;

Liquidation rights — holders are entitled to share ratably in the assets of the Company legally available for distribution
upon a liquidation, dissolution or winding up, after satisfaction of liabilities and any senior preferences;

Voting rights — one (1) vote per share on all matters submitted to a vote of stockholders;
No preemptive rights;
A right of first refusal in favor of the Company as set forth in Section 46 of the Company’s Bylaws;
No drag-along or tag-along rights are provided under the Company's Bylaws.
The Company has no warrants outstanding.
Series B Non-Voting Common Stock
The amount of security authorized is 2,500,000 with a total of 0 outstanding.
Voting Rights
There are no voting rights associated with Series B Non-Voting Common Stock.
Material Rights

No shares of Series B Non-Voting Common Stock are issued or outstanding as of the date of this Offering. Except for the
absence of voting rights described above, the Series B Non-Voting Common Stock is otherwise identical to the Series A
Voting Common Stock and carries the same dividend and liquidation rights, in each case as set forth in the Company’s
Certificate of Incorporation, as amended, and Bylaws.

SAFE 1

The security will convert into The security will convert into crowdfunding stock (as defined below) and the terms of the safe
note are outlined below: and the terms of the SAFE 1 are outlined below:

Amount outstanding: $250,000.00



Interest Rate: 0.0%

Discount Rate: 0.0%

Valuation Cap: None

Conversion Trigger: Equity Financing where the Company sells Standard Preferred Stock (as defined below)

Material Rights
Equity Financing. If there is an Equity Financing before the termination of this Safe, on the initial closing

of such Equity Financing, this Safe will automatically convert into the number of shares of Standard Preferred Stock equal to
the Purchase Amount divided by the lowest price per share of the Standard Preferred Stock.

Liquidity Event: If there is a Liquidity Event before the termination of this Safe, the Safe holder will be entitled cash-out
payments or receive other consideration.

“Standard Preferred Stock” means the shares of the series of Preferred Stock issued to the investors investing new money in
the Company in connection with the initial closing of the Equity Financing.”

SAFE 2

The security will convert into The security will convert into crowdfunding stock (as defined below) and the terms of the safe
note are outlined below: and the terms of the SAFE 2 are outlined below:

Amount outstanding: $250,000.00
Interest Rate: 0.0%

Discount Rate: 0.0%

Valuation Cap: $4,000,000.00
Conversion Trigger: Equity Financing

Material Rights
Equity Financing. If there is an Equity Financing before the termination of this Safe, on the initial closing

of such Equity Financing, this Safe will automatically convert into the greater of: (1) the number of shares of Standard
Preferred Stock equal to the Purchase Amount divided by the lowest price per share of the Standard Preferred Stock; or (2)
the number of shares of Safe Preferred Stock equal to the Purchase Amount divided by the Safe Price.

Liquidity Event: If there is a Liquidity Event before the termination of this Safe, the Safe holder shall be entitled to the
greater of (i) the Purchase Amount (the “Cash- Out Amount™) or (ii) the amount payable on the number of shares of
Common Stock equal to the Purchase Amount divided by the Liquidity Price (the “Conversion Amount”).

“Standard Preferred Stock” means the shares of the series of Preferred Stock issued to the investors investing new money in
the Company in connection with the initial closing of the Equity Financing.”

SAFE 3

The security will convert into The security will convert into crowdfunding stock (as defined below) and the terms of the safe
note are outlined below: and the terms of the SAFE 3 are outlined below:

Amount outstanding: $500,000.00

Interest Rate: 0.0%

Discount Rate: 0.0%

Valuation Cap: $5,000,000.00

Conversion Trigger: Equity Financing where Company sells Preferred Stock

Material Rights
Equity Financing. If there is an Equity Financing before the termination of this Safe, on the initial closing

of such Equity Financing, this Safe will automatically convert into the greater of: (1) the number of shares of Standard
Preferred Stock (as defined below) equal to the Purchase Amount divided by the lowest price per share of the Standard
Preferred Stock; or (2) the number of shares of Safe Preferred Stock equal to the Purchase Amount divided by the Safe Price.

Liquidity Event. If there is a Liquidity Event before the termination of this Safe, the Investor will

automatically be entitled (subject to the liquidation priority set forth in Section 1(d) below) to receive a portion of Proceeds,
due and payable to the Investor immediately prior to, or concurrent with, the consummation of such Liquidity Event, equal
to, at the Investor’s option: (i) the Purchase Amount (the “Cash-Out Amount”) or (ii) the number of shares of Common
Stock equal to the Purchase Amount divided by the Liquidity Price (the “Conversion Amount™).



“Safe Preferred Stock” means the shares of the series of Preferred Stock issued to the Investor in an Equity Financing,
having the identical rights, privileges, preferences, seniority, liquidation multiple and restrictions as the shares of Standard
Preferred Stock, except that any price-based preferences (such as the per share liquidation amount, initial conversion price
and per share dividend amount) will be based on the Safe Price.

Crowdfunding SAFE

The security will convert into The security will convert into crowdfunding stock (as defined below) and the terms of the safe
note are outlined below: and the terms of the Crowdfunding SAFE are outlined below:

Amount outstanding: $0.00
Interest Rate: 0.0%

Discount Rate: 20.0%
Valuation Cap: $30,000,000.00
Conversion Trigger: 1,000,000

Material Rights

Equity Financing.

If an Equity Financing occurs before this instrument terminates in accordance with Sections 1(b) or 1(c), the Company shall
notify the Investor of the closing of the Equity Financing and issue to the Investor a number of shares of the Crowdfunding
Stock equal to the quotient obtained by dividing (x) the Purchase Amount by (v) the applicable Conversion Price.

(b) Liquidity Event.

If a Liquidity Event occurs before this instrument terminates in accordance with Sections 1(a) or 1(c), the Investor will
automatically be entitled to receive a portion of Proceeds, payable immediately prior to or concurrent with the
consummation of such Liquidity Event, equal to the greater of:

(i) the Purchase Amount (the “Cash-Out Amount”), or

(ii) the amount payable on the number of shares of Common Stock equal to the Purchase Amount divided by the Liquidity
Price (the “Conversion Amount”).

Additionally, if any of the Company’s securityholders are given a choice regarding the form and amount of Proceeds to be
received in a Liquidity Event, the Investor shall be provided the same choice, provided that the Investor may not choose to
receive a form of consideration that the Investor would be ineligible to receive as a result of the Investor’s failure to satisfy
any requirement or limitation generally applicable to the Company’s securityholders, or under any applicable laws.

Notwithstanding the foregoing, in connection with a Change of Control intended to qualify as a tax-free reorganization, the
Company may reduce the cash portion of Proceeds payable to the Investor by the amount determined by its board of
directors in good faith for such Change of Control to qualify as a tax-free reorganization for U.S. federal income tax
purposes, provided that such reduction (A) does not reduce the total Proceeds payable to such Investor and (B) is applied in
the same manner and on a pro rata basis to all securityholders who have equal priority to the Investor under Section 1(d).

(c) Dissolution Event. If there is a Dissolution Event before this instrument terminates in accordance with Sections 1(a) or
1(b), the Investor will automatically be entitled (subject to the liquidation priority set forth in Section 1(d) below) to receive
a portion of Proceeds equal to the Cash-Out Amount, due and payable to the Investor immediately prior to the
consummation of the Dissolution Event.

(d) Liquidation Priority. In a Liquidity Event or Dissolution Event, this Safe is intended to operate like standard non-
participating Preferred Stock. The Investor’s right to receive its Cash-Out Amount is:

(i) Junior to payment of outstanding indebtedness and creditor claims, including contractual claims for payment and
convertible promissory notes (to the extent such convertible promissory notes are not actually or notionally converted into
Capital Stock);

(ii) On par with payments for other Safes and/or Preferred Stock, and if the applicable Proceeds are insufficient to permit
full payments to the Investor and such other Safes and/or Preferred Stock, the applicable Proceeds will be distributed pro
rata to the Investor and such other Safes and/or Preferred Stock in proportion to the full payments that would otherwise be
due; and

(iii) Senior to payments for Common Stock.

The Investor’s right to receive its Conversion Amount is (A) on par with payments for Common Stock and other Safes and/or
Preferred Stock who are also receiving Conversion Amounts or Proceeds on a similar as-converted to Common Stock basis,
and (B) junior to payments described in clauses (i) and (ii) above (in the latter case, to the extent such payments are Cash-
Out Amounts or similar liquidation preferences).



(e) Termination. This instrument will automatically terminate (without relieving the Company of any obligations arising
from a prior breach of or non-compliance with this instrument) upon the earlier to occur: (i) the issuance of Capital Stock to
the Investor pursuant to the automatic conversion of this Safe under Section 1(a) or 1(b); or (ii) the payment, or setting
aside for payment, of amounts due to the Investor pursuant to Section 1(b) or 1(c).

Certain Definitions
“Capital Stock” means the capital stock of the Company, including, without limitation, Common Stock and Preferred Stock.
“Common Stock” means common stock of the Company.

“Conversion Price” means either: (i) the Safe Price or (ii) the Discount Price, whichever calculation results in the lower price
per share and therefore will result in a greater number of shares of the Crowdfunding Stock.

“Crowdfunding Stock” shall mean the most senior class of equity securities issued by the Company in an Equity Financing,
whether Common Stock, Preferred Stock, or another class of equity securities, on the same terms as new investors in such
financing.

“Equity Financing” shall mean a bona fide transaction or series of transactions pursuant to which the Company sells its
Equity Securities at a fixed valuation (including, but not limited to, a pre-money or post-money valuation), to one or more
third parties following the date of this instrument from which the Company receives gross proceeds of not less than
$1,000,000.00 (excluding the conversion of any instruments convertible into or exercisable or exchangeable for Capital
Stock, such as Safes or convertible promissory notes) with the principal purpose of raising capital.

“Equity Securities” shall mean Common Stock or Preferred Stock or any securities convertible into, exchangeable for or
conferring the right to purchase (with or without additional consideration) Common Stock or Preferred Stock, except in
each case, (i) any security granted, issued and/or sold by the Company to any director, officer, employee, advisor or
consultant of the Company in such capacity for the primary purpose of soliciting or retaining his, her or its services, (ii) any
convertible promissory notes issued by the Company, and (iii) any Safes issued.

“Discount Price” means the lowest price per share of Crowdfunding Stock sold in an Equity Financing (determined without
taking into account any incentives or other discount) multiplied by the Discount Rate. For clarity, if the Company increases
the share price during the Equity Financing, the original price will be the lowest price per share for this purpose; however, if
a Company offers a discount to certain investors during the Equity Financing, such discount will not be included when
determining the lowest price per share.

“Liquidity Event” means a Change of Control, a Direct Listing or an Initial Public Offering.

“Liquidity Price” means either (i) the price per share equal to the Post-Money Valuation Cap divided by the Liquidity
Capitalization or (ii) the price per share equal to the fair market value of the Common Stock at the time of the Liquidity
Event, as determined by reference to the purchase price payable in connection with such Liquidity Event, multiplied by the
Discount Rate, whichever calculation results in a lower price per share.

“Safe Price” means the price per share equal to the Post-Money Valuation Cap divided by the Fully Diluted Capitalization.

What it means to be a minority holder

As a SAFE noteholder of the Company, you will have no voting rights. Even upon conversion of the notes, you will have
limited rights in regard to the corporate actions of the Company, including additional issuances of securities, company
repurchases of securities, a sale of the Company or its significant assets, or company transactions with related parties.
Further, investors in this offering may have rights less than those of other investors and will have limited influence on the
corporate actions of the Company.

Dilution

Investors should understand the potential for dilution. The investor’s stake in a company could be diluted due to the
Company issuing additional shares. In other words, when the Company issues more shares, the percentage of the Company
that you own will go down, even though the value of the Company may go up. You will own a smaller piece of a larger
company. This increase in the number of shares outstanding could result from a stock offering (such as an initial public
offering, another crowdfunding round, a venture capital round, or angel investment), employees exercising stock options, or
by conversion of certain instruments (e.g. convertible bonds, preferred shares or warrants) into stock. If the Company
decides to issue more shares, an investor could experience value dilution, with each share being worth less than before, and
control dilution, with the total percentage an investor owns being less than before. There may also be earnings dilution,
with a reduction in the amount earned per share (though this typically occurs only if the Company offers dividends, and
most early-stage companies are unlikely to offer dividends, preferring to invest any earnings into the Company).

Transferability of securities



For a year, the securities can only be resold:
e [nanlPO;
e To the company;
¢ To an accredited investor; and

e To a member of the family of the purchaser or the equivalent, to a trust controlled by the purchaser, to a trust created
for the benefit of a member of the family of the purchaser or the equivalent, or in connection with the death or divorce
of the purchaser or other similar circumstance.

Recent Offerings of Securities

We have made the following issuances of securities within the last three years:

e Name: Series A Voting Common Stock
Type of security sold: Equity
Final amount sold: $400.00
Number of Securities Sold: 9,400,000
Use of proceeds: Initial capitalization of the Company
Date: July 08, 2024
Offering exemption relied upon: Section 4(a)(2)

e Type of security sold: SAFE
Final amount sold: $250,000.00
Use of proceeds: Working capital and general corporate purposes
Date: March 19, 2024
Offering exemption relied upon: Section 4(a)(2) of the Securities Act of 1933

e Type of security sold: SAFE
Final amount sold: $250,000.00
Use of proceeds: Working capital and general corporate purposes
Date: August 08, 2024
Offering exemption relied upon: Section 4(a)(2) of the Securities Act of 1933

e Type of security sold: SAFE
Final amount sold: $500,000.00
Use of proceeds: Working capital and general corporate purposes
Date: August 01, 2024
Offering exemption relied upon: Section 4(a)(2) of the Securities Act of 1933

Financial Condition and Results of Operations

Financial Condition

You should read the following discussion and analysis of our financial condition and results of our operations together with
our financial statements and related notes appearing at the end of this Offering Memorandum. This discussion contains
forward-looking statements reflecting our current expectations that involve risks and uncertainties. Actual results and the
timing of events may differ materially from those contained in these forward-looking statements due to a number of factors,
including those discussed in the section entitled “Risk Factors” and elsewhere in this Offering Memorandum.

Results of Operations

Circumstances which led to the performance of financial statements:

Revenue

Revenue for fiscal year 2024 was $2,063,378.00 compared to $2,902,427.00 in fiscal year 2025.

Revenue increased from $2.06 million in fiscal year 2024 to $2.90 million in fiscal year 2025, an increase of approximately
40.7%. The increase reflects growth across the Company’s revenue-generating activities, including marketing and public
relations services, game development and porting, publishing arrangements, and video game sales and related revenue-
sharing arrangements. We continued to expand its portfolio of development and publishing activities during 2025.

Cost of Sales



Cost of Sales for fiscal year 2024 was $357,350.00 compared to $743,850.00 in fiscal year 2025.

Cost of sales increased from $357,350.00 in fiscal year 2024 to $743,850.00 in fiscal year 2025, an increase of approximately
108.2%. The increase was largely due to the Company taking on additional development work and investing in projects
ahead of their expected revenue. This included payroll and other direct costs related to projects that were still in
development, as well as platform and distribution fees, royalties, revenue-sharing obligations, and other costs associated
with generating revenue.

Gross Margins

Gross margins for fiscal year 2024 were 82.7% compared to 74.4% in fiscal year 2025.

Gross profit increased from $1,706,028.00 in fiscal year 2024 to $2,158,578.00 in fiscal year 2025, an increase of
approximately 26.5%. Gross margin as a percentage of revenue decreased from approximately 82.7% in 2024 to 74.4% in
2025. The decrease in gross margin percentage was primarily attributable to cost of sales increasing at a faster rate than
revenue during 2025.

Expenses
Expenses for fiscal year 2024 were $1,866,950.00 compared to $3,076,041.00 in fiscal year 2025.

Operating expenses increased from $1,866,950.00 in fiscal year 2024 to $3,076,041.00 in fiscal year 2025, an increase of
approximately 64.8%. The increase was primarily due to the Company expanding its operations and investing in the
development and publishing of multiple game titles. A significant portion of these costs were incurred during the
development stages of projects, before the projects were commercially released and began generating the related revenue.
Sales and marketing expenses decreased from $321,652.00 in 2024 to $58,576.00 in 2025

Historical results and cash flows:

The Company is currently in the growth and investment stage of its revenue generating. We believe historical cash flows
may not be fully indicative of future revenue and cash flows because the Company has incurred significant development and
publishing expenditures in advance of the commercial release and monetization of multiple game titles. During 2024 and
2025, we invested significant resources in developing its portfolio of titles and funded these activities prior to the related
revenue streams being realized.

Historical cash was generated primarily through revenue from the Company's marketing, development, publishing, porting,
and other strategic services, as well as financing activities. Our goal is to continue transitioning development investments
into commercially released titles and increase recurring revenue through game sales, publishing, licensing, development
agreements, and related revenue-sharing arrangements.

Liquidity and Capital Resources

What capital resources are currently available to the Company? (Cash on hand, existing lines of credit, shareholder loans,
etc...)

As of August 2026, the Company has approximately $730,000.00 in cash on hand. The Company has existing financing
obligations with Rapid Finance, CFG Merchant Solutions, and LG Funding, which are being repaid in accordance with their
respective agreements.

How do the funds of this campaign factor into your financial resources? (Are these funds critical to your company
operations? Or do you have other funds or capital resources available?)

The funds from this campaign are not the Company’s sole source of capital and are not required to maintain its current
operations. The Company has existing cash resources and ongoing revenue-generating activities. The proceeds will provide
additional working capital to strategically grow the business, accelerate development and publishing opportunities, expand
the Company's portfolio, and pursue new opportunities with IP partners, platforms, and marketing customers.

Are the funds from this campaign necessary to the viability of the company? (Of the total funds that your company has, how
much of that will be made up of funds raised from the crowdfunding campaign?)

We believe the funds from this campaign are not necessary to the immediate viability of the Company, as the Company
currently has cash resources and ongoing revenue-generating activities to support its operations. As of August 1, 2026, the
Company had approximately $730,000.00 in cash on hand. The proceeds from the campaign will provide additional working
capital that will allow the Company to strategically grow its business, accelerate development and publishing activities,
expand its portfolio, and pursue additional opportunities with IP partners, platforms, and marketing customers. If the



Company raises its maximum funding goal of $1,235,000.00, the Company would have approximately $1,965,000.00 in cash
resources based on its August 1, 2026 cash balance, of which approximately 62.85% would consist of proceeds from the
campaign.

How long will you be able to operate the company if you raise your minimum? What expenses is this estimate based on?

If the Company raises the minimum offering amount, we anticipate being able to operate for approximately one year based
on our current cash resources, the proceeds from the offering, expected operating expenses, and anticipated revenue from
our existing business activities. This estimate is based primarily on payroll and contractor costs, game development and
publishing expenses, royalties and platform costs, financing payments, and other general operating expenses. We also have
a strong pipeline of potential revenue and funding opportunities with IP partners, platform partners, and PR and marketing
customers. These opportunities are not included in our current cash-flow projections, and any agreements that are finalized
could provide additional cash flow and extend this runway. We will continue to closely manage our expenses as we
strategically grow the business.

How long will you be able to operate the company if you raise your maximum funding goal?

[f the Company raises the maximum offering amount, we anticipate being able to operate for approximately two years based
on our current cash resources, the proceeds from the offering, expected operating expenses, and anticipated revenue from
our existing business activities. This estimate is based primarily on payroll and contractor costs, game development and
publishing expenses, royalties and platform costs, financing payments, and other general operating expenses. We also have
a strong pipeline of potential revenue and funding opportunities with IP partners, platform partners, and PR and marketing
customers. These opportunities are not included in our current cash-flow projections, and any agreements that are finalized
could provide additional cash flow and extend this runway. We will continue to closely manage our expenses as we
strategically grow the business.

This is a conservative estimate based on our current financial planning and the anticipated timing of game and publishing
releases. The successful launch or commercial performance of any of these opportunities could significantly increase the
Company's revenue and extend its long-term operating runway.

Are there any additional future sources of capital available to your company? (Required capital contributions, lines of credit,
contemplated future capital raises, etc...)

The Company expects to evaluate additional sources of capital from time to time as part of its overall growth strategy.
These may include strategic partnerships, debt or equity financing, or other financing arrangements. The Company has
historically funded its operations through a combination of operating revenues and financing activities and will continue to
evaluate financing opportunities that support the Company's strategic growth.

Indebtedness

e Creditor: Small Business Financial Solutions, LLC d/b/a Rapid Finance
Amount Owed: $137,630.82
Interest Rate: 0.0%
Maturity Date: March 01, 2027
Secured by substantially all tangible/intangible personal property; personal guarantees by certain shareholders. This is
a fixed-cost business financing arrangement and does not have a conventional interest rate. The Company received
$200,000 and is obligated to repay $252,000 through 52 weekly payments.

e Creditor: CFG Merchant Solutions, LLC
Amount Owed: $167,944.00
Interest Rate: 0.0%
Secured by future receipts; personal guaranty of performance. This is a revenue-based financing arrangement and
does not have a conventional interest rate. The Company received $150,000 in exchange for $213,000 of future
receipts, with repayment based on 11.47% of future receipts.

e Creditor: LG Funding LLC
Amount Owed: $104,862.00
Interest Rate: 0.0%
Secured by accounts, deposit accounts and other receivables. This is a merchant cash advance and does not have a
conventional interest rate. The Company received $95,000 in exchange for $133,000 of future receivables, with
repayment based on 3% of future receipts.



Related Party Transactions

e Name of Person: Nikki's Glitz and Glam Boutique
Relationship to Company: Related to a Company shareholder through a family relationship; not an owner, officer, or
employee of the Company.
Nature / amount of interest in the transaction: During 2025, the Company received $100,000 from the individual in
exchange for participation in future royalties generated by one of the Company’s games.
Material Terms: The arrangement was entered into verbally and no formal written agreement exists. The obligation
does not bear interest and has no stated maturity date. The full $100,000 remained outstanding as of December 31,
2025.

Valuation

Valuation Cap: $30,000,000.00

Valuation Cap Details: The valuation cap (and any applicable discount) included in this security is used solely for purposes
of determining the price per share upon conversion of the SAFE notes into equity in a future financing transaction, if any.
The valuation cap does not represent the Company’s current valuation, enterprise value, or fair market value, and should
not be viewed as an indication of the price at which the Company’s securities may be valued in any future financing,
liquidity event, or other transaction

Use of Proceeds

If we raise the Target Offering Amount of $20,000.00 we plan to use these proceeds as follows:

e StartEngine Platform Fees
8.5%

e Flat2VR Spark
91.5%
Flat2VR Spark is our lean indie pipeline, a prototype-to-greenlight program where titles often launch with a single
developer before the full Flat2VR team steps in to finish and launch. With four titles already, including ‘Flatout 4 VR’
and ‘I Am Your Beast’ , signed on a revenue share model, Spark keeps our pipeline full while cultivating the next
generation of VR-native creators.

If we raise the over allotment amount of $1,235,000.00, we plan to use these proceeds as follows:

e StartEngine Platform Fees
8.5%

e Flat2VR Studios
50.0%
Full VR conversions of AAA games will remain our foundation, bringing beloved titles to Meta Quest, PSVR2,
SteamVR.This includes announced titles such as High On Life 1, System Shock, Postal 2 Redux/VR, Roboquest VR,
Wrath: Aeon of Ruin VR and many more unannounced titles. Additionally, where it makes sense, we also do full-scale
remasters onto traditional console and PC.

e Flat2VR Spark
16.5%
Flat2VR Spark is our lean indie pipeline, a prototype-to-greenlight program where titles often launch with a single
developer before the full Flat2VR team steps in to finish and launch. With four titles already, including ‘Flatout 4 VR’
and ‘T Am Your Beast’ , signed on a revenue share model, Spark keeps our pipeline full while cultivating the next
generation of VR-native creators.

e PSVR2: Unlock the Vault
15.0%
Unlock the Vault is an Impact Inked publishing initiative that brings selected, already-released VR games from Meta
Quest and PC VR to PlayStation VR2. Each new port is presented as a “vault” to be opened, creating a repeatable
announcement format that builds anticipation around the wider initiative as well as each individual game. For
developers, it opens access to another passionate audience. For PS VR2 players, it brings more proven VR experiences
to the platform. For Impact Inked, it creates a growing publishing pipeline built around platform expansion,
community trust and long-term support.

¢ [mpact Inked Publishing
10.0%
Impact Inked, our dedicated publishing label, ties it all together by bringing third-party developers into our ecosystem



and owning all market-facing functions including QA, store setup, trailers, PR, and marketing. Impact Inked makes us
the go-to publishing partner for developers targeting both VR and traditional gaming audiences.

The Company may change the intended use of proceeds if our officers believe it is in the best interests of the company.

Regulatory Information

Disqualification

No disqualifying event has been recorded in respect to the company or its officers or directors.
Compliance Failure

The company has not previously failed to comply with the requirements of Regulation Crowdfunding.
Ongoing Reporting

The Company will file a report electronically with the SEC annually and post the report on its website no later than April 30
(120 days after Fiscal Year End). Once posted, the annual report may be found on the Company’s website at
https://www.impactreality.com (/investors).

The Company must continue to comply with the ongoing reporting requirements until:
(1) it is required to file reports under Section 13(a) or Section 15(d) of the Exchange Act;

(2) it has filed at least one (1) annual report pursuant to Regulation Crowdfunding and has fewer than three hundred (300)
holders of record and has total assets that do not exceed $10,000,000;

(3) it has filed at least three (3) annual reports pursuant to Regulation Crowdfunding;

(4) it or another party repurchases all of the securities issued in reliance on Section 4(a)(6) of the Securities Act, including
any payment in full of debt securities or any complete redemption of redeemable securities; or

(5) it liquidates or dissolves its business in accordance with state law.
Updates
Updates on the status of this Offering may be found at: www.startengine.com/impact-reality

Investing Process

See Exhibit E to the Offering Statement of which this Offering Memorandum forms a part.
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INDEPENDENT ACCOUNTANTS' REVIEW REPORT

To the Board of Directors of
Impact Reality, Inc.
Wesley Chapel, Florida

We have reviewed the accompanying financial statements of Impact Reality, Inc. (the "Company”), which comprises the balance
sheets as of December 31, 2025, and December 31, 2024, and the related statements of operations, stockholders' deficit, and
cash flows for the years ending December 31, 2025, and December 31, 2024, and the related notes to the financial statements,
A review includes primarily applying analytical procedures to management's financial data and making inquiries of company
management. A review is substantially less in scope than an audit, the objective of which is the expression of an opinion regarding
the financial statements as a whole. Accordingly, we do not express such an opinion.

Management’s Responsibility for the Financial Statements

Management is responsible for the preparation and fair presentation of these financial statements in accordance
with accounting principles generally accepted in the United States of America; this includes the design,
implementation, and maintenance of internal control relevant to the preparation and fair presentation of financial
statements that are free from material misstatement, whether due to fraud or error.

Accountant’s Responsibility

Our responsibility is to conduct the review in accordance with Statements on Standards for Accounting and Review Services
promulgated by the Accounting and Review Services Committee of the AICPA. Those standards require us to perform procedures
to obtain limited assurance as a basis for reporting whether we are aware of any material modifications that should be made to
the financial statements for them to be in accordance with accounting principles generally accepted in the United States of
America. We believe that the results of our procedures provide a reasonable basis for our conclusion.

We are required to be independent of the Company and to meet our other ethical responsibilities, in accordance
with the relevant ethical requirements related to our reviews.

Accountant’s Conclusion

Based on our reviews, we are not aware of any material modifications that should be made to the accompanying financial
statements in order for them to be in conformity with accounting principles generally accepted in the United States of America.

Substantial Doubt about the Company’s Ability to Continue as a Going Concern

The accompanying financial statements have been prepared assuming that the Company will continue as a going
concern. As discussed in Note 11 to the financial statements, the Company has suffered recurring losses from
operations, experienced negative cash flows from operating activities, and has an accumulated deficit. The
Company has stated that these conditions raise substantial doubt about its ability to continue as a going concern.
Management’s evaluation of these conditions and management’s plans regarding these matters are also described
in Note 11. The financial statements do not include any adjustments that might result from the outcome of this
uncertainty. Our conclusion is not modified with respect to this matter.

SeiApart Accountarncy Corp.

August 5, 2026
Calabasas, CA 91302



IMPACT REALITY, INC.

BALANCE SHEETS
(UNAUDITED)
As of December 31, 2025 2024
(USD S in Dollars)
ASSETS
Current Assets:
Cash 272975 789322
Accounts Receivable 358,075 255412
Prepaids and Other Current Assets 8344 7,746
Total Current Assets 640,399 1,052,480
Property and Equipment, net 2,276 -
Total Assets 642,670 1,052,480
LIABILITIES AND STOCKHOLDERS' DEFICIT
Current Liabilities:
Accounts Payable 435,028 226,201
Credit Cards 72,553 35274
Deterred Revenue 150,000 -
Royalty obligation - related party 100,000 -
Other Current Liabilities 28421 10,779
Total Current Liabilities 786,002 281,254
Simple Agreement for Future Equity 982,500 977,000
Total Liabilities 1,768,502 1,258,254
STOCKHOLDERS' DEFICIT
Common Stock - Series A 940 940
Additional Paid in Capital 8,060 8,060
Accumulated Deficit (1,134,832) i214,774)
Total Stockholders’ Deficit (1,125,832) (205,774)
Total Liabilities and Stockholders' Deficit 642,670 $§ 1,052,480

See accompanying notes to finoncial stotements.



IMPACT REALITY, INC.
STATEMENTS OF OPERATIONS
(UnAuDITED)

Forthe Years Ended December 31,

(USD S in Dollars)
Net Revenue
Cost of Geods Sold
Gross Profit

Oparating Expensas
General and Administrative
Selling and Marketing
Total Operating Expenses
Operating Loss

Interest Expense

Other Loss/({Income)

Fair Value in Excess of Stated Value of SAFEs
Loss Before Provision for Income Taxes

Provision/{Benefit) for Income Taxes
Net Loss

2025 2024
2,902,427 2,063,378
743,850 357,350
2,158,578 1,706,028
3,017,465 1,545,229
58,576 321,652
3,076,041 1,866,950
(917,464) {160,922)
6,228 660
(9,135) (5,244)
5,500 {23,000)
{920,056) {132,639)
{920,056) $ {132,639)

See accompanying notes to financial statements.



IMPACT REALITY, INC.
STATEMENTS OF CHANGES IN STOCKHOLDERS” DEFICIT

(UnAuDITED)
Common Stock - Series A Additional Paid In Retained Earnings/ Total Stockholders'

(in , SUS) Shares Amount Capital (Accumulated Deficit) Deficit
Balance—Deocomber 31,2023 - $ . $ 1,050 $ 98,719 § 99,769
Issuance of Stock 9,400,000 940 7,010 . 7,950
Distributions to shareholders - - - (180,854) (180,854)
Net Loss - - - (132639) {132,639)
Balance—December 31,2024 9,400,000 $ 940 § 8,060 $ (214,774) § (205,774)
Net Loss - . - (920,058) {920,058)
Balance—Docomber 31, 2025 9,400,000 $ 940 § 8,060 $ (1,134832) § (1,125,832)

See accompanying notes to financial statements.



IMPACT REALITY, INC.
STATEMENTS OF CASH FLOows
(UnAuDITED)

For the Years Ended December 31,

2025 2024

{USD S in Dollars)
CASH FLOW FROM OPERATING ACTIVITIES
Met Loss
Adiusrments to Reconcile Met Loss to MNet Cosh Used in Operoting Activities
Depredation of Property
Fair Value in Excess of Stated Value of SAFEs
Changes in Operating Assets and Liabilities:
Accounts Receivable
Prepaids and Other Current Assels
Accounts Payable
Deferred Revenue
Credit Cards
Other Current Liabilities
Net Cash Used |n Operating Activities

CASH FLOW FROM INVESTING ACTIVITIES
Purchases of Property and Equipment
Net Cash Used in Investing Activities

CASH FLOW FROM FINANCING ACTIVITIES

Proceeds from Issuance of Stock
Distributions to Shareholders
Proceeds trom royalty financing obligation —related party

Proceeds from Issuance of Simple Agreement for Future Equity
Net Cash Provided by Finandng Activities

Change in Cash
Cash — Beginning of The Year
Cash—End of The Year

SUPPLEMENTAL DISCLOSURE OF CASH FLOW INFORMATION
Cash Paid During the Year for Interest

Cash Paid During the Year for Income Taxes

S i1920,058) S {132,639}
455 -
5,500 (23,000)
103,663) {186,787)
{598) {7,746)
208,827 225924
150,000 -
37,279 20,930
3,642 19,779
(613,616) (83,539)
12,731) -
{(2,731) -
- 7,950
{180,854}
100,000 i
= 1,000,000
100,000 827,096
(516,347) 743,557
789,322 45 765
S 272975 $§ 789,322
S 6228 S 660
S S

See accompanying notes to financiol stetements,



IMPACT REALITY, INC.
NOTES TO FINANCIAL STATEMENTS
AS OF AND FOR THE YEARS ENDED DECEMBER 31, 2025 AND 2024

1. NATURE OF OPERATION

Impact Reality, Inc. was originally organized on November 26, 2022, in the State of New York as a limited liability
company under the name Impact Reality LLC. On December 15, 2023, Impact Reality, LLC was converted into a
Delaware LLC, and on March 27, 2024, it was converted from a Delaware limited liability company into a Delaware
corporation and changed its name to Impact Reality, Inc. The financial statements of Impact Reality, Inc. (which
may be referred to as the "Company”, "we"”, "us”, or “"our") are prepared in accordance with accounting principles
generally accepted in the United States of America ("U.S. GAAP"). The Company’s headquarters are located in
Wesley Chapel, Florida.

Impact Reality, Inc. is a vertically integrated virtual reality (VR) marketing, development, publishing, and game
porting company. Through its four operating divisions (Impact Reality PR & Marketing, Flat2VR Studios Game
Development, Impact Inked Publishing, and Flat2VR Spark Game Development) the Company provides
marketing, public relations, community management, quality assurance, game development and porting,
publishing, and strategic support services to game developers and studios, while also publishing and distributing
VR titles.

2. SUMMARY OF SIGNIFICANT ACCOUNTING POLICIES

The summary of significant accounting policies is presented to assist in understanding the Company’s financial
statements. The accounting policies conform to accounting principles generally accepted in the United States of
America ("GAAP" and "US GAAP").

Basis of Presentation
The accompanying financial statements have been prepared on the accrual basis of accounting in accordance with

US GAAP and the Company has adopted the calendar year as its basis of reporting.

Use of Estimates

The preparation of financial statements in conformity with US GAAP requires management to make estimates and
assumptions that affect the reported amounts of assets and liabilities and disclosures of contingent assets and
liabilities at the date of the financial statements and the reported amounts of revenues and expenses during the
reporting period. Actual results could differ from those estimates.

Cash

Cash includes all cash in banks. As of December 31, 2025, and 2024, the Company’s cash & cash equivalents
exceeded FDIC insured limits by $0 and $59,938, respectively.

Concentration of Credit Risk

The Company is subject to concentrations of credit risks primarily from cash, cash equivalents, and accounts
receivable. At various times during the years, the Company may have bank deposits in excess of Federal Deposit
Insurance Corporation insurance limits. Management believes any credit risk is low due to the overall financial
strength of the financial institutions. Accounts receivable consist of uncollateralized receivables from
customers/clients primarily located throughout the United States of America.

A nts R ivabl

Accounts receivable are stated at the amount expected to be collected, net of any allowance for expected credit
losses. The Company adopted ASU 2016-13, Financial Instruments - Credit Losses (ASC 326), effective January
1, 2023, using the modified retrospective approach. The adoption did not have a material impact on the
Company’s financial statements.

The Company’s customers are primarily businesses and industry partners that engage the Company for
marketing, development, publishing, and related services. Accounts receivable primarily consist of amounts due
under executed customer agreements and may also include reimbursable expenses incurred on behalf of
customers. Accounts receivable are generally short-term in nature and are collected in accordance with the
contractual payment terms.



IMPACT REALITY, INC.
NOTES TO FINANCIAL STATEMENTS
AS OF AND FOR THE YEARS ENDED DECEMBER 31, 2025 AND 2024

Management evaluates expected credit losses based on historical loss experience, current conditions, and
reasonable and supportable forecasts. Due to the immaterial nature of receivables and historical collection
experience, the Company determined that no allowance for expected credit losses was necessary as of December
31, 2025, and 2024.

Property and Equipment

Property and equipment are stated at cost. Expenditures for additions, major renewals and betterments are
capitalized, and expenditures for maintenance and repairs are charged against income as incurred. When property
and equipment are retired or otherwise disposed of, the related cost and accumulated depreciation are removed
from the accounts, and any resulting gain or loss is reflected in statements of operations.

Depreciation and amortization of property and equipment are computed using the straight-line method over the
estimated useful lives of the respective assets. Leasehold improvements are amortized on a straight-line basis
over either the useful life of the improvement or the remainder of the related lease term, whichever is shorter.

Estimated useful lives for property and equipment are as follows:

Category Useful Life
Tools, Machinery, and Equipment 5 years
1 . t of L -Lived A :

Long-lived assets, including property and equipment and intangible assets, are reviewed for impairment whenever
events or changes in circumstances indicate that the carrying amount of such assets may not be recoverable. An
impairment loss is recorded in the period in which it is determined that the carrying amount is not recoverable.
The determination of recoverability is made based on an estimate of undiscounted future cash flows resulting
from the use of the asset and its eventual disposition. The measurement of the impairment for long-lived assets
is based on the asset's estimated fair value. No such impairment was recorded for the year ended December 31,
2025 and 2024.

R R "
The Company recognizes revenue when it transfers promised goods or services to customers in an amount that
reflects the consideration to which the Company expects to be entitled to in exchange for those goods or services.
In determining when and how revenue is to be recognized from contracts with customers, the Company performs
the following five step analysis laid under Accounting Standard Codification ("ASC") 606, Revenue from Contracts
with Customers: (1) identification of contract with customers, (2) determination of performance obligations, (3)
measurement of the transaction price, (4) allocation of transaction price to the performance obligations, and (5)
recognition of revenue when or as the company satisfies each performance obligation.

The Company generates revenue through video game sales, marketing/PR services, development agreements,
publishing arrangements, revenue-sharing agreements, and other strategic partnerships. Sales are driven
through direct to consumer sales, business development, industry relationships, referrals, and participation in
gaming industry events. Customer engagements are typically governed by executed service or publishing
agreements that define the scope of work, pricing, and payment terms.

Cost of Goods Sold

Cost of goods sold consists primarily of platform fees and distribution costs associated with game sales, revenue-
sharing and royalty obligations related to publishing arrangements, direct costs associated with client marketing
and public relations engagements, and other costs directly attributable to revenue-generating activities.

Income Taxes

The Company is taxed as a C corporation for income tax purposes. The Company accounts for income taxes under
the liability method, and deferred tax assets and liabilities are recognized for the future tax consequences
attributable to differences between the financial statement carrying values of existing assets and liabilities and
their respective tax bases. Deferred tax assets and liabilities are measured using enacted tax rates in effect for
the year in which those temporary differences are expected to be recovered or settled. A valuation allowance is
provided on deferred tax assets if it is determined that it is more likely than not that the deferred tax asset will



IMPACT REALITY, INC.
NOTES TO FINANCIAL STATEMENTS
AS OF AND FOR THE YEARS ENDED DECEMBER 31, 2025 AND 2024

not be realized. The Company records interest, net of any applicable related income tax benefit, on potential
income tax contingencies as a component of income tax expense.

The Company records tax positions taken or expected to be taken in a tax return based upon the amount that is
more likely than not to be realized or paid, including in connection with the resolution of any related appeals or
other legal processes. Accordingly, the Company recognizes liabilities for certain unrecognized tax benefits based
on the amounts that are more likely than not to be settled with the relevant taxing authority. The Company
recognizes interest and/or penalties related to unrecognized tax benefits as a component of income tax expense.

Fair Val f Fi ial Inst l

The carrying value of the Company’s financial instruments included in current assets and current liabilities (such
as cash and cash equivalents, restricted cash and cash equivalents, accounts receivable, accounts payable and
accrued expenses approximate fair value due to the short-term nature of such instruments).

The inputs used to measure fair value are based on a hierarchy that prioritizes observable and unobservable
inputs used in valuation techniques. These levels, in order of highest to lowest priority, are described below:

Level 1 — Quoted prices (unadjusted) in active markets that are accessible at the measurement date for
identical assets or liabilities.

Level 2 — Observable prices that are based on inputs not quoted on active markets but corroborated by
market data.

Level 3 — Unobservable inputs reflecting the Company’s assumptions, consistent with reasonably available
assumptions made by other market participants. These valuations require significant judgment.

Advertising & P tional Cost

Advertising and promotional costs are expensed as incurred. Advertising and promotional expenses for the years
ended December 31, 2025, and December 31, 2024, amounted to $58,576 and $321,652, which is included in
sales and marketing expenses.

SAFE Agreements

The Company accounts for Simple Agreements for Future Equity ("SAFEs") in accordance with the guidance in
ASC 480-10-25. The SAFEs represent instruments that obligate the Company to issue a variable number of equity
shares upon the occurrence of certain future triggering events (such as equity financing, liquidity events, or
dissolution) in exchange for a fixed monetary investment and are subject to valuation caps.

Because the SAFEs may be required to be settled in cash or a variable number of shares upon a change of control
or liquidation event, and such events are not solely within the Company’s control, they are considered mandatorily
redeemable financial instruments or net-settled obligations under ASC 480-10-25-8. As such, the SAFEs do not
meet the criteria for classification as equity and are instead classified as liabilities in the Company’s balance sheet.

The Company has therefore determined that classification as a liability is appropriate based on the following
considerations:
e The SAFEs contain provisions that require the Company to transfer assets (i.e., settle in cash or a variable
number of shares).
e The settlement features are outside the sole control of the Company (e.qg., in a change of control).
The SAFEs do not qualify as permanent equity instruments.

The SAFEs are measured at fair value, with changes in fair value recognized in the statement of operations each
period in accordance with ASC 480 and ASC 825-10. The fair value of the SAFEs is determined using valuation
techniques that consider the underlying terms of the instruments and relevant market inputs.

Rel P Tran ion
The Company may engage in financing arrangements with related parties, including significant shareholders or
entities under common control. These transactions are reviewed and approved by management to ensure they



IMPACT REALITY, INC.
NOTES TO FINANCIAL STATEMENTS
AS OF AND FOR THE YEARS ENDED DECEMBER 31, 2025 AND 2024

are conducted at arm’s length or under terms considered reasonable given the related party relationship and the
Company's financing needs.

Loans from related parties are recognized as liabilities when cash is received or the obligation is incurred. These
loans may be interest-free and may not have stated repayment terms. In such cases, if no fixed repayment
schedule exists and there is no expectation or contractual requirement to repay the loan within the next twelve
months, the loan is classified as a noncurrent liability in the balance sheet. If repayment is expected within twelve
months or callable by the lender on demand, the loan is classified as a current liability.

Loans to related parties are recognized as assets when the Company advances funds or records receivables under
non-cash transactions. Such loans are assessed for collectability on a periodic basis and are classified as current
or noncurrent assets depending on the repayment terms and expected timing of collection.

Subsequent Events

The Company considers events or transactions that occur after the balance sheet date, but prior to the issuance
of the financial statements to provide additional evidence relative to certain estimates or to identify matters that
require additional disclosure. Subsequent events have been evaluated through the date the financial statements
were issued.

3. DETAILS OF CERTAIN ASSETS AND LIABILITIES

Prepaid and other current assets consist of the following:

As of December 31, 2025 2024
Prepaid Expenses S 8,344 S 7,746
Total Prepaids and Other Current Assets ) 8,344 S 7,746

Other current liabilities consist of the following:

As of December 31, 2025 2024
Client funds held for reimbursable expenses S 18452 S 17,477
Accrued Expenses 3,925 2,302
Deferred Employee Compensation 5,000 -
Employee Payroll Liabilities 1,044 -
Total Other Current Liabilities $ 28421 $ 19,779

4. PROPERTY AND EQUIPMENT

Property and equipment consist of the following:

As of December 31, 2025 2024
Tools, Machinery, and Equipment S 2731 S

Property and Equipment, at cost 2,731 -
Accumulated Depreciation {455} -
Property and Equipment, net S 2,276 S -

Depreciation expense for the years ended December 31, 2025 and 2024 were $455 and $0, respectively.
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5. DEFERRED REVENUE

In December 2025, the Company entered into an Early Access Program Agreement with Google LLC to port the
Trombone Champ and Roboquest VR applications to the Android XR platform. The agreement provides for
aggregate milestone-based consideration of up to $300,000, consisting of $150,000 upon execution of the
applicable content schedule, $120,000 upon publication or readiness for publication of Trombone Champ, and
$30,000 upon publication or readiness for publication of Robogquest VR.

As of December 31, 2025, the Company had received $150,000 under the agreement. The amount was recorded
as a current contract liability because the related development, certification and publication obligations had not
been completed as of year-end. Revenue will be recognized when or as the applicable performance obligations
are satisfied in accordance with the terms of the agreement.

The remaining $150,000 of potential consideration is contingent upon the completion and acceptance of future
contractual milestones and, accordingly, was not recorded as revenue or a receivable as of December 31, 2025.

The agreement also provides that, if the final contractual milestone is not delivered and accepted by the end of
the applicable acceptance period, the Company may be required to refund previously received milestone
payments in accordance with the terms of the agreement.

6. DEBT

SAFE Agreement

The details of the Company’s Simple Agreements for Future Equity (“SAFE”) and the terms are as follows:

As of Year Ended December 31,

SAFE(s) Borrowing Period Valuation Cap Principal Amaount Discount ) 2025 2024 _
SAFE |- 2024 2024 s 5000000 5 500,001 - S SO0000 S L00.000
SAFE Il - 2024 2024 4,000,000 250,000 - 250,000 250,000
SAFE Il - 2024 2024 - 250,000 - 250,000 250,000
Fair Value in Bxcess of Stated Value of SAFES 117,500) 1 23,000)
Total SAFE(s) $ 1,000,000 S 982,500 $ 977,000

If there is an Equity Financing before the termination of these Safes, on the initial closing of such Equity Financing,
these Safes will automatically convert into the greater of: (1) the number of shares of Standard Preferred Stock
equal to the Purchase Amount divided by the lowest price per share of the Standard Preferred Stock; or (2) the
number of shares of Safe Preferred Stock equal to the Purchase Amount divided by the Safe Price.

If there is a Liquidity Event before the termination of these Safes, the Investor will automatically be entitled to
receive a portion of Proceeds, due and payable to the Investor immediately prior to, or concurrent with, the
consummation of such Liquidity Event, equal to, at the Investor’s option: (i) the Purchase Amount (the “Cash-
Out Amount”) or (ii) the number of shares of Common Stock equal to the Purchase Amount divided by the Liquidity
Price (the "Conversion Amount”). In the absence of any such election by the Investor, the Investor shall be
deemed to elect such option that results in the greater return to Investor (calculated as of the initial closing of
such Liquidity Event). If any of the Company's securityholders are given a choice as to the form and amount of
Proceeds to be received in a Liquidity Event, the Investor will be given the same choice, provided that the Investor
may not choose to receive a form of consideration that the Investor would be ineligible to receive as a result of
the Investor's failure to satisfy any requirement or limitation generally applicable to the Company's
securityholders, or under any applicable laws.

If there is a Dissolution Event before the termination of these Safes, the Investor will automatically be entitled to
receive a portion of Proceeds equal to the Cash-Out Amount, due and payable to the Investor immediately prior
to the consummation of the Dissolution Event. In a Liquidity Event or Dissolution Event, these Safes is intended
o operate like standard non-participating Preferred Stock.
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The Investor’s right to receive its Cash-Out Amount is: (i) Junior to payment of outstanding indebtedness and
creditor claims, including contractual claims for payment and convertible promissory notes (to the extent such
convertible promissory notes are not actually or notionally converted into Capital Stock); (ii) On par with
payments for other Safes and/or Preferred Stock, and if the applicable Proceeds are insufficient to permit full
payments to the Investor and such other Safes and/or Preferred Stock, the applicable Proceeds will be distributed
pro rata to the Investor and such other Safes and/or Preferred Stock in proportion to the full payments that would
otherwise be due; and (iii) Senior to payments for Common Stock. The Investor’s right to receive its Conversion
Amount is (A) on par with payments for Common Stock and other Safes and/or Preferred Stock who are also
receiving Conversion Amounts or Proceeds on a similar as-converted to Common Stock basis, and (B) junior to
payments described in clauses (i) and (ii) above (in the latter case, to the extent such payments are Cash-Out
Amounts or similar liquidation preferences).

The SAFE Agreement is considered a mandatorily redeemable financial instrument under ASC 480-10-15-8.
Because the SAFE may require the issuer to redeem the instrument for cash upon a change of control, the
agreement should be classified and recorded as a liability under ASC 480-10-25-8 because a change of control is
an event that is considered not under the sole control of the issuer. Therefore, the SAFEs are classified as marked-
to-market liabilities pursuant to ASC 480 in other long-term liabilities.

7. EQUITY AND CAPITALIZATION

Common Stock

The Company is authorized to issue 20,000,000 shares of common stock with par value of $0.0001, of which
17,500,000 shares shall be designated as Series A Common Stock, and 2,500,000 shares shall be designated as
Series B Non-Voting Common Stock. As of December 31, 2025, and 2024, 9,400,000 shares and 9,400,000
shares of Series A Common Stock, respectively, have been issued and were outstanding.

During 2024, the Company made cash distributions to its shareholders totaling $180,854. Of this amount,
$98,718 was applied against available retained earnings, and the remaining $82,136 represented distributions in
excess of retained earnings and was recorded as a reduction of contributed capital within stockholders’ deficit.

Holders of Series A Common Stock are entitled to one vote per share and generally possess the exclusive voting
rights of the stockholders, while holders of Series B Common Stock generally have no voting rights or rights to
participate in or receive notice of stockholder meetings, except as required by applicable law. Other than voting
rights, Series A and Series B Common Stock have identical economic rights, including dividends, distributions,
and liquidation proceeds.

8. INCOME TAXES

The provision for income taxes for the year ended December 31, 2025 and December 31, 2024 consists of the
following:

For the Year Ended December 31, 2025 2024

Net Operating Loss S (243,815) § (39,277)
Valuation Allowance 243 815 39,277
Net Provision For Income Tax S - S -

Significant components of the Company’s deferred tax assets and liabilities at December 31, 2025, and December
31, 2024 are as follows:

As of December 31, 2025 2024

Net Operating Loss S (283,092) S (39,277)
Valuation Allowance 283,092 39,277
Total Deferred Tax Asset S - S -
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Management assesses the available positive and negative evidence to estimate if sufficient future taxable income
will be generated to use the existing deferred tax assets. On the basis of this evaluation, the Company has
determined that it is more likely than not that the Company will not recognize the benefits of the federal and
state net deferred tax assets, and, as a result, full valuation allowance has been set against its net deferred tax
assets as of December 31, 2025 and December 31, 2024. The amount of the deferred tax asset to be realized
could be adjusted if estimates of future taxable income during the carry-forward period are reduced or increased.

For the fiscal year ending December 31, 2025, the Company had federal cumulative net operating loss ("NOL")
carryforwards of $1,068,272. Utilization of some of the federal and state NOL carryforwards to reduce future
income taxes will depend on the Company’s ability to generate sufficient taxable income prior to the expiration
of the carryforwards. The federal net operating loss carryforward is subject to an 80% limitation on taxable
income, does not expire, and will carry on indefinitely.

The Company recognizes the impact of a tax position in the financial statements if that position is more likely
than not to be sustained on a tax return upon examination by the relevant taxing authority, based on the technical
merits of the position. As of December 31, 2025, and December 31, 2024, the Company had no unrecognized tax
benefits.

The Company recognizes interest and penalties related to income tax matters in income tax expense. As of
December 31, 2025, and December 31, 2024, the Company had no accrued interest and penalties related to
uncertain tax positions.

9. CONTINGENCIES AND COMMITMENTS

ntingenci

The Company’s operations are subject to a variety of local, state, and federal requlations. Failure to comply with
these requirements may result in fines, penalties, restrictions on operations, or losses of permits, which will have
an adverse impact on the Company's operations and might result in an outflow of economic resources.

Liti ion and Claim

From time to time, the Company may be involved in or exposed to litigation arising from operations in the normal
course of business. As of December 31, 2025, and December 31, 2024, there were no pending or threatened
lawsuits that could reasonably be expected to have a material effect on the results of the Company’s operations.

10. RELATED PARTY TRANSACTIONS

During 2025, the Company received $100,000 from an individual in exchange for participation in future royalties
generated by one of the Company’s games. The arrangement was entered into verbally, and no formal written
agreement exists. The obligation does not bear interest and has no stated maturity date. As of December 31,
2025, the full amount of $100,000 remained outstanding. The counterparty is related to a Company shareholder
through a family relationship but is not an owner, officer, or employee of the Company.

11. GOING CONCERN

The accompanying financial statements have been prepared on a going concern basis, which contemplates the
realization of assets and the satisfaction of liabilities in the normal course of business. The Company has an
operating loss of $917,465, an operating cash outflow of $613,616 and liquid assets in cash of $272,975, which
less than a year worth of cash reserves as of December 31, 2025. These factors normally raise substantial doubt
about the Company’s ability to continue as a going concern.
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The Company’s operating losses and negative cash flows were driven, in part, by expenditures incurred in
connection with the development and publishing of multiple game titles prior to their commercial release. During
2024 and 2025, the Company invested significant resources into the development of these titles and funded these
activities prior to the related revenue streams being realized. These expenditures reflect the Company’s
investment phase as it builds its portfolio of game titles and prepares them for commercial launch, sales, and
future revenue generation.

The Company’s ability to continue as a going concern in the next twelve months following the date the financial
statements were available to be issued is dependent upon its ability to produce revenues and/or obtain financing
sufficient to meet current and future obligations and deploy such to produce profitable operating results.

Management has evaluated these conditions and plans to generate revenues and raise capital as needed to satisfy
its capital needs. During the next twelve months, the Company intends to fund its operations through debt and/or
equity financing.

There are no assurances that management will be able to raise capital on terms acceptable to the Company. If it
is unable to obtain sufficient amounts of additional capital, it may be required to reduce the scope of its planned
development, which could harm its business, financial condition, and operating results. The accompanying
financial statements do not include any adjustments that might result from these uncertainties.

12. SUBSEQUENT EVENTS

In June 2025, the Company entered into a development agreement with Meta for total consideration of
approximately $3,800,000 related to the development of two confidential game titles. Subsequent to December
31, 2025, the Company performed development activities and achieved certain contractual milestones under the
agreement. As of the date these financial statements were available to be issued, approximately $2,951,500 was
outstanding and due to the Company under the agreement.

In March 2026, the Company entered into a secured business loan agreement with Small Business Financial
Solutions, LLC, operating as Rapid Finance. The Company received loan proceeds of $200,000 and is required to
make 52 weekly payments of $4,846.15, for a total repayment amount of $252,000. The financing has a total
stated cost of $52,000 and does not provide a discount for early repayment. The loan is secured by substantially
all of the Company’s tangible and intangible personal property and is personally guaranteed by certain
shareholders.

In April 2026, the Company entered into a non-exclusive game licensing and distribution agreement with Pico
Immersive Pte. Ltd. for the worldwide distribution, including Mainland China, of Peak Rhythm on PICO devices.
The agreement provides for a $20,000 advance, payable as $10,000 upon execution and $5,000 upon acceptance
of each of the global and Mainland China Gold Master builds. The advance is fully recoupable against future
royalties. The Company is entitled to 70% of gross receipts, net of applicable deductions, while Pico retains 30%.
The initial term is three years from the commercial release date, with annual renewals thereafter unless either
party provides notice of non-renewal.

In June 2026, the Company entered into a revenue-based financing arrangement with CFG Merchant Solutions,
LLC. Under the agreement, the Company received gross proceeds of $150,000 in exchange for $213,000 of future
receipts. The arrangement is secured by the Company’s future receipts and includes a personal guaranty of
performance.

In June 2026, the Company entered into @ merchant cash advance agreement with LG Funding LLC. Under the
agreement, the Company received gross funding of $95,000 in exchange for $133,000 of future receivables. After
$1,950 of fees deducted at funding, the Company received net proceeds of $93,050.The arrangement is secured
by the Company’s accounts, deposit accounts and other receivables.

In July 2026, the Company entered into a non-exclusive game licensing and distribution agreement with Pico
Immersive Pte. Ltd. for the worldwide distribution, including Mainland China, of Trombone Champ on PICO
devices. The agreement provides for a $50,000 advance, consisting of $37,500 payable upon full execution of
the agreement and $12,500 payable upon PICO’s acceptance of the global and Mainland China Gold Master builds.
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The advance is fully recoupable against future royalties. The Company is entitled to 70% of gross receipts, net of
applicable deductions, while Pico retains 30%. The initial term is three years from the commercial release date,
with annual renewals thereafter unless either party provides notice of non-renewal.

In July 2026, the Company entered into a non-exclusive game licensing and distribution agreement with Pico
Immersive Pte. Ltd. for the worldwide distribution, including Mainland China, of VRacer Hoverbike on PICO
devices. The agreement provides for a $20,000 advance, consisting of $15,000 payable upon full execution of
t