RAONSQUARE 0lOLE0EO

The kids experience center 'Playdodo’ provides new experiences to children through tactile experience contents based on multiple intelligences and behavior types
An interactive media that analyzes 'experience data' to identify children's 'strong intelligence' It is a base convergence ki  ds experience center.



N COMPANY HISTORY

RAONSQUAREIs a UX Design Company that provides creative -based

°bgddc pc ! rexpenench designp ana consulting services' for various devices and environments.

Company Name /CEO

RAONSQUARE CO., LTD. (www.raonsquare.com) / Taeil, Kim

Date of Establishment / Location

August 26, 2010/ Unit 1607, Saeng-gag Gongjang Desiang Flex, 49, Achasan-ro 17-gil, Seongdong-gu, Seoul, Korea

Business Area

Interactive Contents & Platform / Service Design / Tangible Media / UX Product Design / Digital Space Design / Interaction De sign & Engineering

Major History /
Award Performance

- SEP 2013 FX Lab(Future Experience Laboratory) certification from the KOITA

- JUN 2014 KIBO Authentication Venture Business

- JAN 2015 KIDP (Korea Institute of Design Promotion) Industrial Design Firm (Multi -Media field)

- MAY 2015 SMBA (Small and Medium Business Administration) Start -ups into Stars Program (50 Companies)

-QCN 0./3 QK@? °Rcafl mjmew Bctcjmnkclr dmp Qr _prsng Epmurf+ @sqgl cgg Npmep_Kk
- AUG 2015 Digital Contents R&D Business with Ministry of Future Science and Technology & IITP

-?NP 0./ 4 Ksqgga_]j °SA_r Xmp  _+* Ncpdmpk_Ilac Amjj_"mp_rgml @sqgglcqgq &>L_rgml _j Ksgcsk md
- JUL 2016 Character Licensing Fair, Seoul International Character Animation Festival Participation
- SEP 2016 11st Hankook lboBge gr _j Gl I mt _r gml Lcu Gl bsqgrpw °Asjrsp_j Rcafl mjmew N_pr+t Ep_I b 2u_pb

- December 2016: "PLAYDODOQ" by Good Design GD of the Korea Institute of Design Promotion

- February 2017: 'Smart Cube & Table, Face AR Sticker' won the HCI KIDS AWARD Grand Prize from the HCI Society of Korea

- June 2017: Selecting 'Start -up Growth Technology Development Project' under the supervision of the Small and Medium Business A dministration and carrying out the project
(Pernal Color Diagnosis and Product Recommendation Service)

- October 2017: The 3rd Hangul Creative Idea Contest (2017) won the "Multiple Sense Hangul Play" Encouragement Award in the IT  sector.

m

Echnical Patents /
Trademark Registration

1. [Technical patent registration status]
- Patent registration 10 -1533603/2015.06.29 / recognition method and recognition device (patent evaluation A grade /
PCT application by the Patent Office and the Korea Invention Promotion Association)
- Patent registration 10 -1635456 / 2016.06.27 / terminal and holder control method and system
- Patent registration 10 -1661989/2016.09.27 / Contents on the puppet show performance device that can be controlled simultaneo usly with dolls and backgrounds
- Patent registration 10 -1643968/ 2016.07.25 / Methods and systems for providing information on things using slot devices equip ped with slots in which cards are inserted (applied in China)
- Patent registration 10 -1712052/2016.11.29 / Interactive content delivery system and method - Patent registration 10 -1712052 /2017.02.23/
Display method and system for displaying images including processing characters on display devices
- Patent registration 10 -1758198/2017.07.10/ Multi -Intelligence Inspection System and Method (PCT application)

2. [Intellectual Property Registration Status]

- Registration of RAONSQUARE service table / 2014.08.06 / Interactive content and software development

- ACTIVE VISION trademark registration / 2015.01.08 / downloadable electronic book service (content management and statistical ~ analysis system)
- Register PLAYDODO Service Table / 2016.07.07 / Provide children's experience center for educational purposes
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N PROFESSIONAL TEAM

Members of 'RAONSQUARE have experience in developing UI/GUI in a wide variety of computing environments

and offer a variety of digital experiences with top priority on  user experience

Business Management

Founder & CEO

Financial Division Institute for (FXLAB)

Finance Director Technology Director
UX & Service Planning Division Interaction Design Division Technical Division

Service model and space planning (case analysis) Design Concept Definition and UI/GUI Design Development of various recognition technologies
User Experience Design and Trend Research Interaction design considering user behavior type Research on hardware -software convergence technology
Analysis & Strategy Creative Design Sensor Technology
Concept & Business Modelling Interaction Design Image Processing

UX & Service Design 3D & Motion Design Physical Computing
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Imera;

) CORE COMPETITIVENESS

We have an ability to combine hardware and software with User behavior, and develop to various research.

Also, we can handle technology related to awareness and manipulation . (10 Related patents)

il

Face Recognition

Differentiated experience that begins with
_~° different recognition technologies Pleasanexperience

.~~~ through interaction

Interactive
. " : __ Media & _» Dreaming of innovation and
Object Recognition Motion Recognition Contents communicating creatively
More realistic, o._ Tangible
Touchable )
Companythat creates

creative ideas and cultures.

Lequare



) CORE COMPETITIVENESS

We have an ability to combine hardware and software

Also, we can handle technology related to awareness and manipulation

1. Retaining object recognition technology that can be
touched and physically manipulated

Based on various sensing technologies such as face recognition,
motion recognition, and object recognition, the company has a
competitive edge that is differentiated from other contents by
combining 'physical motion and object recognition technologies

that can be touched or physically manipulated'.

sguare
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Sensing Active Vision Physical

Technology CMS Computing

2. Has proven content management and statistical

analysis solutions

Our unique CMS solution (ACTIVE VISION- Content Management
and Statistic Solution) that has proven reliable through multiple
customer sites enables efficient management of the features and

services customers want.

with User behavior, and develop to various research.
. (10 Related patents)

3. Ability to develop convergence services between S/W
and H/W.

Our expertise in hardware development experience and
knowledge enables us to create new, non -existing H/W as
needed, which is also a strong competitive advantage for us in
related markets where the convergence of S/W and H/W is

critical.



) CORE COMPETITIVENESS

We have an ability to combine hardware and software with User behavior, and develop to various research.

Also, we can handle technology related to awareness and manipulation . (10 Related patents)

A 10-2602069 & E | 10-287636¢ =
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COMPANY INFO_ BUSINESS AREA

° P? ML QO Shask €aétous business area for each of the industrial fields

based on its own interactive media platform 'ACTIVE VISION.

On-line and off -line provide new strategies and differentiated execution capabilities that deviate from traditional notions.

PLAYDODO FUTURE RETAIL

Convergence Experience Center Futuristic Retail Store

Multi-Intelligence and Behavioral-Based Convergence Children's Experience Center Producing Installation media at Indoor/Outdoor facilities like store and
Development of Kids Play Space and Indoor Sports Space with Various Sensor multiplex shopping mall, and planning and designing to fit the location and

Technology situation.

Creative & Innovative Digital Space UX

Experience promotion promotional events to present the creative know-how Experience exhibition planning for the user to experience space

for marketing the brand image change through interactive event design & QCTl\/E V|S|Or’|® for all UX digital media.

development. Product by RADMNSOUARE

Future Experience LAB

R&D / Product Planning Digital Signage Platform

The Project proceeding on the basis of applied research ‘raonsquare’ offer an effective advertising and reliable operation management &
We have systematically analyzed and managing advertisement effect based on

and commercialization outcomes about the various technologies.
our own interactive media platform 'ACTIVE VISION'.

Development of face recognition, motion recognition, and object recognition
technology
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SERVICE INFOService Strategy

Our services are runningonthe + R _ | eegperjecce a ml r c,basegéanthe + Ksj r gnj ¢ Ghndt Nj g et pchfg gqt+g mp =,
tamsjb ~c¢c npmtgbgle _ %l cu cvncpgclac% dmp afgjbpcl* _1b

'‘Convergence Playground 'is identify 'strengths intelligence' of children.  (Patent registration)

EO S

-

Service Space Contents
Multiple Intelligence and Playground Safety and diversity ‘Tangible Media' based on
Big Data Convergence Service We are always considering the space design rules, ‘for interactive content
. . ) . afgjbpecl Bcqggel Esgbc?® . ) . .
Children's multiple intelligences analyzed by experience We have a lot of experience with specific action type, touch type
. Electromagnetic compliance with the safety distance, .
data. This data can be check by band measurement . content development . All contents are based on multiple
) . interpolation range complies ) ) ) )
(time, heart rate, activity level, etc.) intelligences and children's behaviors.
Target Users Sales Target Product Category Sales Method
Children aged 5 to 10, Kids industry related Full package, license, individual CLOUD based Operation Platform
and their parents (B2C) companies (B2B) item sales scheme and Content Management
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OService Strategy

Personalized

Kids experience center with digital interaction analyzing
kids multiple intelligence based on their experience data

Space Planning Multiple intelligence analysis

3.EX Report

8 Kids Playground with various fun experience facility based on behavior pattern.

,(;o\?\ Parents Helpful place to their kids providing contents for intelligence development, not just like

normal kids cafe amusement.

8 Manager Culture place with high revisit rate and efficient CMS with

4 | 7/ convertible contents & quarterly updates.

2.EXSpace . /I 1.Entrance

Collect experience data
Cvncpgclac b_r_ amjjcargml sqggle BMBM @ | b

participant ID. / Intelligence development is analyzed by checking duration, active

mass, heart rate and other related information per each contents.

o Kiosk/Table Type e Booth Type aee@
Each experiences are able to arranged freely. Specific and independent space needed Motion and tactile specialized  content
Easy and fast theme change and contents update for using objects like sand, water and etc. Experience Contents which specialize in motion and touch
available. sensation based on multiple intelligence and kids behavior pattern.
e Outside Type Q Space Type
A big space is needed for kids activity. Materials which have big influence from light or
Touchable objects are main materials. require high concentration need separated space " Analytical system

e 4 " Based on multiple intelligence test, analysis system

I npmt gbcqg cvncpagclspecializaiiog.sj r _1 b i gbgt
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PLAYDOD@ EXPERIENCE CONTENTS

(Interactive Experience Item of multiple intelligence and behavior pattern)



Experience Content  Daegu Creative Convergence Education Institute 'Al Education Center'

A A cutting -edge Al and digital education space offering Al -based, convergent, and customized programs for elementary, middle, and high school students.

A Developed content for the Al Experience Center: ‘Al Block Coding / Music Play / Al Future City Creation / Digital Parade'

3

Al Future City Creation: When users place blocks they
create, sensors recognize the color and position of the

INTSY DA o -
Music Playing Table: Connected to a beam projector in real
time, each touch of an instrument displays instrument
sounds and onomatopoeia, and the color fills the space with
fun motions.

Digital Parade: Interactive experience content that
allows users to read QR codes and create and send their
own unique characters on their mobile devices.

arsguare
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https://vimeo.com/1134547700

~Jeonnam Creative Convergence Education Center® 2 G Dsr spc Agrw Apc _rgml %

A Using actual Lego blocks, it helps develop fine motor skills and spatial intelligence through the process of directly assembl  ing and completing blocks rather than simply touching them. (Digi -log + Future + Education)

A The block recognition table provides various sounds and motion effects through the combination of slot positions and block co lors to enhance the three -dimensional experience and satisfaction.

OGNy -

When the user places the block he created in the
designated space (slot), the sensor recognizes the color and
position of the block and plays different motion effects for
each color..

Includes a drone stadium, 2 landmark buildings, and 30
other buildings pre -made by a Lego expert (Brick Artist).

When a certain amount of drone blocks are
_aasksj_rcb* _ °bpmlc gfmu cteclr
gr _bgskz+ gl rfc aclrcp,

7]
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https://vimeo.com/901721363

_ANANTICHORD I GBQ Nj w Xmlczx Glrcp_argtc Nj _rdmpk

A The interaction kids experience space installed at Gapyeong Ananti Hotel provides various interaction experience platforms and contents based on motion recognition and touch sensors (7 types i n total)

A Applying motion recognition sensors and laser multi -touch sensors based on large media walls 12m wide x 3m long + 5m wide and 3m long, respectively.

Space Monster _ Multi-touch with multiple people

&)
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https://vimeo.com/418808784

~_ KIAMOTORS SHOW QI CRAF UMPJB=+*

A PBV experience content installed at the KIA booth held at the 2022 Busan International Motor Show under the theme of 'NEXT MO  BILECTION, A CELEBLATION' (202.07.187.24, 10/ Busan BEXCO Exhibition Hall 1).

A Interactive experience content where you can learn about Kia Motors PBV at KIOSK, create and color your own PBV design, and r egister it on the media wall to experience various motion effects including sound.

—
. _ : W o e (=] =lm Ll

et vo

Touch Kiosk _ After selecting the desired PBV vehicle
according to the purpose, print the design.

el "' s uL.aLHI‘J.\L'h" :

Coloring & Scan _ After coloring the printed design, scan
it and send it.

P ‘ 3 » s ‘ . H{ 4 .
- ﬂ P'""‘"‘ . ‘ g | da. o1 d .
l Interactive Wall _ My own PBV vehicle appears and

moves with motion.

&)

aorsguare
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https://vimeo.com/742197869

_ PLAYDODCO QRMPW @MMI £ Rfc Jgrrjc Npglac Qr mpw

A Content that can emotionally experience the story of the Little Prince through motion effects and narration using a cup that recognizes markers and a cup that can hear sounds.

A You can hear the corresponding narration with the motion effect by placing the cup on the marked position. (marker recognitio n and sound playback / multiple people can experience it at the same time)

.

In standby mode, it is produced in the form of a soft
silhouette with BGM.

Voice actor narration is executed when the cup is
placed on the marked position.

The location where the experience is completed is
expressed in color along with motion effects.



https://vimeo.com/510032902
https://vimeo.com/510032902

A
A

_ PLAYDODO GAC UMPJBzxz Glrcp _ _argtc E_

If the flashlight is illuminated towards the screen from the designated position, a circular light corresponding to the color

If you find a heart that matches your color and press the flashlight button, the submarine will rise one notch to the surface

ARpIo| Feiot S SIEE A0 AUSHES F2U
HPRO0| U202 S SR
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of the flashlight will be displayed.

k c

The game method guide and the flashlight match will be
carried out when standing in the designated location.

Find a heart that matches your color and press the
flashlight button to move the submarine up one level (if
wrong, step down).

: y filnnidd
Finally, when you meet the animal family, you complete
the mission with the motion effect.

16


https://vimeo.com/460048687
https://vimeo.com/460048687

_ PLAYDODO BCQQCPR E?PBCL

A Aninteractive game that uses a flashlight using a gyro sensor to obtain the dessert the character is holding

A If you find a head friend holding a dessert, aim the light and press the flashlight button to get a score.

[‘.l]dEE E_._OL__l_r_:(l:rL_t'!EDd S B,

square
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Gl

rcp_

argtc E_kec

i

The game method guide and the flashlight match will be
carried out when standing in the designated location.

If you find a head friend holding a dessert, aim the light
and press the flashlight button to earn points. (other
items are deducted)

A randomized balloon will produce bonus desserts, and
after a set period of time the game will be played, their
scores will be displayed.

17


https://vimeo.com/460047755
https://vimeo.com/460047755

Experience Content _ PLAYDODO KML QRCP RMSAF E?KC# )

A An interactive touch game using a large touch sensor, in which the left and right teams with more points than the other team wins.

A A game that saves a monster by touching a meteorite that appears randomly for a given period of time when the timer starts at th e start of the game.

Touch a randomized meteorite to get a score.

+50 for blue lightning meteorites and  -50 for red
lightning meteorites, plus 1 for life.

Game results will be displayed after a set period of time.

arsguare 18
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https://vimeo.com/460049105
https://vimeo.com/460049105

_ PLAYDODO KML QRCP QI CRAF

A Coloring and scanning prepared monsters & wood designs will bring about motion effects and media wall experience

A Touch a registered monster to fly with motion effect. (three themes: forest/sea/space background)

Monster Sketch POP
SV BTN/ SR 3712 E0LR P4

e

&)
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NMN +

vV ‘
b of
Touch a registered monster and fly freely with motion
effect.

Color and scan monster and tree designs and send
them to the media wall.

Composed of three themes: forest/sea/space
background.

19


https://vimeo.com/460049816
https://vimeo.com/460049816

Experience Content . PLAYDODO PFWRFKGA KMRGML

A It's a motion recognition -based rhythm game where you move your body to the music presented and score points.

A A motion recognition game where you select the music you want and move it to the position of the falling ball and touch it

HSh= B S MEHRH S Do l=32 FIR(0f| 27|

OIS 5101 E{2[5H= "SRRI AU

N /i
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Success/failure/combo mode, with levels divided
according to earned scores to display results

20


https://vimeo.com/460052087
https://vimeo.com/460052087

_ PLAYDODO SPORTE @MV GLE E?KC=%

A A boxing game developed based on motion recognition technology among the Playdodo sports themes, consisting of a single  -player game and a double-player game.

A When a person is recognized, the game starts and scores a score by hitting a monster that appears randomly for a given period  of time.

An action game that punches a randomly appearing
monster.

Boxing Game
SR QIAIE | AIUO| AREIH ORI A|ZHSt
RHEBHH LIEH = RAEIS U2 H45 SISoH= YA

—

" Show winners and losers with scores at the end of the
p—— game.

&)
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https://vimeo.com/460053218
https://vimeo.com/460053218

Experience Content _ Sticker POP (Face sticker AR)

A Face sensor camera catches features and change face to cute character using AR technology.

A This character can be printed to stickers, also can be added to a unique badge.

sguare
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Face Sticker: Select the desired character and take AR
photos

Badge making

22


https://vimeo.com/178564408

__Paper Toy

A Children can select their unique 3D character and by using scissor and glue, make a complete paper toy.

A Eachtoys have a unique ID so the camera sensor recognizes ID and brings it to a virtual reality.

Completes your own paper toy by combining facial
expressions, costumes, and tail shapes of the
characters you want.

rapnsquare

m\’

Print the completed character with a printer and make it
paper-toy with scissors and glue.

When you put the finished paper toy on the table, a cat
appears in the virtual world.

&)
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https://vimeo.com/178564407

Experience Content _ Paper Toy with CUBE

A Experience using CUBE to combine each element of a character into the desired form, print it, and register it in the media

A Play content for each cube using RFID -based object recognition technology.

A

<)

arsguare
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wall.

raonsguare

Combine the facial expressions, costumes, and tail
shapes of the desired characters using an RFID cube,
and complete your own paper toy

raonsquare

Print the completed character with a printer and make it
paper-toy with scissors and glue.

When you put the finished paper toy on the table, a cat
appears in the virtual world.

24


https://vimeo.com/241458576

_ Interactive AR Media

A?2 fsec kcbg_ u_jj glrcp_arq rm afgjbpcl+g kmtgle _Ib bcjgtcpg _sekclrcb pc_jgrw&?P' cvncpgcl acaq,

A Children can feel like being a tree, touching fishes and playing with characters.

raonsquare

AR experience contents that recognize and respond to
the user's behavior.

o

Various emotional and seasonal contents based on
motion recognition are provided.
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https://vimeo.com/178564406

_ Interactive AR Media

A ? fsec kcbg_ u_jj glrcp_arqg rm afgjbpcl £q

A Children can feel like being a tree, touching fishes and playing with characters.
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pc_jgrw&?P’

cvncpgcl acaq,

Various emotional and seasonal contents based on
motion recognition are provided.
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https://vimeo.com/224031965

_ ANANTICHORD | GBa@Xml c+ Gl rcp_argtc Nj _rdmpk

A The interaction kids experience space installed at Gapyeong Ananti Hotel provides various interaction experience platforms and contents based on motion recognition and touch sensors (7 types i n total)

A Applying motion recognition sensors and laser multi -touch sensors based on large media walls 12m wide x 3m long + 5m wide and 3m long, re spectively.

Space Monster _ Multi -touch with multiple people

&)
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https://vimeo.com/418808784

~_ KIAMOTORS SHOW QI CRAF UMPJB=+*

A PBV experience content installed at the KIA booth held at the 2022 Busan International Motor Show under the theme of 'NEXT MO  BILECTION, A CELEBLATION' (202.07.187.24, 10/ Busan BEXCO Exhibition Hall 1).

A Interactive experience content where you can learn about Kia Motors PBV at KIOSK, create and color your own PBV design, and register it o n the media wall to experience various motion effects including sound.

—
. _ : W o e (=] =lm Ll

et vo

Touch Kiosk _ After selecting the desired PBV vehicle
according to the purpose, print the design.

el "' s uL.aLHI‘J.\L'h" :

Coloring & Scan _ After coloring the printed design, scan
it and send it.

P ‘ 3 » s ‘ . H{ 4 .
- ﬂ P'""‘"‘ . ‘ g | da. o1 d .
l Interactive Wall _ My own PBV vehicle appears and

moves with motion.

&)

aorsguare
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https://vimeo.com/742197869
https://vimeo.com/742197869

~_ NATIONAL JEJU MUSEUM Qk _pr Asn $ N_ncp Rmwxt

A Smart Cup: An interactive media wall that uses RFID -based object recognition smart cups to learn about H ¢ hatexrelated customs in a fun way. (Application of patent registration technology)

A Paper Toy: Create your own paper boat with the desired pattern and pattern and register it on the media wall with a wish message.

A touch wall that uses a touch sensor to check Jeju sea
and sand information.

.

After making your own paper boat by selecting the
desired pattern and color, register it on the Media Wall
through the QR code. (Including wish post)

_ .

Photo kiosk where you select the desired photo skin
and take a commemorative photo. (Provides mobile
download function through QR code)

sguare



https://vimeo.com/730255188
https://vimeo.com/730255188

Experience Content . CHEONGNAMDAHistory Education Center © Gl rcp_argtc Aml r cl

rq -
A Three types of interactive experiences installed inthe ° AF C ML E L ?Hi{sBf¥ Education Center, where you can learn about the activities and history of the Provisional Government of the Republic
A Digital Sketch Pop / Keyword Touch Wall / Interactive Game

of Korea.

\NBANES\ nununa |

B 777 Jfaponsguare

e
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e »

Digital Sketch Pop : Interactive content that allows users to

scan and send designs they have painted and experience
them with touch motion effects.

0

Keyword Touch Wall : Experience content that uses a
beam projector and touch sensor to meet keywords and
sayings of eight heads of the Provisional Government.

Hish,
)

Interactive Game: A game-style experiential content in
which you throw a ball directly into a touch sensor -
ral:msqua e

based media wall to save an independence activist.
oraciue  Drcsts sPrmesis
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https://vimeo.com/701123299

_ SEONBI WORLD Hangewillage® F _ 1 ecsj As ¢+ &Qk _pr As <c'

A Hangeul Cube and Smart Table installed in the 'Hangeul Village' in the ' Seonbi World' in Yeongju, Gyeongsangbuk-do.

A Educational content to understand the principles of Hangeul by solving problems in the Quiz method using Hangeul Cube.

Inferactive « Creative - Innovative

(T

Q' %

It consists of 3 types of Hangul consonants (first sounds) +
2 types of Hangul vowels (middle sounds) + 3 types of
Hangul consonants. (end sounds). (RFID Tag burial)

raonsquare

& Auin Cama A.-

Check what you have learned through the Quiz game.
(Gamification / Provide hints)

01. Smart CUBE

SRS (32e]) 33+ BRES (V2|42 25
SEAIS (EL2]) 352 B SAHRFID Tag OfE)

v Scores are given differently according to the 'time required’
: and 'use of hints' for each problem, and the final results by

grade (1st prize/2nd prize/3rd prize ) are shown.

&

&)
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https://vimeo.com/701122244

_ SHINHAN BANK® Qk _pr $@&Kmk gml E_kc +

A Financial roadmap smart beam and personal information protection motion game installed at ~ Shinhan Bank Myeongdong Financial Education Center. (financial information + trends + education)

A Interactive experience content that presents a financial roadmap through a

&)
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interactive touch wall and learns the importance of personal information protection through a motion game based on motion recognition.

Introducing the financial roadmap using a beam projector
and multi -touch interaction.

An interactive motion game based on motion
recognition. (Acquisition of coins and quizzes)

Gamification content that explores keywords related to
personal information protection in the form of a quiz game.
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