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KartEX Overview

KartEX is redefi active and
F : 2 EVESr R
pedal-powered karts with cutting-edge
Virtual Reality (VR) experiences.

KartEX

Drive the Future,
Experience the
Extraordinary.

KartEXperiences Market Opportunity

tion-Based

KartEXperiences brings next-level L - Er (LBE)

entertainment and brand activations by

merging pedal-powered karts with Total Addressable Market:

cutting-edge VR storytelling. $218+ by 2028 (Source: Allled Market Research)
Includes VR arcades, family ent. centers, theme parks.

Our platform is designed for education,
entertainment, and social impact, ensuring
that everyone, including individuals with
limited mobility, can participate in

unfor 1t-driven experiences.

Whether it's racing through fantasy worlds,
exploring epic landscapes, or gamifying brand
experiences, we create unforgettable,
interactive journeys that engage audiences
like never before.

Serviceable Available Market:
~10,000 VR arcades and FECs globally.
Malls and leisure complexes seeking ent activations.

Serviceable Obtainable Market (entry markets).
Spain, UAE, and selected pilot cities via partners
Ideal for theme parks, corporate events, and Initial 5 locations = $1M-2M in year one, scaling with
experiential i KartEXperi cycles.

ensures every ride is a story worth telling.

Qur experiences are optimized for
international distribution to maximize our
business growth.

KartEXplorers Market Opportunity Our Business Model Go To Market Strategy

!(anEKEInrers transforms education into an ral Field Trips & LBE business scalability can only be achieved through aggressive expansion of activation points. The KartEX technical framework has been developed over the last 18 months and already works with full
, active where tracking for multiple users with freedom of movement using Karts, Wheelchairs, Walking, ete.
engage in interactive learning experiences Total Addressable Market, The hardware costs can achieve greater discounts with volume but it's the content IP what can truly scale
through pedal-powered karts and Virtual $308B+ global edtech market focused on experiential through licensing and revenue share. In July we will have our first KartEX experience ready to test the market product fit and over the next 12
Reality. learning (HalonlQ) months we will create multiple content experiences and incorporate sensorial elements, such as
¢! ~ To accelerate our growth potential, our initial activation targets are shopping malls or similar high traffic areas. vibration, water mist, wind, heat and voice interaction.
From exploring Mars to time-traveling through Serviceable Available Market: ; The biggest barrier is the high rental costs of retail space , so each activation point has to become a multiplying
histot ';ur e)? eriential learnin |a§° m = Schools and municipal programs with budgets for field factor for additional activations: Our go to market plan is to launch in the Spanish market in July and in Middle East from September:
Y, P g P! trips and educational tech izing ti i
merges movement, technology, and p: 8 s . - Moanetizing ticketing from B2C
storytelling to inspire euriosity i discovery Demand for accessible STEM/arts learning via VR. - Bringing schools in the mornings = In Spain we have already reached an agreement with Stoneweg Places & Experiences for a
a Lo - - Organizing corporate events dedicated space in Gran Tutia, a shopping mall in Valencia for a minimum period of six months.
in a way that traditional education cannot. C ots): - Running brand activations & sponsorship
Local education departments, museums, science centers. - Driving impacti with social innovation projects e Inthe Middle East we have signed a partnership agreement with Dots Lab, an agency in Abu
Field trip ges for s, ging KartEx Dhabi to represent and distribute KartEX across the Middle East.
during low-traffic mall hours. Through these activations we can also leverage our partners network and organise shared promational events

generating a win win for our key partners and the subsequent network effect reaching to their audiences.

To minimise the costs of accelerating our growth, we work with partners who can provide the spaces and
partners who can distribute our activations in different international regions.

L] = The circuit is modular and can be adjusted according to the type of
e cl rcul event and the available space. It allows for various configurations, -
e o ol e b e L ot e [atenanest Social Impact

At KartEX, we believe that adventure, learning,
and enter should be ible to
everyone—regardless of physical ability.

KartEX Leading Partners

KartEX has been developed over the last 18 months by Guillermo Mateos from DEDOCE and Pere
Perez from METACAMPUS. Both company founders worked together for 8 years as CEO and CTQO
at VISYON, a leading innovation services company developing award winning immersive
experiences for over 100 international clients. Now they've teamed up for launching KartEX and
growing across international markets for the next 3-5 years.

Our 100% wheelchair-compatible experiences

ensure that individuals with limited mobility
can fully participate in the excitement of
-+ Theme and customization i ive, pedal-p VRj ys.
= : Guillermo Mateos has been at the Pere Pérez Ninou is the Founder & CEO
- Safety o s forefront of technology development of Metacampus, and a trailblazing
 Synchronization with the real space: By integrating adaptive karts and mobility s CTO for XR companies like VISYON, entrepreneur with over two decades of
+ Accessibllty L1 Y Wepre __ KLUGE and founded DEDOCE to experience in the interactive and
barriers in education and entertainment, develop LBE framewarks for VR immersive technology sectors.

Y irmpl aringrikation creating an inclusive space where everyone
can explore new worlds, race through thrilling
adventures, and engage in meaningful
interactive experiences.
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WHY DIFFERENT —

KARTeX

01

FAMILY FUN IN MOTION
= Not served by XR Arenas
= Shared fun 8-88 year old
- Healthy & Zero Sickness

02

03

EDUTAINMENT INMOTION  INCLUSION IN MOTION

= Not served by XR Edu

- Not served by XR Health

- Active, Fun, Safe, Inclusive - Rehabilitation Therapy

- Optimised for 8+ year olds

= Inclusive Fun & Learning

GO-TO-MARKET—
APPROACH

TESTING

Successful user
experience tests for
diffarent audien
profiles from 8-76
years old.

REVENUE

First retall Hubs [n Gran
Turia (Valencia) and
Puerto Venecia
(Zaragoza] shopping
mals.

i

PUERTO VENECIA

GROWTH

500sqm permanent
showroom in Madrid with
Dermo-Wesk on 8-12
September.

DRID SHOWROOM

WHAT PROBLEM
KARTeX SOLVES?

UNLOCKING MASS ADOPTION FOR
VR-DRIVEN LOCATION BASED
ENTERTAINMENT

01 02

Limited Audience Appeal Cross-Generational

Mall operator entertainment Parents are actively sesking to
needs not served by current participate in shared-fun and
XR afferings as only appeals o edutainment experiences with
a small % of visitars their kids in leisure time,

Inclusivity & Social
for Retail Operatars Shared-Fun Impact

XR Indusiry has excluted
wheglchair users from having fun
‘with their friends and families in
shared immersive adventures.

MARKET POTENTIAL

Location-Based Entertainment (LBE)

e Total Addressable Market: $21B+ by 2028 (Source: Allied Market Research)
Includes VR arcades, family ent. centers, theme parks.

e Serviceable Available Market: ~10,000 VR arcades and FECs globally. Malls with
immersive entertainment report growth of 10-15% YoY

e Serviceable Obtainable Market: Initial 5 locations = +2M in year one, scaling with
international franchise model

Educational Field Trips & Edutainment

» Total Addressable Market: $30B+ global edtech market focused on experiential
learning (HolonIQ)

Serviceable Available Market: Schools and municipal programs with budgets for
field trips and educational tech.

Serviceable Obtainable Market: School visits for weekdays, leveraging our retail
wvenues during low-traffic mall hours.

BUSINESS ROADMAP

MVP DEVELOPMENT INTERNATIONAL GROWTH BUSINESS EXIT
Ideation, programming
of multi user kart system

10x Retail Venues in Spain,
UAE, Canada, USA &

Exit strategy at +50
franchises with business
valuation of +€30M

and demo environments Netherlands
2025 2027

2024 2026 2028

MARKET LAUNCH SCALE VIA FRANGHISES
Rollout franchise madel to
accelerate growth limiting
investment requirements

System dev completed
15t content experience
Audience Validation
Retail Launch in Sept

KARTeX HUBS
Own & 3rd Party franchise venues at
malls & leisure centers starting at 400m

KARTeX EVENTS
Temporary KARTeX setups for events
and partner XR arenas

KARTeX BRANDS
Temporary or permanent activations fully
branded for clients, powered by KARTeX

WHATIS— N
OUR SOLUTION?
h Y

KARTeX is a unique multi-user XR
system combining real
pedal-powered karts with
accessible immersive experiences.

Designed for family Entertainment,
immersive Education and social
Inclusion, we create epic journeys
where stories move with you.

KARTeX has been developed over the past two years
by co-founders Guillermo Mateos, Pere Pérez and
strategic partners DeuSens. Their combined
experience in XR technologies , interactive
storytelling, and high-impact projects has been key
to building the foundations of KARTeX.

Guillerma Mateos - CTO

Guillerma has bean at e forefront of tech as CTO for
XR companies like VISYON, KLUGE and founded
DEDOCE 1o davelop LBE for VR

Pere Péroz - CEO
Pere was the founder of VISYON, leading XR
Campany in Europe for 10 years, acquired by
Mediapra in 2018,

XR INDUSTRY LEADERS
DELIVERED +100 XR PROJECTS
UNIQUE VISION + EXPERIENCE

DEUSENS
ot

gency specialized in i ities and
interactive storyteling, joining as o strategle partner in
content creation for KARTeX experiences.




Raised 250K in seed capital from a large Euro
fund after strategic roadmap and pitch deck
development.
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