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Textile Computing™ Across All Facets of Life
“\: = ey

HEALTH & FITNESS & WORKPLACE AUTOMOTIVE & CONNECTED HOME
WELLNESS LEISURE SAFETY AEROSPACE ENVIRONMENTS TEXTILES



CLIENT BRIEF:

“Empowering humanity through textile computing.”

Myant knits sensors and actuators into everyday textiles, giving them the

ability to sense and react to the human body. This continuous bidirectional

interface to the human operating system will empower humanity to
transform its capabilities and performance, to help people proactively
manage health and deliver treatment, and to allow us to build better

connections to our own selves and those around us.



ROBERT WICKENS
Bio

A professional racing driver,

z 28 Wickens suffered a spinal cord
injury in 2018 after a violent
9 . y crash at Pocono Raceway.
Indianapolis Initially told he would never
- 4 walk again, Wickens has worked
ww  Race Car Driver full time to recover mobility
ever since.
/ﬁ‘ Guelph, ON
13 months after his accident,
Wickens was able to dance with
his bride at their wedding.
Pains (of rehab process) Gains
Recovery very is slow and Slowly getting mobility back. After two
physically painful. Very weak years he is now able to walk a few steps
below point of injury. One of on his own without a mobility device.

the most difficult things to deal
with is muscle atrophy.

Wants & Needs

Complete recovery as fast as possible, to live a normal life
and, ideally, race again.

Intensive and regular care from physicians, surgeons, and
physiotherapists. Hours of rehab every day.



VALUE PROPOSITION
Our fully immersive learning tools help people (e.g. athletes,
patients, students, workers) develop physical skills by learning

through play in a designed environment.”

“Augmented-Physical Learning”
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(Re)gain muscle memory
in a created

environment Create immersive,

engaging experiences

A learning tool to help
people acquire physical

skills
Gain Creators R
Multi-disciplinary
/J training/employment support
il
Augmented Physical Products &

VALUE MAP Learning Y

il o

Give confidence to
customers who are

Pain Relievers rehabilitating
Insight from the world's
best athletes and
professionals

Provides exclusive Let people train the
coaching to those without brain even when they

access can’t train the body




Spend less time
interrupted from life Visual/tactile guidance
improves effectiveness
of recovery/learning
Feel connected to
trusted role models

(Iﬁ Rehabilitation

: Gains
Improve skills faster, on
demand, in context
Customer Skill training CUSTOMER
Job(s) PROFILE
Lack of accessibility to
advanced training Pains

Consumption of
immersive
entertainment
experiences

Lack of mobility for patients

needing rehabilitation
Lack of potency of training
methods with less direct
guidance



Balance

@)

Spend less time
interrupted from life

On demand accessible
coaching and training

(Re)gain muscle memory

; ] Lack of accessibility to
in a personalized Aether Tech advanced training
environment

[

A data based Lack of pote.ncy of trgim’ng
rehabilitation program methods with less direct
guidance



BUSINESS MODEL CANVAS

Cost Structure @

- VR Developer partnership by
company equity shares or
royalties on created product.

- Research and Development
Costs: Lab Access, Material

Costs, Professional Assistance,

Manufacturing.

Key Partner .

- Myant Textile
Computing

- A company specializing
in VR
experiences/gaming
(BlackBox VR, NextVR)
- Hardware suppliers

- Athletic Sponsors (Nike,
Celebrity Athletes, Other)

- Rehabilitation Centers
(Physical)

- Us, Consultancy

Key Activities 0

- Applying industry trends
refine Myant's market
strategy for increased
scalability.

- Creating

Key Resources q

- Applying industry trends
refine Myant’'s market
strategy for increased
scalability.

Stakeholder Needs x‘

- Effective rehabilitation
- Training/support on
demand

Products and Services

- A Physio-Immersive
Learning System

Value

- First to market
- System of multiple
synergistic technologies.

Customer Relations '

- Sales/Marketing Team
- Social Media

- Sponsorships

- Tech Exhibitions

Channels w
v

- General Skill Learning
Online.

- Rehabilitation, Health
Care Partnerships

- Athletic Brand
Partnerships

Customer Segments .‘)

- Pro Sports Teams
- Pro Athletes

- Hospitals

- Physio/AT Clinics
- Assisted Living

- Nursing Homes

Needs and
wants
o
- Learn Skills Faster
- Rehabilitate Faster

- Intimate Connection with
Athletes.

Revenue Streams B

- System Membership fees.
- Individual Lessons.

- Custom Skills Training For
Companies

- Ads for Athletic companies
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