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NOTICE & DISCLAIMER

This white paper is used for general information only and is not intended for proposals, securities
proposals or investment proposals. Legal, financial and business adjustments must be considered before
participation in all activities contained in this document. The  MetroLord team shall not be held liable for

any financial damage, such as losses, damages or any kind of loss arising from the information and
opinions contained in this white paper or from any information relating to this white paper.



MetroLord is a blockchain ecosystem with virtual economic. We've created three ecosystems, and
each ecosystem has one Virtual World that's connected organically. One connected Virtual World
is involved and rewarded through an economic design that circulates to the real world. The crypto
market in the past was quickly carried out ICO based on theory that it would be realized in the
near future, causing many problems. We believe that only an ecosystem with a complete

economy can be a project with scalability.
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INTRODUCTION

Our goal is to ensure that reasonable benefits are given to all stakeholders through the new economic system,
which has been made possible by blockchain and crypto currency. It is also to ensure fair and transparent
exchange of values and transactions are made through an economic ecosystem with a virtuous circle of game
theory and compensation base.

MetroLord is a blockchain ecosystem with virtual economic. Virtual reality begins with changing the way
humans interact with the environment, but in virtual economics the way humans interact with the environment
is structured when certain principles are applied.
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Figure 1. MetroLord Schematization

MetroLord has many benefits in the ecosystem, and the value of the city owned by =~ MetroLord depends on the
rate of return on the market. Each ecosystem is responsible for an important core part, creating a robust
economy system.



2-1 SERVICE

Using Google Maps, Trading in virtual . CI|cI.< on'the andmark
. . information listed in the form
click on the desired area property converted . :
. . of a card to participate in the
and sell virtual property . into a block form . sale

The above projects are simply projects based on keywords called virtual property sales. There is no cyclical
economic structure that determines the value of the property, or most of the stories of the far -off future are
abstract. The road map of a project that these projects speak of is very similar. Virtual property will be owned
by early users, and future users who do not have real estate will compete with each other and try to buy real
estate. This is arguing that demand will increase and demand will increase value.

However, in this case, the demand for property ownership becomes limited and the price of the property is not
maintained, because the gain is limited to simply owning a unique object when the property is purchased.
Therefore, token prices are also difficult to maintain. Actually those projects have no deal at all. In some cases,
the price of real estate does not fall, but this is because there is no transaction. Nobody exactly why to buy
real estate namely. The economy -ecosystem cannot be complete simply by possessing unique objects

MetroLord G| obal S focused on economic incentives so that
real estate(unique objects) sales. Real estate sales can mimic the real world, but the process of forming values
cannot mimic the real world. Ecosystem needs a structural design that can create real estate values. Slow
circulation and value reflection not only can't reach users and the market doesn't wait for it either. It should be

simpler than the real world, and the circulation structure of fast economy should be applied. It should also be
able to clearly demonstrate an incentive to trade assets.
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2-2 ECONOMY

In the blockchain project, token economy design requires consideration of economics. Foundations believe that
providing holders with additional benefits can reduce selling amount, but this is like a 'high -speed train
running towards a cliff. The problem with this economic structure is very simple. This means that after the price
is maintained or the benefits of obtaining additional tokens are over, the volume of sales increases
exponentially.

When the market price margin reaches the price range, sales volume will naturally be generated. The factors
that can drive up prices are limited, which creates a bigger problem beyond simply piling up sales volumes.
Participants will change stance to selling at market prices, this is the beginning of the market crash. Resource
that will lead to additional benefits or increases can't last forever, and tokens converge into real values in a
short time.

The design of circular economic structure, clarity of use and the role of token in the project should be clear.
Numerous tokens are created and discarded for the following reasons.

The nature of the project is Replace the existing To sell tokens
ambiguous and sells cyber money with a without
tokens by running token and then sell the economy design
associated events with token after setting the only using
other tokens without the market value higher payment service
use of the token. than the previous one . keywords.

Currency has to be settled on the issue of control the amount of currency in circulation. Simply increasing the

number of tokens leads to a fall in value and the inability to control the amount of currency. To build a circular

structure, one must have clear criteria for the use and consumption of the token as well as the act of obtaining

the token.

Il n t he SteesltsS, o fakrdone broject in service form, there were many users, but there was a lack of

clear design for where to use the token. As a result, the token obtained through the act failed to circulate and

was converted to the volume of sales through the exchange. This phenomenon has caused dumping seller to

increase only for token transactions, and has also undermined the nature of services as well as token prices.

If the design for the creation and consumption of token in the project is incomplete, it is difficult to appreciate

the value proportional t o t MMetroloowl nGiobak is adesigned $0 defeind prideseby s er vi C
taking into account the time -relationship between buying and selling tokens. This part is described in detail in

Figure 1. MetroLord Schematization .




METROLORD
3-1 MARKET OVERVIEW

2018 GLOBAL GAMES MARKET

PER REGION WITH YEAR-ON-YEAR GROWTH RATES

newzoo
oo 9
$29.9Bn 3@ 25%

+13.2% YoY

of all consumer spending
on games in 2018 will
come from China.

ASIA-PACIFIC

$66.23n CHINA TOTAL
$34.4Bn

LATIN AMERICA
$4.9Bn

+10.8% YoY

2018 TOTAL

$134.9Bn
+10.9%

YoY

+8.3% YoY

US TOTAL

— $31.5Bn

NORTH AMERICA
$33.9Bn

+14.1% YoY

Source: ©Newzoo | October 2018 Quarterly Update | Global Games Market Report
newzoo.com/globalgamesreport

Figure 2. 2018 Global Games Market per Region

The game industry is a highly value -added knowledge -intensive service business that does creative work based
on abundant materials. It is also highly scalable as a content business with high connectivity with other

industries. The global game market has been growing at an average rate of 7% per year for the past four

years, and sales of China's No. 1 Tencent are $18.1 billion as of 2017. As paradigm shifts from traditional
console markets in North America and Europe to online and mobile games, Asian markets are receiving much
attention. The Asian market grew 9.2 percent year -on-year, generating $51.5 billion in sales in 2017.

Figure 3. Monopoly console game



METROLORD

3-2 LOOT BOX

With the spread and development of smartphones, it has become a time for anyone to enjoy games anywhere.
Mobile games are becoming one of the most popular platforms in the world, regardless of the age and sex of
users. In particular, consumption of probabilistic items being developed as a representative profit model for
mobile games is also rapidly increasing.

Loot box has not been disclosed in type or function and is defined as being implemented in the form of a box
or lottery at the time the game user obtains the item from the service. In another view, loot box is sometimes
interpreted as items that are randomly provided when a game user pays for cash or cyber money.

MetroLord follows the general form of loot box game. Items that play key roles within the game will be
acquired naturally according to the sequence. In the course of continuously investing effort and time in the
game, a loot box plays a decisive role in the game's victory. Users face off when they don't know how value

items they will get, and the winner will get a corresponding reward. Dice venture( )S is the equi
this game.
The mobile game 'Dice Venture( )S like as Monopoly game format recor

|l aunch and topped the Google Pl a)y$S Salolrewdd smobiflDé cles &/reat
their mobile devices with a fast rotation that consumed only three to five minutes per game. 'Dice Venture
( )" was able to achieve 900 million USD in global sales in a short period of time.

Figure 4. Overwatch loot box



METROLORD

3-3 EXECUTIVE SUMMARY

The online trade of virtual goods in games was first observed in the late 1990s. Previous studies have shown
that the GNP of virtual goods is somewhere between the actual Russian and Bulgarian levels. In the virtual
reality world, the concept of virtual goods is firmly entrenched, and this is related to the fact that users are
actually paying to purchase virtual goods. Such virtual product revenue models are uniquely popular in Asian
markets such as China, South Korea and Japan, and are positioned as overwhelming business models in the
online game market.

We wanted to find out the basic motivations of users who wanted to own virtual items in the virtual world. We
explored similar games to specifically verify hypotheses by setting up the hypothesis that users participate in
games for reasons such as achievement, enjoyment, social factors, status acquisition and profit pursuit.
Users have social ties and status in the game, and it is an opportunity to move away from being perceived as
an artificial virtual world and accept it as a reality directly involved with them. This showed that virtual space
online was no longer a real mirage space, but it could expand into another ecosystem when the concepts of
ownership and economics were applied in relationships.

MetroLord is a blockchain ecosystem with virtual economic. We created three ecosystems and designed each
ecosystem economy. The crypto market in the past was quickly carried out ICO based on theory that it would
be realized in the near future, causing many problems. We believe that only an ecosystem with a complete
economy can be a project with scalability.

Platforms have three ecosystems: Auction, MetroWorld , and Gaming, and their economic structure is connected
organically. To Ecosystem economy uses MEL, an ERG 20-based encryption currency, and participants can
participate in services through MEL.

Game items have been the subject of trade, with economic exchange value not only in virtual space but also in
real life. Especially in Asian countries, marketability is very big. MetroLord ( City Owner ) has real economy

( @ commodity with economic exchange value ) through the Gaming, MetroWorld ecosystem, beyond the mere
desire to own unique items. Cities are fairly recorded and stored through Smart Contract.

The value of unique items is closely related to the properties of the block chain. MetroWorld's cities are
connected in blockchains, making them unique, non -modulating objects beyond simple digital files. We intend
to create a more complete ecosystem by imposing economic feasibility on the most basic nature of these
blockchain technologies.



METROLORD

3-3 EXECUTIVE SUMMARY

Virtual reality begins with changing the way humans interact with the environment, but in virtual economics

the way humans interact with the environment is structured when certain principles are applied.

MetroWorld's city owner will has a unique item ( city ) within the virtual economy. A city is not simply existing,
but creating authority as a MetroLord , and its value is determined through Auction. In addition, the value of
unique items and the convergence of the game's economic ecosystem ( MetroWorld , Gaming ) raise the value
of the city.

The value and economic scale of the city will be expanded according to the project roadmap. Opens the new
World as users volume grow up, balancing the number of users and the city. The city's value is proportional to
its revenue, which in turn results in an increase in users. The increase in users will again drive up the city's
revenue and allow for a virtuous economy design.

In order for the blockchain industry to grow, services must first be activated, allowing new users to flow in.
Dapp developers should now go back to square one and ask the user, from the user's point of view, what is
the problem with Dapp and who uses the service. No matter how big the incentive for the blockchain
economy is, it is useless without anyone writing it. Even if in the distant future blockchain can change the
world, it should be available to real people.



ECOSYSTEM

4-1 AUCTION ECOSYSTEM

MetroLord owns the city and makes a profit. Cities are able to exchange with tokens again through auctions,
so value is determined in the market, and value is proportional to the city's rate of return. The process of
transferring assets through auction is achieved through fair agreement within the ecosystem.

f Value of a city = Value of rare item + Profit (MetroWorld TAX+ Gaming Benefit)

f MetroLord can sell the city through the auction market. City value, based on the rate of return, is trading a
premium on future expected returns, which is very similar to real estate transactions. Premiums will naturally form
in the market, such as real estate .

f For example, based on recent data, an average monthly income can be calculated to estimate the city's value
with a six-month return. This will affect the average length of ownership of the city and the overheated condition
of auction participants to create market value.

f By owning a city, MetroLord can also sell a premium to the market that is proportional to the city's rate of
return. This gives

f MetroLord the power to earn their basic earnings and more.

f Auction ecosystem is a place where natural value formation takes place as cities are sold, and MEL token is used
to participate in the trade.

Figure 5. Auction Ecosystem Schematization



