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Our Strategy /4

A single, joined up view to align and inspire the build of our game! ©

Our mission-vision-strategy is

Aligned to creating 1,000s consistently profitable traders.

And we plan to achieve this through testing our game “fly wheels”

Which are all aligned to using crowdsourced Al to continually improve trader performance.

The rules of our game are deliberately designed to encouraging good trading behaviours

And aligned to a repeatable trading process.

In “play to learn” [P2L] mode the curriculum is designed to set you up for success in the “play to earn” [P2E] game.
All trader actions in both P2L and P2E mode drive measurable outcomes which are scored, ranked and shared
And evidenced in leaderboards / individual profiles

Which drive rewards to encourage traders to stay on our platform and connected with our community to continually improve
their performance.

Rewards are not just for ‘winning’ and include cash and non-cash incentives such as merchandise; game features [automated
stops; more available symbols]; discount on future SAAS; pro-trader guidance; etc]

And all this in an environment that is welcoming, positive and collaborative to help you be the best you can be ©

© 2023 Trading Strategist Limited All rights reserved



Scope ~

Enabling launch of compelling minimal viable game for £-multi-million self-funded growth throughout 2024 »

Context:

1. Key enabling game capabilities
* Anincredibly engaging game story that
* Narrated through well structured chart interactions that
» Accessible through any device and
» Paid for via easy to use Web3 payment gateway that
» Creates the games’ compelling cash prize pool that
« Leads to a highly profitable and addictive game UX

2. Charts in scope:

* Phase 1

« P&L

* Plan

* History
* Phase?2

* Risk

« Signal



Purpose of charts

To compliment and action the game story A

Clear, compelling and ...invokes players to take ...sets the player up for
engaging game story = ——>  precise and structured @ ——> success and consequently
that... actions that... ALL other players too!




Summary of charts

Sequence and scope

1. Profit and Loss

Proactive P&L
management

A

Input price Forecast

Overlay Stops + Buy/Sell Levels

Gain unique insights unlock ALL price
forecasts

‘Target Box' to focus your thinking

2. Trade Plan

Plan to profit from
EVERY trade

Input Stops

Overlay Buy/Sell Levels

Stops ratio > 1 (profit / loss)
Gain unique insights unlock ALL Stops

Better position Stops

3. History Reliably monitor price * Input Buy / Sell Levels Use historically profitable trade data and
movements of EVERY gain unique insights unlock ALL Buy / Sell
symbol » Overlay Stops Levels

Better position Buy / Sell Levels
4. Risk Better understand and * Input Risk sentiment Better compare and understand risk and
compare risk gain unique insights unlock ALL risk
sentiment
5. Signal Improve timing of trade |+ Input Signal Gain unique insights unlock ALL signals
entry and exit
Sentiment Input sentiment exposes | ¢ Sentiment — price plots Back-testing % chances of profit

all sentiment

Word cloud — price plots

Auto trade best % profit price levels
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Chart selection framework [1 / 6]

EU design framework

Table;
4. Risk chart

Line / bar combo
chart;
5. Signal chart

BAR CHART BARCHART C!RCUU\R AREA BAR CHART
COLUMN CHART EMBEDDED CHARTS  HORIZONTAL LINE CHART VERTICAL LINE CHART
=
= _:_‘
EE ||I|| I|| ||
Hﬁn J ==
| llcal Dala Non-Cyclical & or Few l Many
Two Variables Many Few Calegnries Data Categories Categories
per tem Calegtmes
One Variable BAR HISTOGRAM
per Item
I Among ltems Over Time Few Data
Pmn!s
SCATTER PLOT
. o » Single I l
I COMPARISON Vatiable
IS N [E———
R Two LINE HISTOGRAM
1 Variables
What would you
SCATTER PLOT . RELATIONSHIP ! y, DISTRIBUTION —
BUBBLE SAZE like to show? ey
Three or more e
o Paints
. ¢ | Variables COMPOSITION
- @ SCATTER PLOT
o
. Changing
Over Time Stalic R
b . > % 9, =
™, s, 8
Variables -
Few Periods Many Periods
Only Relative Relative and Only Relative Relative and Simple Accumulation or Accumulation to
Differences Absolute Differences Absolute Share of Subtraction Companents | total and absolute
Matter |  Differences Matter Matter | Differences Matter Total 1o Total of Components |  difference matters
HEpl - .
M ii II'E
B |
STACKED 100% STACKED BAR STACKED AREA STACKED AREA PIE CHART WATERFALL CHART ~ STACKED 100% TREE MAP
BAR CHART 100% CHART

VARIABLE WIDTH TABLE WITH

BAR CHART WITH
SUBCOMPONENTS

Y
s

Line & candlestick
charts:

1. P&L chart

2. Plan chart

3. History chart

Scatter plot chart:

1. P&L chart -
forecast



Chart select|on framework [2 / 6l
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Chart visual encoding framework [3 / 6]
Visual Encoding

Pre-attentive attributes

Enclosure:
4. Risk chart

Hue:
4. Risk chart

Form
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Line width:

1. P&L chart

2. Plan chart

3. History chart

Motion:
5. Signal chart

Grouping:
1. P&L chart -
forecast



Game / chart colour scheme [4 / 6]

Colour Scheme where the game is played on a plain white / off-white background A

Colour Scheme

JAN

Brand / Highlight Warning / Risk Game feature Disabled Buy / Success / Profit Sell / Failure / Loss
(Black -> grey to reduce (Dark grey -> lighter grey to
emphasis) reduce emphasis)
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Chart layout framework [5 / 6]

Logical structure

(Chart Title)
Sub-Title

More detail about the chart Chart Control
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Chart visual hierarchy framework [6 / 6]

Visual hierarchy table

THE VISUAL HIERARCHY TABLE

LOW VISIBILITY HIGH VISIBILITY
Shapes lcons Images  |mages Videos
Eohmat Text & Iin%s . w/ faces & GIFs
White space None Some Abundant
(surrounding the element)
Position Bottom Center Top Top left
(on page)
Scale Small Medium Large
Color Under 4.5 45t07 Over 7

(contrast ratio)

creator-fuel.com

/7



List of data storytelling frameworks o4
URLS A

« https://informationisbeautiful.net/
* https://www.linkedin.com/pulse/mastering-data-visualisation-understanding-hierarchy-visual-donmez
» http://chartmakervisualisingdata.com/
* https://www.storytellingwithdata.com/chart-guide
* https://community.storytellingwithdata.com/
« https://shorthand.com/the-craft/examples-of-powerful-data-storytelling/index.html
» https://datavizproject.com/
* Google searches
« Data Storytelling
« Storytelling with data
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