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Vision

OUSIA

OusiaDAO's vision is to “Democratizing Education” - to create a world
where anyone can learn anything they want, anytime, anywhere.

Democratizing

Education

YOone can learn

anywhere
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http://www.youtube.com/watch?v=vaJol21amAw

e/
Problems O}‘é{A

There is a lack of an environment that encourages self-directed learning in
modern society, especially in Japan.
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Solutions

We propose an innovative educational platform that combines the
metaverse, Al, and blockchain.

Key Issue

A learning environment where everyone can proactively learn what they want to learn
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Environment

Education Metaverse (Edverse) Platform
[OUSIA|

OUSIA is an Edverse platform that integrates school and educational content in a

virtual world. Image, the educational edition of VRChat
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LearnHop is a service where each
family becomes a school. Image, the
educational edition of Airbnb
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Play to Learn and Earn
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Al Learning Coach

9 EdVerse Marketplace

(Play to Learn and Earn)

(3] VR University
Platform

(4] DAS

(Decentralized Autonomous

\_ Schools)
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Why now O}g{A

As awareness of advanced technology expands, current educational issues
are becoming more apparent.

Evolution of Technology Emergence of educational issues

a Increasing demand for
— \d personalized learning

Iml % The problem of people lacking

0 access to education
Ineffective learning without
ownership

Personal Decentralized Immersive X Qo
~
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Market Potential

The EdTech market is expected to continue growing rapidly, expanding from
$137 billion in 2023 to $404.6 billion in 2030 and $81 3 billion in 2036.

US$billion Global EdTech market size
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51F3 : H&l Global Research. IEducational Technology (EdTech) Market Size, Share, Trend Analysis Report |
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https://www.globalresearch.co.jp/reports/education-technology-market-gvr/

Competition / Alternatives

P
Y,
OUSIA

EdVerse Marketplace's competitors include the online learning platform
Udemy and the VR platform VRChat.

udemy

An online marketplace
for people who want
to learn and teach

 Diverse courses
- Self-paced learning

- Expert instruction

VR CHA ROBLOX

UGC-based online
game platform

A social platform for
interacting in VR

- A diverse world + Creative learning

, environment
+ Avatar customize

* Programmin
 Interaction in VR J J

+ Cryptocurrency
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— Direct competition —

> e

2 edverse

A metaverse platform
specialized for
education

- Interactive learning
environment

- Various learning
modules




Business Model : EdVerse Marketplace P <

The EdVerse Marketplace business model is built around a platform that
connects educational content creators with learners.
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o7
Our Team : Executive Y

We promote EdTech with members who have a strong interest in advanced

technology and a passion for education. 140 people from 14 countries at OusiaDAO

SHUTO OBA (CEO) Taiki Chiba (CAIO) Husnain Ali (Metaverse)

He is a metaverse engineer with
over 5 years of experience in
VR/metaverse development.
He is currently involved in the
development of OusiaDAOQO's

EdVerse platform.

He was bullied as a child, attempted
suicide, and met street children,
which led him to found OusiaDAO,
which has the vision of
"Democratizing Education."
Also active as a Web3 consultant

He was a student who refused to go
to school, so he joined OusiaDAO
because he wanted to create an
environment where everyone could
learn in their own way.
Experience developing Al chatbots
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Our Team : Advisor

We are supported by advisors with expertise in both advanced technology
and education.

Masakazu Okano Toshio Yokoi

IR consultant from a major Japanese
securities company

A former principal who has been involved
in compulsory education for 37 years

Takayuki Yoneyama 4h Kenta Mizumoto

Former IBM senior manager and CRM Commercialization of practical English

consultant ‘. education

Yuzu Minase

Daisuke Ono

World's first VR metaverse program
launched for school-refusing students

Educational advisor providing consulting
services to schools
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Roadmap R

We aim to achieve sales of 50 million in 2026, and then expand sales with
T2D3.

Period 2025 2028 2030

Service Sales 10 million 50 million 450 million 1,8 billion
A B
Web4
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OUSIA
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' Platf
O DAS Fut(l:Jre Edu;atlon VR Free School atform
\ ommunity 1
A
LearnHo EdA Web3
Vo eo? (Learn and Earn)
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Request

If you are interested in OusiaDAQ's Future Education Creation Project,
please join us.

SEPTEMBER 2024

OUSIADAO
INO CAMPAIN

CONFIDENTIAL AND PROPRIETARY | © 2024 OusiaDAO. and/or its affiliates. All rights reserved.



o) OUSIA

«



