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Bl SuMMARY

A hyperconnected society is coming with everything connected to the Internet. At the heart of this change is the

Internet of Things (IoT).

NTON Chain was launched to combine Blockchain with the Internet of Things (IoT) to address vulnerabilities and
provide Infinite Artificial Intelligence (Al) services using the Big Data to lead new innovations and new growth

projects related to the Fourth Industrial Revolution.

Recent advances in hardware and network related lol tech have led to a wider range of uses of lol tech in var—
ious industries, and as a result, the importance of the integrity in data, system security, and the control of devic—

es in the loT services is increasing.

NTON Chain aims to completely address the issues considering network security, which has been identified as
vulnerabilities in loT devices by using the benefactors of Blockchain such as decentralization, transparency, and

invariance, but also maximize the amount and speed in communication.

In addition, the current loT market wants to construct an ecosystem run by a coin system through a business
model based on rewards for the use of each IoT device that can not be attempted on or activated. The purpose
is to provide various services by collecting, storing, and analyzing data generated by the operation of loT devic—

es and building a large amount of data.

This contains information about NTON Chain’ s vision, structure, and business strategy from a long—term per—

spective.




m Summarization of loT Il—1.10T?

Summarization of lol

The Internet of Things (IoT): 'The property of things connected to the Internet.' This means an Internet environ—
ment where people and things around them are connected by wired or wireless networks to collect, share, and
communicate information.

loT Key Elements

— Device Platform

A platform which utilizes the hardware resources provided by the device, such as operating systems (0S),
open—source hardware which includes sensors and software, and hardware which works with the sensors and

drivers.

— Network platform

A platform connecting a device to another, which refers to 1ol communication protocols that support various

standards or non—standards.

— Data Analysis Platform

A platform that collects, stores, and analyzes data acquired from various devices.

— Service platform

A platform that supports the easy creation and execution of various application services and is an application

implementation and distribution platform that supports loT service deployment.
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loT Market Size

IDC(International Data Corp)predicts that the global market for the Internet of Things will grow from about $360
billion in 2017 to about $1852 trillion annually by the year 2023.

According to Garther’ s data in 2018, the global IoT market size grew 14.9% per year to $725.5 billion in 2018
and is expected to grow 12.8% annually between the years 2016 and 2022 form a market size of $1.33 trillion.
Among them, the service of the market is estimated to account for 31.3% of the total market with $227.2 billion in
the year 2018, 29.7% of the hardware market with $215.7 billion, 23.8% of the software market with $172.6 bil—
lion, and 13.5% of the connectivity market with $110 billion.

The average annual growth rate between 2016 and 2022 is 14.8%, followed by the software being 13.9%, con—

nectivity with 11.7%, and hardware being 1.5% with 25 billion devices being expected to be connected.
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