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2009-2016; Roboadvisor 2016-2019; Crypto & AI Invest 2019+ 
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Cash Cards + Banking Adoption of Banking 
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Retail Transactions 

($B in Payment Method) 
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E-Commerce as % of Retail Sales 10 Year Marketcap Performance 
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BBVA open banking, built on $117 million Simple 

acquisition 
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Asian Big Tech 
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Augmented 
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Attention 
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1 million users 

3 million downloads 

$45 million valuation 
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Payment 
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Dynamic Price, Customer & 

Merchandise Tracking 
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Walmart Patents for VR-Based Shopping 
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