R&D for Binstalk — Fashion Social Platform

1. Introduction

Binstalk is a next-generation fashion-tech platform that merges Augmented Reality (AR), Artificial
Intelligence (Al), and 3D avatar systems into an immersive social commerce experience. The platform
allows users to virtually try on clothes, customize avatars, interact with fashion content in real time,
and purchase items directly from an integrated marketplace.

The core innovation lies in turning fashion discovery into a gamified, interactive, and creator-driven
experience. This document outlines the technical feasibility, market readiness, and business potential
for Binstalk, intended for internal decision-making and future investor alignment.

Product Features

Augmented Reality Try-On: Use camera to try outfits in real time
Al Recommendations: Personalized fashion feed based on style
Avatars: Customizable 3D personas using Ready Player Me
Wardrobe Ul: Users manage digital outfits, mix & match
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Creator Tools: Earn via fashion collabs, style guides, and events

4. Market Opportunity

The global fashion-tech and social commerce industries are undergoing a transformative shift, driven
by the growing demand for digital identity, immersive shopping experiences, and creative self-
expression. Binstalk is strategically positioned at the intersection of several high-growth sectors—
digital fashion and AR-enhanced shopping.

Fashion-Tech and AR Trends

Fashion-tech is rapidly evolving beyond traditional e-commerce. Users now expect a hybrid of digital
and physical experiences when engaging with brands. Augmented reality (AR), once considered a
novelty, has now become a core expectation in fashion platforms—especially for virtual try-ons,
personalized styling, and avatar-based expression. Brands like Nike, Gucci, and Zara are already
piloting AR features, while smaller digital-native brands are integrating try-on tech into their social
feeds.



Binstalk taps into this transformation by offering real-time AR try-on capabilities, avatar styling, and
social features, effectively creating a virtual mirror of a user’s fashion identity. This opens the door for
partnerships with fashion brands seeking AR distribution, as well as user-driven micro-commerce
through creator wardrobes and affiliate shopping.

Social Commerce and Creator Economy

The social commerce market—where buying behavior is influenced by social content, creators, and
peer activity—is expected to cross AUD 2 trillion globally by 2027. Platforms like Instagram and TikTok
have laid the foundation, but their shopping experiences remain fragmented. Binstalk’s model
integrates discovery, engagement, try-on, and purchase into a seamless in-app journey, unlocking
higher conversion rates.

Geographic Focus and Rollout Strategy

While Binstalk has global ambitions, the initial rollout targets three regions with the highest relevance
and adoption potential:

1. Australia serves as a pilot market, offering strong mobile infrastructure and fashion-forward
users. It also presents low competition in the Virtual Try-On fashion segment, allowing rapid
MVP iteration and influencer onboarding.

2. United States offers a larger user base, advanced Virtual Try-On adoption, and the highest
digital fashion spending per user. It is highly competitive but also presents the most brand
partnership potential.

3. South Asia, including India and Bangladesh, presents a fast-growing youth market with
increasing demand for digital self-expression and online commerce. Binstalk’s lightweight
design and hybrid model make it ideal for emerging economies where traditional fashion
platforms lack Virtual Try-On capabilities.



User Behavior

Market research and early-stage surveys confirm that users are not only willing to try Virtual Try-On
and avatar-based fashion tools but are also open to spending money on digital clothing, creator
services, and premium styling experiences. This supports our strategy of combining free social
engagement with optional monetization layers—ads, premium avatars, Virtual wardrobes and e-
commerce Virtual Try-On.

White Space in Competition

Although platforms like Instagram and Snapchat offer individual features (such as Stories or basic AR
filters), they are not built for fashion-first interaction. Binstalk differentiates itself by integrating

AR Virtual Try-On, avatar identity and fashion community features into one cohesive experience.
Zepeto focuses on avatars but lacks real-fashion brand integrations. Meta focuses on broad
advertising. Binstalk occupies the niche that lies between entertainment, utility, and commerce—with
deep domain focus on fashion.

Financial Feasibility

Establishing and scaling Binstalk as a next-gen fashion-tech social platform entails significant but
manageable financial requirements. Below is a thorough breakdown of the initial investment, ongoing
operational costs, and per-user economics, which demonstrate the platform’s feasibility and
investment potential.

Revenue Breakdown

a) Ad Revenue

1. Lens Sponsorships / Product Placements:

Projected at $0.50-$2.00/user/quarter (via AR Lens Ads, Home Feed promotions)
2. Brand Collaborations (Commission):

10-15% from fashion brands selling digital or real-world clothing.

b) Premium Subscriptions

1. Binstalk+
AUD $4.99/month (Includes exclusive outfits, private events, creator tools, and avatar perks.)



c) Marketplace Commission & Creator Monetization

1. Fashion creators sell custom outfits or filters
2. Binstalk takes 10-15% platform fee

d) Virtual Assets & Wearables:
Sale of digital outfits, avatars, and skins priced between $1-$3 per item. Estimated 1-2 transactions
per active user monthly.

Revenue per User (blended): AUD $3.35/month based on mix of ads, brand fees, and

premium, Commission

Unit Economics (per User):

Avg Revenue/User/Month: $2.50 — $4.50 (3.35)

Avg Cost/User/Month: $0.90 (infra) + $0.30 (support/ops) + $1 (marketing) = ~$2.20

Estimated Gross Profit/User/Month: $3.35 — $2.20 = ~$1.15

Scalability and Feasibility Insights

1. Low Marginal Cost: Each additional user adds minimal server and API expense (~$2.00—
$2.40/user)

2. Flexible Monetization: If AR ads lag, subscriptions or brand licensing can fill the gap

3. Long-Term Margins: Once scaled, gross margins could exceed 30—40% due to high-value
digital goods

Summary

1. Binstalk’s financial structure is highly scalable and margin-friendly.
2. Initial investment is lean for a high-tech product with AR, avatar, and social capabilities.
3. Monetization is diversified, reducing single-point dependency.



4. Targeting break-even within 30—40 months with lean ops and strategic marketing.

5. Primary Revenue Models

* Ad Revenue:
Brand-sponsored try-on experiences and interactive filters with estimated
monetization of $0.70-$1.20 per active user per month, depending on regional
ad spend and engagement.

* Marketplace Commission & Creator Monetization :
10-15% commission on each transaction in the fashion marketplace, driven by
user-generated storefronts and brand integrations.

* Virtual Assets & Wearables:
Sale of digital outfits, avatars, and skins priced between $1-$3 per item.
Estimated 1-2 transactions per active user monthly.

*  Premium Subscriptions:
Monthly subscription model ($4.99 AUD/month) offering:

» Exclusive avatar outfits and AR lenses.

» Early access to events and digital drops.

* Advanced styling recommendations and wardrobe analytics
Assumes ~10-15% user conversion rate.



Binstalk Revenue Breakdown (AUD)

Revenue
Source

AR Ads &
Sponsored
Lenses

Marketplace
Commission

Virtual Asset
Sales

Premium
Subscription
S.

Description

Branded try-on
experiences, native AR
filters sponsored by
brands

10-15% cut from fashion
product sales by creators
and partnered brands

Digital fashion items,
avatar upgrades, skins,
limited drops

Premium Subscriptions

with premium fashion tools

(closet analytics, exclusive
styles, Digital fashion
items, avatar upgrades,
skins, limited drops)

Average Rate /
Unit

$0.80/user/month
(avg)

$5.25-10.50/Sale

$1.00-3.00/item
(avg 1-2
items/user/month)

$4.99 user/month

Est. Revenue
Share (Year 2—-
5 Avg)

30-0%

40-55%

10-15%

10-15%



Example Calculation (Year 3 - 300,000 Users)

Revenue Stream

AR Ads & Lenses

Marketplace
Commission

Virtual Asset Sales

Premium Subscriptions.

Calculation Basis

3,00,000 x $0.80 x 12 months

45,000 x $7.80 x 12 months

75,000 x $2.00 x 12 months

30,000 x $2.00 x 12 months

Market Demand & User Validation

Market Demand Indicators
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Consumer Behavior Insights:

Global Digital Fashion Market: Expected to grow to $50B+ by 2030
Social Commerce Market Size: Exceeds $1.2 trillion globally
Gen Z's AR Usage: 70% of Snapchat users engage with AR daily

1. 65% of Gen Z prefer digital try-before-you-buy.

2. 78% of fashion consumers follow creators/influencers for style inspiration.

Estimated
Annual Revenue

$2.88M

$5.67M

$1.80M

$1.79M

Digital Avatars Popularity: Platforms like Zepeto, Roblox show growing demand for digital self-

3. Growing usage of mobile-first, low-friction platforms for shopping and discovery.



Surveys & Polls:

1. Instagram/Facebook ad campaigns linked to landing page survey
2. 320+ responses gathered
* 74% showed interest in using digital wardrobe tools
* 61% likely to use avatar-based styling tools weekly
* 58% expressed willingness to try AR try-on if no app install needed

Validation Summary

1. Strong interest from fashion creators.

2. Above-average engagement rates on early tests (2.5% industry avg)
3. Positive early user intent: ~60% said they would use Binstalk weekly
4. High alignment with digital wardrobe and virtual fashion trends

Market Competitive:
Target Users: Fashion-forward Gen Z & Millennials (ages 16—40).

Market Size: Global fashion social commerce = $1.2B+ (2024, CAGR 25%).

Top Regions: US, Korea, France, India, Bangladesh.

Competitor Gap: Few combine fashion + social + AR + creator monetization.

User Behavior: Gen Z and Millennials prefers try-before-buy, avatar styling, Al fit help

Binstalk

Infrastructure:

Binstalk uses AWS / Google Cloud Platform and third-party AI/AR SDKs for its avatar system, virtual
try-on, personalized fashion feeds, and real-time interactions (chat, voice, video).



Estimated Infra Cost:

$0.25-$0.80/month per active user
(for AR, Al recommendations, storage, compute, messaging, media)

Based on:

Image + video hosting

Avatar rendering + live AR try-on
Personalized feeds + analytics
Real-time messaging & social features

Facebook:

Facebook (Meta) operates at hyper-scale using custom data centers and infrastructure. $0.10 —
$0.30/month per active user. Meta Business Model Ads (95% of revenue), Marketplace, VR gear and
Revenue per user $10-14/quarter (higher in US).

Instagram (Meta)

Infrastructure:
Instagram operates on Meta’s custom-built global infrastructure and data centers.

Estimated Infra Cost:
$0.10-%$0.25/month per active user

Business Model

Ads (90%+ of revenue): Feed ads, Stories ads, Reels ads
Marketplace: Creator marketplace, affiliate shopping, brand deals
In-App Purchases: Badges (for creators)

Revenue Per User (ARPU):
$8—12 per quarter(higher in U.S., U.K.)



Key Focus Areas:

Creator monetization

Al-driven Reels and discovery algorithms
E-commerce integration (Instagram Shop)

AR Filters via Spark AR

Snapchat

Infrastructure:
Snapchat uses Google Cloud Platform (GCP) and its own hybrid infrastructure. Snapchat
spends heavily on cloud compute and storage for AR, real-time messaging, and media hosting.

Estimated Infra Cost:
$0.20-$0.35/month per active user
(Based on $1B+ cloud spend per year for ~400M DAUS)

Business Model:

Ads (core revenue via Snap Ads, Story Ads, AR Lenses)
AR Brand Partnerships (retail try-ons, sponsored filters)
Snapchat+ Subscription ($3.99/month)

Spectacles & Hardware (minimal share of revenue)

Revenue Per User (ARPU):
$3.50-$5 per quarter (significantly lower than Meta)
Higher in North America ($8), lower in Rest of World ($1)

Key Focus Areas:

AR platform and Lens Studio

Snap Kit for developers

Social + visual communication

Gen Z creator tools and monetization



Risk Assessment

Launching and scaling a platform like Binstalk—positioned at the crossroads of AR, Virtual Try-On,
social media and fashion tech—presents both promising growth potential and multifaceted risks. A
clear-eyed understanding of these risks is critical for managing expectations, guiding strategic
decisions, and ensuring long-term sustainability.

Below is a detailed breakdown of Binstalk's key risks and their mitigation strategies:

1. High Infrastructure & AR Operation Costs

Risk:

Augmented reality features require real-time processing, 3D asset rendering, and cloud-hosted assets,
which collectively contribute to elevated monthly costs—especially at scale. For every 5,000 active
users, monthly infrastructure spend can exceed AUD $373.5 impacting profitability if monetization
lags.

Impact: Medium to High
Likelihood: High in scaling phase
Mitigation:

1. Adopt a modular AR delivery system—Ioad heavier assets only on demand.

2. Use global CDNs (e.g., Cloudflare, AWS CloudFront) to reduce latency and bandwidth costs.
3. Negotiate long-term GCP or AWS startup credits.

4. Explore pre-rendered experiences for low-end devices.

2. User Acquisition & Retention

Risk:
Binstalk's success hinges on sustained user interest in fashion avatars, AR styling, and social
engagement. If novelty wears off or if user growth stalls, churn may rise and monetization fails.

Impact: High
Likelihood: Medium
Mitigation:



1. Incorporate gamification elements such as styling challenges, wardrobe leaderboards, and
avatar-based rewards.

2. Focus on community building with localized influencers and early creator programs.

3. Roll out progressive onboarding and habit loops to increase daily app use.

3. APl Dependency & Platform Volatility

Risk:
Core features depend on external APIs such as Snap Lens Studio, Ready Player Me, and potentially
Meta’s AR SDKs. These platforms may change pricing, terms, or discontinue services.

Impact: Medium
Likelihood: Medium
Mitigation:

1. Ensure contractual clarity with any third-party providers.

2. Use a decoupled modular architecture to allow switching between AR engines and Virtual Try-
On.

3. Maintain basic fallback versions of major features using in-house assets or open-source
alternatives.

4. Monetization Delays & Revenue Inconsistency

Risk:
Ads revenue depends on active DAUs, and brand collaboration revenue can fluctuate. A delay in
monetization will increase runway pressure and limit reinvestment into growth.

Impact: High
Likelihood: Medium
Mitigation:

1. Start with low-cost monetization options (e.g., branded lenses, affiliate commerce).
2. Phase in creator monetization to increase user retention and platform revenue.



3. Offer API-based wardrobe plug-ins for external brands to enter with minimal friction.

5. Brand Onboarding Resistance

Risk:
Partnering with fashion brands, especially luxury ones, may face pushback due to concerns over
digital asset control, AR quality, and unproven ROI.

Impact: Medium
Likelihood: Medium
Mitigation:

1. Begin with independent fashion creators and D2C brands that are open to experimentation.
2. Offer shared revenue models with clear analytics and try-on conversion rates.
3. Allow brands to test via low-risk limited drops and seasonal filters.

6. Regulatory and Privacy Challenges

Risk:
AR, Virtual Try-On and social platforms require responsible handling of user data, visual identity, and
behavioral patterns. Privacy breaches or mishandling of avatars could draw scrutiny.

Impact: Medium

Likelihood: Low to Medium

Mitigation:

1. Follow GDPR/CCPA compliance from day one.
2. Limit data stored for AR sessions.
3. Provide clear avatar privacy controls and opt-out features.



7. Competitive Imitation and Market Saturation

Risk:
If the concept gains traction, major players like Meta, TikTok, or Snapchat could quickly replicate and
integrate similar features, leveraging their existing user bases.

Impact: High
Likelihood: Medium
Mitigation:

1. Focus on deep fashion niche instead of general AR/social.
2. Build creator-first features and a loyal early user base.
3. Rapidly innovate around fashion-specific tools that are harder to replicate at scale.

8. Technical Complexity & Scaling Challenges

Risk:
Binstalk will rely on a fusion of real-time rendering, avatar logic, wardrobe syncing, and backend
matchmaking. Technical bottlenecks may arise in handling concurrency and device compatibility.

Impact: Medium to High
Likelihood: Medium
Mitigation:

1. Use scalable backend solutions (Firebase, Supabase, or AWS Lambda).
2. Conduct early performance testing across low-end and high-end Android/iOS devices.
3. Design architecture that allows feature toggling per device capability.



Binstalk Expense (6—12 Months Projection)

Category

1. Development

- Frontend Dev

- Backend Dev

2. Ul/UX Design

3. AR/Avatar
Infrastructure

4. Cloud & Infra
Costs

5. Licensing / 3D
Assets

6. Marketing &
Launch

7. Operations &
Team

8. Legal &
Compliance

9. Customer
Support & Tools

Details

Estimated Cost
(AUD)

Web and Flutter-based mobile app for iOS and Android (MVP) $22,000

Web and Flutter developers

Firebase/NodeJS/AWS Lambda + API integrations

Complete design system in Figma, user testing, prototyping

$8,000

$14,000

$2,000

Snap AR, 8thWall, Ready Player Me/Alternative avatar pipeline$5,000

AWS/GCP compute, media storage, CDN, Firebase (6-12
months)

Avatars, clothes, try-on models (from vendors or creators)

Social campaigns, influencer collabs, ad spend (pre/post
launch)

Part-time product manager, community lead, designer (3—6
months)

Business registration, privacy policy, platform ToS

Help desk tools (like Intercom), basic analytics, CRM

$8,000

$6,000

$12,000

$6,000

$3,000

$1,500



Unexpected dev iterations, APl usage and experimental

10. Miscellaneous
features

Binstalk Scaling Phase Expenses (After MVP)

Scaling Item

Advanced Al personalization

Creator monetization tools

Full-time dev hiring or outsourcing

Internationalization

Net Investment (Estimation)

$5,000

Cost (AUD)

$7,000

$5,000

$12,000/mo (post-funding)

$4,000

To bring Binstalk to MVP stage and prepare it for public launch, an initial net investment of

approximately AUD $93,500 is required over the next six months. This covers several critical areas

necessary for building a strong foundation.

First, MVP development will require around AUD $24,000, which includes full backend buildout,
integration of the marketplace, and testing. This development phase focuses on finishing all core

functionalities such as AR-based try-on, avatar customization, wardrobe logic, and real-time content

feed.

Next, AUD $6,000 is allocated to acquire licenses for 2D models, avatar engines, and intellectual

property rights necessary for avatars and wearables. This ensures that the platform can offer diverse

customization options without IP conflicts and with full creative control.



Around AUD $8,000 is budgeted for setting up cloud infrastructure, content delivery networks, and
backend environments on AWS and Firebase. This includes costs for storage, compute, and ensuring
performance scalability from day one.

Marketing and public relations activities are set to receive AUD $12,000. This will be spent on waitlist
activation campaigns, influencer marketing, social media growth, and press coverage during the
product announcement and beta launch phases.

Lastly, operational expenses and key hiring are expected to cost AUD $7,500. This covers bringing in
part-time resources such as a project manager, Ul designer, or a community manager, as well as
general administrative and coordination tasks required to maintain progress and prepare for post-
launch scaling.

In total, the six month investment requirement stands at approximately AUD $93,000, positioning
Binstalk to complete development, launch the MVP, activate early users, and establish a strong initial
market presence.



ROI Analysis

Key Assumptions

Initial Investment (Year 2): AUD $93,000

Operating Costs & Revenue: As per updated projections.

User Growth: Scales from 10K to 4.8M Monthly Active Users over 5 years.

Revenue Streams: Ad Revenue, Virtual Asset & Wearables, Premium Subscriptions,
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Marketplace Commission & Creator Monetization

Yearly Financial Projections

Revenue Operating Costs _ Cumulative
Year MAUs Net Profit/Loss (AUD) _ ROI (%)
(AUD) (AUD) Profit/Loss (AUD)
Y1 20K $0 $93,000 —$93,000 —-$93,000 -37.20%
Y2 80K $10,000 $190,000 —-$180,000 —$273,000 —54.66%
Y3 300K  $1,030,000  $1,400,000 —$370,000 —$643,000 —64.30%
Y4 1.3M  $6,100,000  $5,300,000 $800,000 $157,000 15.70%
Y5 4.8M $2,33,50,000 $20,150,000 $32,00,000 $33,57,000 67.14%

Note: ROl is calculated as (Cumulative Profit / Total Investment) x 100

Break-even Analysis

1. Break-even Achieved: Late Year 4, when cumulative net losses turn into cumulative profit
2. Total Break-even Amount: AUD $643,000 loss recovered by Year 4's $157,000 profit



Strategic Insights

1. High Initial Burn: The first 3 years will require strategic funding and lean operations

2. Revenue Acceleration: Monetization maturity from Year 4 ensures profitability

3. Long-term ROI: Over 67.14% ROI projected by Year 5, demonstrating strong scale-to-value
ratio
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