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Thisdocument containsforward-looking statementswithin the meaningof Section27A of the
SecuritiesAct of 1933and Sections21Eof the SecuritiesExchangeAct of 1934, and is subjectto
the safeharbor createdby thosesections. Forward-lookingstatementsmaybe identified by the
useof forward-lookingterminologysuchas"believes,""expects,""may," "should," "anticipates,"
"estimates,"or "forecasts"or the negativethereof. Suchforward-lookingstatements,particularly
as related to the businessplans of the Company,expectationsof strategic relationshipsand
businessopportunities, the ability of the Companyto realizethe assumptionsusedin salesand
valuationmodels,the ability of the Companyto developproductsand services,the Company's
ability to gain market share,the sizeof the market, and the ability of the Companyto compete
effectively in the marketplace,are basedon current expectationsthat involvea number of risks
and uncertainties. Actual results may differ materially from the Company'sexpectationsand
estimates. No assurancescan be given that the future resultscoveredby suchforward-looking
statementswill beachieved.

FORWARD LOOKING STATEMENTS
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Marketing Completion Fund, Inc. is a media investment company founded to
finance,develop,anddistributeoriginalandexistingintellectualpropertyόάLtέύ.

Å Our vision is to apply a FinancingRiskMitigation and Marketing Technology
Systemto reducerisksinvestingin new intellectualpropertyόάLtέύventuresand
monetizesrevenueglobally.

Å MCFwill invest in IPdevelopedby early stagecompaniesin a rangeof industry
sectorsandprovidesprofessionalconsultingservicesto companiesfocusedon IP
technology. (e.g. Artificial Intelligence,AugmentedReality,Brands,Films,Games,
MarTech,MedTech,andVirtualReality)

Å Servicepricing options are typically a combination of hourly rate, monthly
retainer, commissionsfor product sales,and equity sharesof companystock
basedon contribution to the anticipatedcompany'sgrowth in value.

Å CurrentClients: AlternativeQuantFund,(AI)Artificial IntelligenceMedTech,BPO
Call Center, ChinaςU.S. CrossBorder Entertainment, FinTech,Real Estate,
SaaSTechnology

MARKETING COMPLETION FUND
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BUSINESS OVERVIEW
Thefirst projectandinvestmentopportunityutilizingthe FinancingRiskMitigation andMarketing
TechnologySystemis the Iron Ice feature film and Hat Trick lifestyle sports brand intellectual
propertiesόάLtέύtargetingthe China,U.S. andglobalentertainmentandmedia($2.2 trillion) and
sports($1.5 trillion) markets.

Thefeaturesof the CapitalStructureandMarketingTechnologySystemare to:

Å Reducelevelsof riskinvestingin newIPventures.

Å Generatecustomersandrevenue PRIORTOPRINCIPALPHOTOGRAPY.

Å Generaterevenueprojectedto be $5,000,000 in 30 months,$60,000,000 in 60 months,
and over $300,000,000 in 120 months From feature films, animatedseries,books,e-
commercesubscriptions,mobile games,AR/VR,events lead generationmerchandise,
travelmarketing,celebritycharityevents,youth fund raisersandother categories.

TheCompanyis raisingcapitaland offering accredited,corporate,and institutional investorsan
opportunity to investin the following2 options:

Å $500,000 seedround convertiblenote with terms of eight percent (8%) simpleinterest
paidsemi-annually.

Å $19,575,000 Private Offering of Common Stock / Limited Liability Units that are a
combinationof MarketingCompletionFund,Inc. CommonStockand Iron IceFilms,LLC
MembershipUnits (collectivelytheάǎŜŎǳǊƛǘƛŜǎέύ.

Iron Ice Film IP

Hat Trick Sports  IP
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MCF INNOVATION HIGHLIGHTS
MCFhighlightsincludea:

ü FinancingRiskMitigation Systemthat addresses
a perennial question for investors that would
like to reduceriskin anynewventure.

ü MarketingTechnologySystemthat is comprised
of a grouping of technologies that improve
marketing activities to simplify processesand
make it easier to measure the impact of
marketing channels and drive more efficient
spending.

ü IPstrategyto increaseshareholdervalue.

ü Businessprocessthat includesIPdevelopment,
financing,contentcreation,anddistribution.
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PROBLEM SOLVED FOR INVESTORS
FinancingRiskMitigation System

MCF has developed its own Financing Risk Mitigation System that
addressesa perennialquestionfor investorsthat would like to reducerisk
in anynew venture: namely,protectionof investedcapitalandinfusioninto
the ventureuponprovenmilestoneachievement.

If these milestonesare not met in a timely manner, then the remaining
investorcapitalwill be returned.

FilmFinancingRiskMitigation Features

Å For film projectsthe FinancingRiskMitigation Systemrequiresspecific
milestonesto be met before the monies investedcan be releasedfor
film production.

Å A marketing technology system designed to optimize generating
revenue streams PRIORTO PRINCIPALPHOTOGRAPHYand after
theatricalanddigitaldistributionof the film.
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MCF IP STRATEGY
MCF is developing IP focused on sports categoriesthat are
experiencingcurrent and significantmarket growth in addition
to significantinvestmentsbeingmadeinto the category.

MCFwill focus on projects (initially a China/USyouth hockey
film series)with generallythe followingattributes: international
appeal, action-oriented; conducive to all-encompassing
άƛƳƳŜǊǎƛƻƴέbrandingand marketingfeaturingopportunitiesin
gaming, virtual reality, co-branding participations, lead
generation,charityeventsandsimilar.

Its initial project is to acquire, develop and finance the
production and distribution of άLǊƻƴLŎŜέΣa youth hockey-
themedmotion picture and associatedmarketingopportunities
in motion picture licensedgamesandmerchandise.

Iron Ice Film IP

Hat Trick Sports Brand IP
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IP RESEARCH AND DEVELOPMENT 

Iron Ice Film IP Hat Trick Sports  IP Hollywood Hat Trick IP
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SPORTS INDUSTRY VERTICAL IP STRATEGY

Baseball Basketball Football Hockey Olympics Rugby Soccer

Baseball
Hat Trick

Basketball 
Hat Trick

Football 
Hat Trick

Hockey 
Hat Trick 

Olympic 
Hat Trick

Rugby 
Hat Trick

Soccer 
Hat Trick

Hockeyis the first sportsverticalIPbeingdeveloped(Iron Icefilm andHatTricklifestylebrand)with earlystage
developmentin processin the sportsof soccer,basketball,football, baseball,Rugbyandthe Olympics.

TheCompanyowns the following URLsand plansto developsports vertical websitesand App. www.baseballhattrick.com,
www.basketball.com, www.gohattrick.com, www.footballhattrick.com, www.olympichattrick.com, www.rugbyhattrick.com,
andwww.soccerhattrick.net. TheHockeyHatTrickwebsiteisonlinewww.hockeytrick.com.

http://www.hockeytrick.com/
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Å Startingin 2018the Companyplansto generaterevenuefor 2 yearsduringthe processof raisingcapitalfor
the film andpre-productionactivities(i.e. Attachingtalent, obtainingguaranteeddistribution agreements)
andprior to the film startingprincipalphotographyin the 4th quarterof 2020.

Å MCFwill deliver investor leadsto the MCFplacementagentand broker dealersthat are membersof the
capital raising syndicate. The investor lead program will be used to develop an extensivenetwork of
investmentbankersandFINRAlicensedbrokerdealersto sellthe PrivatePlacementOffering.

Å TheCompanywill utilize the MarketingTechnologySystemto convert the consumerleadsinto purchasing
products,attendingeventsandengageasaffinity marketingpartners.

Å TheCompanywill implementmarketingcampaignstargetingboth Englishand Chineseaudiencesutilizing
technology(i.e. Apps,e-commerce,games,GoogleMaps,GoogleEarth,VR- virtual reality) and acquire
customers with third-party social media and messagingplatforms (i.e. GlobalςFacebook,Google,
Instagram,YouTube,for ChinaςAlibaba,Renren,Taobao,Tencent,TMALL,WeChat).

October 
2017   

Q3
2018

Q4
2018

2019
Q4 

2019
2020 2020

Script 
Delivered 

Investor 
Lead Sales

Iron Ice / Hat Trick 
Product Sales

App / Ecommerce 
/ VR  Launch

Iron Ice Film 
Photography

Hollywood 
Hat Trick

Iron ice 
Film Release

PROJECT MILESTONES & GOALS
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Projectedrevenuesare $500,000 over the next 12 months and $6,000,000 over 24
months prior to film production and $300,000,000 in overall revenuein 120 months
after the film andgamerelease.

MCFplansto generaterevenuefrom:

Å EnglishandChineseinvestorandconsumerleadgenerationsales

Å Consultingfeesfor providingprofessionalserviceto ChinaandU.S. companies

Å Thedevelopmentandsalesof associatedmarketingopportunitiesin Iron Icemotion
picture licensedgamesandmerchandise,HatTricklicensedproducts,celebrityteam
events,youth fund raisersandtravelpackages.

REVENUE STRATEGIES & PROJECTIONS

Å InvestorandConsumerleads(2018)

Å Iron IceMerchandise(2018)

Å HatTrickSportsLifestyleProducts(2018)

Å HockeyHatTrickecommercewebsite(2019)

Å GoHatTrickApp(2019)

Å HockeyHatTrickGoogleMap / EarthAPI(2019)

Å Iron IceAR/VR(2019)

Å HatTrickYouthFundraiserProgram(2019)

Å HatTrickDestinationTravelPackages(2019)

Å HollywoodHatTrickCelebrityEvents(2019)

Å Iron IceFilm(2020)

Å Iron IceGames(2020)

Revenue 2018 2019 2020 2021 2022 2023 2024

Total Revenue 505,000$ 5,500,000$ 47,250,000$ 68,500,000$ 84,750,000$ 65,000,000$ 57,000,000$ 

Total Net Income 209,750$ 2,050,000$ 19,212,500$ 28,375,000$ 35,287,500$ 26,150,000$ 22,575,000$ 

Total Net Income %41.5% 37.3% 40.7% 41.4% 41.6% 40.2% 39.6%
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Å Investor, 
Consumer 
Lead Sales

Å Services

2017 - 2018

$500K

Timeline

Å Hockey Hat Trick 
Ecommerce

Å Subscription Box
Å Hollywood Hat 

Trick 

Å Lead Sales
Å Services
Å Merchandise 

2019

2018 - 2019

Å Iron Ice Film 1
Å Iron Ice VR, 

Mobile, Game
Å Hollywood Hat 

Trick Event

2020

Å Film
Å VR, Game
Å Lead Sales
Å Services
Å Merchandise

2020

Å Iron Ice Film 2
Å Iron Ice / Hat 

Trick Products
Å Iron Ice VR, 

Mobile, Game

2021 ς2022

Å Iron Ice Film 3
Å Iron Ice / Hat 

Trick Products
Å Iron Ice VR, 

Mobile, Game

2022 ς2023

Å Lead Marketing
Å Iron Ice Film 

Development
Å Iron Ice/Hat 

Trick Brand 
Development

Å Film
Å VR, Game
Å Lead Sales
Å Services
Å Merchandise

2021 ς2022

Å Film
Å VR, Game
Å Lead Sales
Å Services
Å Merchandise

2023 ς20242018

Revenue 

$5.5M $47M $153M $122M

REVENUE TIMELINE
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FILM WINDOWING REVENUE CHANNELS

Films earn their revenues by going through seven sales channels
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PROJECTED REVENUE 2018 ς2024
Description 2018 2019 2020 2021 2022 2023 2024 2018 -2024

Revenue

Iron Ice Film I -$                  -$                   20,000,000$ 15,000,000$ 10,000,000$ 5,000,000$    5,000,000$   55,000,000$    

Iron Ice (VR, Mobile, Game) -$                  -$                   15,000,000$ 15,000,000$ 15,000,000$ 5,000,000$    5,000,000$   55,000,000$    

Iron Ice Merchandise 35,000$      500,000$      1,000,000$    1,500,000$   2,000,000$    2,500,000$    3,000,000$   10,535,000$    

Iron Ice Sports Nutrition -$                  500,000$      750,000$       1,000,000$   1,250,000$    1,500,000$    2,000,000$   10,500,000$    

Iron Ice Film II -$                  -$                   -$                     20,000,000$ 15,000,000$ 10,000,000$  5,000,000$   50,000,000$    

Iron Ice Film III -$                  -$                   -$                     -$                     20,000,000$ 15,000,000$  10,000,000$ 45,000,000$    

MCF Consulting Services 120,000$    500,000$      500,000$       500,000$       500,000$       500,000$        500,000$       3,170,000$      

Leadmatching 350,000$    1,000,000$  3,000,000$    4,000,000$   5,000,000$    6,000,000$    7,000,000$   26,350,000$    

Hockey Hat Trick e-commerce -$                  1,000,000$  2,000,000$    3,000,000$   4,000,000$    5,000,000$    6,000,000$   21,000,000$    

Hat Trick Merchandise -$                  500,000$      1,000,000$    1,500,000$   2,000,000$    2,500,000$    3,000,000$   10,500,000$    

Hat Trick Travel -$                  500,000$      1,000,000$    2,000,000$   3,000,000$    3,000,000$    2,500,000$   12,000,000$    

Hat Trick Youth Fundraisers -$                  500,000$      1,000,000$    2,000,000$   3,000,000$    4,000,000$    3,000,000$   13,500,000$    

Hollywood Hat Trick -$                  500,000$      2,000,000$    3,000,000$   4,000,000$    5,000,000$    5,000,000$   6,000,000$      

Total Revenue 505,000$    5,500,000$  47,250,000$ 68,500,000$ 84,750,000$ 65,000,000$  57,000,000$ 318,555,000$  

Total Variable Costs 194,250$    2,350,000$  17,587,500$ 25,675,000$ 32,012,500$ 25,600,000$  22,775,000$ 

Total Fixed Costs 101,000$    1,100,000$  10,450,000$ 14,450,000$ 17,450,000$ 13,250,000$  11,650,000$ 

Total Net Income 209,750$    2,050,000$  19,212,500$ 28,375,000$ 35,287,500$ 26,150,000$  22,575,000$ 

Total Net Income % 41.5% 37.3% 40.7% 41.4% 41.6% 40.2% 39.6%

Total Iron Ice Film  LLC Montly Net Income 1,313$         37,500$        1,294,792$    1,156,250$   1,017,708$    504,167$        541,667$       
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China ςU.S. 
Cross-Border 

Economic Development
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Our missionis to build cultural bridgesand

economicdevelopmentwith entertainment

and sports diplomacy by developing

profitable entertainment projects and film

stories that tell a universal theme that

applies to anyone regardlessof cultural

differences,or geographiclocation.

Mission
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ECONOMIC DEVELOPMENT

Location

China California Minnesota Seattle

Investment $5 million $4 million $5 million $5 million

Industry 
Sectors

Ecommerce, Film, 
Financing, Digital 
Marketing, Sports, 
Technology, Travel

Call Center, Ecommerce, 
Film, Digital Marketing, 

Investment Banking, 
Sports, Technology, 

Travel

Call Center, Ecommerce, 
Film, Digital Marketing, 

Investment Banking, 
Sports, Technology, 

Travel

AI ςArtificial 
Intelligence, AR ς

Augmented Reality, 
Games, Technology,    
VR ςVirtual Reality

MCF will target economic development in the following countries, states, and cities and industry sectors with 
the estimated capital investment. 
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Building China ςU.S. Cultural Bridges and 
Economic Development through Sports, 

Entertainment, and Technology IP Diplomacy!

CHINA ςU.S. CROSS BORDER FILM & SPORTS
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2018

App to build Hockey 
and Film Community

VR Content

Hat Trick Products

Brand Partnerships 

2019

Film Production 

Q4 2019 ςQ1 2020

Community  
Building 

Minnesota

United States

China

2020 

Film Post 
Production

Iron Ice and Hat 
Trick marketing 
and customer 
acquisition

2021

Film Release

Premiers

Film Festivals 

China

Los Angeles

Minnesota

2020 - 2022

Hollywood Hat Trick 
Celebrity Hockey 
Charity Events and 
Road Show

Minnesota

Los Angeles

China

NHL Cities

Hockey Countries

PROJECT TIMELINE
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THE JOURNEY STARTS HERE  

Iron Ice
The first film being produced is άLǊƻƴLŎŜέΣa compellingcoming-of-age, immigration story set againstthe
expansivebackdropsof Beijing,China,the Mesabi Iron Rangein Northern Minnesota,and the Minnesota
StateHighSchoolBoysHockeyTournamentthat wasfirst playedin 1945andhasbecomethe highestattended
highschoolsportseventof its kind in the world.

ThreeFeatureLengthFilms
Over the next 5 yearsthe companyplansto develop,finance,produceand distribute three feature length
films that follow the livesof two familiesςone from Beijing,Chinaand the other from a fictional smallcity
locatedin the MesabiIron Rangein Northern,Minnesota.

Goal  is to Achieve Success Similar to Films Like Blindside and Hoosiers
Thisgeneral-releasemotion picture is an independent,commercial,action,PGfilm focusingon a teenageboy
from Chinaand high schoolhockeyin the Midwest, specificallyMinnesota. Thegoal is to producea sports
dramaLikeάIƻƻǎƛŜǊǎέandtheά¢ƘŜBlind{ƛŘŜέandgeneratean internationalaudience.
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Winter 2023Winter 2022

Subsequent sequels follow the relationship of the high school friends through the Olympics and ultimately the 
National Hockey League finals as they transition from friends, teammates, and adversaries.

www.minnesotahattrick.com

IRON ICE 2

Winter 2021

IRON ICE FILM TRILOGY

IRON ICE 1 IRON ICE 3

www.ironicefilm.com

OLYMPIC 

www.olympicice.com 

ICE

http://www.minnesotahattrick.com/
http://www.ironicefilm.com/
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TheIRONICEfeature length film is a compellingdramaset againstthe expansive

backdrop of Beijing, China, the Mesabi Iron Range in Minnesota and the

MinnesotaState High SchoolBoysHockeyTournamentand features a Chinese

nationalimmigrantwith his familysettlingin Minnesotaasthe headof the family

acceptsan important position with a multi-national iron mining company. The

oldest son bonds with a local of many generationsthrough youth hockeyand

helpshisteamwin the MinnesotaStateHighSchoolBoysHockeyTournament.

www.ironicefilm.comWinter 2020

HOCKEY ON THE BIG SCREEN IN CHINA 

MINNESOTA HOCKEY COMES OF AGE IN CHINA

http://www.ironicefilm.com/
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Thisgeneral-releasemotion picture is an independent,commercial,action,PGfilm focusingon a teenageboy
from Chinaand high schoolhockeyin the Midwest, specificallyMinnesota. Thegoal is to producea sports
dramaLikeάIƻƻǎƛŜǊǎέandtheά¢ƘŜBlind{ƛŘŜέΣit isexpectedto haveinternationalinterest.
Demand
Thereis a tremendousdemandby the movie audiencesaround the world to seeaction, hockey(aswell as
manyother sports),comingof age,immigration,romance,andrelationshipfilms. Everyoneidentifieswith the
ongoinginternal struggle-for-life-answersthat weavethroughout the storylineofάLǊƻƴLŎŜέ. While the setting
issmalltown the themesareuniversal.
BuildingAudience
Beforethe productionof the motion picture,άLǊƻƴLŎŜέwill engagein multiple efforts to promote the film and
generatea largefollowinganddatabaseof film andhockeyfanswith socialmedia,marketingof merchandise,
prior to the releaseof the film will increaseattention

Low Grosser
$35,000,000

Medium
$75,000,000

Hit
$400,000,000

Box Office Revenue
Followingillustratesthe rangeof possiblecashreturnsshouldάLǊƻƴLŎŜέbe aάƭƻǿƎǊƻǎǎŜǊέall the wayup to a
άƘƛǘέat the box office and video sales. Theseprojected returns must be read in conjunctionwith all the
materialin the ConfidentialOfferingMemorandum.

BOX OFFICE DEMAND & PROJECTIONS
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Thefilm story featuresa Chinesenationalimmigrantwith his familysettlingin NorthernMinnesota
as the head of the family acceptsan important position with a Chinaowned multi-national iron
miningcompanythat acquiresa Minnesotairon miningcompanyin the MesabiIron Range.

Theson,who isanup andcomingstarhockeyplayerin Beijingaspiresto playfor the ChinaNational
teamandthe 2022BeijingWinter Olympics.

He does not want to go with his family to Americabut is encouragedby his best friend, who
immigrated from Canadato China,is half Chineseand half Canadianand introduced him to the
sport of hockey,who explainsto him what a great opportunity it is to move to the United States
and that he canbecomethe YaoMing of hockeyfor China. Hecanlearn from someof the best in
the numberonehockeystate in America.

Thefamilyovercomesthe culturaldifferencesin the communityandglobalizationchallengesat the
miningcompany. Thesonbondswith Minnesotalocalsof manygenerationsthroughyouth hockey
andhelpshisteamwin the MinnesotaStateHighSchoolBoysHockeyTournament.

IRON ICE FILM STORY



26

IRON ICE STORY
1} I live in the capitalcity of Beijingthat hasa populationof
21.5 million peoplein the countryof Chinalocatedn EastAsia
that hasa populationof 1.371billion people.

6} My dad works for the Beijing Iron & Steel Company. His
companyproducesthe steel that is building Chinaand countries
aroundthe world.

2} I love hockey. My best friend who is half Chineseandhalf
Canadianimmigrated to Chinaand introduced me to inline
hockeywhen I was10 yearsold. We playedin the streetsof
Beijingand practicedeverywhere,evenon TheGreatWall of
China.

7} Hiscompanypurchaseda controllinginterest in the MesabiIron
Mine located in the Iron Rangeof Northern Minnesota. This is
where all the iron ore camefrom that createdthe steel for World
War II and helped build America. He has been charged with
overseeingthe managementand operations of the mine for his
company.

3} I started playingice hockeyat 13 on the frozen rivers of
Beijingand trained and playedon my first ice hockeyteam in
the icerinksaroundthe city.

8} I learnedtoday that my family is movingto the city of Mesabi,
Minnesotathat hasa population of 3,000 people. Minnesotais
the hockeycapital of the United States. I am encouragedby my
friend to go to the United Statesand to becomethe YaoMing of
hockeyfor my country.

4} WhenI was15 my friend andI madea pact that we would
play for ChineseNationalHockeyteam and tried out for the
ChineseYouthHockeyteam.

9} My goal is to become a member of the Mesabi Miners High
SchoolBoysHockeyteam and help them makeit to the Minnesota
State Boys HockeyTournament,the largest high school sporting
eventin the world.

5} When Chinawas awarded the 2022 Winter Olympicsin
2015we committed to another goaland that wasto play on
the ChinaOlympicIce Hockeyteam. After Chinawon its bid
to host the 2022Olympics,PresidentXi Jinpingvowed to get
300 million of his people "on the ice," an initiative to
encouragewinter sports.

10} My goal is to help the MesabiMinerswin the MinnesotaState
BoysHockeyTournamentagain.

MyŘŀŘΩǎgoalsare to supportme to becomethe besthockeyplay I
canbecomeandovercomethe culturalandglobalizationchallenges
he is facing at the mining company and with the Mesabi
community.


