FOR IMMEDIATE RELEASE:
August 15, 2005

BOOST MOBILE INTRODUCESFIRST AND ONLY
LOCATION-BASED, GPSGAMESIN THE U.S.

Boost Mobile Takes Its “ Where You At?” Tagline to a New Level with Launch of
GPS Technol ogy-Enabled Java Games Swor dfish and Torpedo Bay by Blister Entertai nment

IRVINE, Calif., - Wireless entertainment and the material world today announced a new partnership that
is providing Boost Mobile customers with a gaming experience like no other in the United States.
Starting today, Boost customers are the first and only mobile phone users in the nation to be able to
download and play location-based GPS (Global Positioning System) games on their wireless phones.

Boost Mobile has partnered with Blister Entertainment, a leading provider of location-based
entertainment services to introduce Swordfish™ and Torpedo Bay™, the first GPS-enabled Java™ games
in the U.S. Boost customers can play both games now by downloading the applications directly from
their Java™ technol ogy-enabled Boost phone or from Boost LIVE (www.BoostL IV E.com). Each game
costs $5.99 for the first month and $2.99 for each additional month.

“Boost is a perfect partner for Blister Entertainment since the magjority of downloadable games are
purchased by youth,” said Stephen Nykolyn, vice president of marketing, Blister Entertainment Inc. “The
partnership with Boost will broaden Blister Entertainment’s appeal among young wireless users and help
us to continue being the world’ s leader in location-based entertainment.”

About Swordfish™
Cast the lure, and try to catch a big one!

Swordfish is a location-based game that uses GPS technology to find schools of virtual fish located
around the player. Users attempt to catch fish and can post their scores to an online leader board. Using
GPS technology, included in all Boost Mobile phones, a player’s position is determined via a fish-finder
so they can see where the nearest school of virtual fishislocated in relation to their current position - just
like real fishing.

Boost customers begin fishing by moving within range of the Swordfish. The distance players need to
move will vary between 25 yards to approximately 100 yards. It’s up to the gamer to decide which school
of fish they want to move toward. As a handicap, Swordfish provides information on where the nearest
school of fishislocated and real world maps of the player’ slocation so navigation is easier.

Once the player hooks a fish — the phone vibrates and a tension meter appears on the left hand side of the
phone’s screen. Players need to toggle with the virtual line to gradually reel-in the Swordfish. Users
shouldn’t be too quick to redl it in fast as too much tension will snap their line. Not enough tension and
the fish will escape. This location-based game makes the fishing fast and physical, and requires both
patience and staminato redl-in a*“big one.”
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About Torpedo Bay™
Pilot the Navy' s latest Scout Submarine and engage the enemy

Torpedo Bay is alocation-based naval battle game that uses GPS technology in a Boost customer’s phone
to locate health and ammo around them then mount the high seas and battle for their survival. Once the
phone determines the player’ s location, the screen changes to atop-down view of a map with ships, hedth
and ammo located on it. Players can keep the map view to help navigate to their preferred ship, health or
ammo or they can use the MENU key to select an ocean view background. Users can also use the
phone’s arrow keys to highlight objects to get navigation instructions on how to reach them.

Torpedo Bay offers a unique 360-degree view of the ocean world around the player. The phone’s screen
is a window into the virtual world. Players are able to scan the horizon using the phone's “<” and “>"
keys to place their enemy’s ship in view. Users select the “OK” button to activate and set the firing
parameters for their torpedo and fire away. Depending on the size of ship and the player’'s aim, severa
hits may be necessary to sink the enemy. Points are awarded for each hit and sunk. Players lose health
for every hit.

Once the player’s health reaches zero, they have the option to continue playing or returning to the main
menu. Selecting “CONTINUE” will enter them back into the same ocean with the same ammo with the
same enemy ships. Players health however will be at a minimum level, so they need to be sure to move
and collect more health to increase the ability to survive. Continuing the game also rewards players with
new rankings and high scores. The highest ranking is Admiral. Throughout the game the player’s scoreis
posted to Torpedo Bay’ s leader board, providing aview of high scores or ranking against other players.

About Blister Entertainment

Blister Entertainment is aworld leader in location-based entertainment creating a wireless playground for
mobile phone subscribers. The company creates and publishes location-based entertainment products for
mobile operators around the world. Blister Entertainment is a wholly-owned subsidiary of
KnowledgeWhere Corp. - an emerging world leader in the integration of location-based technologies with
mobile content and entertainment using its Mobile Entertainment System™. Headquartered in Calgary,
Canada, KnowledgeWhere develops and supports location-based entertainment products and services,
which are licensed to and marketed through Blister Entertainment. The company’s products are designed
with one thing in common — location — and supported by an array of technologies that are driving the
location-based entertainment industry. Together, these companies provide location-enabling tools,
products, and services for the fast-growing mobile entertainment industry. www.blisterent.com

About Boost M obile

Based in Irvine, California, Boost Mobile, LLC, asubsidiary of Nextel Communications, Inc. (NASDAQ:
NXTL), is a lifestyle-based telecommunications brand focused on offering premium Pay-As-You-Go
wireless phones and services to the youth market. Since 2002, Boost Mobile€'s quality products and
unique branding efforts, which fuse action sports, music, fashion and entertainment, have enabled
American youth to boost their lifestyle and status, build stronger connections and achieve greater
independence. Boost Mobile is now recognized as a brand that embraces diverse youth culture, lifestyles
and interests. Boost's knowledge of, and respect from American youth has generated contagious
enthusiasm and rampant success, making it one of the fastest growing wireless servicesin the U.S. Boost
now has more than 1.7 million customers — the mgjority of which are under the age of 25. Boost-branded
wireless phones with its exclusive Boost™ Walkie-Talkie service and Re-Boost™ cards are available
nationwide at locations where youth prefer to shop, including national retailers and convenience stores,
and merchants that focus on fashion, music, and action sports-related activities. Experience Boost on the
Web at www.boostmobile.com.
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