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Disclaimer 

THE INFORMATION CONTAINED IN THIS WHITE PAPER IS BEING MADE AVAILABLE IN 
CONNECTION WITH THE PRESENTATION OF THE ABYSS TOKEN PROJECT TO POTENTIAL 
TOKEN HOLDERS. THE INFORMATION SET FORTH BELOW MAY NOT BE EXHAUSTIVE AND 
DOES NOT IMPLY ANY ELEMENTS OF A CONTRACTUAL RELATIONSHIP. ITS SOLE PURPOSE IS 
TO PROVIDE RELEVANT AND REASONABLE INFORMATION TO POTENTIAL TOKEN HOLDERS 
FOR THEM TO DETERMINE WHETHER TO UNDERTAKE A THOROUGH ANALYSIS WITH THE 
INTENT OF CONTRIBUTING AND GETTING ABYSS TOKENS. 

NO BROKER, DEALER, SALESMAN OR OTHER PERSON HAS BEEN AUTHORISED BY THE 
COMPANY OR ITS DIRECTORS TO ISSUE ANY ADVERTISEMENT OR TO GIVE ANY 
INFORMATION OR TO MAKE ANY REPRESENTATIONS IN CONNECTION WITH THE COMPANY 
OTHER THAN THOSE CONTAINED IN THIS WHITE PAPER AND OTHER DOCUMENTS REFERRED 
TO HEREIN, AND IF GIVEN OR MADE, SUCH INFORMATION OR REPRESENTATIONS MUST NOT 
BE RELIED UPON AS HAVING BEEN AUTHORISED BY THE COMPANY. 

THIS WHITE PAPER DOES NOT CONSTITUTE, AND MAY NOT BE USED FOR THE PURPOSES 
OF, AN OFFER OR INVITATION TO PURCHASE ABYSS TOKENS ISSUED BY THE COMPANY BY 
ANY PERSON IN ANY JURISDICTION: (I) IN WHICH SUCH OFFER OR INVITATION IS NOT 
AUTHORISED; OR (II) IN WHICH THE PERSON MAKING SUCH OFFER OR INVITATION IS NOT 
QUALIFIED TO DO SO, OR (III) TO ANY PERSON TO WHOM IT IS UNLAWFUL TO MAKE SUCH 
OFFER OR INVITATION. THE DISTRIBUTION OF THIS WHITE PAPER IN CERTAIN 
JURISDICTIONS MAY BE RESTRICTED AND, ACCORDINGLY, PERSONS INTO WHOSE 
POSSESSION IT IS RECEIVED ARE REQUIRED TO INFORM THEMSELVES ABOUT, AND TO 
OBSERVE, SUCH RESTRICTIONS. 

THIS WHITE PAPER AND THE OFFERING, SALE OR DELIVERY OF ANY ABYSS TOKENS MAY 
NOT BE CONSTRUED AS IMPLYING: (I) THAT THE INFORMATION CONTAINED IN THIS WHITE 
PAPER IS ACCURATE AND COMPLETE SUBSEQUENT TO ITS DATE OF ISSUE; OR (II) THAT 
THERE HAS BEEN NO MATERIAL ADVERSE CHANGE IN THE FINANCIAL POSITION OF THE 
COMPANY SINCE SUCH DATE; OR (III) THAT ANY OTHER INFORMATION SUPPLIED IN 
CONNECTION WITH THE WHITE PAPER IS ACCURATE AT ANY TIME SUBSEQUENT TO THE 
DATE ON WHICH IT IS PUBLISHED, OR, IF DIFFERENT, THE DATE INDICATED IN THIS WHITE 
PAPER. 

PURCHASE OF ABYSS TOKENS MAY PUT A CONTRIBUTOR’S CASH PARTLY OR WHOLLY AT 
RISK. CONTRIBUTORS SHOULD THUS SEEK APPROPRIATE ADVICE AND READ ALL THE 
INFORMATION CONTAINED IN THIS WHITE PAPER BEFORE MAKING ANY DECISION. A 
PROSPECTIVE CONTRIBUTOR SHOULD ALWAYS SEEK INDEPENDENT ADVICE BEFORE 
DECIDING TO CONTRIBUTE TOWARDS ANY PROJECT OF THIS NATURE. A PROSPECTIVE 
CONTRIBUTORS SHOULD BE AWARE OF THE POTENTIAL RISKS IN MAKING HIS/HER 
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CONTRIBUTION AND SHOULD MAKE THE DECISION TO CONTRIBUTE ONLY AFTER CAREFUL 
CONSIDERATION AND CONSULTATION WITH HIS OR HER OWN INDEPENDENT ADVISORS AS 
TO ANY MATTER CONCERNING THE ABYSS TOKENS, THE COMPANY, AND THIS WHITE PAPER. 

IT IS THE RESPONSIBILITY OF ANY PERSON IN POSSESSION OF THIS DOCUMENT TO 
INFORM THEMSELVES OF, AND TO OBSERVE AND COMPLY WITH, ALL APLLICABLE LAWS AND 
REGULATIONS OF ANY RELEVANT JURISDICTION. PROSPECTIVE CONTRIBUTORS SHOULD 
INFORM THEMSELVES AS TO THE LEGAL REQUIREMENTS OF APPLYING FOR ANY SUCH 
TOKEN AND ANY EXCHANGE CONTROL REQUIREMENTS AND TAXES IN THE COUNTRIES OF 
THEIR NATIONALITY, RESIDENCE OR DOMICILE. 

SAVE FOR THE INITIAL COIN OFFER IN MALTA, NO ACTION HAS BEEN OR WILL BE TAKEN 
BY THE ISSUER THAT WOULD PERMIT A PUBLIC OFFERING OF THE TOKENS OR THE 
DISTRIBUTION OF THE WHITE PAPER (OR ANY PART THEREOF) OR ANY RELATED MATERIAL 
IN ANY COUNTRY OR JURISDICTION WHERE ACTION FOR THAT PURPOSE IS REQUIRED. 

STATEMENTS MADE IN THIS WHITE PAPER ARE, EXCEPT WHERE OTHERWISE STATED, 
BASED ON THE LAW AND PRACTICE CURRENTLY IN FORCE IN MALTA AND ARE SUBJECT TO 
CHANGES THEREIN. 

ALL ADVISORS TO THE COMPANY HAVE ACTED AND ARE ACTING EXCLUSIVELY FOR THE 
COMPANY IN RELATION TO THE ABYSS TOKENS AND HAVE NO CONTRACTUAL, FIDUCIARY OR 
OTHER OBLIGATION OR RESPONSIBILITY TOWARDS ANY OTHER PERSON AND WILL, 
ACCORDINGLY, NOT BE RESPONSIBLE TO ANY CONTRIBUTOR OR ANY OTHER PERSON 
WHOMSOEVER IN RELATION TO THE TRANSACTIONS PROPOSED IN THIS WHITE PAPER, 
NEITHER SHALL SUCH ADVISORS BE RESPONSIBLE FOR THE CONTENTS OF, AND ANY 
INFORMATION CONTAINED IN THIS WHITE PAPER, ITS COMPLETENESS OR ACCURACY OR 
ANY OTHER STATEMENT MADE IN CONNECTION THEREWITH. 

UNLESS OTHERWISE STATED, THE CONTENTS OF THE COMPANY’S WEBSITE DIRECTLY OR 
OTHER WEBSITES INDIRECTLY LINKED TO THE COMPANY’S WEBSITE DO NOT FORM PART OF 
THIS WHITE PAPER. ACCORDINGLY NO RELIANCE OUGHT TO BE MADE BY A CONTRIBUTOR 
ON ANY INFORMATION OR OTHER DATA CONTAINED IN SUCH WEBSITES AS THE BASIS FOR A 
DECISION TO CONTRIBUTE TOWARDS THE ABYSS PROJECT. 

NEITHER THIS WHITE PAPER NOR ANY OTHER INFORMATION SUPPLIED HEREIN IN 
CONNECTION WITH THE ABYSS TOKENS (I) IS INTENDED TO PROVIDE THE BASIS OF ANY 
CREDIT OR OTHER EVALUATION, NOR (II) SHOULD BE CONSIDERED AS A RECOMMENDATION 
BY THE COMPANY THAT ANY RECIPIENT OF THIS WHITE PAPER, OR ANY OTHER 
INFORMATION SUPPLIED IN CONNECTION THEREWITH, SHOULD PURCHASE ANY TOKENS 
ISSUED BY THE COMPANY. ACCORDINGLY, PROSPECTIVE CONTRIBUTORS SHOULD MAKE 
THEIR OWN INDEPENDENT EVALUATION OF ALL RISK FACTORS. 
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THIS DOCUMENT CONTAINS STATEMENTS THAT ARE, OR MAY BE DEEMED TO BE, 
“FORWARD-LOOKING STATEMENTS”. THERE FOREWARD–LOOKING STATEMENT CAN BE 
IDENTIFIED BY THE USE OF FORWARD-LOOKING TERMINOLOGY INCLUDING THE TERMS 
“BELIEVES”, “ESTIMATES”, “ANTICIPATES”, “EXPECTS”, “INTENDS”, “MAY”, “WILL” OR 
“SHOULD” OR, IN EACH CASE, THEIR NEGATIVE OR OTHER VARIATIONS OR COMPARABLE 
TERMINOLOGY. THESE FORWARD-LOOKING STATEMENTS RELATE TO MATTERS THAT ARE 
NOT HISTORICAL FACTS. THEY APPEAR IN A NUMBER OF PLACES THROUGHOUT THIS 
DOCUMENT AND INCLUDE STATEMENTS REGARDING THE INTENTIONS, BELIEFS, OR 
CURRENT EXPECTATIONS OF THE COMPANY AND ITS DIRECTORS CONCERNING, AMONGST 
OTHER THINGS, THE COMPANY’S STRATEGY AND BUSINESS PLAN, RESULTS OF OPERATIONS, 
FINANCIAL CONDITION, LIQUIDITY AND PROSPECTS OF THE COMPANY AND THE MARKETS IN 
WHICH IT OPERATES. 

BY THEIR NATURE, FORWARD-LOOKING STATEMENTS INVOLVE RISKS AND 
UNCERTAINTIES BECAUSE THEY RELATE TO EVENTS AND DEPEND ON CIRCUMSTANCES 
THAT MAY OR MAY NOT OCCUR IN THE FUTURE. FORWARD-LOOKING STATEMENTS ARE NOT 
GUARANTEES OF FUTURE PERFORMANCE AND SHOULD THEREFORE NOT BE CONSTRUED AS 
SUCH. THE ACTUAL RESULTS OF OPERATIONS, FINANCIAL CONDITION, LIQUIDITY, AND THE 
STRATEGIC DEVELOPMENT OF THE COMPANY MAY DIFFER MATERIALLY FROM THE 
FORWARD-LOOKING STATEMENTS CONTAINED IN THIS WHITE PAPER. IN ADDITION, EVEN IF 
THE RESULTS OF OPERATIONS, FINANCIAL CONDITION AND LIQUIDITY OF THE COMPANY 
ARE CONSISTENT WITH THE FORWARD-LOOKING STATEMENTS CONTAINED IN THIS WHITE 
PAPER, THOSE RESULTS OR DEVELOPMENTS MAY NOT BE INDICATIVE OF RESULTS OR 
DEVELOPMENTS IN SUBSEQUENT PERIODS.  

THIS DOCUMENT IS NOT COMPOSED IN ACCORDANCE WITH, AND IS NOT SUBJECT TO, 
LAWS OR REGULATIONS OF ANY JURISDICTION WHICH ARE DESIGNED TO PROTECT 
INVESTORS.  

THIS ENGLISH LANGUAGE WHITE PAPER IS THE PRIMARY OFFICIAL SOURCE OF 
INFORMATION ABOUT THE ABYSS TOKEN SALE. THE INFORMATION CONTAINED HEREIN MAY 
FROM TIME TO TIME BE TRANSLATED INTO OTHER LANGUAGES OR USED DURING WRITTEN 
OR VERBAL COMMUNICATIONS WITH EXISTING AND PROSPECTIVE CUSTOMERS, PARTNERS, 
ETC. BECAUSE OF THIS TRANSLATION OR COMMUNICATION SOME OF THE INFORMATION 
CONTAINED HEREIN MAY BE LOST, CORRUPTED, OR MISREPRESENTED. THE ACCURACY OF 
SUCH ALTERNATIVE COMMUNICATIONS CANNOT BE GUARANTEED. IN THE EVENT OF ANY 
CONFLICTS OR INCONSISTENCIES BETWEEN SUCH TRANSLATIONS AND COMMUNICATIONS 
AND THIS OFFICIAL ENGLISH LANGUAGE WHITE PAPER, THE PROVISIONS OF THIS ENGLISH 
LANGUAGE ORIGINAL DOCUMENT SHALL PREVAIL. THE ABYSS DOES NOT ALLOW USERS TO 
AVOID CAPITAL CONTROLS OF ANY KIND AND DOES NOT ALLOW THEM TO INVEST. 
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THE OFFERING OF ABYSS TOKENS ON THE ABYSS PLATFORM IS DONE TO ALLOW THE USE 
OF THE ABYSS SERVICES AND PLATFORM AND NOT FOR INVESTMENT OR SPECULATIVE 
PURPOSES. THE POTENTIAL OFFERING OF ABYSS TOKENS ON A TRADING PLATFORM WOULD 
NOT CHANGE THE LEGAL QUALIFICATION OF THE TOKENS THAT REMAIN A MEANS FOR THE 
USE OF THE ABYSS GAMING PLATFORM AND ARE NOT A FINANANCIAL INSTRUMENT OR ANY 
OTHER FORM OF INVESTMENT OF A FINANCIAL NATURE IN ANY JURISDICTION. THE ABYSS IS 
NOT TO BE CONSIDERED AS AN ADVISOR IN ANY LEGAL, TAX OR FINANCIAL MATTERS. ANY 
INFORMATION IN THE WHITE PAPER IS PROVIDED FOR GENERAL INFORMATION PURPOSES 
ONLY AND THE ABYSS DOES NOT PROVIDE ANY WARRANTY AS TO THE ACCURACY AND 
COMPLETENESS OF THIS INFORMATION. 

REGULATORY AUTHORITIES ARE CAREFULLY SCRUTINIZING BUSINESSES AND 
OPERATIONS ASSOCIATED TO CRYPTOCURRENCIES IN THE WORLD. IN THAT RESPECT, 
REGULATORY MEASURES, INVESTIGATIONS OR ACTIONS MAY IMPACT THE ABYSS’ BUSINESS 
AND EVEN LIMIT OR PREVENT IT FROM DEVELOPING ITS OPERATIONS IN THE FUTURE. ANY 
PERSON UNDERTAKING TO HOLD ABYSS TOKENS MUST BE AWARE OF THE ABYSS MODEL, 
THE WHITE PAPER OR TERMS AND CONDITIONS MAY CHANGE OR NEED TO BE MODIFIED 
BECAUSE OF NEW REGULATORY AND COMPLIANCE REQUIREMENTS FROM ANY APPLICABLE 
LAWS IN ANY JURISDICTIONS. IN SUCH A CASE, CONTRIBUTORS AND ANYONE UNDERTAKING 
TO HOLD ABYSS TOKENS ACKNOWLEDGE AND UNDERSTAND THAT NEITHER THE ABYSS NOR 
ANY OF ITS AFFILIATES SHALL BE HELD LIABLE FOR ANY DIRECT OR INDIRECT LOSS OR 
DAMAGE CAUSED BY SUCH CHANGES. THE ABYSS WILL DO ITS UTMOST TO LAUNCH ITS 
OPERATIONS AND DEVELOP THE ABYSS PLATFORM. ANYONE UNDERTAKING TO ACQUIRE 
ABYSS TOKENS ACKNOWLEDGES AND UNDERSTANDS THAT THE ABYSS DOES NOT PROVIDE 
ANY GUARANTEE THAT IT WILL MANAGE TO ACHIEVE SUCH RESULTS. CONTRIBUTORS 
ACKNOWLEDGE AND UNDERSTAND THEREFORE THAT THE ABYSS (INCLUDING ITS 
MANAGEMENT BODIES AND EMPLOYEES, CONSULTANTS AND ADVISORS) ASSUMES NO 
LIABILITY OR RESPONSIBILITY FOR ANY LOSS OR DAMAGE THAT WOULD RESULT FROM OR 
RELATE TO THE INCAPACITY TO USE ABYSS TOKENS, EXCEPT IN CASE OF INTENTIONAL 
MISCONDUCT OR GROSS NEGLIGENCE. 

EVERY ABYSS TOKEN HOLDER SHOULD CONSIDER GETTING HOLD OF ONLY THE NUMBER 
OF TOKENS THAT HE/SHE THINKS SHOULD BE SUFFICIENT TO ACCESS (ON THE ABYSS 
PLATFORM) THE SERVICES HE/SHE REQUIRES AND CAN USE DIRECTLY. EVEN IF THE ABYSS 
WILL BE COMMITTED TO ALLOW THE TOKEN TO BE TRADED ON EXTERNAL EXCHANGES, 
THOSE EXCHANGES ARE THIRD-PARTIES THAT MAY CHOOSE TO NEVER LIST THE ABYSS 
TOKEN.  THIS MEANS THAT THERE IS NO WARRANTY THAT THE ABYSS TOKEN WILL BE 
TRADABLE, AND THUS, THERE IS NO WARRANTY THAT ABYSS TOKEN HOLDERS WILL BE ABLE 
TO SELL ANY ABYSS TOKEN SURPLUS THEY DO NOT NEED. FURTHERMORE, EVEN IN CASE 
THE ABYSS TOKENS COULD BE SOLD, THERE IS NO WARRANTY THAT THE OFFERED PRICE 
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WILL NOT BE LOWER THAN THE INITIAL COIN OFFERING PRICE, GENERATING LOSSES FOR 
THE ABYSS TOKEN HOLDER.  

SINCE HOLDING ABYSS TOKENS IS NOT ASSOCIATED WITH ANY INVESTMENT, THERE IS 
NO LINK BETWEEN THE PROFITABILITY OF THE ABYSS PLATFORM AND THE VALUE THAT THE 
ABYSS TOKEN MAY HYPOTHETICALLY REACH ON THIRD PARTY EXCHANGES, SHOULD SUCH 
EXCHANGES DECIDE TO LIST THE ABYSS TOKEN. FURTHERMORE, IN CASE OF PROJECT 
FAILURE, THE ABYSS MAY BE UNABLE TO PROVIDE THE PLATFORM SERVICES TO TOKEN 
HOLDERS. 

THE ABYSS CANNOT BE HELD RESPONSIBLE FOR LOSSES DUE TO THE FOLLOWING OR ANY 
OTHER SITUATION: E.G., IMPOSSIBILITY FOR TOKEN HOLDERS TO SELL THEIR ABYSS 
TOKENS; THE CASE IN WHICH NO EXCHANGE CHOOSES TO LIST THE ABYSS TOKENS; LOSSES 
DUE TO SALE OF ABYSS TOKENS AT A LOWER PRICE THAN THE PRICE PAID; FAILURE OF THE 
PROJECT AND CLOSURE OF THE PLATFORM WITH THE IMPOSSIBILITY TO USE THE SERVICES. 

THE ABYSS NAME, THE WEBSITE, THE ABYSS SOCIAL MEDIA ACCOUNTS ARE THE SOLE 
PROPERTY OF THE ABYSS LTD, A COMPANY LAWFULLY INCORPORATED AND 
REGISTERED UNDER THE LAWS OF MALTA. 
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Abstract 

We have reached a point in the digital era, where there is no lack of game options. Whether played 
on a personal computer, video game console, mobile phone, tablet or even a watch, video games 
are accessible at absolutely any time. Over the past three decades we have witnessed the 
unprecedented development of video game industry, from plastic boxes with black-and-white 
Tetris to virtual reality helmets. Video games initially challenged other forms of entertainment; 
now they are the definitive leader.  

It would seem that the biggest headache for video game developers should be creating content 
and an interesting product. In fact, the hardest part is finding a way to make the product stand out 
among the masses of other video game options and reach the end user. Advertising expenditures 
often account for more than half of the budget for video game development. The cost of traffic has 
steadily increased with the rise of the offers on the market. But what amount of advertising 
expenses is really effective? 

The emergence of blockchain technology 1 has enabled the creation of a next-generation digital 
distribution platform, delivering all types of video games (Free2play MMOs and cryptogames2 
being a key priority), including AAA-titles, to the fast-growing global game community. Unlike 
other platforms (Steam, Origin, GOG, etc.), The Abyss platform offers a groundbreaking 
motivational and referral system, allowing gamers to earn from in-game and social activities, and 
other gamers’ payments as well. By utilising The Abyss platform, developers will reduce their 
marketing expenses and receive an extra income from referral payments made in other games on 
the platform. Other benefits would include automatic referral fees payable directly into 
cryptocurrency accounts, the internal CPA Network 3, etc.  

                                                           
1Blockchain, a form of digital ledger technology, is a digitial or electronic database/ledger that is distributed, 
decentralised, shared and replicated. It may be public or private, permissed or permissionless, is immutable, 
cryptographically protected and is auditable. 
2https://techcrunch.com/2017/12/03/people-have-spent-over-1m-buying-virtual-cats-on-the-ethereum-blockchain/  
3Cost per action is an online advertising pricing model where the advertiser pays for a specified acquisition - for example 
a sale, click, or form submit (e.g., contact request, newsletter sign up, registration etc.). 

https://techcrunch.com/2017/12/03/people-have-spent-over-1m-buying-virtual-cats-on-the-ethereum-blockchain/
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1   The Market in which The Abyss operates 

In 2017, the video game industry exceeded an income level of $100 billion dollars. The market size 
is currently around $104.6 billion. It has expanded 12% so far this year, and by 2020 is expected 4 
to increase by 60-80% to reach an income of $168.8 billion. 

Source: SuperData 

1.1 ММО (Massively Multiplayer Оnline) Games 

SuperData predicts that the segment of massively multiplayer online (MMO) games expanded 13% 
in 2016 with the number of active users reaching 879 million, primarily regarding F2P games. The 
Abyss platform aims to make MMO games a priority thereby projecting a correlated increase in 
users. 

                                                           
4https://ru.pinterest.com/pin/722757440171932573/  

https://ru.pinterest.com/pin/722757440171932573/
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Source: SuperData 

MMO games for personal computers (PC) confidently lead in all indicators among games 
of various genres. MMO games accounted for 60% of the profits of all PC games in 2016. 

According to NewZoo report5, worldwide incomes from multiplayer online projects will 
continue to rise significantly. 

Source: SuperData 

                                                           
5http://progamedev.net/wp-content/uploads/2017/06/Newzoo_Free_2016_Global_Games_Market_Report.pdf  

http://progamedev.net/wp-content/uploads/2017/06/Newzoo_Free_2016_Global_Games_Market_Report.pdf
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2 Current Digital Distribution Platforms 

Digital distribution platforms are successfully developing on the video game market today. 
According to information from open sources, it is possible to note a global trend of increasing 
audiences and incomes of the platforms. 

Platform Developer Information From Open Sources 

STEAM Valve General earnings amounted to $3.5 billion 6 in 2016. 

ORIGIN Electronic Arts 
The platform contributed to EA's digital net revenue in 
2016, which increased to $2,9 bln7. 

UPLAY Ubisoft 

Earned €729 million 8 from digital distribution, 
amounting to slightly more than half of all incomes of the 
company. Over the previous year, this indicator equaled 
32%. 

KONGREGATE 
Gamestop 

Corporation/MTG 
The platform expects annual profits of $50 million for 
2017. Acquired by MTG in 20179. 

GOG CD Project Profit in 2016 reached $38 million 10. 

It stands to reason that, in order to maximize the audience reach, developers aim to distribute 
their projects across a various digital distribution platforms. When choosing a game, users tend to 
opt for services with the most convenient functions and additional possibilities. A good example is 
The Witcher 3, which is presented on both STEAM and GOG. 

 

 

                                                           
6https://galyonk.in/steam-sales-in-2016-def2a8ab15f2  
7http://files.shareholder.com/downloads/ERTS/5642327844x0x947432/A3911E9F-7131-486F-8AAB-
F2A77573681B/2017_Proxy_Statement_and_Annual_Report_-_FINAL.PDF  
8https://ubistatic19-a.akamaihd.net/comsite_common/en-US/images/UbisoftFY17earningsEngfinal_tcm99-
290721_tcm99-196733-32.pdf  
9https://www.mtg.com/press-releases/mtg-to-acquire-u-s-cross-platform-games-publisher-developer-kongregate/  
10https://www.cdprojekt.com/en/wp-content/uploads-en/2017/03/management-board-report-of-the-cd-projekt-
capital-group-and-cd-projekt-s-a-activities-in-2016.pdf  

https://galyonk.in/steam-sales-in-2016-def2a8ab15f2
http://files.shareholder.com/downloads/ERTS/5642327844x0x947432/A3911E9F-7131-486F-8AAB-F2A77573681B/2017_Proxy_Statement_and_Annual_Report_-_FINAL.PDF
http://files.shareholder.com/downloads/ERTS/5642327844x0x947432/A3911E9F-7131-486F-8AAB-F2A77573681B/2017_Proxy_Statement_and_Annual_Report_-_FINAL.PDF
https://ubistatic19-a.akamaihd.net/comsite_common/en-US/images/UbisoftFY17earningsEngfinal_tcm99-290721_tcm99-196733-32.pdf
https://ubistatic19-a.akamaihd.net/comsite_common/en-US/images/UbisoftFY17earningsEngfinal_tcm99-290721_tcm99-196733-32.pdf
https://www.mtg.com/press-releases/mtg-to-acquire-u-s-cross-platform-games-publisher-developer-kongregate/
https://www.cdprojekt.com/en/wp-content/uploads-en/2017/03/management-board-report-of-the-cd-projekt-capital-group-and-cd-projekt-s-a-activities-in-2016.pdf
https://www.cdprojekt.com/en/wp-content/uploads-en/2017/03/management-board-report-of-the-cd-projekt-capital-group-and-cd-projekt-s-a-activities-in-2016.pdf
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3 Time for a New Platform 

Today time has come to think about a new game environment. Current platforms are 
cumbersome and sluggish in terms of interacting with developers. Advertising options are either 
inexistent, or too expensive and ineffective. Usually the promotion of games on platforms is 
limited by the choice of platform where the game is distributed whilst inter-platform promotion 
remains a fund-intensive venture. Motivational programs for users are limited by the share 
of payments from other users they bring in, in the best case, or more often by their place in the 
ranking. 

3.1    The Abyss as a Next-Generation Digital Distribution Platform 

The Abyss aims at developing a next generation digital distribution platform, delivering all types 
of video games (Free2play MMOs and cryptogames being a key priority), including AAA-titles, to 
the fast-growing global game community. The Abyss platform offers a groundbreaking 
motivational and referral system, allowing gamers to earn from in-game and social activities, and 
other gamers’ payments as well. By utilizing the Abyss platform, developers will reduce their 
marketing expenses and receive an extra income from referral payments made in other games on 
the platform. 

ABYSS tokens are a priority internal mechanism for interaction on the platform (ERC20 
standard on the Ethereum blockchain). Our game platform will be available for Desktop 
(Windows, MacOS, Linux), Mobile (iOS and Android) and Web. 

3.2    Key Characteristics and anticipated benefits of the Project: 

• A powerful referral program whereby a user brought in by a developer provides the 
developer an amount of ABYSS tokens from all payments and achievements in any other 
game on the platform.  

• An analogous referral system is built on a viral basis whereby players receive referral ABYSS 
tokens from their invited friends’ transactions (actual sales on the platform). ABYSS tokens 
can also be accumulated by the player through various different activities on the platform 
(achievements, content generation, internal CPA Network, etc.). 

The Abyss utilizes the principle of affiliate marketing: a maximal income is obtained by players 
and developers who are the first to bring in users to the platform. The system is oriented at more 
effectively inviting and retaining users than any other in the video game sphere. 

• Low entry threshold for the first check: dual currency options whereby all operations can 
be conducted in fiat money and the platform's own ABYSS tokens. 
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• Convenience of using tokens: tokens can be transferred to cryptocurrency accounts both 
manually and automatically. 

• Saving money on marketing: an internal system of advertising offers (based on ABYSS 
tokens) enables traffic to be exchanged with other developers, receiving and passing along 
only relevant users. 

• Gamification of Masternodes service: a well-planned system of syndicates.  

 

3.3    The Abyss's Advantages for Developers 

The Abyss platform offers a fundamentally different logic of advertising interaction to the 
developers. By directly buying and selling targeted traffic to each other and receiving payments 
even from users leaving the game, developers become a sort of partners. The model for 
interaction is thus altered from being competitive to being collaborative and mutually beneficial. 
It provides an ability to reduce expenses on being competitive and accordingly entails potential 
income growth for developers. 

• Payments are accepted in ABYSS tokens as well as fiat money; 

• The minimum share of payments by users of the platform for developers is 70%; 

• Referral programs can bring a developer's share to more than 100% in overall terms; 

• Developers can receive payments in tokens without verifying documents or waiting until 
the end of a reporting period; 

• The developer can fully receive his share in fiats, regardless of the currency in which 
the initial payment was received by the platform; 

• Developers immediately at the start get access to a targeted audience, including those 
generating content; 

• Developers get access to specialized player statistics; 

• Developers are offered a 24/7 customer support service; 

• Developers define the depth of support service’ integration into their projects (three levels 
of integration are available); 

• Developers are offered a convenient and understandable mechanism for rotating traffic 
among any games on the platform via an internal system of advertising offers; 
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• Developers are offered a simple mechanism for getting traffic both within and outside 
the platform; 

• No fraud and fewer refunds in operations with ABYSS tokens compared with those using 
fiat money; 

• An opportunity to launch projects as an alfa or beta version for gathering opinions, testing 
and figuring out what aspects require the most work to improve the game, particularly 
regarding content and monetization; 

• An exhaustive amount of information, including user feedback and media reviews, 
is presented to aid in promoting the game and protecting it from unfair competition; 

• Users are unable to delete negative comments that contain a falsehood or are otherwise 
libelous following an official reply by a developer in which the situation is explained; 

• Open guidelines for free game promotion within the platform, including a banner 
on the main page, a slot in pop-up windows when a client opens the platform, project 
evaluations and other marketing solutions on the platform. 

3.4    The Abyss's Advantages for Players 

The Abyss platform offers a wide range of profitable options for players, such as referral rewards, 
rewards for game achievements and payments for creating content. 

• Players get worldwide access to numerous games in one place; 

• Players are offered individual referral programs in which an income (paid in ABYSS tokens) 
is calculated based on a five-level referral chain comprised of friends brought in and users 
brought in by friends; 

• ABYSS tokens rewards from personal or joint game achievements; 

• Monetization of content created (reviews, streams, guides, commentary, fan art); 

• Additional ABYSS tokens income at an internal auction; 

• Players can earn additional ABYSS token rewards by fulfilling tasks within the system 
of offers for developers; 

• Beyond the framework of a given game, users are able to form syndicates and earn 
additional ABYSS token rewards from collaborative activities; 

• On demand, ABYSS tokens are transferred to the personal Ethereum wallet; 
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• There is an internal overlay for in-game communication with any user of the platform and a 
fast access to important functions; 

• An overview of the activities of friends on the portal, including game achievements, sessions 
and other information. The user privacy settings can be adjusted individually;  

• A comprehensive, individual system of client settings for each user to see only what 
is needed; 

• FPS counter is used to obtain information on game performance for PC users; 

• Analysis of the frequency of achievements influencing the value of rewards for users 
and their ratings; 

• Automatic updates of games enable players not to care about how current a version is, while 
the ability to limit download speeds of needed files will be convenient for users with a slow 
internet connection. Regarding these options, it is possible to set a schedule or simply turn 
off the automatic update regime; 

• A hibernation regime enables computer resources to be freed up when clients are working 
in a background regime or when users are in the game; 

• An "out of network" regime enables players to maintain access to some of the platform's 
functions even if there is no internet connection; 

• During game sessions, users are able to get data about all players with whom they 
are interacting during game play so that they can make their acquaintance and become 
friends; 

• Screenshots and video captures of game process enable publication of any moment 
important to a particular player. The user can adjust the quality of the screenshots 
and video, as well as hotkeys and the location for saving the data with dates and times of the 
process saved; 

• An opportunity to organize computers in a virtual local network even if they are physically 
distant (in different towns, countries or even continents). This enables game play with 
friends for whom the official game servers either do not work or are inaccessible; 

• Convenient search engine for finding and adding friends, according to their unique ID, 
nickname, email address or any other parameter. 
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4 Platform Structure and Basic Services 

The Abyss is a comprehensive ecosystem, consisting of mutually-referenced elements.

 

Unified Authentication. The functionality of a unified system of authentication (including 
social networks) enables users to easily connect to the platform and get access to all 
the opportunities offered by the service. Two-factor authentication and the possibility to instate 
IP blocking strengthen the capability of protecting user accounts. 

Unified Billing and Dual-Currency Operations. A unified system for receiving payments via 
reliable payment service provides for all the requirements of the platform. As blockchain 
is a relatively new technology and has not yet become widely used, dual currency operations are a 
crucial instrument for every game. Developers can receive payments for their games in a usual fiat 
currency as well as in ABYSS tokens, the latter providing a range of advantages for all participants 
of the platform.  

Customer Support Service. An around-the-clock, support service enables the reduction 
of natural user outflow. The deeper the support service is integrated into a game, the higher 
the loyalty of its players is. We already provide a bilingual, 24/7 user support service 
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for Destiny.Games projects. If needed, the offering of languages will be expanded. We propose 
three levels of integration for projects: basic, advanced and the complete package, whereby 
employees of the support service can answer questions regarding the particular project.  

Transparent System for Statistics and Reporting. Start-up developers are not always able 
to compile and interpret game metrics so that they can use the obtained information to develop 
their game projects. The metrics that are most in demand in the video game industry, as well 
as convenient forms of reporting, are presented for every project immediately following 
integration. We compile fundamental events, interpret them and then report our analysis and 
forecasts to the developers. Uniformity in compiling data from the projects excludes discrepancies 
in the statistics. For every project, ARPU, MAU, LTV and other metrics are considered similarly. 

Forum. A common space for communication among all participants of our video game 
ecosystem. We plan to create our own common forum for all games of the platform where each 
user can select the themes he/she is interested in. 

In addition, the forum will include an area for communication between developers 
and contractors where issues can be resolved, such as searching for localizers and marketing 
experts or hiring employees in a different country. Players can directly communicate with 
developers and offer their own services. The Abyss plans to verify contractors so that the selection 
of partners for collaboration is maximally productive. 

4.1    Developer's Personal Account Section and Personalization 

A particular developer's personal account section will comprise of two areas: public and private. 

The private area is to contain reporting on all the developer's games, current advertising offers 
and profits from referral programs. The private area is to serve as a center for managing 
the developer's games, traffic and audience. 

The public area is a unique page for the particular developer. It can be personalized to the level 
of a corporate site, consisting of news, announcements, competitions, voting, and messages. 

4.2    Player's Personal Account Section and Personalization 

ММО games, our key focus, are unique in their exclusive socialization. Viral connections between 
players and MMO projects are so strong that local game communities stick together even after 
the closure of a particular project, opting to search for a new way to play together. 

This means that players certainly need personalized pages to maintain a presence 
and communicate on the platform. A particular player's personal account section provides 
information about all his/her financial operations, current balance and advantageous offers 
for setting up games, an opportunity to bound a personal Ethereum wallet, order the ABYSS 
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tokens transfer, obtain full statistics for all referrals and motivational programs, as well as current 
rates for rewards for game achievements, functionality of direct communication with referred 
players and friends, and much more. 

The public area of the personal account section is a place for personalization and self-
expression, communication and publication of various achievements. 

 

 

5 Statistics System 

The current systems for statistics on the majority of digital distribution platforms assess only 
payments and the behavior of traffic upon entering the project. All the other metrics are usually 
left behind the scenes. Experienced developers understand the significance of statistics and 
analysis for a game project, where even a change in the icons of the game store can considerably 
change payment conversion. 

5.1    System Description and Terms 

An MMO project cannot exist without an audience that can be considered traffic before entering 
the game. The behavior of traffic is measured from the appearance of advertising material until 
exiting the game. Every step on the trajectory for user retention is fixed with various conversions 
that a particular developer can optimize to drastically reduce expenses for traffic. 

The realization of game project analysis can amount up to a third of the programming code. An 
effective system of statistics and analysis requires a profound integration into the project, where 
every action by a user is recorded in a database. 

All video game projects are unique: the game's economics, motivation systems, game tasks, 
items, etc. Furthermore, the majority of projects have common metrics, based on fundamental 
events inherent to such projects, compiled and interpreted for the platform and then sent 
to the developers in the form of convenient tables with breakdowns and forecasts.  

Everything listed in the table below has been realized by Destiny.Games, is being actively used 
and continually updated according to the needs of the video game market. Simple integration 
and a maximally-detailed analysis of player behavior are presented to every developer 
immediately after connecting to the platform. 
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Term Description 

General Statistics 
and Forecasts 

Brief report that presents minimal data. The number of registrations and 
the sum of payments by day. Results, data for the past month and current 
forecasts.  

Registrations 
Report 

Complete statistics on the project's incoming traffic, both from outside the 
framework and from the internal system of offers. Impressions, clicks, 
payers, level transitions, conversions, division by cohort, etc. 

Basic Metrics 
of the Project 

Consolidated report about everyday behavior in regard to the game. 
Number of those online per day, ARPU, ARPPU, MAU, DAU, ADAU, CCU, 
number of payments, percent of payers, number of payments per user 
(per day/week/month), filtered by cohort, grouping, etc.  

ROI Report Assessment of the recoupment of traffic brought in during a certain 
period, with a possibility of filtering by cohort in short and long periods 
from the moment of each registration.  

Partners Report Assessment of the quantity and quality of traffic, with an opportunity to 
simultaneously compare the behavior of traffic from each partner or offer.  

ROI Report 
(Calendar Basis) 

Assessment of the recoupment of traffic with reference to calendar 
periods with simultaneous evaluation of ROI per partner.  

Report on 
Bringing Back 
Users 

Crucial report for evaluating marketing activities aimed at bringing back 
users. Allows you to compare the number of returned users for fixed 
periods after their return and see the users' subsequent payments. 

Outflows Report Enables assessment of natural losses of the audience. 

Retention Classic report on retaining users.  

KPI Report Enables assessment of the quantity of traffic according to various 
conversions by cohort and period.  

LT, LTV, 
Forecasts 

Report that allows you to record, in general terms and according to 
cohort, the average lifetime of an LT player, as well as the total revenue 
per user over the LTV lifetime, and form forecasts for periods of several 
days or more. 

Specialized 
Reports 

Certain game categories, such as sessions or collections, may require 
special reports currently being developed. 

Additional 
Reports 

In the second year of the development of the platform, we plan to create 
a function of customized reports for each developer. 
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6 Economics of The Abyss Platform 

We are issuing a limited volume of ABYSS tokens. 1/3 of the platform’s commission from the 
internal CPA Network and the auction transactions will be burnt. 

6.1    Priority of ABYSS tokens 

For the purposes of popularizing ABYSS tokens, we introduce the additional bonuses: 

• Payments to developers as a share of payments in ABYSS tokens is performed by request or 
automatically; 

• The cost of purchases in ABYSS tokens is lower;  

• The internal system of offers among developers functions only in ABYSS tokens;  

• All referral and motivational programs are calculated and paid out only in ABYSS tokens; 

• Auction of in-game and platform items is conducted only with the use of ABYSS tokens; 

• The syndicates system relies on ABYSS tokens only; 

• The rewards for content creation are calculated in ABYSS tokens; 

• ABYSS tokens can be freely transferred to friends within the framework of the platform. 

• When paying for game purchases with ABYSS tokens, users are granted a discount 
at the expense of the platform. This makes ABYSS token more advantageous than fiat 
currency. 

6.2    Distribution of User Payments 

After deduction of payment system commission and taxes, the game developer receives 70% of 
each payment, while the platform receives the rest 30%. 

6.3 Crypto Reward Ecosystem 

6.3.1    Referral Program 

1/3 of the platform's net revenue from user payments is distributed to referral program 
as follows: 
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The user is considered a game referral if the game is the player's first game on the platform, 

and the player is not a referral to anybody yet. The game developer receives a share from all 
transactions made by this player and his current and future referrals (5 levels in total) in any 
other game on the platform. 

The developer receives an additional percent of all payments not only by the player, but by 
all those referred up to five levels deep in any other game on the platform. 

Every game that brings in at least one new loyal user of the platform. The one, who brings 
the friends in, forms a network of referral payments from all other games on the platform. 

The player receives a percentage of the payments by all the platform's users whom the 
player brought in through a referral link up to 5 levels deep. The players brought in begin to 
form their own referral chains. If an invited player comes into the platform on his or her own – 
that is, not by any kind of referral program – that player becomes the founder of his or her 
referral chain. 

F2P MMO games are a special type of games in which players spend hundreds of thousands 
or sometimes even millions of dollars 11 in order to show up. According to the six degrees 
of separation theory 12, by which any two people on the Earth are separated by no more than 
five levels of common acquaintances, each player on the The Abyss platform has the chance of 
landing such a big fish in his or her referral network. The fortunate combination 
of circumstances will allow for the capture of a whole pod of whales 13. 

                                                           
11http://toucharcade.com/2016/10/14/free-to-play-whales-are-now-boycotting-spending-in-games-to-get-changes/   
12Six degrees of separation is the idea that all living things and everything else in the world are six or fewer steps away 
from each other so that a chain of "a friend of a friend" statements can be made to connect any two people in a 
maximum of six steps. 
13http://www.adweek.com/digital/infographic-whales-account-for-70-of-in-app-purchase-revenue/  

http://toucharcade.com/2016/10/14/free-to-play-whales-are-now-boycotting-spending-in-games-to-get-changes/
http://www.adweek.com/digital/infographic-whales-account-for-70-of-in-app-purchase-revenue/
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With the help of the targeted promotions of individual developers based on payments from 
referrals from other games, the general payout to developers in calculation of income from 
the game can exceed 100%. 

How it Works 

When The Abyss platform receives a payment, 70% goes to the game developer and the 
platform retains the remaining 30%. 1/3 of our income is distributed to our referral program. 
Referrer receives 4%, 2%, 2%, 1%, 1% from payments made by his 1-5 level referrals. 

Example: Gerda pays $1000 to Indie Game. Kai, for whom Gerda is the 1st level referral, 
receives 4% from $1000 = $40. 
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6.3.2    Motivational Programs 

Motivational programs are financed from Reward Bank, formed by: 

• Remainder of the budget from interrupted referral chains; 

• Reserve (will be used to provide motivational rewards to players to accelerate 
the ecosystem growth at the early stage of platform operation).  

The preliminary distribution for the Reward Bank is planned as follows: 

• 60% —Game achievements (personal and collaborative) 

• 25% — Syndicates (Masternodes) 

• 15% — Content creation 

After the Reserve is spent, and if the funds coming from interrupted referral chains are 
insufficient for financing the motivational programs, The Abyss team can, at its sole discretion 
(but not before January 1, 2020) change the conditions of receiving payouts from 2-5 referral 
levels, as well the percentage assigned to financing of the referral program. 

6.4    Game Achievements 

MMO projects entail long-term activity in which the player can be retained for years. One 
of the ways of retaining players is through game achievements. The Reward Bank is regularly used 
to make payments to all users for personal game achievements. The size of the payouts for each 
personal achievement is proportional to the income of the particular game and depends on the 
overall number of achievements at that level of rarity performed on that particular day 
throughout the entire platform. The size of a reward for achievements and activity outside a game 
(syndicates and content creation) depends on the daily size of the Reward Bank. 

6.5    Syndicates (Masternodes) 

Syndicates is a mechanism for bringing together players who may not be connected in a single 
game, and an additional method of monetizing the social activities of the platform based 
on blockchain technology. A syndicate is a collaborative game activity enabling receipt 
of an additional income depending on the rating of the syndicate. The syndicate's rating 
is influenced by three indicators: 

• Number of ABYSS tokens in the syndicate's account; 

• Shelf life of each lot of tokens; 
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• Personal rating of each participant in the syndicate, figured from the sum of motivational 
accruals. 

Special badges, the types of which depend on the rating of the syndicate, are regularly accrued 
for each participant. All the badges in the platform are redeemed from the budget 
of the Reward Bank. 

Furthermore, the syndicate's rating influences the personalization of an individual user page 
(configuration, elements of socialization, rank, emoticons and emoji, additional options, including 
the weight of a like or unlike, and much more).  

6.6    Content Creation 

There are many mechanisms for sustaining the interest in a game and shaping public opinion 
about it, such as articles, streams, reviews, guides, fan art, videos and stories. Everything 
can be evaluated and rewarded via the platform or users themselves thanks to blockchain 
technology. There are two options in the interface for publishing any material: 

• Like/Unlike, which can be monetized;  

• Opportunity to receive ABYSS tokens from other users in the form of rewards for a quality 
content. 

The platform assesses each publication of content as a ratio of likes and dislikes. As such, 
the rating of a user that evaluates a publication is important. The user’s like with a high rating 
carries a lot more weight than a like from a player who has recently registered. 

Based on the assessment, the author of a publication enjoys special badges of various 
denominations that must be combined into a collection. Once a day the platform purchases 
presented collections, based on the share of the daily Reward Bank. Any user can freely buy or sell 
any type of badge at an auction on the platform. 

6.7    Auction 

An auction is a way to buy or sell game components or non-play badges of various types for ABYSS 
tokens. The commission for transactions is minimal and is determined as following: 3% of the sum 
of the transaction goes to the platform, 5% to the game. 
 

7 Internal CPA (Cost Per Action) Network 

On The Abyss platform, developers get access to a universal advertising account for bringing 
in targeted traffic (interested in the game) with the following possibilities: 
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• Offer one's own traffic to other games;  

• Purchase traffic from other games via clear targeting and offers; 

• Get external traffic, connecting leads to the internal system for statistics. 

For internal traffic, a 10% commission in ABYSS tokens is charged. Tools for work with external 
traffic are presented for free.  

Regarding its function, the internal CPA Network appears like a window with accessible 
options of offers that are presented by developers, proposing that other games and individual 
players take part in working with the traffic. Each game independently determines the type and 
targeting of its offer. 

7.1    Link Referral System 

After the launch of any project, an active advertising campaign with various depths of coverage 
is commenced. This utilizes an advertising network, bloggers, media and placements on 
specialized resources, etc. 

To simplify things for the developers and compile analysis of the traffic of projects in one 
place, we offer a classic system of referral links generated by the system. Developers can fully 
analyze their advertising campaigns, including ad placements in other resources. A complete 
section of metrics is translated into the system so that all the necessary indicators (including ROI) 
are considered for each project. Additionally, developers have access to options for making 
external offers with clear KPIs to automatically calculate metrics.  

Within the framework of the internal system of offers (CPA Network), there 
will be a mechanism for developers to publish offers through which they purchase traffic 
on the platform as well as from other projects or players on various terms. Developers can set 
requirements for the traffic, such as game settings, ability to pay, rating of players 
on the platform, and social activity, and select the type of advertising offer and load 
the advertising materials. It is possible to name the price for each offer in only ABYSS tokens. 
A project interested in the offer can in turn share traffic that is no longer pertinent to the project, 
such as when someone has not entered the game for a long time or has not made payments  

7.2    Motivated Traffic 

Motivated traffic is not so effective given that the conversion of motivated traffic into active 
players is rather rare. Marketing experts invent complicated goals for motivated offers on the 
assumption that the potential player will be drawn into the project as the task proceeds. 
Complicated offers, of course, raise the conversion rate but are inferior in quality to most types of 



26 
 

traffic. One of the reasons for this problem is that everyone can participate in a motivated offer 
without any particular interest in video games.  

Within the framework of the internal system of offers, game goals can be fulfilled by players, 
meaning a higher conversion rate for active players according to achievements of paid targets.  

7.3    E-mail Promotions 

For complete functioning of the platform it is necessary to have its own e-mail service. In the 
internal CPA Network developers can order targeted e-mails to be sent to the users presented by 
another developer. Personal user information is not provided to the receiving developer.  

7.4    Media Advertising 

Developers can order content media advertising. Several advertising positions are foreseen 
for these purposes: banners on personal pages, forum sections branding, and non-standard 
advertising formats.  

7.5    Content 

Developers can order content creation within the framework of the internal system of offers 
according to a specialized brief or pay ABYSS tokens to the author of an interesting publication 
directly within the framework of the platform. 
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8   Roadmap 

Q3 2008. Founding of Destiny.Games (video game company). 

Q3 2016. The idea of a state-of-the-art game portal creation. 

Q2-Q3 2017. Testing the opportunity of blockchain technology integration into the new concept. 

Q4 2017. Presenting the concept of The Abyss – a new generation digital distribution platform. 

Q1 2018. Presenting the concept of DAICO 14 - an innovative fundraising model. 

Q2 2018. Introducing The Abyss platform prototype. Formation of The Abyss LTD, a company 
registered and incorporated in Malta, and the issuer of the ABYSS token. Conducting the Token Sale. 
Commencing The Abyss platform development. Presentation of concept of The Abyss to game 
developers. 

Q3-Q4 2018. Active phase of platform development. Legal and financial preparation for the launch of 
the project. Partnership agreements with game projects. 

Q1 2019. The first version of the platform with the startup game package. API for project integration. 
Unified bi-currency billing; Unified system of authorization. The first integration of multilevel referral 
programs. 

Q2-Q4 2019. Active development of the platform: Expansion in the number of connected projects; 
Introducing the personalization and socialization systems; Introducing the detailed reporting system; 
Introducing the internal CPA Network. 

Q1-Q4 2020. The expansion of platform functionality: Motivational programs; The ability of content 
generation and evaluation; Auction; Syndicates; Joint game achievements. 

2021+. Crowdfunding platform. Further extension of the platform. 

 

                                                           
14 https://ethresear.ch/t/explanation-of-daicos/465  

https://ethresear.ch/t/explanation-of-daicos/465
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