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Executive Summary
PROBLEM
The rapid virtualization of gaming today makes ownership of games and in-
game assets increasingly reliant upon a centralized authority, often the pub-
lisher of said games. Gamers who invest tens, hundreds, and even thousands 
of hours and dollars into becoming experts still trust large, impersonal corpo-
rations to treat them fairly. 

Publishers depend on Gamers to play their titles, yet digital gaming is more 
of a rental model. The Gamer pays for access, but not the ability to resell the 
game when they are done. Consequently all the time and money Gamers in-
vest in games have zero value once they have beaten a game or moved on to 
a new game. Meanwhile there are millions of Gamers who cannot afford the 
high cost of entry, and so there is no new in-market purchasing when Gamers 
stop playing.

SOLUTION
By building a blockchain ecosystem for Gamers, Kinguin.io gives Gamers 
ways to buy, sell, or trade digital games and virtual items. It gives Gamers the 
ability to own the games completely. The Kinguin blockchain will make use of 
smart contracts not only to facilitate value transfer between games but also 
to improve the publishing process, giving developers a wider audience, and 
Gamers more choices.
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Kinguin is creating this new gaming ecosystem by transforming its platform 
to a completely decentralized model. This newly devised marketplace derives 
its power from its blockchain foundation and smart contract architecture. 
Gamers everywhere will enjoy a marketplace made transparent, autonomous, 
and above all, open by blockchain technology.

Game publishers and communities will no longer be forced to rely on third-par-
ty platforms to process virtual goods transactions. Gamers who previously 
encountered slowness, opaque fund flow, and high transaction fees will find 
a better alternative in Kinguin.io -- an open marketplace. Krowns, our native 
blockchain-based cryptocurrency, streamlines the buying and selling of virtual 
products and scores of other related problems.

Blockchain technology changes the concepts of ownership for game-relat-
ed digital assets. Through smart contracts and reward mechanisms, Gamers 
can control and access game-related transactions at unprecedented levels. 
New revenue streams form because new capabilities like the immutable store 
of ownership make them possible. To that end, we are forming a trustless (re-
quiring no trust because documentation is for every transaction readily avail-
able and cryptographically verifiable) peer-to-peer network on a truly global 
scale.

We believe that the Kinguin blockchain approach can fundamentally transform 
the entire gaming ecosystem, allowing more new Gamers to enter while allow-
ing experienced Gamers to profit from their expertise. This model is proven 
to work in most traditional sports. Professionals introduce people to the idea 
of the sport, then used equipment makes sports more affordable so that new 
people begin to play. And as more people get involved, the market for coaches 
and experts grows. Similarly, the audience for watching professional Gamers 
increases with more players, creating a continually expanding ecosystem. In 
this model, we will see how Esports professionals, gaming streamers, and 
content providers grow with their audiences.

In the United States, this exact model played out for women’s soccer (foot-
ball). Entertaining professionals made people want to watch. Then inexpen-
sive gear made it possible for more young people to play. As these players got 
more involved in the sport, they hired coaches to help them improve rapidly. 
And finally, they wanted to watch the professionals play both in person and on 
TV, a process which culminated in three World Cup victories for the country 
and an elevated level of play and viewership worldwide.
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BACKGROUND
Today, Kinguin is a marketplace for digital games, items, and related services. 
This marketplace catalyzed $92m in turnover for 2017. We are one of the pre-
mier go-to platforms for Gamers wanting to save on gaming purchases and 
acquire in-game assets.

The ability to trade games, own in-game assets, and micro-transact with these 
assets are key factors which will continue to propel the gaming industry along 
its meteoric growth trajectory. By being able to buy games at more affordable 
costs, new players can enter the ecosystem and keep it vibrant. Online pay-
ments are now standard fare for Gamers. Kinguin users in particular possess 
a native aptitude for digital transactions and an awareness of how value per-
meates the marketplace.

Introduction
When Kinguin founder, Viktor Wanli, started his ecommerce venture in 2009, 
most video games were distributed physically. Games were packaged into at-
tractive boxes and delivered to brick-and-mortar stores around the globe. Con-
sumers enjoyed the ownership of these flashy packages and the pins, posters, 
and other game goodies inside.

Since then, digital distribution has surged in popularity. This movement has 
drastically reduced production, deployment, and storage costs for video game 
developers. It also brings a few major advantages to the consumer side, such 
as games no longer getting lost or destroyed (since any game can be re-down-
loaded at any time). However, consumers also lost the rights to resell their 
purchased games—a problem Kinguin.io aims to solve.
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Recent Digital* and Physical sales information1

*Digital format sales include subscriptions, digital full games, digital add-on content, mobile apps, and social 
network games

While the gaming industry has seen exponential growth on the order of bil-
lions, the global gaming community remains underserved by current technol-
ogy and trade options. So far, market forces have conspired to restrict value 
creation for millions of Gamers. New distributed ledger technologies, such as 
blockchain, have the potential to resolve this problem. Smart contracts exe-
cuted on a blockchain remove the main limitations which defined yesterday’s 
marketplace. Meanwhile, Gamers can be rewarded for the value they add to 
the market.

SOLUTIONS OVERVIEW
Kinguin aims to serve as a decentralized marketplace for digital games, items, 
and services. This new marketplace enables global, player-to-player trade at 
the highest levels, empowered by blockchain and smart contracts.

The ability for Gamers to own games, own in-game assets, and then trade them 
safely and securely using micro-transactions are key factors in the continued 
growth of the gaming industry. Given that Gamers, and Kinguin customers in 
particular, as used to conducting business through digital micro-transactions, 
introducing blockchain and smart contracts will feel perfectly natural. It’s sim-
ply the next logical step toward creating a Gamer-oriented gaming ecosystem.

1 	 https://www.statista.com/statistics/190225/digital-and-physical-game-sales-in-the-us-since-2009/
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The four use cases are as follows:
1. Ownership of games
2. Ownership of virtual items
3. New decentralized marketplaces
4. Publishing of games

MARKET OPPORTUNITIES 
By integrating blockchain into the gaming value chain, we see three funda-
mental changes taking place: (1) Gamers will fully own their digital and virtual 
assets, (2) new revenue streams will emerge for gamers, and (3) the publish-
ing process will be more efficient and lucrative, because even though Gam-
ers enter at lower price points, they will be spending more on in-game items. 
Together these three changes give Gamers better choices with incremental 
revenue for developers. 

Gamers historically have driven the adoption of new technology in entertain-
ment. From computers to DVDs on through Blu-Ray technology and beyond, 
many of the gadgets the public at large use today were developed thanks to 
demand from Gamers. Now, in 2018, the blockchain stands as the next major 
port of innovation that Gamers can make mainstream for late-adopting con-
sumers. 

The Kinguin.io     
Ecosystem
The Kinguin.io ecosystem is about delivering value to all actors in the ecosys-
tem: Gamers, game developers, viewers, and service providers.
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OWNERSHIP OF GAMES
The Kinguin.io universe begins with the credo that Gamers deserve to own 
their digital games and assets in every meaningful sense. Our concern with 
projects tied to third-party publishers invokes an economic philosophy: any 
market which relies on centralized access to supply can be manipulated by the 
suppliers, so that all other participants must comply with their terms. When a 
few companies together control “best practices” for pricing and monetization 
in the market, other value creators operate at the goodwill of those in charge. 
With Kinguin.io, Gamers can actually take control of their industry. They can 
own, trade, and potentially resell the digital games they accumulate through-
out their gaming lives, and in the process become value creators in addition 
to consumers.

True ownership of games

Currently much in the way of digital ownership depends upon trusting a cen-
tralized party like the developer, a publisher, or some kind of platform. First, 
there is the misguided notion that publishers will voluntarily share revenue 
from their games. Then there is the related assumption that publishers intend 
to cooperate with third parties to develop, grow, and invest in the total market. 
It is very difficult to find any quantifiable evidence in support of these shaky 
assumptions. Only smaller, indie publishers actually follow through on these 
tenets.

Trading games

Constant experimentation has taught us that free trade with digital products 
is the single most effective mechanism against the unfair exploitation of Gam-
ers. Now, for the first time, a technology exists that puts the communal goal 
for a free marketplace within reach. When it comes to trading digital games, 
it is nearly impossible for someone to tell if a digital code has been claimed 
or used until they try it themselves. As one consequence of this ambiguity, 
Gamers had to resort to third-party centralized marketplaces in order to trans-
act digital games. The blockchain fixes that issue with a trustless version of 
trade. On Kinguin.io, game buyers receive a clean copy of the requested game, 
and thanks to smart contracts, sellers receive exactly the amount of Krowns 
agreed upon in return.

The Legality Of It All

In a European Court of Justice (ECJ) ruling on 3 July, 2012, the court deter-
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mined that the first sale of an intangible copy of a computer program by means 
of download from the Internet onto the customer’s device with the copyright 
holder’s consent, constituted exhaustion of the distribution right to that copy. 
This gives EU Gamers the legal right to resell their games and in-game assets. 

“Article 4(2) of Directive 2009/24/EC of the European Parliament and of the 
Council of 23 April 2009 on the legal protection of computer programs must 
be interpreted as meaning that the right of distribution of a copy of a com-
puter program is exhausted if the copyright holder who has authorised, even 
free of charge, the downloading of that copy from the internet onto a data 
carrier has also conferred, in return for payment of a fee intended to enable 
him to obtain a remuneration corresponding to the economic value of the 
copy of the work of which he is the proprietor, a right to use that copy for an 
unlimited period.

Articles 4(2) and 5(1) of Directive 2009/24 must be interpreted as meaning 
that, in the event of the resale of a user licence entailing the resale of a copy 
of a computer program downloaded from the copyright holder’s website, 
that licence having originally been granted by that rightholder to the first 
acquirer for an unlimited period in return for payment of a fee intended to en-
able the rightholder to obtain a remuneration corresponding to the economic 
value of that copy of his work, the second acquirer of the licence, as well as 
any subsequent acquirer of it, will be able to rely on the exhaustion of the 
distribution right under Article 4(2) of that directive, and hence be regarded 
as lawful acquirers of a copy of a computer program within the meaning of 
Article 5(1) of that directive and benefit from the right of reproduction provid-
ed for in that provision.” 2

This means that the Kinguin.io ecosystem has the legal support of the ECJ to 
support the Gamer community in reselling what they have already purchased 
legally. 

OWNERSHIP OF VIRTUAL ITEMS
For the first time in online gaming history, Gamers can fully own their in-game 
items and trade them for other items. This is made possible by Krowns, the 
cryptocurrency of Kinguin.io.

2 	 http://curia.europa.eu/juris/document/document.jsf?docid=124564&doclang=EN
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Owning virtual items

The Kinguin.io ecosystem is a place where skilled professionals (Gamers) can 
ply their trades for barter (video games, in-game items, services) or for curren-
cy (Krowns). The wall of technology which secures this ecosystem is remark-
able. The blockchain logs each and every item to ensure that each account 
stays in perfect balance, that no item goes lost, and that each contributor is 
fairly compensated. Each in-game item transacted on the Kinguin.io platform 
will have a corresponding signature in the blockchain as a guarantee against 
fraud. For the first time in the industry’s history, Gamers will fully own their in-
game items, from point of purchase until point of resale or trade. 

This cryptographically secure system is an advantage not only for casual 
Gamers but even more so for careerists and developers who wish to profit 
from the Kinguin.io marketplace. The platform is so flexible that developers 
can adjust their settings to suit the games they publish and the audiences for 
which they publish. Even if a developer does not wish to enable trading across 
games, the Gamers who play the published game can still buy, own, and sell 
items within that game’s universe. 

Trading virtual items

The beauty of the Kinguin.io platform is that anyone in the marketplace can 
offer value. Even Gamers totally new to the marketplace can find ways to cap-
italize on the value they add through gaming. However, the main way Gamers 
can earn value on Kinguin.io is through trading virtual items.

The chatbot and the blockchain are the two core technologies which unlock 
the potential to trade virtual goods in gaming. From the Gamer’s perspective, 
the process of trading digital goods could not be easier than on Kinguin.io. 
All the Gamer needs to know is how to navigate between his or her wallet, the 
Kinguin.io platform, and the chatbot interface (further details available in the 
Use Case section). For the Gamer, the Kinguin.io chatbot interfaces with the 
blockchain to enable ease of use and confidence in the platform. The aware-
ness that each transaction is cryptographically secured will help encourage 
Gamers to get involved in the marketplace. 

The main incentive to get involved in the marketplace is the opportunity to 
earn Krowns. Kinguin already enjoys a solid user base from our time as a mer-
chant for CD-keys. For the near future, we anticipate a domino effect where 
early adopters realize the value potential of the platform and begin trading 
items (and inviting friends and referrals to trade items) on Kinguin.io, inviting 
others to join them in the trade. 
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NEW DECENTRALIZED MARKETS
Kinguin.io operates under the belief that a gaming marketplace should cater 
to the wants and needs of its participants. Yet even this seemingly obvious as-
sumption counts as a breakthrough in online gaming. This is a market whose 
largest companies possess neither the flexibility nor the financial motivation 
to reciprocate any of the value their userbases add to gaming.

The first main factor working against current markets is cost. Marketplaces 
which do not make use of blockchain technology must resort to third-party 
payment services to collect revenue from Gamers. These payment services 
essentially take high fees straight out of Gamers’ or developers’ wallets, fees 
which subtract a large portion of a virtual item’s actual value. Gamers subject 
to this payment-services dilemma are like car owners whose outdated vehi-
cles guzzle gas out of proportion to what it should cost to get around.

Gamers also face doubt that in-game items they buy or sell will reach their 
rightful destinations. There is significant counterparty risk to Gamers looking 
to trade in-game goods today. In order to make a trade, these Gamers must 
submit the digital code which is itself the entire product. Consequently, Gam-
ers are putting themselves totally at the mercy of both the platform and also 
scammers who might intercept the digital code. The Kinguin.io blockchain 
eliminates that trust issue. The blockchain acts as a digital backup to all vir-
tual goods transacted on the platform. That way, Gamers don’t have to worry 
that their assets will disappear or lose value.

Finally, many major markets simply are not flexible enough for the trading 
of virtual items, especially for different receivables like games and services. 
Imagine a grocery store that sells only Granny Smith apples and only accepts 
nickels. Gamers encounter a similar frustration on existing major markets 
which only allow certain kinds of trades. As mentioned in the previous section, 
chatbots and the blockchain account for the supermarket-like flexibility of the 
Kinguin.io platform.

Efficient Markets

Already the old Kinguin market is one of the more affordable options for Gam-
ers to purchase CD-keys and product keys for their favorite games. We have 
brought this quality of thrift to the new marketplace. Not only can Gamers 
find their favorite games at lower prices, they also can enjoy extremely low 
transaction costs in all value exchanges, thanks to Krowns. We have seen how 
cryptocurrency has reduced transaction fees in industries varying from art to 
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computing to medicine. Now it is time Gamers took advantage of the same 
utility.  

Trustless Markets

A trustless market is one that has high levels of transparency and accounta-
bility so that trust is not required in order for transactions to take place. Both 
digital assets and Krowns can be exchanged in an entirely trustless fashion 
on the Kinguin.io platform. Smart contracts are the core technology which 
enables this functionality. When two Kinguin.io users agree on a transaction, 
the trade only takes place once both parties have fulfilled the obligations par-
ticular to the trade. The trade takes place nearly instantly once all conditions 
have been met. What’s more, the details of the trade are logged to a perma-
nent and public record on the blockchain. Therefore we anticipate few if any 
disputes will arise from trades executed on the new platform. And if one or 
both parties to a trade wish to dispute a transaction, Kinguin.io easily will be 
able to objectively resolve the dispute by pulling up the blockchain record of 
the transaction. 

Additionally,the logging of ownership on the blockchain does more than re-
duce our customer service workload. For the gaming market as a whole, trus-
tless trade completely changes the meaning of virtual goods. Before, gam-
ers faced significant trust issues in the ownership, authenticity, and trade of 
in-game items. Now, with trust issues removed from the value chain, virtual 
goods can be seen as a kind of currency in and of themselves. As a result of 
this newfound utility, trade will explode in online gaming.

New Markets

Kinguin.io has the potential to create entirely new markets in online gaming. 
Recent history shows crypto-markets emerge seemingly overnight for com-
panies and brands which exploit pressure points in the total market. One area 
we see expanding from scratch is the trade of online services. Case in point: 
marketplaces like Upwork (14 million users, $1+ billion annual revenue) have 
opened up new avenues for self-employed content creators around the world. 
What will happen as these people realize that they can make additional money 
as Gamers? We expect this type of content creator is one of many which will 
migrate to our platform.
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PUBLISHING OF GAMES
Video-game publishing today has pitfalls. For one thing, market forces, such 
as the cost of distributing a game, hinder value creation for developers. Un-
fortunately for developers, the status quo in the gaming market dictates that 
they re-up their initial investment in order to distribute a game. Forced to sign 
on with major game platforms, those wishing to publish games often must do 
so without firm payment guarantees. It can be difficult or impossible for devel-
opers to negotiate fair revenue-sharing terms with a major publisher. 

Other factors work against the publishing industry as it exists today. Once 
the game is published through a major game platform, there is no guarantee 
against malware and corrupted software. This uncertainty puts Gamers at 
risk of downloading corrupted games and leads to fewer downloads. Moreo-
ver, budgetary constraints limit the number of team members who can work 
on a game to begin with, making it more likely that any given game will lan-
guish in development hell.

Direct publishing

As a barrier against corruption, smart contracts remove nagging uncertain-
ty from the game publishing process. Thanks to the blockchain, developers 
can be sure that the terms under which the game is being published will not 
change. Developers also are free at any point to change their preferred pay-
ment method. Thus if a game is not selling as well as a developer may have 
hoped, he or she may change the game to free download and profit instead off 
the distribution of in-game items or upgrades.

Trustless Distribution

The financial benefits of publishing a game on Kinguin.io extend beyond mere-
ly changing payment settings. It’s possible for developers at any time to view 
the entire transaction history existing between their game and all the game’s 
users. From this data, developers can extract insights which may well help 
them market the game, for example. The mere existence of a transaction re-
cord makes developers’ lives easier, removing the need to manually track pur-
chases. 

Smart distribution

With smart contracts comes smart distribution of funds for developers. The 
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main benefit of this feature is that a single developer can build an entire team 
and easily distribute funds through payroll or salary payments. The reality of 
game publishing is that most developers would prefer to be able to work on 
teams to release games faster and at a higher-quality. Automatic pay distri-
bution lowers the barrier to entry for developers to work with one another and 
with other skilled professionals on the Kinguin.io platform. Plus, professionals 
easily can connect with one another through chatbot technology which un-
locks the network potential inherent to the platform.

Competitive        
Landscape
Currently there are several companies providing individual pieces of a gaming 
ecosystem. Some companies provide a marketplace for reselling games and 
digital assets, but without the blockchain technology that makes the market 
open and trustless. There are also many companies offering cryptocurrencies, 
but without the marketplace to use the tokens. And there are currently no ma-
jor marketplaces outside of streaming where Gamers can capitalize on their 
skills and knowledge and even in the case of streaming, it is quite limited.

Only Kinguin.io offers an open ecosystem where 7 million participants already 
conduct more than 15,000 transactions per day. On the Kinguin.io ecosystem, 
participants of all kinds can trade and resell digital assets or market them-
selves using blockchain technology and cryptocurrency in an open and free 
marketplace.

This approach will beget new competitors as it proves itself, however, Kinguin 
has the advantage of being the first with an open and Gamer-driven market-
place with a robust and active customer and merchant community of more 
than 7 million Gamers. 
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Kinguin.io and why it 
matters
Kinguin is known and trusted by more than 7 million Gamers worldwide for 
our affordable and trustworthy keys, sold through our current marketplace. 
Kinguin has helped them save more than $175 million while creating almost 
$100 million in sales last year.

Kinguin also owns and sponsors a professional eSports team, which gives 
us a very unique perspective on knowing both the Gamer and eSports indus-
tries. In addition, our Indie Valley marketplace allows developers to avoid giv-
ing the majority of their profits to large publishers (and so games go direct to 
consumers). Consequently, Kinguin alone knows how to reach Gamers, mer-
chants, content producers, and developers. 

This understanding puts Kinguin in a unique position to create a market and 
entire ecosystem built around the Kinguin Krown cryptocurrency, blockchain 
technology, and smart contracts.

Kinguin’s Mission
The following points summarize the Kinguin mission to create a free market 
that unlocks the full potential of Gamers’ personal rights.
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1. Everyone should have full access to great gaming experiences. 
This core belief drives us to build services and locations that support the 
free economy.

2. All your loot belongs to you. In other words, all purchased or won digi-
tal assets belong to the Gamer who purchased or won them.

3. Gamers deserve a gaming market that works in their favor. Years 
of forced regional pricing on digital games and items have coalesced into 
a player-hostile market for digital games, items, and services. All archaic 
implementations of Digital Rights Management (DRM) by definition3 limit 
Gamers’ economic range of expression. Cryptocurrency is set to shatter 
the glass ceiling imposed on the market by outdated factors like DRM and 
forced regional pricing.

4. The gaming market needs a model for a free marketplace. For the 
first time in the history of online gaming, it is possible for anyone anywhere 
to monetize virtually anything. Despite this universal potential, no market-
place has capitalized on new market channels. Industry giants place nu-
merical valuations on Gamers, yet individual Gamers take little to no reward 
from value they themselves create. By unlocking the value creators’ poten-
tial, Kinguin.io aims to set the standard for industry competition.

5. Krowns support player rights and a free marketplace. Gamers bring 
a wealth of value to the marketplace, ranging from expertise and skills to 
playtime and loot. We believe there should be no artificial restrictions sup-
pressing Gamers’ potential to monetize these goods and services. Block-
chain technology supercharges that core belief into a reality where new 
streams of revenue await the focused Gamer. To that end, Kinguin.io will 
introduce the Krown as an emblem for skilled Gamers to exchange value 
anywhere in the marketplace. The global gaming economy (not to mention 
the advertisers and sponsors which also stand to profit) gains a model for 
a decentralized marketplace as a direct consequence of Krowns. Infused 
with new customers and revenue streams, value creators will be freed to 
fulfill their actual earning potential with Krowns.

3 	 http://searchcio.techtarget.com/definition/digital-rights-management
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Technology
Kinguin.io uses the Ethereum blockchain network as a ledger (or system of ac-
countancy) completely secured from attacks, fraud, and data mutability. Every 
bit of information, from the first block to the one-hundred millionth Krown, pro-
cesses securely through smart contracts. As a result, Gamers and merchants 
can trade with confidence, see proof of ownership, and access historical data 
from all transactions ever recorded.

BLUEPRINT
To offer users the best possible trading experience, the newly devised Kinguin.
io platform combines three main technological elements: the Ethereum block-
chain network, smart contracts, and decentralized apps.

Ethereum blockchain network

Blockchain defined broadly is “a technology for creating permanent, secure 
digital recordings that don’t rely on any single person or group.”4 It is arguably 
the first truly radical technological innovation of the 21st century, for the rea-
son that no single government, institution, organization, or person may effec-
tively run one as there would be too few users providing proof of work and au-
thenticity. This lack of users worldwide would reduce the complexity required 
to tamper with the blockchain in question, rendering the blockchain less se-
cure and trustworthy. Many hundreds of blockchains exist for the purpose of 
distributing information across a diverse portfolio of industries, ranging from 
art to computing to medicine. The information a blockchain distributes usual-
ly contains sensitive properties such as identification and currency.  

While the first iteration of blockchain recorded Bitcoin transactions, this is a 
technology which can record any information. For Kinguin.io, the Ethereum5 
blockchain records four critical pieces of information: user hash, tx (=trans-

4 	 https://decryptionary.com/dictionary/blockchain
5 	 https://ethereum.org
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action) hash, amount, and time. Whereas the Bitcoin blockchain functions 
purely as a list of transactions, the basic unit of Ethereum is the account. 
It is described by its creators as “suited for applications that automate di-
rect interaction between peers or facilitate coordinated group action across 
a network.”6 Both of these broad use cases hold special relevance to Kinguin.
io, an ecosystem of user-created accounts which lends itself to Ethereum’s 
accounts-based model.

Ethereum holds the crucial advantage that its average block time—about 12 
seconds—is much shorter than the ten minutes or so it takes to mine a block 
within the Bitcoin network. Consequently, while Bitcoin transactions normally 
take a few minutes to clear, Ethereum transactions clear near-instantly7.

Smart Contracts

A smart contract records and facilitates transactions of goods, items, or ser-
vices. For our purposes, smart contracts receive, store, and send Krowns 
(plus user hash, tx hash, and timestamp) according to unalterable algorith-
mic instructions. It does this only once the terms agreed upon by both trans-
acting parties have been fulfilled. In other words, the transition state of each 
account updates immediately and registers permanently on the Blockchain. 
Thus smart contracts provide an extra layer of protection for Gamers accruing 
value on the Kinguin.io platform.

6 	 http://ethdocs.org/en/latest/introduction/what-is-ethereum.html
7 	 https://etherscan.io/chart/blocktime
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Kinguin.io smart contracts execute on Ethereum, the largest decentralized 
network in crypto. At its core, Ethereum is analogous to a book of records 
where each block represents a single page of digitized information. This ledg-
er of recorded information secures itself through cryptographic distribution 
across nodes within its host network. Because every node runs every algo-
rithmic calculations, it is both impractical and almost impossible to make ar-
bitrary requests from the network. Instead, entities called oracles scan the 
blockchain for significant events and publish the results of their queries back 
to the smart contract.

Decentralized apps

Beyond its designation as a cryptocurrency, Ethereum also works as a soft-
ware platform with its own programming language called Solidity. Smart 
contracts running on Ethereum permit multiple apps to interact with any 
piece of information. Further, because Ethereum runs on the blockchain, de-
velopers can create and publish decentralized applications on the Kinguin.io 
platform. Distributed throughout the blockchain, these applications can inter-
act with one another through events such as microtransactions mitigated by 
smart contracts.

Over time, a library of useful functionality accumulates both gradually (one 
event at a time) and quickly (each microtransaction taking only a few seconds 
to process). Microtransactions actually take a long time compared to most 
events in the library of decentralized apps. Such a rich environment combined 
with the opportunity to earn Krowns encourages developers to build out new 
features, to the benefit of the Kinguin.io community at large.

ARCHITECTURE
The Ethereum blockchain network, smart contracts, and decentralized apps 
combine to enable a microservice architecture supported by API, database, 
and chatbot technology.

Microservices

We are constructing the new marketplace using microservice architecture. 
In this architectural style, applications couple together in a loose structure 
known as a collection. Within this structure, applications collect users and 
distribute their contributions to the community, a process which allows for 
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the steady and rapid accrual of value. 

From a thousand-foot-view, we can describe the microservice architecture as 
a city of continuous activity hosted, delivered, and deployed by a large, com-
plex network of applications. To users, though, the microservice architecture 
will seem effortless compared to convoluted trade environments of old. The 
only basics a Kinguin.io user needs to know is how to navigate between chat, 
wallet, and website. Further, our user-friendly GUI makes it a cinch for devel-
opers and value creators to go from idea to implementation.

API
To take a closer look at the system architecture is to consider how the micro-
services reach our users. This happens via Application Programming Interfac-
es (API).

API clients act as the bridge between the backend of the Kinguin.io trading 
platform and the outside world. In practice, these instructions simplify groups 
of code for better interaction with third-party clients (see the above diagram). 

These API provide programmatic access to read user inventories, create new 
trades, access user profiles, match oracles to smart contracts, and generally 
interact with all system entities. Kinguin.io keeps its API in line with industry 
standard as set by top API like Netflix and Facebook.   
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DATABASE
Cassandra is our highly scalable, executable, and distributed database. To 
scale gracefully we rely on Cassandra to process varying data across many 
commodity servers. This linkage ensures maximum availability with no sin-
gle point of failure.

High-end services including Netflix, Facebook, and Booking.com run Cassan-
dra. This is a premier database millions of customers around the globe entrust 
with their digital livelihoods. Fast network speeds and virtually no downtime 
mean Kinguin.io users and employees encounter little resistance in day-to-day 
functionality.

ADOPTION & GO-TO-MARKET
In order to maximize the adoption and usage rate of the proposed Kinguin.io 
features, Kinguin will leverage its already existing marketplace reach of over 7 
million customers who conducted more than $92 million USD in trade on Kin-
guin in 2017. As well as leverage Kinguins growing group of over 4,000 active 
merchants who see 15,000 trades a day thanks to Kinguins current platform.
Kinguin has also been working with other gaming companies, including ESL 
-- the largest eSports league in the world -- to produce a series of crypto-col-
lectible trading cards and a crypto-token ecosystem that would allow Gamers 
to support their favorite athletes using the Krown token as the primary means 
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of payment. This partnership will also give us the ability to promote Krowns 
and Kinguin Trading Cards at some of the largest eSports events in the world, 
including ESL and IEM tournaments.

SPONSORSHIPS
Kinguin already has a well established series of sponsorships, most notably 
Team Kinguin, the professional esports team. Kinguin will leverage existing 
sponsorship engagements as well as evaluate and develop new sponsorship 
opportunities allowing Kinguin.io to establish a strong presence within new 
niche communities in the overall gaming industry. With key opinion leaders 
giving their stamp of approval through sponsorship engagements and execu-
tions, Kinguin.io will be able to quickly gain the trust of new potential users.

AFFILIATES PROGRAM
The current Kinguin Affiliate Program already boasts over 53,000 affiliates 
and partners. These affiliates will also become ambassadors for the Kinguin.
io platform and various associated features. These affiliates touch all corners 
of the gaming industry.
The affiliate program is also set to grow and expand into key markets such 
as south east asia, the middle east, and south america as the Kinguin brand 
continues to grow and develop around the world. These affiliates will be key 
players in terms of spreading awareness of Kinguin and all associated bene-
fits of using Kinguin as a platform for game-related trade.

INDIE VALLEY
Kinguin has been making strides with indie developers in the gaming industry 
by offering them a platform to sell their games directly to consumers without 
having to worry about a third party publisher eating up their margins. Kinguin 
already has over 100 indie developers as partners in the Indie Valley program, 
and projects to have double this amount by next year.

This current stable of developers offers a great springboard to launch and 
demonstrate the effectiveness of the new publishing and monetization fea-
tures proposed in this whitepaper.
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CHATBOTS
One of the keys to creating a distributed and open marketplace without heavy 
reliance on human help, is the use of chatbots. A chatbot is software that 
automates tasks within a conversational interface. By combining two main 
ingredients—Kinguin in-house experience and machine learning—our chatbot 
will interact with each user, on a one-to-one basis, in her preferred messaging 
client. 

And we do mean preferred—chatbots deployed on Kinguin currently enjoy a 
96% satisfaction rate among users contacting our 24/7 LiveChat Support.

The two-step process consists of (1) adding the Kinguin.io chatbot as a friend 

and (2) messaging it. In response, the Kinguin.io chatbot optimizes for speed 
of transaction and price plus quality of seller.

The chatbot parses user input with natural language processing (NLP) and a 
virtual neural network which updates similar to the way intelligence improves 
within the human brain. Chatbots’ learning models constantly acquire new 
instructions from an ever-expanding dataset of conversational transactions. 
Powered in part by Google’s Dialogflow API, our chatbot lives on Discord, Mes-
senger, and any of the other messaging clients connected by our API to Kin-
guin.io.
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MC2 Solutions: 
Blockchain/Tech 
provider
To ensure the highest level of competency, our smart contracts are devel-
oped by MC2 Solutions, a company renowned for its ability to deploy com-
plex solutions at the highest global quality and security standards.

MC2 for years has carried out large projects in both the private and public sec-
tors, including work contracted by the Polish Ministry of Digital Affairs. 

Kinguin is a shareholder in MC2 and the two companies share high levels of 

strategic alignment and trust. MC2 specializes in blockchain development, ar-
tificial intelligence, and big data solutions—a competency and range which 
perfectly aligns with the Kinguin.io vision. 

As our neighbor in Warsaw, multiple MC2 teams enjoy comprehensive access 
to and seamless communication with Kinguin. MC2 follows the executive 
leadership of Anna Streżynska, the former Polish Minister of Digital Affairs 
and current advisor to Kinguin.io. 

Further MC2 information is available at their website.
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Kinguin.io at a Glance
In 2013 Kinguin opened the door to the first marketplace where Gamers could 
sell their secondary cd-keys, thus pioneering the secondary market for digital 
games. Five years after our inception, we’ve saved our gaming community 
more than $175 million.

KEY FIGURES
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Kinguin’s Leadership 
Team
VIKTOR WANLI Founder & CEO

• CEO of Team Kinguin SA, the salient eSport organization in Poland 
• CEO of Kinguin Franchising Systems, a company created to establis-

esports hubs around the world
• Visionary for gaming and the esports ecosystem since 2007

NASHAT WANLI Chief Technology Officer

• Entrepreneur and pioneering technologist with 18+ years of international 
experience

• Previous companies include VMware and Sciant
• Implementer of virtualization technologies since 2009

VILI KASTREV Chief Consumer Sales Officer

• 7+ years of experience in Kinguin and Viwa Entertainment
• 5+ years as CCSO in Kinguin
• 25 successful launches of online stores
• More than 50 sales modules successfully released
• 15 years of e-commerce experience

MARCIN GAWRYŚ Chief Legal Officer

• Attorney-at-law with 9+ years of legal experience in the fields of commer-
cial and corporate law, IP/IT law,  labor law, e-commerce regulations, and 
M&A transactions

• In-House lawyer providing legal guidance and strategic advice for eSport, 
gaming and e-commerce industry

• Former Senior Corporate Lawyer and Head of Legal Department at G2A.
com

ADAM GRUDA Chief Customer Officer

• Operational manager with 8 years of experience leading high-budget in-
ternational 
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• projects and building/running organizational units
• Former COO at Kinguin with more than 6 years of experience within the 

company
• Expertise in fraud risk management, sales, marketing, and HR
• Leads daily development and management of projects and divisions 

working toward desired ROI and KPI levels

Note:	for	crypto/security	reasons,	we	have	omitted	team	members	from	this	list.	

ICO Team
Kinguin.io boasts a terrific team working around the clock to make features, 
updates, integrations, and new media available to the public.

W. ALEX BEST Blockchain Engineering

Affectionately known to teammates and Gamers alike as “Amp,” our back-
end developer built the app that spawned Kinguin.io’s new InsertKoin 
service. Amp also does active development of embedded systems on 
Twitch. Previously he designed and produced an all-in-one smart home 
system for Nexushaus and published a paper on Palladiated Ubiquitin in 
the Journal for the American Society of Mass Spectrometry. Amp brings 
a singular, affable, and altogether Texan pride to his work as well as Kin-
guin.io team meetings and group chats.

STIJN TILBORGHS Machine Learning and Business Analysis

A proud data geek, Stijn worked in several international sales and busi-
ness roles for eight years, with clients spanning the spectrum from start-
ups to family businesses to corporations. He is our bridge between data 
and business outcomes. Stijn achieved “top solver” ranking on Crowdana-
lytix, an honor earned by just nine of the more than 19,000 data scientists 
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on the platform. As part of our team, he runs an economic simulation of 
the Kinguin.io platform that would take volumes to describe. Our favorite 
Business Analyst is also a Quake 3 veteran and professional FOMO inves-
tor.

CAMERON CARSON Campaign Director

Cameron is an esports and gaming veteran, having been involved in the 
industry since 2006. He has worked with some of the biggest names in 
the space, such as Fnatic, where he helped grow the team’s digital pres-
ence to the largest of any esports team in the world as senior editor and 
social media manager. After obtaining his Honors Bachelor of Commerce, 
he moved to China, where he worked as an Overseas Marketing and Com-
munity Manager at one of China’s largest mobile game developer/pub-
lishers. Cameron then moved on to a short stint at a robotics startup 
and eventually to a digital marketing agency focused on helping Chinese 
companies market abroad.

SEBASTIAN HARDER Creative Lead

Sebastian started his career as a Graphic Design Intern at Danmarks Ra-
dio, the Danish equivalent to the BBC. Over a four-year period, he rose 
through the ranks to become Art Director of the Children’s TV Department 
in said establishment. Up to his waist in bureaucracy, Sebastian worked 
for a time as Senior Digital Designer at the acclaimed design agency Hey-
day. Then one day, we approached him with an offer he couldn’t refuse to 
join our ICO. The rest is history.

PETER MACKOWIAK Technical Writing

A self-described word nerd, Peter is the caffeinated scribe behind the 
whitepaper and some of the blog posts you may have seen from Kinguin.
io. He worked as a freelance writer for four years, including a spell as the 
lead copywriter for the Chummy App, before joining Kinguin.io. For leisure 
Peter enjoys reading, traveling, and gleaning life hacks from his much bet-
ter adjusted younger siblings.
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JONAS SJOLUND Assisting Project Manager

Jonas currently is a law student at Kobenhavns Universitet and helps 
Kinguin.io meet the complicated standards of the market for blockchain 
technology which until recently did not exist. Much of his work comprises 
research of issues that require a nuanced understanding of details that 
remain inscrutable to the rest of the team. When he’s not studying, you 
can find Jonas enjoying the finer things in life, including but not limited to 
bouldering, video games, and professional debate.

JONATHAN FISK Moving Images

On Kinguin.io, Jonathan is to video what Sebastian is to art. A young cre-
ative filmmaker, he previously worked with Breeze Internet and Television 
(BIT) and also “crashed” weddings and corporate events in the capacity 
of paid videographer. A dual American-Belgian citizen, Jonathan counts 
himself as a digital nomad even when working from his native Leuven. 
Other high-profile clients of Jonathan’s include the Stella Artois Leuven 
Bears, Turtle Entertainment, IGN, and Level99.

DRAGON LEE Cryptocurrencies Lead Expert

Dragon is a serial entrepreneur, Cryptocurrencies lead expert, an experi-
enced executive in the Blockchain technology.
He has 9 years of cryptocurrency experience and IT background. He pro-
motes Blockchain technology and the next generation decentralized ap-
plications to the Fortune 500 companies. @GBCE founder
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MC2 Leadership 
Team
Anna Streżynska spearheads the MC2 leadership team which includes lu-
minaries Arkadiusz Szczebiot (Vice President of the Board) and Robert Kal-
barczyk (Vice President of the Board). 

ANNA STREŻYNSKA President of the Management Board

• Polish Minister of Digital Affairs from 2015-2018
• Former senior advisor to the Polish Ministry
• Alumni of University of Warsaw Faculty of Law and Administration
• Former Chairman of the Board at Wielkopolska Broadband Network
• Recipient of the Bene Merito Honor Badge and the Andrzej Baczkowski 

award for combating Polish Telecom

ARKADIUSZ SZCZEBIOT Chief Technology Officer

• Former Chief Technology Officer at the Ministry of Digital Affairs in Poland
• As CTO, supervised the operations of the entire IT Division and all subordi-

nate units
• Former Chairman of the Board of IT Directors in Government Administra-

tion in Poland, as well as Vice President of the Architecture Council
• 16+ years of experience in IT roles and leadership

ROBERT KALBARCZYK Chief Operating Officer

• Holds a Masters degree in Economics and Business Organization, an Ad-
vanced 

• Masters in Project Management, and several related certifications
• 20+ years of experience in change management in modern ICT
• 10+ years of experience in business transformation
• 6 years of experience building and creating a brand
• Specializes in business strategy and development; change management; 

marketing; process migration; service management; and deformalization, 
among other areas
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Anna’s biography can be found in the Advisors section of this whitepaper. Ark-
adiusz brings international brand experience to the table (with Pfizer and Zoe-
tis) as well as service in the public sector (alongside Anna Strezynska). Robert 
is an expert in business management, with focuses on business strategy and 
development, change management, marketing, process migration, service 
management, re-engineering, Lean, 6 Sigma, automation, and de-formaliza-
tion.

Advisors
• Founding Partner of BITKRAFT Esports Ventures,         

the world’s first dedicated esports investment fund
• Co-founder and Chairman of esports team G2 Esports
• Co-founder and CEO of DOJO madness, the leading big 

data company in esports
• Widely considered the “Godfather of esports,” having 

founded ESL in 2000 after starting his first esports ser-
vice in 1997. As CEO, he grew ESL into the world’s most 
prestigious esports brand and the first esports compa-
ny to be acquired by a traditional media organization 
(MTG)

• Attorney and investor focusing on gaming and esports
• 25+ years of involvement in all aspects of the casino 

and gaming industries as well as in Gaming and es-
ports

• Represents public and private gaming companies be-
fore various state regulatory bodies and jurisdictions

• President and CEO of many casino holding and public 
gaming technology companies, employing thousands

• Investor and advisor on more than $2 billion worth of 
project finance and mergers/acquisitions in the casi-
no/gaming technology/iGaming/esports and energy 
and utility spaces

31



• Polish Minister of Digital Affairs from 2015-2018
• Former senior advisor to the Polish Ministry
• Alumni of University of Warsaw’s Faculty of Law and 

Administration
• Former Chairman of the Board at Wielkopolska Broad-

band Network
• Recipient of the Bene Merito Honor Badge and the An-

drzej Baczkowski award for combating Polish Telecom
• President of the Management Board at MC2, the com-

pany which provides Kinguin.io with blockchain and 
smart contract solutions and expertise

• Russia’s most prolific investor in emerging tech
• Founder and director of the Gruppa Komoaniy Familia
• Creator of SHULGIN, an eponymous music entertain-

ment company
• Serves on the Expert Counsel under the Prime Minis-

ter of the Russian Federation
• Recent investments include Bitfury, DotBlockchain-

Media
• World-famous composer, author, and frequent lectur-

er at government institutions, universities, conferenc-
es, and corporate events

• Executive Chairmain Asia for ESL, the largest esports 
league in the world

• Strategic advisor to MTGx portfolio companies for 
the Asia markets

• Co-founded several venture-backed esports and 
gaming companies

• Previously worked with Gigamedia Limited, Softbank 
Venture Capital, and McKinsey and Company
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• Professional crypto trader and entrepreneur
• Cryptocurrency portfolio boasts 3,000+% returns
• Specializes in spotting hidden gems in the crypto 

market
• Educates newcomes to crypto through an active so-

cial media presence

• Partner at Unity Group Private Equity
• High Commissioner for the World Business Angel 

Forum in Singapore
• Started, built, bought, and sold half a dozen business-

es in a range of industries across two continents
• Directs multiple companies and co-founded The 

Marketing Group PLC
• Board member at multiple listed and private companies
• Authored two best-selling books: Progressive Part-

nerships—The FUTURE of Business and Agglomer-
ate—Idea to IPO in 12 Months

• Regularly invited to speak at conferences and on tel-
evision around the world

• Chief Investments Officer of the Eastmore Group, a 
hedge fund with offices in the US, Canada, Europe, 
Hong Kong, and Japan

• Masters in Applied Mathematics from Harvard Uni-
versity

• Masters in Engineering from Ecole Centrale Paris
• Experienced crypto-investor and -influencer
• Financial advisor to Bancor, a project which raised a 

then-record $153 million ICO in June 2017
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• CEO and Co-founder of FirstBlood, a block-
chain-based esports competition platform which 
counts itself among the first successful Ethereum 
fundraising projects

• Founder and former CEO of Alt-Options, the first US-
based Bitcoin options trading platform

• Partner at NewBlock Capital, an investment fund 
that focuses on FinTech and Blockchain

• Chartered anti-money-laundering specialist (ACAMS)

• Head of Equity Derivatives activities at Exane Amer-
ica

• 15 years of industry experience working for JP Mor-
gan in London, Natixis in Paris, Exane in New York

• Combines deep knowledge of financial industry with 
extensive network
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Overview: Krowns
An emblem for a new generation of online players looking to monetize their 
game, enabling a global gaming community to profit from the buildout and 
adoption of a decentralized ecosystem.

Utilizing Ethereum Smart Contract Kinguin is introducing an ERC-23 standard 
token named Krowns. 

KROWNS
Krowns will enable all Gamers to profit from their skills anywhere 
in the marketplace. Gamers can use these emblems to buy digital 
games, items, and services. That distribution of options includes the 
opportunity to buy extra merchant services such as premium mar-
keting spots and targeted sales campaigns. All transactions on Kin-
guin.io will require Krowns. 

GOLDKROWNS
To strengthen the ecosystem further, we also will release GoldKrowns. 
In the Kinguin universe, gold is an exclusively giftable state of Krowns. 
GoldKrowns will function as an emblem to support content creators 
within the gaming community. Content creators in gaming/esports 
not only are the best entertainers in the space, they are also provide 
the community with the best means of discovering new games and 
services. Only accredited content creators and streamers will be el-
igible to receive GoldKrowns. When a value creator receives a Gold-
Krown, the emblem can be transmuted into Krowns, which then can 
be transferred into fiat currency.

As Kinguin adds new services, like Smart Publishing and the Micro-Service 
economy, those services will exclusively use Krowns on our marketplace. 

All cryptocurrency wallets supporting ether, including MEW, MetaMask, Mist, 
Parity, and Ethereum Wallet support ERC-23 compliant tokens. 
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Token Economics
Following the Pre-ICO Round, the Kinguin.io ICO will take place. 30 million KRS 
tokens will be for sale. Part of it will be sold for a fixed value with the rest be-
ing sold according to the market rate depending on the size of the monetary 
contribution in each period. Therefore, we do not have a hard cap for our entire 
token sale. As we are an established company with positive cash flow and 
roughly $100 million USD in revenue in the previous year.We also do not have 
a soft cap.

The Pre-Token sale is referred to as Round 0 with the Main sale labelled as 
Round 1. Round 2 to Round 41 are the subsequent token sale. Each round be-
tween Round 2 and Round 41 will last 1 week (7 days). Additional tokens lefto-
ver from the Pre-Token Sale and Main Sale will distributed in the later rounds.

This document outlines all relevant information for people looking to purchase 
Krowns Tokens as it pertains to costs, structure, timing, etc. 

Our smart contracts are developed by MC2 Solutions. 

Smart contracts for all token sales will undergo independent third-party secu-
rity and code audits before launch. This vetting ensures security and integrity 
of the contracts. The smart contracts furthermore will be made available on 
GitHub for review by the community and other interested parties in general. 
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PRE-TOKEN SALE (ROUND 0)
Pre-Sale Period:                        March 15th 2018 - May 31st 2018 
Krowns Price:                           $1.66 USD
Pre-ICO Hard Cap:                    $8,000,000 USD
Tokens For Sale:                       4,819,277 Krowns
Pre-ICO Bonus:                         20%
Pre-ICO Min. Contribution:      $5,000 USD / €4,000 EUR

MAIN TOKEN SALE (ROUND 1)
Round 1 Period:                        June 2nd 2018 - June 24th 2018
Krowns Price:                           $1.66 USD
Round 1 Hard Cap:                   $10,000,000 USD
Tokens For Sale:                      6,024,096 Krowns
Round 1 Bonus:                        0%
Round 1 Min. Contribution:     $100 (or similar value in ETH/BTC)

SUBSEQUENT TOKEN SALE (ROUND 2-41)

Round 2-41 Period:                  June 25th 2018 - March 31st 2019
Krowns Price:                           Depending on Total Ethereum Contributed
                                                   Each Period
Tokes Distributed :                  478,915 Krowns (Each Period)
Bonuses for Each Period:       0%
Min. Contribution:                    Nil
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For rounds 2-41, we will be distributing a fixed number of tokens—478,915 
KRS—and depending on how much money is contributed during this period, 
the tokens will be fully distributed equitably to all contributors based on their 
share of the total contribution.

Scenario 1: If between 7/2/18 - 7/8/18 (week 2), 1,000 Ethereum was contrib-
uted, each Ethereum will be entitled to approximately 478.9 Krowns tokens. 
This is because 478,915 KRS tokens are being released and 1,000 Ethereum 
is being contributed. This means that if you invested 2 Ethereum you would 
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receive approximately 956 KRS tokens.

478,915 (KRS) / 1,000 (Ethereum) = 478 KRS Tokens (approximately)

Scenario 2: If between 7/9/18 - 7/15/18 (week 3), 10 Ethereum was contributed, 
each Ethereum will be entitled to approximately 47,891.5 Krowns tokens. This 
is because 478,915 tokens are being released and 10 Ethereum is being con-
tributed. Consequently, , if you invested 2 ethereum, you will receive approxi-
mately 95,783 KRS tokens.

478,915 (KRS) / 10 (Ethereum) = 47,891 KRS Tokens (approximately)

*Purchasers can choose to invest in USD, EURO, or BTC equivalent and will be computed into ETH through 
our system internally for ease of calculation.

SUMMARY
In total, the public rounds of the Kinguin ICO will sell 30 million KRS. Round 
One (1) of the ICO commences June 2nd and sells 6,024,096 KRS at a price of 
$1.66 USD per KRS which gives it a hard cap at $10 million USD.

The funds from Round 1 will enable Kinguin.io to set up platform and through 
constant iteration, pinpoint where exactly funds from following rounds will 
best be utilized. From there, we will be selling tokens in smaller and shorter 
rounds over a period of time so that the funds can be reinvested into develop-
ing the project.

The main reason for spreading out the rounds, unlike other ICOs is that we 
want to involve more of the community. Since Kinguin does not need the en-
tire amount up front, we can create an ongoing stream of revenue that also 
increases the participation and goodwill of the community.

PURCHASER ELIGIBILITY & KYC / AML COMPLIANCE
All rounds will follow strict KYC (Know Your Customer) and AML (Anti-Money 
Laundering) policy. Interested backers will be required to submit personal in-
formation and identity proofs, which then are computed and compared to a 
legal database. 

To protect our customers overall, we will apply stricter-than-market-standard 
criteria in the approval process. We apologize in advance to interested back-
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ers unable to join because of legal or geographical restrictions. 

UTILITY OF KROWNS
Krowns do not represent company shares or give rights to revenue sharing. 
The Krown is exclusively a utility token for accessing digital gaming experi-
ences on the Kinguin platform and from our network of participating partner 
sites. 

From a token economics point of view, Krowns is exclusively a utility token, 
meaning there is no guarantee of future value of the KRS token.

Final dates for future public rounds will be published in advance of start dates 
on our official website and via other official communication channels (like Tel-
egram).

Website:           https://kinguin.io/
Telegram:         https://t.me/KinguinICOPublic

Use of Proceeds
Proceeds from the Krowns sale will fund the brand new Kinguin.io platform 
and expenses incurred by marketing the platform, developing new features, 
and growing the total marketplace.

The following diagram outlines the preliminary allocation of Krowns (explana-
tions to follow).
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KROWNS DISTRIBUTION
For the remainder of this calendar year (2018), Krowns shall be distributed 
according to the following structure:

• KROWNS SALE: 30%
As detailed in the previous section on ICO Round Structure, 30 million 
Krowns will be sold in total across all public rounds (including the preced-
ing Private+Pre-ICO rounds). Please see the ICO Round Structure section 
for the current mechanics.

• MARKET STORAGE AND RESERVE: 40%
A significant portion of the 100 million total available Krowns initially will 
be retained in a reserve. The purpose of this reserve is to protect the Kro-
wn from speculative trading and to maintain flexibility at the early stages 
of the marketplace’s evolution. Once Krowns matures this pool can also 
be utilized for strategic mergers, acquisitions and integrations that will 
increase value and utility in the marketplace. 

• PARTNERS AND ADVISORS: 10%
Allocated to advisors, partners and providers, for their invaluable advice, 
services and continued effort to grow the marketplace. This pool is used 
to attract a higher profile and pedigree of advisory participants, which 
ultimately boosts value.
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• TEAM BONUS: 10%
10% will be allocated to the Kinguin staff as longer term incentives, to en-
sure that our backers have 300+ employees working for them and their 
interests.

• CLIENT BONUSES: 10%
These bonuses will be allocated to existing and future clients who provide 
strategically vital assets or facilitate high trade volume on the market-
place.

USE OF FUNDS
The second diagram pictured below outlines the planned use of funds for the 
calendar years 2018 to 2020. (With assumption of 50 million USD is raised 
with 30,000,000 KRS valued at 1.66 USD each and whether we raise more or 
less than 50 million, the funds raised will still be divided accordingly)
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• DEVELOPMENT: 30%
The funds set forth for developing the platform include all operations 
of Kinguin.io technology—including but not limited to blockchain, smart 
contracts, chatbots, wallets, and other updates. 

• MARKETING: 25%
Kinguin.io will advertise, hold promotional events, secure sponsorships, 
and conduct expansions using these funds. This portion will also kick-
start the GoldKrowns community project, to achieve critical mass and 
network effect in the community. 

• ADMINISTRATIVE COSTS: 20%
The umbrella of administrative costs covers such expenses as costs as-
sociated with paperwork, admin, utilities, insurance, and administrative 
salaries.

• OPERATIONAL RESERVE: 15%
Among other uses, these funds protect Kinguin.io in the event of unfore-
seen circumstance and emergency.

• LEGAL: 10%
Krowns, the blockchain, and smart contracts evolve so quickly that their 
application to existing laws often remains unclear. As such, Kinguin.io 
maintains a legal team which makes changes to our platform as mandat-
ed by law and future regulation.

Roadmap
The following illustration sets forth the chronological roadmap Kinguin.io 
hereby sets forth for the development of the platform. 
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Please note the important fact that this roadmap represents the minimum 
amount of major events in the platform’s developmental cycle. So for instance, 
we may well release more than four Use Case Demos. Also please note that 
the main difference between Test-Net Beta and Main-Net Beta is that Test-
Net Beta will be available to select test users, whereas Main-Net Beta is open 
registration.

Funding
The diagram which follows showcases milestones in the development of the 
Kinguin.io platform which correspond to different steps on our funding ladder 
(With assumption of 50 million USD is raised with 30,000,000 KRS valued at 
1.66 USD each)
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GOALS AND COMMITMENTS

Zero to 5 million
The first five million Krowns will fund the following open APIs for Kinguin.io: 
the Kinguin Wallet, Krowns payments, Kinguin ID, and Kinguin FraudProtec-
tion, among other possible APIs. These APIs will be offered to merchants and 
third-party sites as well.

5 million to 7.5 million
The achievement of this funding goal makes all products on Kinguin.io availa-
ble for sale in Krowns. This store of goods includes any game for sale on the 
old Kinguin marketplace. 

7.5 million to 10 million
Once we make all games available for sale on Kinguin.io, the first part of our 
smart contract phase can begin. Specifically, we plan to open-source smart 
contract templates for any and all microservices which may take place on the 
platform, as briefly outlined in the Use Case section of this whitepaper.

10 million to 15 million
At this stage, game publishers will be able to use smart contract templates for 
the six main types of payment structures, also covered in the Use Case sec-
tion. Smart contract templates for game publishers are also open-sourced.
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15 million to 25 million
The next major milestone in the development of our platform is the GoldKrowns 
support program. In contrast to Krowns, GoldKrowns function as a reward for 
content creators and streamers who make up the crux of the platform’s value 
axis. In the GoldKrowns program, ten percent (10%) of revenue from Kinguin.io 
gets gifted back to the top content creators and streamers in gaming.

25 million to 30 million
Chatbot technology makes trading items and services on Kinguin.io a breeze. 
This level of funding buys both the necessary messaging clients and talent 
needed to implement chatbot technology on the platform. Clients include Dis-
cord, Messenger, and other social platforms. The Kinguin.io chatbot personas 
and the API which supports them are to be open-source.

30 million to 40 million
A Krowns app is needed for the purpose of instant conversion and cashout 
to USD and EUR. These funds provide for the talent and updates necessary 
to create and maintain the Krowns app. In combination with the previously 
mentioned chatbots, the Krowns app reduces friction in the depositing and 
withdrawal of value on the Kinguin.io platform.

40 million to 45 million
Once we hit 40 million Krowns sold, the next 5 million Krowns go into a pool to 
be shared by all private pre-ICO and Round One ICO backers. Said pool is split 
according to percent contribution per backer.

45 million to 50 million
Indie developers form the backbone of the Kinguin.io corpus. With a thriving 
marketplace now in place, funds from the next five million Krowns make pos-
sible an advanced micro-payment platform particular to these indie creators 
but also open-sourced for anyone else interested in adding value to the com-
munity as a developer.

45 million to 50 million
At this point, Kinguin.io begins development of it’s own blockchain.
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Changelog
Version 1.0: 
Original Whitepaper.
Version 1.1: 
Re-wording to better align with concept.
Version 2.0.0: 
Extensive rewrite including changes to semantics and structure. Added mis-
sion statement. Changed technology description.
Version 2.1.0: 
Added use cases. Added more detailed funding goals.
Version 2.1.1: 
Detailed changes to semantics. Added Changelog.
Version 2.2.0: 
Rewrite for clarity. Changed Title Page, Index, Abstract, Background, Use Cas-
es, Technology, and Kinguin.io at a Glance sections. Added Founders and Ad-
visors subsections. 
Version 2.3.0: 
Added ICO Round Structure and Blockchain Solutions sections.
Version 2.4.0: 
Added Team section. Changed Use of Proceeds and Funding sections.
Version 2.4.1: 
Changed ICO Round Structure Schedule.
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