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I. Project Philosophy and Background
1-1. Project Background and Block Chain Adaptedness
“We are all ordinary, but we are all particularly extraordinary.”
Everyone is not ordinary in one way or the other. We all are ordinary, but special and
extraordinary in certain areas. Kind, form and degree of talent may diﬀer but people
possess superior ability and talents in certain areas and fields. However, very few people
utilize their hidden talents in life.
“This project is a discourse and a solution to economic coexistence
of amateurism and professionalism. ”
Professionals are those who utilize their talents properly and make money from it.
However, it is diﬃcult to deny that professionalism meaning based on economic gains is
already bubble-wrapped and over-packed by capitalization and commercialization.
Nevertheless, is it reasonable to make much money under the name of professional?
Opposingly, is it contradictory if economic return is given to amateurs? It may be a
contradiction by definition but it may not deviate from the essence if you are enjoying it
purely and reasonably rewarded.
'Hidden talent' is in fact purely enjoying and improving craft, but it is just not being shared
to the world. But perhaps amateurism may posses more power to impress and inspire
people since it’s based on free flowing creativity and innocent motives that can’t be
brought about by professionalism where economic gain is the ultimate goal and pressure.
“Talents are becoming more diverse and valuable exceeding current boundaries
and On Protocol is the groundwork for it. ”
How can we delimit the rage of talent? In a civilized society, talents have been categorized
and standardized, but they are becoming increasingly obscure. With the change of
cognition and power of network, category and norms of talent are gradually breaking
resulting in expansion of diversity of talents. In line with these social changes, we thought
it would be great if we could introduce a platform using block chain and artificial
intelligence technology for people to express and utilize talent beyond existing framework,
assist economic activities and help achieve self-realization. This is the beginning of this
project. Through this project, people can be valued in more rational way for their eﬀorts
and talents and their values and benefits will be distributed in more democratic system.

On protocol

1

There are a number of reasons why people have not been aggressively challenging
themselves with their hidden talents, such as doubts on income generation, lack of time
and fear for comparison and criticism. Much more challenges will be made if we are able
to go beyond these reasons, if the challenge is not diﬃcult, challenge itself is enjoyable
and even economic return can be achieved. We do not want to invite everyone to the
professional world, but we want to open up a space where people can express their
talents through the easiest and closest access, and we want to expose them to the world
even once. In other words, not only high-level talents but a lot of people even with small
talents will take part in the challenge if they can be recognized in the process of challenge
which will also include rewards. This will create a market of huge talent pool, never seen
before in size and much bigger than current pool of professional talents.
For example who can cook better between Michelin star chef and my grandmother? It’s
not easy to answer. Because depending on the situation, the ability or talent can be
evaluated diﬀerently. Don’t you think that your grandmother's talent in cooking can be
evaluated as well? Is my grandmother's home cooked meal less tasty compared to that of
famous chefs?
In fact, we think that there are much more talents than we have recognized so far and we
should be able to respect the various talents of people around us. And if we can provide
the opportunity to value and reward these talents, wouldn’t it make people happier and
more motivated?
The definition of talent is changing. For instance, reviewing games and even just eating
foods are now good contents and talents. So this is the time for many diﬀerent talents to
come out and show oﬀ. On Protocol is the groundwork for it.
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1-2. Change of the Era and Significance of the Project
“The Era Of Hyperconnected & Decentralized Individuals
with Increased Competence.”
We have historically used the term mass or public for ordinary people. Public has dual
status one as sovereigns of a country and at the same time objects of reign. But
historically public (most of the people) were usually governed by elites as political objects
or fundamentals to maintain their wealth and power. But the time is changing. The public
is not the former masses because of the change in the social perception and rapidly
expanding network technology. The mass of limited information acquisition and limited
self-expression is already over.
The public is moving forward two directions: autonomy and diversity. Diversity is produced
and expanded on the basis of autonomy, and today's ordinary people have much more
diverse and clear 'interpretation and view' of what happens in the world than ever before.
Now, they are not persuaded or brainwashed by the power elites, but they judge, make
decisions and actively promote their 'opinions' in society. Digital technology and Internet
are the catalysts that exploded the autonomy and diversity of the public. Current masses
of people with existing network environments already have diﬀerent phases and powers
compared to old days.
The terms used to denote new forms of public are 'Decentralized Individuals’ of Yochai
Benkler 1) ,' Networked Individualism’ of Barry Wellman2) and Peer Individualism. Behind
these concepts of replacing old characteristics of public is emergence of social system
called the network information society. Taken together, the masses standing at the edge of
the elite no longer exist. There is no public as a homogeneous and uniform group. There
are individuals with opinions, personality and competence. They are connected and they
expand synergies through collaboration. Among the core technologies of the block chain,
the flow of P2P technology as the foundation of society is a symptom of fading of the old
public. Now, the masses are transforming into networked individuals who are selfasserted, profitable and power-generating. Seemingly dispersed individuals with more
capabilities than ever before, unite and scatter according to their interests and themes.
In this sense, uniform information to networked individuals is useless and worthless. Here
is why customized information that can contribute to their value and benefit is useful for
each lives. If we focus only on 'connected' by the network, we will still stick to production
of uniform information, but if we focus on ‘individuals' we will focus our energy on their
various interests and benefits.
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As described above, we can say that this age is 'the era of decentralized and
hyperconnected individuals with increased competence'. Individual competence is
growing and expanding with the change of social cognition and development of
technology. The reason for increase in individual capacity is rapid spreading and sharing
of information, opportunities of direct and indirect learning and various expressions and
collaborative developments through SNS and video platform. The opportunity to be
exposed by these IT technologies is strengthening individual intellectual ability, talent and
creativity and the value monopolization of the power elite group (professionals, etc.),
which has been taken for granted, will gradually spread and expand down to the
networked individuals by demands of democratic change and implementation of capable
systems via technologies such as block chain and artificial intelligence.

Changes in talent market and earning distribution
As is

To do
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How can we expand opportunities for talent exposure of individuals with increased
competence? This project, which started with this question is to reinterpret talents and
abilities of ordinary and particularly extraordinary individuals and allow more people to
express, communicate and appreciate their talents
Block chain of On Protocol is the key technology that promotes this and rationally
implements decentralization and democratization based on strong security and technically
promote win-win growth. The characteristics of such a block chain are that it allows to
move away from original distribution scheme where profits are already preoccupied by
small number of power groups, thereby allowing more free and diverse individual
capabilities to be proven and compensated reasonably. It is a technology that allows
individuals with increased competence to strengthen their networks to best express their
talents and abilities without greedy intermediaries, and they will help each other realize
their dreams in their hearts.

Project Slogan
Turn Your Thought On
Turn your Energy On
Turn your Talent On
Turn your

Value On

On Symbol

Hexahedron of 3 Dimension : A Block of Blockchain
Hexagon of 2 Dimension : Stable and Robust Structure
Up and Down Combined Two Pyramids at Center : Social & Economic Coexistence of Amateurs
and Professionals

On protocol

5

II. On Protocol
2-1. On Protocol Concept
On Protocol, based on Hyperledger Fabric technology and natural language processing
technology using deep learning, is a blockchain mainnet that activates people's hidden
talents and promotes transactions between individuals or between companies and
individuals. In addition, it is a C2C2B shared economic protocol that can express not only
professionals but also talents as creators and curators through economical activities
through FANZY, a DApp service linked with On Protocol.
Creators are people who use their talents to create content such as video content,
products and services, and curators are people who research and collect such content
assets to inform the world and create economic added value. These people can create a
variety of content through DApp services based on On Protocol, and create economic
profits in new ways never before.
Blockchain's role in the On Protocol is a reliable ledger for transactions when generating
economic benefit from content, and is the basis for global trading across ages, races, and
borders. Natural language processing using deep learning analyzes these transactions
and activity logs in DApp service, and quantifies and systematically numeralizes the
contribution and influence of creators and curators. Influencers, for example, have an
influence that is transparently evaluated by people who can substitute
factitious manipulated like numbers or follow numbers. This contribution and influence is
called the Proof of Contribution (POC).
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As It was explained before, On Protocol makes contribution and influence of people’s
ecosystem come to the surface. In a transaction between C2C or B2C, it provides credible
infrastructure and allows users to utilize it globally. For creator, curator, their fans, or even
regular users, On Protocol creates a new market. Generating new economic additional
values as a market, it is called “Creator’s Market” For Creator’s Market, Fanzy, On
Protocol’s first DApp, provides marketing and commercial functions.

Contents or
Promotion
Request

Company

Contents or
Promotion
Request
Revenue Contribution

Revenue Contribution

Revenue Contribution

Marketing and Sales Request

POC

POC
Video Contents for
Product or Service

1st DApp FANZY
Ledger

Creator

Fanzy
Token

POC

Incentive

Fanzy Incentive

Fanzy Incentive
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Curator

Fanzy Wallet
Creator’s Market
DApp Services
Fanzy Incentive

Fanzy Payment
Service Use
Transacton Contribution

Selling
Product or
Service

Contents Research
And Curate

Fanzy
Payment

Crypto Exchange
User

Creator’s Market
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For Creator’s Market, FANZY, On Protocol’s first DApp, provides marketing and
commercial functions. From Creator’s Market, goods and services will be provided to
users based on their video contents. It also lets users pay instantly under the necessity.
This Creator’s Market is beyond SNS flatform, “V-Commerce 2.0 generation”, that
influencers and firms are using. Creator’s Market will pioneer “V-Commerce 3.0
generation” that the public can lead and trust cryptocurrency and blockchain.

V-Commerce 1.0

V-Commerce 2.0

Year:

2000 ~ 2010

Year:

2010 ~ Now

Leader:

TV Program Producer, distribution firms

Leader:

Influencers, firms, MCN

Device:

TV, PC

Device:

PC, Mobile

Contents: Details and uses of a product

Contents:

+ Interesting characteristics

Features: TV home shopping, utilizing video

Features: Utilizing various SNS, Shopping Mall,

contents in e-commerce

YouTube, many platforms

V-Commerce 3.0

Year:

2020 ~

Leader:

+ The individuals and participants who need to do both marketing and sales

Device:

Mobile

Contents:

+ VLOG, blockchain

Features: Utilizing incentive and ecosystem of cryptocurrency, private trade account
based on blockchain
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2-2. Token Economy : Cryptocurrency Fanzy, and FX
2-2-1. Fanzy Token and FX Token, Cryptocurrency for what?
Blockchain should be a method to provide value to people not a goal. On Protocol started
from the idea that the public’s acts, excluding malicious one, always have meaningful
values. In order to realize it, we tried adding value to blockchain participants’ contribution
and acts with specific token.
Indeed, stability in price and precise uses must be structuralized to make cryptocurrency
suitable for real-life uses, even investment, and speculation. There have been numerous
stable tokens that combine advantages of legal tender and first cryptocurrency, Bitcoin,
but only few of them have structure, plan, and power of execution for real-life uses.
Now, we would like to introduce fixed value token, “Fanzy”, and proved value token, “FX”
Both have price fixation and increase in value as contributing user ecosystem and
cryptocurrency.
In On Protocol, Fanzy Token is fixed value token using POC (Proof of Contribution).
Participants’ contribution will be transferred to given incentive or be gained by purchasing
goods and services within DApp. Purchasing power can be also maintained by containing
fixed value.
Fanzy is mining fixed value token by human power. It also has the structure that can be
used in real life easily. If Fanzy Token is the token for value of actions, FX token is the
token for value of services.
FX is mining token. Its value fluctuates with the growth of respective DApp’s services.
The part that On Protocol contributes on blockchain based cryptocurrency paradigm is
compensation for contributors in ecosystem and real-life uses. Contributors reasonably
receive incentives based on how much they contribute. As they can sell and buy many
goods and services, it will be the epitome of use of cryptocurrency.
*FX: X means Exchange that creates values in cryptocurrency market.
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2-2-2. The correlation between Fanzy token and FX token
The contribution value of the participant will be given by the Fanzy token, based on the
participant’s activities done inside the service. This is the fundamental that the participant
is being a part of vitalizing the service, and the value of service is proved by the
participant’s activity.
The participant is able to deposit the rewarded Fanzy token within a certain time, and the
same value of FX will be issued, proving the value of the service.
In other words, FX(mining) is created(mined) based on the contribution of the
activity(deposit of the Fanzy token).
After the deposit period of Fanzy, the ‘United Fanzy Token Ledger’* can withdraw FX,
based on the price in exchange markets.
The more the service(a DApp) is vitalizing, more Fanzy token will be distributed, leading
to more deposits and users, which will aﬀect the value of the FX. This will enhance the
total value of FX.
* United Fanzy Token Ledger : A chaincode algorithm layer that organically supplies FX
tokens according to the vitality of the ecosystem and Fanzy deposit.
2-2-3. Deposit of Fanzy and FX issuing mechanism
If the price of FX rise in exchange market, more Fanzys will be issued about the deposited
Fanzys. In other words, as the deposit of Fanzys increase, more FX will be issued. On the
other hand, as the value of FX decreases, the deposit rate of Fanzy will decrease.
Likewise, as the demand of Fanzy decrease, the issue rate of FX will decrease, preventing
the value to drop drastically. Due to this mechanism and algorithm, the value of FX rise up
right in a long term, and it can control short term skyrocket and plummet.
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2-2-4. When the value of FX-token increases
A. Deposit Fanzy token obtained by FANZY service.
B. Deposited Fanzy token will transferred to the On-chain market and the equal
amount of FX token as the value of deposited Fanzy token will be issued.
C. The current value of 1 Fanzy at the deposit time is 10 won(fixed price) and 1 FX is
100 won(Assumed price).
D. When 1,000 Fanzy is deposited, the value is 10,000 won, and 100 equal FX will be
issued.
E. If the value of FX increases to 150 won after the deposit period, the current value of
1,000 FX becomes 15,000 won.
F. The 5,000 won diﬀerence will be given with Fanzy, therefore total 1,500 Fanzy will
be given to the depositor.
G. FX token can be sold at the exchange market, with the value of the withdraw period.
H. When a Fanzy owner exchanges money, Fanzy token will be paid from the source of
revenue and transferred to the repository.

Fanzy Token Economy
When the value of FX is increasing :
(Assume starting at 1 Fanzy = KRW10 / 1FX=KRW100 Market Price)

Fiat Exchange
Request

Deposit Period

Fanzy Deposit

United Fanzy Token Ledger

1,000
Fanzy
KRW 10,000

1 Fanzy=Fixed KRW10

1,000
Fanzy

Starting at 1 Fanzy = KRW10 /
1FX=KRW100 Market Price

100
FX

FX Market Price Increasing
The equal amount of FX as the value
of Deposited Fanzy issued.
(10000 ÷ 100)

Fanzy Additional Issue
For
FX Price Margin

Fanzy
Collection

+500
Fanzy

KRW 15,000
100
FX

Sell(KRW150 x
100FX)

Increased
1FX
=KRW150

Fiat
Currency
Remittance

1,500
Fanzy

Repository

KRW 15,000

Fiat Currency Exchange
(FFRS(Fanzy2Fiat Reserve System))

Crypto
Exchange

₩180
₩150
₩100

On protocol

11

2-2-5. When the value of FX-token decrease
A. Deposit Fanzy token received by FANZY service.
B. Deposited Fanzy token will transferred to the On-chain market and the equal
amount of FX token as the value of deposited Fanzy token will be issued.
C. The current value of 1 Fanzy at the deposit time is 10 won(fixed price) and 1 FX is
100 won(Assumed price).
D. When 1,000 Fanzy is deposited, the value is 10,000 won, and 100 equal FX will be
issued.
E. If the value of FX decrease to 50 won after the deposit period, the current value of
1,000 FX becomes 5,000 won.
F. There will be a 5,000 won diﬀerence between the deposit period, and 5,000 worth
500 Fanzy will be issued to the depositor.
G. 5,000 won worth 500 Fanzy will be deposited in the on-chain market repository.
H. FX token can be sold at the exchange market, with the value of the withdraw period.
I. When a Fanzy owner exchanges money, Fanzy token will be paid from the source of
revenue and transferred to the repository.

Fanzy Token Economy
When the value of FX is decreasing :
(Assume starting at 1 Fanzy = KRW10 / 1FX=KRW100 Market Price)

Fiat Exchange
Request

Deposit Period
Fanzy Collection
Except Loss

Fanzy Deposit

United Fanzy Token Ledger

1,000
Fanzy
KRW 10,000

1 Fanzy=Fixed KRW10

1,000
Fanzy

Starting at 1 Fanzy = KRW10 /
1FX=KRW100 Market Price

100
FX

FX Market Price Decreasing
The equal amount of FX as the value
of Deposited Fanzy issued.(10000 ÷
100)

-500
Fanzy

KRW 5,000
100
FX

Sell(KRW 50 x
100FX)

Fiat
Currency
Remittance
500
Fanzy

Repository

KRW 5,000
Decreased
1FX
=KRW50
Fiat Currency Exchange
(FFRS(Fanzy2Fiat Reserve System))

Crypto
Exchange

₩100
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2-2-6. Simulation of the issue and value of Token X
KRW

100M

FX
FX
Value
Value
Decrease Recovery

1,250

1,250

1,000

1,000
Total Generation:
100B

750
500

Initial Invested
FXs
Circulating

750
500

Utilize Stored
Fanzys In The
Repository

250

250
0

0
Fanzy Generation

FX Generation

FX Value

Initial Price:KRW 10

A.The total issue amount of FX is 100 billion, resources acquired with early token
investment will be partially used for early exchange service. Plus, when the system
administrator of Fanzy has the amount of FX for early investment and when
needed(when the deposit rate is higher than the exchange rate, when the market price
is rising), deposit and issue FX and exchange into cash.
B.Issuance of Fanzy is not limited and is issued by user's demand.
C.With the distribution of Fanzy, the deposit of Fanzy will begin from a certain time, and
the Issuance of FX will begin.
D.The amount of resources of early investment and the value of FX distributed is bigger
or equal to the total value of distributed Fanzy.(Fanzy: Reserve Resource = 1: 1 + ⍺ ->
Fiat currency reserve ratio 100% +@) And the total value of all circulating Fanzys in
eco-system is ultimately equal to the market capitalization of FX.
[Mechanism of cash reserve ratio 100% + @]
For exchange request, Fanzy is exchanged with fiat currency(cash) and Fanzy will be
saved in repository and deposited when needed -> FX issue ->encashment
mechanism that will fill 100%.
The resource for @ : Profit made by the management of FX, profit made by Fanzy
platform(advertisement profit, commercial comission)
E.When the value of FX decrease, the deposit rate of Fanzy decrease, which will lead to
decrease of issued amount of FX token.
F.The amount of Fanzy's loss stored in the FX's depreciation period is used as a
financial resource for risk and as a fund for services to stabilize FX's price or to
stabilize services.
G.The payment of Fanzy’s deposit profit by FX's value recovery will be allocated the
stored amount when depreciation to the the financial resource.
H.After all FX has been Issued, the value of FX will increase as the ecosystem's vitality
and value increases.
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2-2-7. After total distribution of FX, issuing FX by depositing Fanzy token
Total distribution of FX means successful activation of service, and automated issue of
Fanzy. Thus, after the total distribution of FX, there will not be any issued FX from the
deposit of Fanzy(replenished resource). However, the deposit function for Fanzy will be the
same after total distribution of FX, deposit linkage deal by FX will make an equilibrium.
Also, DApps service resource reserve ratio is prepared at 100%+@. The base of resource
of DApps is in Fanzy, and the rise of value of FX means vitalization in the service.
When the participant retrieves Fanzy, extra Fanzy will be issued by the market price,
manage loss will be deposited in the repository, payment will be done from the repository
or FX will be sold for payment at the exchange period.
This will enable participants to expect profit, and directly influence creating the value of FX
and become a useful resource of it.
2-2-8. Mining
POC : Proof Of Contribution
POW, POS, POD is a typical method of proof, and these methods have problems. that
depending on the diﬃculty or the amount of token a participant has, new fund will likely
be distributed to only a handful of participants.
Thus, several methods have been made to maximize the advantage and minimalize the
disadvantage of proof. On-protocal Fanzy and FX uses POC(Proof of Contribution).This
is a method that proves the contributing activity(watch, post, participate) of a participant
inside the DApp platform.
“Mining..Not Computing Power, But Human Power”
(Tokenized Incentivizing System for Contributing Behavior of All Participants)
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2-2-9. Fiat Reserve Requirement System
Rewarded or acquired through purchase, Fanzy can be used to purchase goods or
services in the Creator's Market. In addition, it can be exchanged for fiat currency through
On Protocol's own exchange oﬃce, which operates through FFRS.
*FFRS (Fanzy2Fiat Reserve System, Fanzy’s Fiat Reserve Requirement System): Stores
reserves of mined and issued FX through Fanzy's deposit and profits generated through
the following resources, prepares for payment, and performs currency exchange
according to cash exchange demand.
A. Additional Resources For Fiat Reserve Requirement System
-Cash Inflow from users’ Fanzy Purchase
-Selling FX linked to the rewarded Fanzy deposit
-Part of advertising revenue
-Part of commerce revenue
-Part of the initial token investment
B. Reserve Rate
Fiat Reserve Requirement Rate For (Sold Fanzy Amount + Rewarded Fanzy Amount) =
100%+@
C. Stability Policy For Early Stage
- Minimum Exchange Amt : 10,000 Fanzys
- Locking Period : 30days
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2-3. About Basic Technology
Among the core technologies of above-mentioned On Protocol, POC generation
algorithm, Fanzy and POC transaction processing and Fanzy reward algorithm have been
verified by developing an alpha version with Ethereum hardfork. As a result, the On
Protocol was developed based on Hyperledger Fabric(version 1.2) for following reasons.
Nodes that have undergone specific verification procedures can participate and anyone
can develop DApp to promote service in the On Protocol.

A.
B.
C.
D.
E.

As a module architecture, it is compatible with other DApp and protocols
Diﬀerentiated implementation of consensus algorithm for each DApp
Modularization of own algorithm
Increase block creation speed
Definition and operation function between networks (channels) of nodes

Ethereum vs Hyperledger Fabric
Characteristics
Description of the
Platform

Ethereum Ref. 5)

Hyperledger Fabric Ref. 6)

Generic Blockchain Platform

Modular Blockchain Platform

Release History

July 2015

July 2017

Crypto Currency

Native : Ether
Tokens (Usage, Work) via Smart
Contract

Native : None
But it can create Native Currency
and Token via Chaincode

Ethereum Developers
Enterprise Ethereum Alliance

Linux Foundation
IBM

Mining based on PoW
All participants need to agree
Ledger Level

Selective Endorsement. Consensus
can be even within a channel with
select parties instead of everyone.
Transaction Level

Permissionless, Public or Private

Permissioned, Private

Account Data

Key-value Database
Transaction Log, World State

Solidity

Chaincode (GoLang, Node.js)

GoLang, C++, Python

Java, Node.js, Python (Post 1.0)

Governance

Consensus

Network
State
Smart Contracts
Development
Languages
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Based on block chain and artificial intelligence technology, On Protocol performs the
following functions.
A. Fanzy(crypto currency) and POC transaction
B. Classification and systematization of # (qualitative evaluation) using AI technology
C. Talent expression, proof of contribution(POC generation) and Fanzy reward for
talent utilization
D. Fanzy incentive transaction
Service DApp is an application that can be used by users in the form of mobile & web, and
performs the following functions.
A. Provide space to express talent
B. Evaluation of talent based NLP technology using deep learning
a.
b.
c.
d.

Communication on content and talent (comments, conversations, text, voice, video, etc.)
Content and creator recommendation (including Tagging and sharing features)
Review and evaluation of talent use
Creator support

C. Fanzy wallet features available on/oﬄine
D. Verification of Fanzy and POC

On protocol
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Mind map that was the clues of Protocol and DApp

DApp
Buy with cryptocurrency

AI matches where you need it
Buy with cryptocurrency

Users with similar tastes

AI Matching Training
SNS

Training

Share your interests

appeal

Can develop ability

uses

People do not recognize it.

Can not save

Talent

Can not see talent

Can not earn money

Quantification

Incentive
Classified by AI

Creating added value
in the market

Incentive for Utilization

People give value
to cryptocurrency

Incentive for Evaluation

Protocol

On protocol

18

Hyperledger Fabric is a distributed, open source platform based on modular architecture
with high degree of confidentiality, resiliency, flexibility and scalability. It supports plugand-play of various components including proof of agreement, enabling implementation of
various DApp applications.

Chaincode
P2P NW
Identity Management
Consensus Algorithm
Blockchain Data

2-3-1. P2P NW
A. Node has the role of peer, endorser, and orderer.
B. Peer stores transaction contents and updates with new contents.
C. Endorser provides proof of agreement on the contents of the transaction and
guarantees the contents of the transaction by signing.
D. Orderer provides communication channels and defines and manages the order of
the blocks.
E. Each node has information about itself and exchanges it for communication.
F. Each node sends and receives messages using untraceable messaging protocol.
G. DApp can communicate with peer using the SDK.
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2-3-2. Blockchain Data
A. Transmit and receive transactional information about the quantitative POC and its
data about talents and eﬀorts.
B. Contents of talent, Fanzy and POC are kept in diﬀerent transactions and channels.
C. Information is encrypted and interpreted with a hash function and Hex value.
D. Transaction and RW (Reads & Writes) sets, and authentication information
registration
E. Record transaction execution result and snapshot in KVS type state DB.
2-3-3. Consensus Algorithm
A. Only nodes that have undergone a specific validation process in advance
(Permissioned mode) can participate.
B. Endorser-order model is the method for proof of agreement. 3 consensus steps of
endorsement, ordering, and validation processes are followed.
2-3-4. Identity Management
A. All participant identities are managed within protocol ecosystem.
B. Entity, participant and asset and Smart Contract management.
C. Management of system components such as network, server and execution
environment.
D. Object information management for compatibility with other protocols and DApp.
E. User identity management within the On Protocol’s DAPP and realize Single Sign
On.
2-3-5. Chaincode
A. Smart contract such as talent generation algorithm, Fanzy/POC transaction
processing and Fanzy incentive algorithm is programmed with Chaincode.
B. Fanzy is defined via Chaincode as the native currency.
C. POC is defined via Chaincode as the talent value calculated from # & deposited
Fanzy.

On protocol

20

2-3-6. NLP based on Deep Learning
A. The qualitative evaluation of talents is organized by systematic evaluation through
three stages of natural language processing, understanding/generation and
classification.
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POC generation algorithm

NLP

Natural Language
Understanding and Generation

Tagging by morpheme unit

Relationship extraction

Word embedding

Interpretation of meaning of sentence unit

NLC

Summarization by morpheme unit

Category classification

Analysis of positive and negative

Give relevance

Output : POT
* It is an example, it may be diﬀerent
from the actual
Output Data: Systematic Assessment
Properties

Response

frequency

talent weight

Fanzy

positive

0.62

0.28213

0

native

0.01

0.25791

2

Charm

positive

0.74

0.35696

357

voice

positive

0.91

0.48767

91

dance

positive

0.87

0.40761

120

native

0.12

0.20801

236

fashion
Individuality

Fandom
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2-4. Business Ecosystem
On Protocol is a blockchain protocol and the ground of the ecosystem as a business
platform. It is the blockchain ground of those are FANZY, the first DApp that expresses the
talents of participants and functions as v-commerce, and the other DApps that develop as
the on-series, and reverse DApps from the outside.

DApp ecosystem adopting on On Protocol as business platform
Based on the On Protocol, various
fields of service are released as On
Series.And mutually secure the user
and use the token together.
* The figure is a example for
understanding.

K-POP
On

Reverse
DApp
Chinese
On

Reverse
DApp

Inflow of users from FANZY
e-Sports
On

Cartoon
On

On-Series DApp
(including Revese DApp)

Reverse
DApp
English
On

EnterOn

MemoryOn
PlayOn

LendignOn

DebateOn

First DApp, and serves as a
platform that provides user pool and
commerce of On-Series DApps.

On Protocol
On protocol
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2-5. 1st DApp: FANZY
2-5-1. V-Commerce 3.0 : Changing market trends
After the V-Commerce 1.0 period, represented by TV and home shopping, content
consumption and sharing have been accelerated from 2010 due to the popularization of
mobile devices and development of various platforms such as Youtube. Influencers,
celebrities, MCNs, etc. are leading the market as companies are beginning to change to
meet fast-moving consumers looking for fun-oriented video contents. This is called the VCommerce 2.0 period.

V-Commerce 1.0

Year:

2000 ~ 2010

Leader:

TV Program Producer, distribution firms

Device:

TV, PC

Contents: Details and uses of a product
Features: TV home shopping, utilizing video
contents in e-commerce

V-Commerce 2.0

Year:

2010 ~ Now

Leader:

Influencers, firms, MCN

Device:

PC, Mobile

Contents:

+ Interesting characteristics

Features: Utilizing various SNS, Shopping Mall,
YouTube, many platforms
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V-Commerce 3.0
“A Incentivizing Tokenized V-commerce”
2-5-2. V-Commerce 3.0 Proposed by FANZY
In order for V-Commerce to become a new form of fusion of existing media and
commerce, interesting content is fundamental, and professional information and credibility
of content creators must be based on it.
In addition, content producers and general users, as data producers and users, are the
biggest contributors to the platform ecosystem, and have been taken for granted without
compensation, and now they need reasonable rewards and incentives for their activities.
Furthermore, a blockchain-based currency that is guaranteed to be reliable and
worthwhile must be available globally so that anyone, regardless of country, size and
qualification, can actively participate in economic activities.
This is the V-Commerce 3.0 proposed by FANZY.

V-Commerce 3.0

Year:

2020 ~

Leader:

+ the individuals and participants who need to do both marketing and sales

Device:

Mobile

Contents:

+ VLOG, blockchain

Features: Utilizing incentive and ecosystem of cryptocurrency, private trade account
based on blockchain

On protocol
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Manufacturer · A retail dealer
Company

1

Merchandise Display
Display and sell products and
services of partner companies

An influence like a YouTuber
Creator

2

One Stop Commerce Solution
Make revenue by exposing promotions
and commerce in one place
1.Promote by uploaded video
2.Make revenue by tagging products in video

On protocol

Service Users
(User, Curator)

3

Smart Curation
Easy item registration related to video
1.Search for products using the shopping API
2.Tagging goods by drag & drop
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2-5-3. Main Functions of FANZY Service
A. Creator’s Market
- Products or services, introduced by creators or their videos, can be traded by Fanzy
Token
B. Open Video Chatting
- This is Z-Generation messenger and media enabling you to communicate with not only
your friends but also someone who shares interests. Within its enviornment, it also
performs as social commerce media role including one person media that allows you to
trade suggested goods and services each other.
C. Fanzy Token Incentive & Recharge
- For participants' contribution activities, such as watching, posting, participating,
incentive will be stored in the wallet. You can buy goods and services but also share
with other people. It can be charged within service as well.
- In order to convert Fanzy Token to fiat, some specific rules are to be applied. These
rules will be also relevant to FX and its demands.
(*Capital letter FANZY means service platform, and small letter Fanzy means token)

On protocol
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2-5-4. Diversification of FANZY Service
A. User Gamification
- All consumer activities on FANZY Service will be categorized to levels of Contribution
Values (same as SP in games). These Contribution Values are calculated and weighed
based on user actives such as contents consuming, contents sharing, chatting,
transactions, commenting after transactions, clicking “like”, and etc. These levels will be
exhibited as differentiated Badges with the users’ profiles. Accordingly, usesrs will
receive with different reward packages and discounts.
Moreover, users will be titled as MVP Contributor, and presented a Monthly or Annual
Award like golden button of YouTube in accordance with their statistical data of activities.

B. Mini Games In The Service
- FANZY Serivce presents mini games like gotcha, ladders on the platform. Users can use
Fanzy Tokens to play the games, and can at the same time, receive Fanzy Tokens as
game rewards. At the beginning stage of Fanzy Service, the games will be developed
and presented by in-house team. And outside developers can also join the developers
platform when the ecosytem is established. These game developers will be rewarded
based on contribution as well.

(* The image is only for your understanding. The real game might be different from what it
looks in this image. )
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2-5-5. Introduction of Creator’s Market
On-Protocol is issued based on the contribution of a participant, and from purchasing.
Fanzy deposit linkage sets a goal of issuing 100 billion FX token in the first 4 years of
FANZY service Version 1.0. the goal of issuing 100 billion Token is based on the linkage of
the related market share.
Social Media related market
In most of the statistics of global market organizations, worldwide SNS, MCN, Influencer,
talent share market is estimated to be 319.3 billion dollars in total, and the user of social
media is estimated to be around approximately 33 billion at 2023.

On protocol
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2-5-6. The distinction of FANZY
FANZY service gives the opportunity of gaining profit from Creator’s market to the
participants and have a meaningful communication through open video chat, and analyze
the algorithm of a chat and recommend related contents. This diﬀerence makes
professionals and ordinary people to communicate in a eﬀective way, and to do economic
activities in a easy, innovative ways.

Incentivized
Tokenization

Creator’s Market

On protocol

Open Video
Chat

Hybrid
Recommendation
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2-5-7. F-Marketing
<Oﬃcial channel marketing with FANZY >

Flag (Incentive accelerating item): the more flags there are, the more incentives will be
given.
→ After purchasing a flag, the advertiser can pin the flag on a video.

Flag’s Incentive Level
Subscription

Video A
Advertiser

FANZY

Buy: Reward Resource
Fanzy Revenue

Video B

Advertising
Eﬀect ↑↑

Video C

+ Goods In The Video
+

Advertising Video

+ Premium Advertising
Video

Eﬀect: By pinning a flag on a video that has more advertising eﬀect, the user can receive
more rewards.

The ‘F’ of F-Marketing stands for FANZY and flag.
If users or viewers watch a video with many flags, the speed of receiving rewards
accelerates.
more rewards are given watching the same video.
Advertisers can purchase a flag and pin it on a video to maximize the advertisement eﬀect
of a product they wish to advertise.
Most of the exposure time of the advertisement platform is limited. Most users skip the
video after 5 seconds, and do not feel like watching the advertisement afterwards.
However, new motivation to watch advertisement will be made due to F-Marketing, since
the more advertisement video a user watch, the more reward they will get.
This will maximize cost-eﬃcient advertisement eﬀect of advertisement exposure.
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2-5-8. Mobile HomeShopping
<Company of MCN and marketing video + product of company = Mobile home shopping >

Advertisement Request

Company

MCN

Video
Upload

Selling Fee,
Watching
Reward
Accelerating

Buying
Company’s Product

User

Watching Reward
Accelerating

FANZY Mobile HomeShopping enables companies to cooperate with MCN and provide
video based shopping service through FANZY.
Company pays MCN product related creator video consult and advertisement
commission, FANZY advertisement commission, and MCN use as view reward resource.
User receive more view reward and receive additional Fanzy when ordering a product as a
concept of payback.
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2-6. Issuance of Fanzy Tokens and FX Tokens, and Related
Markets
On-Protocol issues Fanzy as an incentive and through purchases for contributions from
ecosystem or platform participants. Fanzy deposit linked FX tokens will be issued 100
billion for four years after FANZY service version 1.0. This is based on market share
targets for the relevant market.
2-6-1. Social Media Related Markets
In most global statistical and analytical organizations, the global SNS, MCN, Influencer,
Crowdfunding and talent sharing markets totaled $ 319.3 billion by 2023, and the number
of social media users is estimated at 3.29 million.

Global Market Size
(on SNS, MCN, Influencer, Crowdfunding, talent share Market)
400
USD 319.37 billion
300
200
100
0

2013

2014

2015

2016

2017

2018*

2019*

2020*

2021*

2022*

2023*

Number of social media users worldwide from 2017 to 2023
3.6
3.29 billion users

3.3
3
2.7
2.4

2017

2018*

2019*

2020*

2021*

2022*

2023*

2024*

Resource: Statista, Google, youtube, Hootsuit, We are Social, Mediakix Reports
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2-6-2. E-commerce market
Global retail e-commerce sales volume of this year is approximately 3.53 trillion dollars,
and is expected to reach 6.54 trillion dollars in 2023.

Retail e-commerce sales worldwide form 2015 to 2023 ( in billion U.S. dollars )
7,000

USD 6,542 billion

5,250

3,500

1,750

0

2015

2016

2017

2018

2019

2020*

2021*

2022*

2023*

Resource: Statista2019

E-commerce has taken part of 14.1% of the retail selling this year. This is expected to
reach 22% in 2023.
Commerce is one of the biggest digital activity in the world. Mobile shopping through
smart device is increasing drastically in Asia pacific areas due to digital development and
increase in commerce.

E-commerce share of total global retail sales from 2015 to 2023
24%

22%

18%

12%

6%

0%

2015

2016

2017

2018

2019

2020*

2021*

2022*

2023*

Resource:: Statista2019

On protocol

33

2-6-3 The Market Share for the relevant market and the value of FX Token
Aside from the DApp Series, the calculations for FANZY’s service 2023 market share is
projected 0.0049% from $6.8 trillion (apr.8.16 quadrillion KRW) combined of $319.3 billion
(apr. KRW 382 trillion) global social media market, and $6.54 trillion (apr. 7.9 quadrillion
KRW) global retail e-commerce market. (projection base price: 10KRW/1 FX)
If there is an increase in value per FX unit, and the market share rises resulting from the
overall value increase of FX, if the market value of FX is 100 KRW, the 4 trillion KRW
market cap, and market share will rise to 0.049%. This situation is an extremely
conservative approach to the On protocol-based Fanzy Platform. When the market share
reaches 1%, the value of FX is 2,041 KRW per unit, and the market cap approaches 81.6
trillion KRW.

2-6-4 About Video Commerce Market
The online commerce market is pivoting its focus toward the video market. However, while
the traditional online commerce market focuses on bringing users in from video platforms
such as TV and YouTube to advertise content, recently, its role changed to directly or
indirectly help sell products, a.k.a. Video commerce.
A creator or seller related to a product will appear to demonstrate the product, or a public
review will be made into a video to deliver the product in a friendly and relaxed manner.
And sometimes live broadcasting will give real-time feedback as shown on TV's home
shopping broadcasts.
The fact that commerce services sold products through videos have had a majority of
positive eﬀects proves the possibility of online commerce and video meeting.
- The U.S. IBEX site saw its purchasing conversion rate rise 140% after introducing the
product through a video.
- The Max and Spencer site in Britain saw a 64% increase in sales after entering video
commerce.
- In the case of Hyundai H Mall, the transaction amount of the goods that provided the
video advertisement more than doubled.
- B brand's diaper products did not have a high awareness of quality. However,
TicketMonster live broadcasting resulted in a 130-fold increase in sales.
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The reason why people pay attention to videos in commerce service is because of
curation. The more products you have to consider while shopping, the more diﬃcult it is
for users to make a decision. Commerce services need to consider which products to
select, recommend, and how to show them to help users choose. If, in the past,
personalized product recommendations have emerged as an answer to which product
(what) to recommend, the video emphasizes what form (how) the selected product will be
delivered to focus.
In the current trend of content consumption, eﬃciently produced and proactively
participated video contents are considered as Snack Contents. Users respond and
partake regardless of their purchases if they feel pleasure through videos. Curation using
video clips recently delivers products in the form closest to users’ propensity.
Not only viewing the images, but users make dynamic feedbacks. The video brings the
users one step closer to the purchase decision. The sales eﬀect through video clips has
long been proven through TV home shopping. While the information previously
encountered on webpages is flat and one-sided, the video is stereoscopic, and sometimes
real-time feedbacks are made. Video stimulates the user's desire to buy in a variety of
ways because it allows the indirect experience of the product. Users experience some
psychological changes while watching videos, which also change their perception of the
product.
When you immerse yourself in a video, it gets you away from realistic factors. Sometimes
when looking at a smartphone, you fail to detect someone coming near you. It is called
immersion as it focuses on objects that are not aware of their surroundings. Once
immersion starts, it wants to stay in place without stopping, and there is a sense of
distance from the real world outside the target. Therefore, with an immersed user, no
realistic stress stands between the purpose of the purchase, so the probability of
purchase increases much higher.
The feelings you feel while watching the video are transferred to the product. Users are
more likely to assimilate psychologically when a promising creator appears or when a cast
with similar concerns appears to express satisfaction with the product. The information
needed for product selection is becoming more fruitful and more enjoyable with the
addition of an exciting element to shopping. It is meaningful that commerce is becoming
‘close to users’ through video content. What everyone needs is what you need-from flat to
stereoscopic information, from one-sided messages to two-way communications-the
online commerce service is evolving close to the user.
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These days, social media such as Facebook Instagram, YouTube and Africa TV are
posting various video clips that use or promote products. There has also been a
noticeable increase in the activities of micro influence (between 500 and 10,000 followers)
who specialize in certain products. They only show the product being judged or used
directly, but it is already widely known to the retail industry that the promotional eﬀect is
excellent. Some manufacturers join hands to promote their products. Video commerce is a
preferred sales channel for small and medium-sized companies, which are traditionally
hard to find specialized channels for sales and publicity.
Although some equipment is needed to produce mobile videos, it is not comparable to TV
home shopping. It is about similar to what a YouTuber should have. Recently, it has been
getting easier to prepare. As the mobile shopping market has been on a path to growth,
advertising companies, which had received orders mainly from large companies, have
turned their eyes to the video commerce market. Because unlike TV commercials, the
agencies make commercial videos at a much lower budget. With the rapid growth of the
mobile shopping market, even home shopping and video content companies are now all
interested in producing mobile-only promotional videos.
Videos are evolving beyond mere spectacles into an eﬀective marketing tool.
The V-Commerce activation will stem from the spread of mobile shopping trends
stemming from the expansion of smartphone retention rates, and the importance of VCommerce will increase further in line with the rise of the online retail market. The
advantage is that product information, which is diﬃcult to understand just by introducing
existing images and text-oriented products, can be provided as a quick video, which can
attract consumers' attention and enable direct communication with consumers.
Mobile-era commerce will eventually result in the expansion
of the video commerce market.
In this context, FANZY is the most appropriate and most innovative way to build the VCommerce platform.
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2-7. On Series & Example of Reverse DApps
Many DApps that centered on FANZY in various fields are provided to users and every
organization of economy. So, users can get the opportunities to show their talent and use
those services and assets with Fanzy token.

Video &
Photography

Entertainer

MCN

Health

Block Chain Based
Beauty
&Fashion

e-Sports

DApp Users

On Protocol

Social
Sports

Design

Cartoon

Participating
organizations
in the ecosystem

Cook
Art

Service DApps in various fields

DApp kind of POT

Service
for Artist and Singer
wannabe

K-POP
On

Singing,
Dancing,
Playing,
Producing,
etc

Music and Video
Streaming
Matching people for
producing music
One time Crowd funding
for making content

On protocol

Usage of Fanzy

Related organization

Someone’s POT up,
Join event, Donation,
etc
Fee, Online item,
Purchasement of
content, etc
Brokerage fee,
Purchasement of
content
Purchasement of
ticket, content,
goods, etc

Entertainment planners,
Music producers,
Distributors, Performance
planners, Performance
organizers, Content
producers, Academies,
schools, Advertisers,
Advertising agencies,
Broadcast stations,
Various agencies
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ex) DApps, Eco-Players & Ecosystem
DApp

Entertainer

MCN

Beauty &
Fashion

Design

Cartoon

Art

Cook

Social
Sports (*)

e-Sports

Video &
Photography

kind of POT

Acting, Skills,
Expressiveness
Diﬀerency,
Humor, etc

Diﬀerency,
Apperance,
Voice, Charm,
Content, Skills,
etc

Makeup skills,
Diﬀerency,
Product
selection skills,
etc

Innovativenes,
Diﬀerency, etc

Skills,
Diﬀerency, etc

Diﬀerency,
philosophy,
expression, etc
Performance
skills, Taste,
Decoration
skills, etc

Service
Content of photos and
videos

Usage of Fanzy
Donation

Lesson or sharing
information in various
fields

Tuition fee

Concert of Magic,
Singing, Musical, etc

Purchasement of ticket

Content of photos and
videos

Donation

Viewer Engagement
Event
Lesson or sharing
information in various
fields
Content of photos and
videos

Event entry fee

MCN companies and all companies
related to Creator’s content, Event
companies

Donation

Personal Styling

Styling fee

Business trip makeup

Trip fee

Apparel production

Purchasement of apparel

Selling goods

Purchasement of goods

Collaboration

Collaboration request fee

Outsourcing

Outsourcing fee

Webtoon, illustration

Purchasement of paid
goods, Request fee

Story creation and
inspection

Request fee

Lesson or sharing skills

Tuition fee

Work

Purchasement of work

Lesson or sharing
knowhow and recipe

Tuition fee

Selling foods &
ingredients

Purchase of foods &
ingredients

Catering

Trip fee
Entry fee

Video content

Donation

Rival matching

Service fee

Personal Training

Service fee

Skills, Game
development
ability, Situation
judgement
ability,
Commentary
ability, etc

Hosting Games and
Meetings

Entry fee

Development of game

Request fee, Donation

Game lesson

Lesson Fee

Game commentary

Inviting Commentators fee

Shooting skills,
Editing skills,
etc

Taking photo and video

Request fee

Photo collage and
video editing

Request fee

On protocol

Entertainment planners, Event
Planners, Pop culture and art
organizations

Tuition fee

Hosting Games and
Meetings
Physical ability,
Skills, Aﬃnity,
etc

Eco-Players

Cosmetics suppliers, Apparel
suppliers, Advertisement agencies,
Video Productions, Online stores

Oﬄine design goods stores, Pop-up
stores, Industrial design companies

Game companies, Animation
companies, School board

Art Collectors

Catering companies, Wedding
companies, etc

Companies that provides in-house
sports welfare, Sports clubs,
Beverage and Catering companies,
Fitness centers
* Social clubs such as badminton,
futsal, bicycles, bodybuilding,
billiards, basketball, baseball, etc

Middle and High Schools, Game
Companies, Professional Gamers,
Military

Advertising agencies, Camera
Renters, Model agencies
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III. Ecosystem Expansion
3-1. Global Expansion & Local Service Combination Strategy
The functions and role of the On Protocol remain the same in the expansion of projects
such as DApp expansion and globalization. The specified policy should be applied
equally to all participants so that the philosophy of the On Protocol can be penetrated to
all from creators to eco-participants. And then we will lead that creators, fans and users
can work together to grow ecosystems.

Paradoxically strong
connection due to interactions,
mutual benefits and emotional
ties
Establishment of regional hub
by each continent and
establishment and
management of local
ecosystem
Applying policy fairly in the
network

Philosophy Penetration

Philosophy penetration to all
from creators to eco-participants

Paradoxical Connectivity
Challengeable Eco-Players

Participation of eco-players
for innovation and challenge

Regional Hub Management
Integrated DApps’ Localization
Policy Fairness

Localization of Integrated
managed DApp Services by
country

Long-term Six KSF For The Expansion Of On Protocol Ecosystem

Global community (On Protocol's KMS) will be formed within the On Protocol so that
global expansion and local growth can be achieved quickly by sharing the knowledge,
know-how, information and experience accumulated during global expansion of the
project. KMS, a global community, is based on Hyperledger Fabric, which enables
ecosystem of On Protocol and DApp to be formed and grow quickly by communicating
and cooperating with each other by releasing necessary information to all ecosystem
participants including eco-players. For example, let's say there is a DApp where you can
request for cooking dinner. This DApp will be a local service, but the experience of the
user will become known to the community and will help to spread out these services in
other regions as well.
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“Paradigm shifts have always resulted
in the birth of great organizations”

Global Expansion
-Proliferation of On Protocol’s DNA and culture
-Acceleration for establishment of Regional Hub and developer participation.
-Encourage DApps and eco-players to enter the ecosystem

knowledge, know-how,
information and experience

O

Sharing the all of information through
On Protocol’s KMS

knowledge, know-how,
information and experience

Local Service
-Sharing the success cases.
-Rapid adoption for Protocol and DApp.

On protocol

-Encourage local DApps and eco-players
to enter the ecosystem
-Boosting up local services.
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3-2. DApps & Eco-Player Proliferation Strategy
The On protocol integrates and manages user information and transaction information in
all DApps for user convenience, and makes all DAPPs available with single account and all
informations are shared between DAPPs, so users will be able to access and use the
service without worrying about accounts, boundaries of DApps, online and oﬄine. The AD
chain integrates advertisement requests and provides customized advertisement to users
in timely manner based on the systematically managed information of the users in the
Data Management Chain.

talent store
Cross DApp Marketing
The DAPPs in the On Protocol
are available with a single account.
And they are exposed and
do marketing mutually.

Regardless of kinds of talent,
and on-oﬀ line, able to purchase
creator's talents,
services and goods
provided by eco-player.

Data Management Chain
AD Chain
Through the learning of
the integrated transaction data,
AI provides information
(or advertisement) necessary
to the user in timely manner.

All transactions made in DApp
are consolidated and managed.
And information is shared
in DApp and ADchain.

Hyperledger SDKs, APIs, SmartContract, Indentity Management
The functions provided by On Protocol works through SDKs, APIs, and SmartContract,
Using the Identity Management feature, users can access all services with single account.
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The On Protocol encourages collaboration between eco-players and On Protocol adoption
of existing talent-related services, in order to build a fast ecosystem and Fanzy usage
places. With the financial and strategic support of On Protocol in the future, Eco-players
and DApp will be developed into three forms of Alliance, Investment, and Development,
and the size and value of ecosystem will increase.

Alliance
Integration of operators with
superior technology or business
models.
Equity acquisition or partnership.
Development as an integrated
group in the ecosystem.

Investment

Development

Financial and business support
to grow the allied group.
Realization of ecosystem
expansion by investment on
front and rear business.

Development of DApps that
can expect synergy with allied
group.
Development of DApp with
potential market value in the
future.

Expansion into the global market
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IV. FX1 Token Generation
Market Promotion
7.00%
Ambassader&Partner
8.00%

Team
15.00%
FX Generation
Plan

Fanzy Deposit
Related Fanzy X
Generation
70.00%

Development
20.00%

Initial Fiat
Exchange Reserve
25.00%

Use Plan of
the Investment

HQ Operation
13.00%

Global Operation
21.00%
Global Marketing
21.00%

*
*

Market Promotion is for an extension of the ecosystem and is issued according
to conditions when going to global market.
Global Operation means all operating costs for all global activities and branches.
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