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In the safest manner possible, we will revolutionize every indus-
try through the endless capabilities of artificial intelligence and 
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FLORAFIC
Artificial Intelligence eSport Training Program

  April 19, 2018

INTRODUCTION
At Florafic, we believe that we can revolutionize the eSports industry by utilizing 
our specialization in artificial intelligence (AI) and blockchain technology. We will 
create a platform where eSport gamers can communicate and compete with 
each other. We will also offer a personalized AI trainer to every member of our 
platform. Our personalized AI trainer will analyze every action a player performs 
during a game and give customized feedback to the player after the game. We 
believe our technology will bring tremendous value to this exponentially grow-
ing industry.

In 2017 alone, the eSports industry generated $655 million in revenue. During 
this time, the industry has seen consistent growth rate in revenue globally with 
the Asia Pacific region, topping the chart at 51.7%, Europe at 18 %, and and 
North America at 13 %.  Additionally, it is estimated that the revenue will sky-
rocket to $1.48 billion by 2020. Based on these numbers, the eSports industry 
is one of the fastest-growing industries in the world.
           
The eSports industry has attracted many investors including Red Bull, Coca Cola, 
and T-Mobile. These investors sponsor eSports teams and tournaments as a 
platform to advertise their brands and products. In addition, some of the most 
well-known basketball franchises in the NBA such as the Golden State Warriors, 
Cleveland Cavaliers, and the Houston Rockets have also entered the eSports 
scene by creating their own League of Legends teams and competing in the 
North American League of Legends Championship Series. Investors like these 
will continue to aid in the growth of eSports. 

Florafic will not be doing this alone. We will expand our network with other 
gaming companies and partners to continue advancing. We encourage you to 
join us in this opportunity and we look forward to changing the world with you. 

The Florafic Team



3

THE PROBLEM

Social Problem

Health Problem

In our modern day society, video games, its users, and the eSports industry 
have many negative connotations. These connotations suggest that gaming 
results in poor prioritization, loss of intelligence, and sluggish development 
in the brain and body. Florafic intends to disprove these negative connota-
tions and uncover the positive effects and impacts of gaming.

According to these connotations, video games cause unwanted social ef-
fects on players. It can compel players to be neglectful, inattentive, le-
thargic, and secluded to only the realms of the game and those within it. 
Whilst neglecting social interaction, the user faces the risk of leading an 
unhealthy lifestyle. While players might be able to communicate effectively 
in the parameters of the gaming world, communicating effectively in reality 
may prove to be a difficult task.

Due to the copious amount of time spent on progressing in video games, 
players often overlook the negative side effects of excessive gaming. Con-
sequently, negative connotations frequently arise around those who par-
take. Playing games for excessive amounts of time, even more than two 
hours, has been known to cause eye strain, headaches, physical pain, and 
obesity. These adverse health effects provoke modern society to conclude 
that playing video games is detrimental to youth and adult health.

A person who pursues a career in competitive video games tends to be 
among the best in the world at his or her game of preference. In order to 
be the top of a league, a player must devote countless hours to a specific 
game to learn the skills necessary to win. However, since many people are 
unable to reach this level of expertise, few people are able to make an 
income through eSports. This is because most gamers lack the proper train-
ing necessary to learn the tactics of those who excel at a specific game 
and are able to compete at such a high caliber. 

Economic Problem 



THE SOLUTION
By blending artificial intelligence and blockchain technology, we will be cre-
ating a platform for eSport gaming. By using this platform, players will be 
able to earn money and create a career for themselves. This new platform 
will change society’s perception of gaming and challenge people to have a 
more open mind towards eSport gaming.  

Social Solution
Florafic understands and realizes that people can have limited interaction in 
real life due to the excessive amount of time spent playing games. Florafic 
intends to provide a variety of ways for gamers to connect, bond, talk, and 
play together. Players from all over the world will be able to participate in 
competitions by creating their own, or through Florafic’s platform. Addition-
ally, Florafic will also be establishing centers and cafes in 2019 for gaming. 
This will allow gamers to socialize, meet new people, and go to new places. 
Thus, creating better social environments for those that participate.

Health Solution
To combat the exorbitant amount of time gaming, Florafic will be incor-
porating AI similar to a personal training, except with a different dynamic. 
Players will not need to spend nearly as much time attempting to complete 
one task or gain one new skill. The artificial technology will collect data 
from the player’s playstyle. Using this data, our technology will recognize 
player’s pathing and errors and will make corrective changes to improve 
their skills and enhance their expertise. 

Artificial intelligence helping to advance players’ skills is not the only way 
to help solve health problems. For example, our AI will notify the gamer 
when it is time to take a break and go for a walk if the gamer is playing for 
too long. This is something Florafic is pleased to implement, knowing that 
extreme amount of time playing games causes people to have a limited 
amount of exercise. Florafic’s augmentations to artificial intelligence will act 
as a solution to a myriad of problems in the modern gaming industry.
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Economic Solution
We will address this problem by creating AI personal trainers that will assist 
the players in every aspect of their gaming experience. The AI will collect 
data from the player and thoroughly analyze their gameplay and strategy. 
The AI would then share its statistics with the player and suggest correc-
tive measures for improvement. For example, a League of Legends AI could 
suggest better means to ‘last hit’ the minions, or advise them to use their 
combos more effectively. By taking advantage of their personalized AI 
trainer, they can generate a new stream of income through the use of our 
platform. Competing through Florafic grants the player the ability to earn 
potential rewards by placing in one of our three Florafic rankings: Silver, 
Gold, or Diamond. FIC Tokens will revolutionize our platform by rewarding 
tokens to winners that can be traded within our market or exchanged into 
fiat currency. 
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eSports
The Market
The market for the eSports industry is both promising and rewarding. Earn-
ings from 2017 managed to reach almost $2 billion, which is $900 million 
over Super Data’s $1.1 billion revenue prediction for the year. By 2022, the 
revenue is expected to at least double, if not triple. The market is advanc-
ing in phenomenal ways. The revenue predicted for years to come, will most 
likely be lower than what the outcome truly is, just because the eSport 
gaming industry is increasing and advancing at a faster rate than expected.

The Future
The future of the eSports gaming industry will continue to develop over 
time. The market is already advancing faster than predicted, and the indus-
try potential is high. Florafic intends to be on the forefront of this growing 
industry using blockchain technology and artificial intelligence. Florafic’s 
involvement in the eSports industry will improve the quality of life for every-
one. Using our technology to advance the eSport gaming industry, we will 
eliminate the negative connotations around the eSports industry and offer 
a new stream of income for gamers. 

6



7

STRATEGY AND PROGRAM 
Florafic’s AI eSport training program will be implemented in two phases. 
Having two phases of the program allows for sufficient data collection and 
storage. With the data stored, Florafic will be able to establish its artificial 
intelligence technology. As stated previously, this technology is able to train 
and coach players due to the amount of data collected from the gamers. 
By collecting a large quantity of data, the technology can be created to be 
used for further aspects in the industry.

The Program 
Our platform will be established by implementing two phases. Each phase 
will be beneficial in order to create our artificial technology, and all other 
future projects.

Phase One 
Phase one will be the most important for the training program. In the begin-
ning of the program, gamers will be able to play placement matches either 
individually or with their friends. After the players complete their place-
ment matches, they will be ranked according to their skill level. Your level 
will be determined by the points you gain during placement matches. The 
ranking in your respective game will not matter in our ranking system and 
everyone must play placement matches in our system. When you receive 
your ranking, you will be able to participate in daily competition to earn FIC 
coins. In total, we have 9 levels. The rankings will include Silver, Gold, and 
Diamond. The chart below shows how many points are required to advance 
to the next level. For example, if you have 300 points, then you will be level 
2 and once you gain 400 more points, you will advance to level 3. 



Silver Ranking 
The Silver ranking will be for players 
who achieve levels 1-3. Players can 
compete in their game of choice dai-
ly and earn points. Each win will grant 
25 points to the player and each loss 
will set the player back by 15 points. 
At the end of the day, our system 
will rank each player based on their 
points and the top players will be re-
warded with coins as shown in the 
table below. 

Gold Ranking 
Players who achieve levels 4-6 will 
be classified in the Gold ranking. 
Players can compete in their game 
of choice daily and earn points. Each 
win will grant 25 points to the play-
er and each loss will set the player 
back by 15 points. At the end of the 
day, our system will rank each player 
based on their points and the top 
players will be rewarded with coins 
as shown in the table below. 

Levels
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Diamond Ranking  
The diamond rank will be for those 
that achieve levels 7-9. Players can 
compete in their game of choice 
daily and earn points. Each win will 
grant 25 points to the player and 
each loss will set the player back by 
15 points. At the end of the day, our 
system will rank each player based 
on their points and the top play-
ers will be rewarded with coins as 
shown in the table below.
 

The data from each player’s games will be stored and kept in the form of Big 
Data. We will be using this information to develop our artificial intelligence 
technology.
 

Phase Two 
During phase two, Florafic will begin using the artificial intelligence system 
to give a full in-depth analysis of each individual player based on the data 
recorded. Similar to how Big Data works, AI will analyze the behavior and in-
teractions of the gamer to spot trends and patterns that could optimize the 
player’s gaming performance. Players will have 24 hour access to compete 
against AI. Incentives are provided for player’s based on their performance. 
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HOW ARTIFICIAL INTELLIGENCE 
WORKS

What is artificial intelligence?

Artificial intelligence is intelligence demonstrated by machines, in contrast to 
the natural intelligence displayed by humans and other animals. In computer 
science, AI research is defined as the study of “intelligent agents”: any device 
that perceives its environment and takes actions that maximize its chance of 
successfully achieving its goals. Colloquially, the term “artificial intelligence” is 
applied when a machine mimics “cognitive” functions that humans associate 
with other human minds, such as “learning” and “problem solving”.Capabilities 
generally classified as AI as of 2017 include successfully understanding human 
speech, competing at the highest level in strategic game systems (such as chess 
and Go), autonomous cars, intelligent routing in content delivery network, and 
military simulations.
Global uses of AI are typically what is referred to as narrow AI, which is a type 
of Artificial Intelligence whose centerpiece is concentrated on completing nar-
row tasks. However, the abilities of narrow AI can be augmented over time by 
gradually increasing the scope of the AI’s functions. In doing this, the narrow AI 
can be developed into a more generalized AI, which would be closing the gap 
between an AI that completes simple functions and an AI that has intellectual 
properties similar to human conceptualism. By applying this type of logic to our 
platform, we intend on first starting with a narrow AI that will gather, compare, 
and analyze data acquired from our players. Afterwards, we will develop your 
personalized assistant that will alert you of potential downfalls of your gameplay 
and advise you on how to improve. 

How can AI collect data from games?

Our AI will collect data from our users in order to create feedbacks tailored 
for each individual player. By using Florafic alongside your game of pref-
erence, you are taking the initial steps that will be used to ignite your skill 
progression. We will compile these statistics into our database and these 
data will be used for later analyzation.ormance. 
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Traditional artificial intelligence tends to be known for incorporating the 
best of computer science and robotics among other relevant fields. Howev-
er, the AI that is used in gaming tends to work differently than traditional 
AI techniques. The functions of the AI are adjusted to fit the format and 
the work of the video games, which could results in particular feedback for 
particular information.

Florafic’s knowledgeable team understands how AI is used in different ways 
for different tasks, and intends to use this information to our advantage 
when revolutionizing the gaming industry.
Florafic’s artificial intelligence will be learning everything possible about the 
eSport games it is involved in. Once knowledgeable about every aspect, 
the artificial intelligence will use all of the data stored to be able to teach 
and train individuals at any skill level. However, some state that AI used 
for gaming programs is not true AI using intelligent behavior, but, in sim-
ple terms, just a computer program learning and storing data, seeming as 
though it is using its own “intelligence”. To Florafic, the truth of the matter 
is, the artificial intelligence used in our company uses true “intelligence” so 
the technology is able to learn and teach all types of players.

AI being able to give responses and learning from given data is not an en-
tirely new concept. Nearly ten years ago, mobile games incorporating pets 
and creatures became extremely popular. On a global scale, people were 
able to purchase this technology from their current devices, which were 
mostly mobile devices, and took care of the pet or creature virtually. The 
creature would learn through the actions implemented in the game, take 
that data stored, and learn how to respond. The device could learn from 
actions given, but also could connect with other devices. This is similar to 
how Florafic’s artificial intelligence technology works. The AI receives data 
from all users possible, stores it, and learns from it so it is able to teach 
players all throughout the world. Technology has advanced a great amount 
since the time of carrying around mobile devices with interactive creatures. 
Join Florafic’s program and see for yourself.

Personal Coaching Assistant games?
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Multilayer perceptrons (MLP) are a subclass of Artificial Neural Networks (ANN) 
that mimic the neurons in a human brain. The hidden units in the neural network 
apply specific non-linear activation functions. One of the popular activation 
functions is rectified linear unit (ReLU) that we consider as activation function for 
the units of hidden layers MLP. It improves information disentangling and linear 
separability. Furthermore, ReLU activation is computationally cheaper: there is no 
need for computing the exponential function as in case of sigmoid activation. 
Model architecture and tuning are therefore major components of ANN tech-
niques, in addition to the actual learning algorithms themselves. All of these 
characteristics of an ANN can have significant impact on the performance of the 
model.

Artificial Intelligence

To reduce overfitting, dropout can be applied as regularization technique. As 
for the loss function to be optimized, Mean Squared Error (MSE) with Adam op-
timizer (Adaptive Moment Estimation) will be applied. The Adam optimizer has 
proven advantages like (1) parameters update are invariant to rescaling of the 
gradient, (2) step sizes are approximately bounded by the step size hyper-pa-
rameter, (3) it does not require a stationary objective, (4) works with sparse 
gradients, and (5) naturally performs a form of step size annealing. The model 
will be trained and optimized until the accuracy reaches convergence without 
losing precision, recall and f1-score. Further improvements and approaches like 
adding convolution nodes and unsupervised learning with self-organizing maps 
will be explored to reduce misclassification errors and achieve higher accuracy.
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Additionally, models are characterized and tunable by the activation function 
used to convert a neuron’s weighted input to its output activation. There are 
many different types of transformations that can be used as the activation func-
tion, and a discussion of them is out of the scope of this whitepaper.

The abstraction of the output as a result of the transformations of input data 
through neurons and layers is a form of distributed representation, as con-
trasted with local representation. The meaning represented by a single artificial 
neuron for example is a form of local representation. The meaning of the entire 
network however, is a form of distributed representation due to the many trans-
formations across neurons and layers.

One thing worth noting is that while ANNs are extremely powerful, they can 
also be very complex and are considered black box algorithms, which means 
that their inner-workings are very difficult to understand and explain. Choosing 
whether to employ ANNs to solve problems should therefore be chosen with 
that in mind.



BIG DATA
Traditionally the definition of Big Data is one or more datasets which are too 
big to be maintained or supported by regular database management systems 
or applications. Gartner Inc. presents another definition: Big data is high-volume, 
high-velocity and/or high-variety information assets that demand cost-effective, 
innovative forms of information processing that enable enhanced insight, deci-
sion making, and process automation.
Big data has the potential to drastically change the way the world operates. Due 
to its staggering presence, it is often referred to as the new oil. If big data can 
be used to its full potential, many previously unknown patterns and trends can 
be unveiled. 

There multiple different types of big data supply chains:
 1.Structured data (i.e. transactional and time phased data)
 2.Unstructured data (i.e social media customer service data)
 3.Sensor data (i.e. QR codes, GPS, or RFID data)
 4.New data types (i.e. video and voice data)
In the coming years, the data categorized by specifically Sensor Data and New 
Data Types are expanding explosively.

As you can see in the image, the three important challenges (also the three Vs) 
for managing those types for any business are:
 1.High Volume (i.e. the scale of data)
 2.High Velocity (i.e. analysis of streaming data)
 3.High Variability/Variety (i.e. different forms of data)

14



A blockchain is a continuously growing list of records, or in this case blocks, 
which are linked and secured through cryptography. Each block typically con-
tains a cryptographic hash of the previous block, composed of a timestamp and 
transaction data. By design, blockchain is inherently resistant to modification of 
the data. It is an open, distributed ledger that can record transactions between 
two parties efficiently and in a verifiable and permanent way. For use as a dis-
tributed ledger, a blockchain is typically managed by a peer-to-peer network 
collectively adhering to a protocol for inter-node communication and validating 
new blocks. Once recorded, the data in any given block cannot be altered ret-
roactively without the alteration of all subsequent blocks, which requires collu-
sion of the network majority.

Blockchains are secure by design and exemplify a distributed computing system 
with high Byzantine fault tolerance. Decentralized consensus has therefore been 
achieved with a blockchain. This makes blockchains potentially suitable for the 
recording of events, medical records, and other records management activities, 
such as identity management, transaction processing, documenting provenance, 
food traceability or voting. Florafic utilizes the same technology to conglomerate 
the player’s data from each game played. The abundance of storage available 
is what makes this technology so beneficial.

15

HOW BLOCKCHAIN TECHNOLOGY 
WORKS

What is blockchain technology?

What is Ethereum?
At its simplest, Ethereum is an open software platform based on blockchain 
technology that enables developers to build and deploy decentralized appli-
cations. These apps run on a custom built blockchain, an enormously powerful 
shared global infrastructure that can move value around and represent the own-
ership of property. This enables developers to create markets, store registries 
of debts or promises, move funds in accordance with instructions given long in 
the past (like a will or a futures contract) and many other things that have not 
been invented yet, all without a middleman or counterparty risk.

On traditional server architectures, every application has to set up its own serv-
ers that run their own code in isolated silos, making the sharing of data challeng-
ing. If a single app is compromised or goes offline, many users and other apps 
are affected. On a blockchain server, anyone can set up a node that replicates 
the necessary data for all nodes to reach an agreement and be compensated 
by users and app developers. This allows user data to remain private and apps 
to be decentralized like the Internet was supposed to work.



What are Smart Contracts?
In order to process transactions without the hassle of third parties, Florafic uses 
smart contracts. By using smart contracts, Florafic cuts out the “middle man” 
from transactions. Similar to a traditional contract, smart contracts define rules 
and penalties around an agreement. However, they are superior to traditional 
contracts because these obligations are enforced automatically. The thought of 
contracts being used electronically doesn’t make them any less safe; in fact, the 
opposite is true. These transactions are easily trackable and transparent, limiting 
the possibilities of fraud. 

What is FIC?
We have created our own currency (FIC) by using Ethereum open source soft-
ware. Our digital token can be used as a currency, a representation of an as-
set, a virtual share, and a proof of membership. The total amount of tokens 
in circulation can be set to a simple fixed amount or fluctuate based on any 
programmed ruleset. Tokens in the Ethereum ecosystem can represent any fun-
gible good including coins, loyalty points, gold certificates, IOUs and in-game 
items. Since all tokens implement some basic features in a standard way, our 
token will be instantly compatible with the Ethereum wallet and any other client 
or contract that uses the same standards. The FIC coins can be stored using 
the Ethereum Wallet. With the use of the Ethereum Wallet, Florafic is giving the 
gamer the most efficient, convenient, and fastest way to store and secure all 
FIC tokens. 
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Wallet and ERC-20
Florafic uses the Ethereum (ETH) platform to develop, and for transactions. Ethe-
reum platform is the safest platform for transactions which can ensure that the 
client’s transactions will be safe. Participants may use Myetherwallet with Florafic 
applications. The user’s safety depends on their “Private Key.” FIC is developed 
based on ERC-20, which means that FIC is the same standard with all other 
Ethereum-based tokens. Developers who want to create their own tokens have 
to follow rules and regulations of protocols that Ethereum has indicated for the 
working properly benefits. ERC-20 accommodates developers a lot in terms of 
creating tokens, because every time developers want to create tokens they do 
not have to create them from scratch. The users can just create the tokens from 
ERC-20 which is the computer language and commands, that work as a function. 
All tokens that developers create for ICO will be regulated by ERC-20.

All of these indicate how many tokens developers want to create. When trans-
ferring tokens, ERC-20 will create two signals into Ethereum network which can 
be designated the origins and the differences of tokens. In summary, ERC-20 is 
a group of functions and signals that certify all Ethereum tokens can work ap-
propriately together without any replications on Ethereum platform. Also, wallets 
that work with Ethereum will work with tokens based on ERC-20 as well.



FLORAFIC’S eSPORT PROGRAM

Players will log into the platform through 
Florafic’s program by Email or Facebook.

1
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Florafic will have three different gaming options for the player 
to choose from: HON, League of Legends, and Dota2. It will 
be the player’s decision to determine which server and game 
they want to join.

3.1. The ranking system will be established and determined 
by the players’ level in the system.

Once players are signed into the platform, Florafic will offer 
two major modes in the system.

18
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Below is an example of a ranking system for a player 
throughout a variety of days.
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3.2 JOIN OR CREATE SYSTEM
Our Join or Create system enables players to gather a pool 
of FIC from fellow competing members. A room is created 
by setting an amount of Fic required in order to join. After-
wards, those within the lobby will compete for the FIC, and 
the winner will receive all FIC as a reward.
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FUTURE PROJECTS
Florafic has many plans for the future to help advance the eSports gaming 
industry.

To start, we will begin launching ICO April 5th 2018 to the public. After 
launching the project, we intend to debut our Florafic Club in May of 2018.  
This will give gamers of the program, a chance to connect and learn from 
each other until we create our artificial intelligence technology.

In June of 2018, we will be preparing and developing our artificial intelligence 
technology for the gamers. This technology will become extremely influential so 
that the players can increase their performance and further their careers. This is 
will be an important milestone for the company and the players.

In the months of July and August of 2018, we will begin trading in the decen-
tralized exchange market, and signing with gaming companies. This will allow us 
to have our tokens more available, and to also have a larger variety of games.

Throughout the rest of 2018, we will be establishing a center for artificial intelli-
gence for eSports, in Bangkok, Thailand. This will then lead to creating eSports 
gaming centers and cafes in Thailand, in 2019. This will create access for gamers 
in more convenient places. People will be able to connect, play, and compete 
together in centers and/or cafes of their choosing.

Thailand will only be a starting point for our innovative technology. We will be-
gin expanding to other countries throughout the world in late 2019. This will 
lead to establishing tournaments of professional gamers vs. AI, and then global 
tournaments of players vs. players. These tournaments will result in rewards such 
as FIC tokens.

At the end of 2019, Florafic will officially be accepted globally as a major eSports 
supporter. That is not all we will have to offer, however.  In 2020, we will be 
instituting Florafic’s own training camp in Thailand. This will be implemented so 
gamers can improve their skills so they can reach new levels.

After creating such technology, centers, cafes, and the like, we will begin pro-
viding our own line of products, being sold at a variety of different industries for 
the public in 2021.  Our AI products will be recognized and available worldwide.

The result of our plans and technologies will lead to Florafic becoming a world-
wide global brand, sitting at the top of the eSports gaming industry.



Milestone
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FLORAFIC’S ICO DETAILS
The Florafic (FIC) token is an ERC-20 standard-based Ethereum token that FIC 
plans to offer for 60 days, starting from April 8, 2018 and will end on May 25, 
2018 
 
ICO funding will be used to develop AI system in AI Training Gamer with par-
ticipating companies. The project called “ Florafic AI Trainer ” will revolutionize 
of Game industry  the traditional organizations to the advancement of modern 
technology that increases the possibilities in every dimension through the glob-
al public ICO 

Token Issue Volume:                         max 5,400 million lorafic (FIC) tokens
Token Price at Issue:                         0.08 USD
Distribution:                                       40 % Investor
                                                      30 % Game Activities for AI program 
                                                             training                                                                  
                                                      10 % Founder team
                                                      10 % Reserved and Developer 
                                                             program
                                                        5 % Advisor 
                                                        5 % Bonus program

Website:                                             Https://www.florafic.io
Accepted forms of payment:                    BTC AND ETH
ICO Start Date:                                     March 27 , 2018, 12:00 PM GMT+7
ICO End Date:                                      May    25 , 2018, 11:59 PM GMT+7
Discounts time period token price:            
 March 27, 2018     (12PM GMT) to  April  5, 2018 (11:59:59AM GMT) $0.08
 April    6, 2018     (12PM GMT) to  April 20,2018 (11:59:59AM GMT) $0.10
 April   21, 2018     (12PM GMT) to  May  5, 2018 (11:59:59AM GMT) $0.15
 May     6, 2018     (12PM GMT) to  May 25,2018 (11:59:59PM GMT) $0.20



Use of proceeds:  
             55% Project Develope & Improvement 
             15 %  Maketing & Advertisement Coast 
             15 %  Business Development 
             10 %  Total Aministration Expense 
              3 %  Security
              2 %  Legal 
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Exhibit
Token Sale Procedures and Specifications

1. Total Number of Florafic (FIC) Tokens to be Cheated and sold

Company creating maximum of 5,400 million (5,400,000,000) FIC during the 
Token sale. 

40% of the amount created maximum of 2,160 million Florafic (FIC)  will be made 
available for sale in the Token “ Sale Florafic (FIC) “

The token sale will start at 01.03.2018 and will end at 25.05.2018
Token  name: Florafic (FIC)

Note; This is an exampale of colculation 
Based on calculation of ETH / USD rate as of 1 ETH=500 USD
To buying will calculate price of ETH / USD in real time 

Token sale will be carried out in two stages:  Pre-Sale, Main Sale 
Pre-Sale: Dates: 01.03.2018 -25.03.2018
Minimum Buying Amount: 0.5 ETH 
Bonus on the phase #1of Pre-sale is30% to a price on Main Sale, 1 ETH 10,834 
FIC (bonus included) Bonus on the phase #2 of Pre-sale is 25% to a price on 
Main Sale, 1 ETH 8,929  FIC (bonus included)

Main Sale:
Dates: 27.03.2018 -25.05.2018 
Minimum Buying Amount: of Main sale 0.1 ETH 
Bonus on the phase #1 of Main sale is15% to a price on Main Sale, 1 ETH 7,188 FIC 
(bonus included) Bonus on the phase #2 of Main sale is10% to a price on Main 
Sale, 1 ETH 5,500 FIC (bonus included) Bonus on the phase #3 of sale is 7% to a 
price on Main Sale, 1ETH 3,566 FIC (bonus included) Bonus on the phase #4 of 
sale is 5% to a price on Main Sale , 1ETH 2,625  FIC (bonus included )
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FLORAFIC’S COINS AND 
LIQUIDITY PROVIDER

Florafic uses a decentralized network on blockchain technology in cryptocur-
rencies exchange under control of our team. Decentralized network is a system 
that distributes all data on all users instead of ‘centralizing data’ which makes 
storing data faster and safer. Transferring money can be made faster compared 
to wire-transfer.

The views and attitudes of people in this era of eSport gaming will be changed 
in a positive way through Florafic’s innovative technology. People will truly un-
derstand the benefits of playing games and thus eradicate the negative conno-
tations around gaming. By understanding and witnessing first hand the effects 
of this new gaming, society will begin to accept and encourage gamers and 
their new potential skills/careers. People will begin to realize how much poten-
tial eSport gaming has for their country and the world. Technology is the future 
and Florafic intends to link artificial intelligence and blockchain technology to 
create a new phenomenon - an industry where players can create an income 
and receive money immediately. 

The gaming industry is predicted to continue to grow rapidly in the future. Sup-
ply and demand will provoke new innovations for the gaming industry. Florafic 
intends to capitalize on this expanding market by creating new technologies to 
advance gaming; thus, making careers in eSports more viable. 
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ADVANTAGES
How can this technology benefit people?



What Can This Technology Lead To?
The technology Florafic is implementing will play an extremely important role for 
humankind. Artificial intelligence will help substantially with the development of 
further innovations. AI will be able to collect various information and store all of 
it in full in a data set known as Big Data. AI’s abilities to calculate and process a 
myriad of things better than the human brain results in an immense amount of 
potential for future improvements. Artificial intelligence will play a crucial role in 
human life as the years go by. Development of humankind, education, science, 
technology, military, and eSports among other industries can all be enhanced by 
AI. The possibilities are endless when incorporating AI, and Florafic will continue 
to apply this technology beyond the gaming industry.

The innovative blockchain technology will cause a paradigm shift the way hu-
mans approach transactions. The financial transaction system and the banks are 
reluctant to stop using physical currency, but elsewhere, cryptocurrency’s pop-
ularity will spread. Over the past few years, cryptocurrency has become widely 
used and accepted. The removal of intermediaries allows for convenient, safe, 
and easy transactions between people. Florafic intends to utilize cryptocurren-
cy to help people throughout the world use a different, more secure form of 
currency.

Artificial intelligence and blockchain technology will continue to be involved in 
driving innovation, new technology development, and further developments in 
global applications. We cannot predict what the future holds in store, however 
we are are confident that new inventions and innovations will create a new and 
improved living space for all of humanity.
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FLORAFIC’S INFLUENTIAL 
TEAM AND ADVISORS

ADVISORS

NIKOLAY SHKILEV 
Cryptocurrency Enthusiast and Mentor

Nikolay is highly skilled in his area of expertise. Having 
had 20 years of experience in large-scale transaction 
projects, he has gained a vast amount of knowledge. 
Through his career he has achieved many awards and 
titles in the IT business. His rewards include: Self-Made 
Russia award, Tech Guru, Super TOP award, etc. He also 
holds the “Enterprise of the Year” wared in Kremlin.

Nikolay is currently the founder and CEO of Private 
Business Club. He is also the Co-Founder of “Top ICO 
Advisors”. He is a hardworking, intelligent person that 
would help the company grow. He is rated Top 10 in 
People of Blockchain. Nikolay is the perfect fit for Flo-
rafic, and the future is bright with him as an advisor.

TING MAN KEUNG
Chairman Chinese Dragon Group

Ting Man Keung  graduated from the Liu Jia College 
of Business (English language program) and lived in 
Eastern Europe for many years after. He was formerly 
Managing Director, Director of Marketing Planning and 
other positions in organizations and companies. He also 
has an expertise in financial management and market-
ing planning. Ting graduated with an honorary degree 
from the University of Sofia Bulgaria and Babes-Bolyai 
University, Romania. Later, he went back to Hong Kong 
in 2012 and built a team of experts to explore. Re-
search and promote online marketing, online shop and 
Digital currency.
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KONKANOK PAKEEISARA
Founder And Ceo Chinese Drag-
on Group (THAILAND) CO.,LTD

CHANADDA CHAMNAN
Advisor & Agency 

SIRAPOP KLAYSUWAN
Financial Specialist

DR.NARABODEE SALATOOM
Senior Advisor

 KITTITOCH PHOLKEN 
Trader & Agency 
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 JIRUSTIKAN THONGYU
Advisor & Agency  



SURAKRAI PROMPRADITH 
(Bird)

Chairman / Co-Founder

THANAWAT SUWAN 
(Rey)

Chief Administrative Officer/ 
Co-Founder

KRITTIPAT PORNKUMPOLRAT 
(Benz)

Chief Executive Officer /  
Co-Founder

XINGYO CHEN 
(Samuel)

Chief Financial Officer / China 
Operations Officer

COLTON BOEDKER
Chief Technology Officer

TIPRAPAN SOMSRI 
(Boat)

Co-Chief Executive Officer

TEAM
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NANIPAT VIACHAI  
Manager

SUCHAT KLAYSUWAN 
Chief Strategy Officer

ANUPOL KOPCHAISANG 
Chief Technology Officer

/ Syetem Engineer

PRONPRACHA PROMPRADIT 
Program Developer Specialist

MITCH KELLY 
Chief information officer

MCKENNA WALTER 
Director of Communications 

and Public Relations

SOMPORN SUWANDEE 
Lead Manager & International 

Coordinator

DMITRY SMITH
Lead Marketing Coordinator 
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KRITSAWAT HUNSARAH
Marketing Director

CHAKAPAT PHOLKEN
Digital Marketing Specialist

MANANPAT PUNNAPATHIP
Human Resources Consultant

NORRASET KUNRAT
Human Resources Executive

TITAREE KONGSIRAKARNSAKUL
Director Game Developer

PHANTOUCH UNJINDAMANEE
Digital Marketing Specialist

ADISORN JEAMJAROEN
Graphic designer

JIRAWAT  KANUSON
Digital Marketing & Multimedia
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More team information please click this link
https://www.florafic.io/assets/documents/team-paper.pdf



32

1. Wiput Watanasupt. (2018). Decentralized on Blockchain. Jan 8, 2018, https://    
   siamblockchain.com/2018/01/16/3-web-giants-decentralized-blockchain

2. Jittagorn Pitakmetagoon. (2011). Back Propagation Algorithm. Jan 8, 2018,
   http://na5cent.blogspot.com/2011/03/back-propagation-algorithm.html

3. Vbuterin. (2015). Standardized_Contract_APIs. Jan 10, 2018, https://github.
   com/ethereum/wiki/wiki/Standardized_Contract_APIs/499c882f3ec123537f
   c2fccd57eaa29e6032fe4a

4. Economist Staff (2015), “Blockchains: The great chain of being sure about 
   things” [Online]. (Jan. 10, 2018)

5. Stuart J. Russell, Peter Norvig (2003) “Artificial Intelligence: A Modern Ap
   proach (2nd Edition)” [Online]. (Jan. 16, 2018)

6. Economist Staff (2015), “Blockchains: The great chain of being sure about
   things” [Online]. (Jan. 10, 2018)

7. Miller, George A (2003) “The cognitive revolution: a historical perspective” 
   [Online]. (Dec. 16, 2017)

8. James Ignizio (1991), “Introduction to Expert Systems” [Online]. (Dec. 18, 2017)

9. Armstrong, J.S., 1985, Long-Range Forecasting, 2nd edn., (Wiley, New York). 

10. Bell, T., G. Ribar and J. Verchio, 1989, Neural Nets vs. Logistic Regression, 
    presented at the University of Southern California Expert Systems Sym
    posium, November.

11. Connor, D.. 1988, Data transformation explains the basics of neural net
   works, EDN, 12 May 1988, 138-144.

12. Cybenko, G., 1988, Continuous valued neural networks with two hidden 
    layers are sufficient, Technical Report (Department of Computer Science,   
    Tufts University).

13. Dalrymple, D.J., 1987, Sales forecasting practices: results of a United States 
    survey, International Journal of Forecasting. 3,  379-392.

14. De Gooijer. I.G. and K. Kumar. 1992, Some recent developments in non-linear 
    modelling, testing. and forecasting, International Journal of Forecasting. 8,   
    135-156.

References



33

15. Donaldson, R.G., M. Kamstra and H.Y. Kim, 1993, Evaluating alternative models 
    for conditional stock volatility: Evidence from international data, Working 
    Paper (University of British  Columbia).

16. Duliba. K.,  1991. Contrasting neural nets with regression in predicting 
   performance, Proceedings of the 24th Hawaii International Conference on 
   System Sciences (IEEE Press, Alamitos.  CA), 4.  163-170.

17. Foster, B .. F. Collopy and L. Ungar,  1991, Neural network forecasting of short, 
    noisy time series, presented at the ORSA TIMS National  Meeting. May.

18. empirical test, Journal of Intelligent Manufacturing (in press).

19. Peter warman.(2017).Esports revenues will reach $696 million  this year and 
    grow to $1.5 billion by 2020 as brand investment doublesan. 8,2018,https://
    newzoo.com/insights/articles/esports-revenues-will-reach-696-million-in-2017

20. Christopher, Drea. “The Negative Effects of Video Game Addiction.” LIVES
     TRONG.COM, Leaf Group, 11 Sept. 2017, www.livestrong.com/article/278074-
     negative-effects-of-video-game-addiction/.

21. “Report: The Esports Industry Brought in $1.5 Billion Total Revenue in 2017, on 
     Course to Hit $2.3 Billion by 2022.” Google, Google, www.google.com/
     amp/s/dotesports.com/business/news/study-esports-industry-revenue-2017
    -superdata-predictions-19399/amp.

22. 37. “Blockchains: The great chain of being sure about things”. The Economist. 
    31 October 2015. Archived from the original on 3 July 2016. Retrieved April 6 
    2018.  The technology behind bitcoin lets people who do not know or trust 
    each other build a dependable ledger. This has implications far beyond the 
    crypto currency.

23.  Morris, David Z. (15 May 2016). “Leaderless, Blockchain-Based Venture Capital 
     Fund Raises $100 Million, And Counting”. Fortune. Archived from the original  
     on 21 May 2016. Retrieved 6 April 2018.

24. Popper, Nathan (21 May 2016). “A Venture Fund With Plenty of Virtual Capital, 
     but No Capitalist”. The New York Times. Archived from the original on 22 May 
    2016. Retrieved 6 April 2018.


