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PlayHall Project Summary 
A Summary of the Platform 

PlayHall is a decentralized multi-cryptocurrency platform for skill gaming mobile games 

focused on highly intellectual players who strive for victory. This platform will give players the 

opportunity to test their skills in PvP matches, participate in global tournaments, and custom 

tournaments created by players. For the gaming platform currency, there will be seven of the 

world’s most popular cryptocurrencies, namely Bitcoin (BTC), Ethereum (ETH), Liteсoin (LTC), 

Ethereum Classic (ETC), Dash (Dash), ZCash (ZEC), Bitcoin Cash (BCH) as well as PlayHall 

Token (PHT).  

In other words, PlayHall is a platform based on player competitions, aimed at 

demonstrating skills such as intellectual abilities, reaction and attentiveness. It also allows players 

to win cryptocurrency.  

A Brief Analysis of the Global Games Market 
In accordance with the PlayHall project concept, targeted territorie of the project are the 

Asia Pacific region, the USA, and European countries. 

 

Skill Gaming and eSports 

In most cases, skill gaming games are not normally referred to as eSport. Still, skill-

based games are directly connected to cybersport, or eSport, since there is a competitive 

component (PvP) in both categories. One of the most popular examples is the Hearthstone card 

game, whose income reached about 400 million USD in 2016, with the number of players 

exceeding 70 million.  

 The rapid development of the skill 

gaming industry is evident from the growing 

number of players. In 2017, the global eSport 

audience is expected to have reached 385 

million, comprising of 191 million e-gamers and 

194 million viewers. It is expected that by 2020, 

the latter number will increase by another 50%, 

to 286 million people. 

 There is no doubt that the growing 

number of e-gamers and e-game viewers will 

result in the growth of the skill gaming audience.  

Traditional board games, along with the 

sport tournaments, are being steadily taken over by the new e-games industry, and skill gaming 

in particular. It allows professional gamers to implement their intellectual abilities and skills in 

competing in popular games, with the possibility of winning real money and/or valuable prizes. At 

the same time, it is important to note that skill gaming is viewed positively from the perspective of 

international legal, social and commercial practices.  

The key advantage of skill gaming is that it is free from the social stigmatization, or public 

condemnation, that are inherent in casino games or sports betting, which is why skill gaming is 

potentially capable of attracting a wider audience. The growing popularity of console games is 

another trend that can be capitalized upon by the gaming industry. 

120

162
191

286

2015 2016 2017 2020

Number of cyber gamers, 
million people

https://venturebeat.com/2017/01/28/superdata-hearthstone-trumps-all-comers-in-card-market-that-will-hit-1-4-billion-in-2017/
https://newzoo.com/insights/articles/esports-revenues-will-reach-696-million-in-2017/
https://newzoo.com/insights/articles/esports-revenues-will-reach-696-million-in-2017/
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 Technologies are developing rapidly. Due to the development of blockchain technology, 

as well as decentralized systems and platforms, customary server solutions used in online skill 

gaming are becoming obsolete. With the use of blockchain, decentralization and smart-contracts 

technologies, to organize games, skill gaming has been taken to a new level, which we call Smart 

Gaming. 

Market size 

According to the experts, the share of the Skill Gaming segment in the total volume of 

mobile gaming is about 10%, which in the cost expression for 2017 is about 5.1 billion USD. 

Meanwhile, by 2020, the total volume of the Skill Gaming market will be about 7 billion USD. Thus, 

for instance, Skill Games in the US enjoy widespread popularity and as of the year 2016 lead in 

the number of mobile game downloads as 

well as in the MAU (Monthly Active Users) 

figures, reflecting the monthly audience of 

active gamers.  

 Existing online skill gaming 

platforms have adequate liquidity in terms 

of the number of players. They are also at 

relatively low risk compared to traditional 

sports betting, which explains the 

constantly increasing number of such 

websites. It should be noted that most of the online skill gaming websites are only present in local 

markets, and target their local audience, which means that the PlayHall platform will have the 

opportunity to enter free markets, satisfy the demand and scale up at a fairly rapid rate.  

Major distinguishing characteristics of gambling and skill gaming, as well as their similar 

features, are reflected in the table below.  

Table. Distinctive Features of Gambling and Skill Gaming 

№  Feature Gambling 
Skill 

Gaming 

1 Positive correlation between results and skills of player - + 

2 
The unpredictability and random character of the result, on which the 

parties either can or cannot exercise a decisive influence 
+ - 

3 Risky (aleatory) character * + - 

4 Material character of win, and risk of losing * + + 

 So, skill gaming players will have an opportunity to win real money, along with minimizing 

the risk of money loss by improving their skills to bring more victories.  

Therefore, despite the fact that skill gaming provides an opportunity to win some kind of 

assets, this type of entertainment is not gambling. Unlike gambling, the idea behind skill gaming 

is that the results are achieved through the basis of superiority of skills or abilities of one particular 

player over other participants, rather than being randomly determined. Therefore there are no 

legislative restrictions. 

 

An example of the existing platform  

Currently, the skill gaming online industry has not been developed to its full potential. It is 

normally represented either by software development companies, or by separate 

4,3
5,1

5,8
6,5 7,2

2016 2017 2018 2019 2020

Online skill gaming mobile 
market, 
bln USD

http://en.aser.by/
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platforms/websites focused either entirely on skill gaming, or which have added skill gaming to 

their portfolio, along with existing games, including gambling games.  

Perhaps, the most vivid example of skill gaming is Skillz, the fastest growing company in 
the United States, according to the 2017 Inc. 5000 rating. In 2016, Skillz’s revenue was 54.2 
million USD. The Skillz startup has generated impressive results in less than 2.5 years. In the first 
quarter of 2017, 3 million players joined Skillz. Back in May 2017, the San Francisco company 
announced that its revenue run-rate had doubled in the previous eight months to more than $100 
million.  

Nevertheless, despite the doubtless advantages of the trend of interest, certain flaws do 

exist. A key issue is the high difficulty for a player to receive his or her winnings: participants can 

spend real money on buying ammunition, totems, etc. facilitating the attributes’ victory, however 

when attempting to exchange their winnings in game currency for real valuables, certain 

difficulties arise.   

Winners use various methods and exchange channels to get real valuables for their 

winnings (special services and auctions, forums, “grey exchanges”, by way of direct agreements 

between players) and, as a result, just 4% of them manage to successful receive their honestly 

won money. On top of that, often times, players are subject to blocked accounts on the part of the 

developers, which leads to a loss of the game currency they won.   

For instance, while on the Skillz platform, players receive winnings immediately in the form 

of prizes, the amount of which is also limited by the offers of the internal store, meanwhile players 

of the PlayHall platform after winning a match and a tournament immediately receive a prize fund 

in the popular cryptocurrency and/or tokens PHT. Thus, the PlayHall team offers liquidating the 

risks of issues arising with the receipt of their actual winnings and offers a way to legally and 

easily earn cryptocurrency and the PlayHall tokens represent real value.  

PlayHall Platform Games 
We have already launched a beta version of the platform which offers the first games that 

can be played for demo-tokens:  

1. Checkers; 

2. KoBro Tennis (a quiz on table tennis); 

3. KoBro Soccer (a quiz on football); 

4. KoBro Football (a quiz on American football).  

 

 
 

 

https://www.inc.com/inc5000
https://venturebeat.com/2017/12/13/skillz-raises-25-million-for-mobile-esports-platform/
https://venturebeat.com/2017/12/13/skillz-raises-25-million-for-mobile-esports-platform/
http://playhall.com/#!/profile
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In addition, we have already authorized another 20 games to be further introduced on the 

platform: 

1. Sea Wars;  

2. Domino Battle;  

3. Royal Chess;  

4. Pool; 

5. Backgammon;  

6. Tetris Battle;  

7. Fruit Match: Match3;  

8. Mahjong Solitaire; 

9. Puzzle Griddlers;  

10. War of Generals, mmoRTS;  

11. World Carnival Griddlers;  

12. World Theatres Griddlers;  

13. Griddlers Beach Season;  

14. Solitaire Italian Trip;  

15. Magic Griddlers;  

16. Save the Nature, mahjong;  

17. Battle Tanks, online PvP;  

18. Space Battle; 

19. Rock Paper Scissors;  

20. Sport Dots.  

 
By the end of 2018, there will be about 50 games running on the PlayHall platform, and 

this number will reach at least 200 by the end of 2019. We are constantly working on enhancing 

the quality of game content, as well as involving new developers from all over the world.  
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Distinctive Features of the Project 
The PlayHall platform’s main feature is that it combines popular multiplayer skill gaming 

games, and gives the opportunity to gamers from all over the world to compete and win popular 

cryptocurrency and PHTs.  

The growing interest in the games on the platform will drive a growing number of active 

gamers. 

Those who have achieved significant results in PvP matches, become regular participants 

of the numerous tournaments; and since it is a requirement to have PHTs in order to participate 

in a tournament, this will guarantee the usage of PHTs and increase their liquidity on the 

platform. 

The possibility of playing with popular cryptocurrency for PVP matches on the platform will 

attract new games more actively, which will lead to the increased number of MAU and will secure 

more active token usage on the platform. Thus, we will ensure the functioning of the ecosystem 

PlayHall, which will allow us to take a significant part of 5 billion relatively unoccupied market 

pretty quickly.  

Advantages for token holders: We guarantee that new games will be added to the 

platform regularly. This, along with the full-scale marketing, will result in a rapid growth of the 

number of active gamers, and the increased use of the token within the platform. These factors 

will also contribute to the growing popularity of the platform. 

Advantages for Players: Players from all over the world will receive a handy tool that will 

allow them to compete in their favorite intellectual games, and win PHTs with high liquidity thanks 

to their skills, reaction, and erudition.  

Advantages for game developers: With our project, developers can earn more from their 

popular social free-to-play multiplayer games.  

 PlayHall Tokens (PHT) 
The PlayHall Token (PHT) is an ERC20 token created on the Ethereum blockchain 

platform. The PHT serves as a payment tool within the PlayHall ecosystem. We opted for ERC20, 

since it is a time-tested up-to-date reliable standard. 

PlayHall tokens will allow gamers to participate in tournaments, while also being a major 

tool for decision making on issues concerning platform management, or gaming process 

organization through voting.  

Organization PHT tokens will also be used in PvP matches, along with other 

cryptocurrencies available on the platform, including: 

● Bitcoin (BTC),  

● Ethereum (ETH),  

● Litecoin (LTC),  

● Ethereum Classic (ETC),  

● Dash (Dash),  

● ZCash (ZEC), 

● Bitcoin Cash (BCH).  

  PlayHall token emission makes it possible for us to finance the platform more from the 
perspective of development and marketing; it will also extend the geography of the project. 
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The Use of PHTs 
Tokens will be used for gaming on the mobile platform to maintain interest, and to reward 

active players. Tokens will provide the opportunity to develop a decentralized virtual gaming 

market, and will also allow players to participate in matches and tournaments. 

Gamers can place bets in PvP matches using any cryptocurrency available on the 

platform, including PHTs. The commission from PvP matches will account for 6% of the gain, 

where one half (after the deduction of expenses on marketing and prize fund allocations) is 

awarded to the game developer, and the other half goes to the platform’s further maintenance 

and development.  

 

For example: Player1 and Player2 each bet 10 ETH in a PvP match. Player_2 wins and 

receive 20 ETH. Player_2 pays commission, which is 6% of his gain, i.e., 1.2 ETH, and therefore 

gains 18.8 ETH after commission is deducted. 

The platform will hold regular prize tournaments. A part of the platform commission from 

every gain will be allocated to the prize pool. Participation in such tournaments will be open only 

to PHT holders. Half of the raised PHTs goes to the developers of the game, on which the 

tournament is operated. The other half is allocated to the further maintenance and reinforcement 

of the platform reserve fund. The prize pool is distributed among the tournament winners with 0% 

commission. 

Apart from regular prize tournaments, the PlayHall platform will hold numerous 

decentralized tournaments. Winners will pay commission equal to 10% of their gains. Half of this 

commission (after the deduction of expenses on marketing and the allocations for prize 

tournaments) goes to the game developer, the other half is allocated to the platform’s 

maintenance and development. This higher rate of commission is due to the greater expenses of 

the platform (assistance in tournament organization, server capacities), as well as game 

developers’ greater expenses, such as the realization and maintenance of the tournaments and 

server load.  

Another peculiarity worth mentioning is that the gamers will be able to purchase PHTs 

right on the platform, quickly and easily, both with popular cryptocurrency (Bitcoin (BTC), 

Ethereum (ETH), Litecoin (LTC), Ethereum Classic (ETC), Dash (Dash), ZCash (ZEC), Bitcoin 

Cash (BCH)) and fiat money (USD, Euro). The exchange rate will be 10% higher than the one 

on the market. This 10% is allocated to the regular prize tournaments prize pool (after the 

deduction of expenses in acquiring fiat payments).  

 

Token Sale 
Token Sale Summary 

The aim of the Token Sale is to raise 16,000 ETH (hard cap). The raised funds will be 

distributed as follows: 
 

Тable. Distribution of the Raised Funds in Various Project Development Scenarios1 

Raised funds (ETH) 1,500 3,000 7,000 12,000 16,000 

Estimated amount in USD $1,500,000 $3,000,000 $7,000,000 $12,000,000 $16,000,000 

                                                
1 The amounts in USD are given as an example at exchange rate of USD/ETH = $ 1,000/ETH. It may 
differ depending on the exchange rate. 
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Attracting the gamers and 

keeping them interested (online 

marketing: purchase of 

equipment), USD 

$550,000 $1,100,000 $2,500,000 $3,700,000 $4,800,000 

Organization of PlayHall 

conference, USD 
$0 $0 $0 $1,000,000 $1,250,000 

Participation in conferences and 

exhibitions (exhibition stands), 

USD 

$0 $0 $0 $0 $1,000,000 

Offline advertisement 

(popularization of the brand), 

USD 

$0 $0 $550,000 $750,000 $800,000 

Funding of the prize pools for 

free (promotional) tournaments, 

USD 

$0 $300,000 $700,000 $1,300,000 $2,000,000 

Research and Development  

(R&D), USD 
$600,000 $1,000,000 $2,200,000 $3,600,000 $4,000,000 

Administrative costs, USD $200,000 $350,000 $650,000 $950,000 $1,200,000 

Services of lawyers and 

advisors, USD 
$150,000 $250,000 $400,000 $700,000 $950,000 

 

After the end of the Token Sale, additional tokens will be issued to the reserve fund, for 

the project team and the bounty program, the total number issued will be equal to 40% of the total 

number of sold and bonus tokens, with the result:  

 

● The reserve fund will comprise 20% of the total number of tokens; 
● 2% will be allocated to marketing expenses (bounty campaign). 

● 18% of the tokens will be frozen for 180 days for the project team, with payment made 
during the two years after the end of the Token Sale (2 years vesting with 180 days cliff).  
 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Distribution of the raised funds in the best scenario 
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Terms of 

Sale and Discount System for the Purchasers of PlayHall Tokens 

(PHT) at an Early Stage 

Ways to purchase PHTs  
Token Pre-Sale and  

Token Sale 

 

Date for Token Pre-Sale 

 

10 AM EST  

(New York Time)  

February 26, 2018 –  

12 AM EST  

(New York Time)  

March 27, 2018 

Date for Token Sale 

Q2, 2018. 

The exact  date is to be 

announced after the end 

of the Token Pre-Sale 

Cryptocurrency acceptable in exchange for PHT 
ETH, BTC, LTC, ETC, 

Dash, ZEC, BCH 

Token exchange rate 1 ETH = 31,250 PHT 

PHT minimum purchase Token Pre-Sale and Token Sale 312.5 PHT (0.01 ETH) 

The aim of Token Pre-Sale (hard cap) 

 

The collected funds will be used for the further development, and for 
marketing the platform 

2,000 ETH 

The aim of Token Sale (hard cap) 16,000 ETH 

Distribution of tokens 
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The soft cap of Token Sale2 
 
If during the Token Sale we raise less than the soft cap, all raised 
funds will be refunded to the purchasers (with deducting transaction 
costs) 

1,500 ETH 

PHT distribution to the clients’ ERC20 wallets Right after the purchase 

Number of tokens to be released on the Ethereum platform for 
sale 
 
Bonus tokens will be issued additionally. 

500,000,000 tokens 

Token Sale duration 
eight weeks, unless the limit of PHT tokens 

sale is achieved earlier 

Token Pre-Sale 

Up to 2 000 ETH Bonus3 20% 

The Token Sale will be held in three slots: 

From 2 000 ETH to 6 000 ETH Bonus +10%  

From 6 000 ETH to 11 000 ETH Bonus +5%  

From 11 000 ETH to 16 000 ETH Bonus 0% 

At the end of the eight weeks, any unsold tokens will be burned. 

Reserve Fund 
As a result of the Token Sale a fixed reserve fund will be formed in the amount of 20% of 

the total number of issued PlayHall tokens.  

This reserve fund will be formed and placed in a multi-signature wallet for the following 

purposes: 

 

✓ Launch of motivating campaigns aimed at attracting gamers, and maintaining their 

activity on the PlayHall platform; 

✓ Attracting of advisors and experts capable of significantly increasing the value of 
the PlayHall platform; 

✓ Extra payments for IT security audit services and developers in case of hacker 
attacks on the PlayHall platform or PlayHall tokens in order to prevent its falling 
and/or withdrawal of funds of active wallet holders, as well as preventing unfair 
performance of the drawing and unfair comparison of the results of the gaming 
platform.  

Bounty Campaign 
 

                                                
2 The team reserves the right to change hard-cap and soft-cap of the Token Sale and Token Pre-Sale 
before the start of the sale, in case of sharp fluctuations in ETH/$ exchange rate. 
3 Bonus additional tokens are distributed free of charge and are issued in addition to the indicated 
62,500,000 PHT. For example, if you purchase 10 000 PHT, you will get additional 2 000 PHT 
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The share of tokens allocated to the bounty program: 2%. 
 
Please find the details of the requirements for participation in the bounty program in the separate 
document.  
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Project Roadmap 

Jan, 2017 –  
Feb, 2017 

 the initial PlayHall team is created 

Feb, 2017 

 visit to the ICE Totally Gaming conference in London, 

where the initial vision of the Skill Gaming platform was 

conceived 

Feb, 2017 - Mar, 2017 

 the vision of the PlayHall Skill Gaming platform is conceived 

along with the creation of its initial technical task and a 

marketing plan 

Apr, 2017 - May, 2017  agreements concluded on porting of the first PvP games  

May, 2017 - Dec, 2017 
 beta version of the platform developed with the first ported 

games users can play for demo-tokens 

July, 2017  decision made on holding Token Sale for PlayHall project 

Sept, 2017 –  

Dec, 2017 

 accreditation of 20 games, which are to be further 

developed by third-party developers, so as to remain 

connected to the platform 

Sept, 2017 -  

Jan, 2018 
 preparation for Token Pre-Sale and Token Sale 

Dec, 2017 - May, 2018 

 adaptation of PlayHall.com platform to the targeted 

markets, introduction of cryptocurrencies and PHT usage as 

the game currency of platform 

Feb, 2018 - Mar, 2018  Token Pre-Sale  

Q2, 2018  start of Token Sale 

July, 2018  realization of voting system  

Aug, 2018 
 launch of the first 20 games of the platform with the 

possibility of playing with cryptocurrency and PHT tokens 

Sept, 2018  holding the first tournament 

Dec, 2018  PlayHall platform offers about 50 games 
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Dec, 2019  PlayHall platform offers about 200 games 

Engineering Aspects 
The PlayHall platform utilizes the ability to build decentralized organizations on the 

Ethereum blockchain. We believe that if there are accurate economic incentives with in the model 

of decentralized management of the protocol parameters, such a model will stimulate effective 

maintenance and development of the platform. 

  

The management of protocol parameters inside the blockchain, as well as the 
management of a number of business processes outside the blockchain, are normally performed 
through a variety of decentralized voting models.  

  

We have designed a flexible tool for creating such models of voting within the platform. 
This tool will offer the platform users a wide range of opportunities to participate in the 
management of PlayHall protocol and the platform’s development.  

First, we have established eight vote types, and eight respective token types. The 
combinations of these eight vote types make it possible for us to build the economic model of the 
protocol.   
 

The successful operation of the economic model of the protocol is achieved, not only by 

the participants’ motivation to maintain the protocol, but also by preventing potential attacks, by 

introducing financial and reputational risks for hackers. In this regard, the PlayHall platform has 

the option of parameterizing the protocol; it also provides a sufficient number of voting tokens to 

take the interest of all platform participants into account. This solution helps to prevent the capture 

of full control over the platform by any of the mentioned types of tokens, which allows all users to 

participate in configuring the PlayHall platform economic model. 

 

In the voting system of the PlayHall platform, there are several tokens, which give the 

platform participants the opportunity to participate in voting. More than one type of such tokens 

can be accepted for voting at the same time, with none of them being sufficient to reach a quorum. 

 

By voting token, we do not mean ERC-20 PHT tokens issued at the Token Sale, but rather 

some sort of voting tool which assigns a numerical value to the address, and that can not 

necessarily be transferred. 

 

Overall we have established eight types voting tokens: 

 
1. Regular PHT token, which is frozen for the duration of the voting period. 

 Characteristic: liquid 

 Aim: To give the opportunity to vote to all owners of the base platform token. 
 Holders: Presumably, this type of token will become the most common on the 

platform. The bulk of these tokens will be owned by people who bought them at the 

start of the project. 

 Process: When voting with a usual token, it is transferred to a smart contract for 

the duration of the voting, and then automatically returned to the owner, either at 

the end of the voting period or in the early decision-making process. 
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 Restrictions: Since this token can be easily purchased, it is not worth using it for 

those types of voting in which important decisions are made to develop the platform. 
Rather, it can be used as a barrier, at which achievement voting becomes active. 

 

2. The PH weight token is kept separately in another deposit, for a long period of time.  

 Characteristic: illiquid, convertible 

 Aim: To create a token with which it will be possible to vote in several pools without 

either spending it or transferring it to a voting smart contract. And at the same time 

it can be used to hinder attempts to compromise a poll by purchasing and selling 

voting tokens on exchanges.  

 Holders: Those users who are most interested in participating in multiple types of 

voting accepting the PH weight token. Those who are ready to hold liquid PHTs for 

the long term in order participate in future voting.  

 Process: To get a PH weight token it is enough to send a certain number of PHT 

tokens to a smart contract of a conversion. As a result, the account of the user who 

sent the tokens will receive a relevant number of PH weight tokens, based on 1-to- 

1 ratio. To convert them back to PHTs, it is necessary to launch a reverse 

conversion, which lasts for max-voting-time (the maximum time of long-lasting 

voting with PH weight tokens). As soon as the conversion is completed, PH weight 

tokens will be burned, and the balance of any account which has launched the 

conversion process will be updated with the relevant number of PHTs, based on 1-

to-1 ratio. 

 Restrictions: The time of voting should not exceed the time of converting tokens 

to PHTs. During voting procedure, the limited number of PH weight tokens are 

used. As soon as conversion starts, the converted tokens become ineligible for 

voting.  

 

3. PH time multiplier tokens represent the number of PHT tokens, multiplied by the 
maximum time of holding the tokens.   

 Characteristic: illiquid, unconvertible 

 Aim: To establish a token representing a total number of tokens owned by a holder. 

This token will be represented as the number of tokens multiplied by the number 

of blocks during which they were owned by the account. 

 Holders: All accounts owning PHTs during at least one block automatically receive  

PH time multiplier token. However, the largest number of these tokens will be 

owned by those accounts which have been using PHTs for a long time, and in large 

amounts.  

 Process: The only requirement for to receive PH time multiplier tokens is to hold 

PHTs. The balance of these tokens will be automatically recounted in cases of a 

change of balance, or in cases of an attempt to use them for voting.  

 Restrictions: Loyal users have a considerable advantage in voting. That’s why it 

is not recommended to use the tokens in the kinds of polls where the interests of 

new users should be taken into consideration.  

 

4. The PH delegate token represents membership the current group of delegates elected by 

other users. 

 Characteristic: illiquid, unconvertible 
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 Aim: To appoint a limited number of delegates elected by the holders of PH weight 

tokens for voting on those questions and decisions which are delegated to the 

authorized representatives of the platform. It is usually used in voting which needs 

expertise (e.g. the game industry), but at the same time can be influenced by the 

platform economic model.  

 Holders: Delegates elected by the users of the platform in the current round.  

 Process: To become a delegate, and to get the token reflecting this status, one 

needs to collect a sufficient number of votes in favor of his or her candidacy. 

Elections for delegates are held on a regular basis, but the rotation takes place 

once in a max-voting-time (a month). It is required to hold one PH weight token in 

order to vote for a delegate. 

 Restrictions: Although it is a multifunctional token, it should not be used in voting 

which might result in delegates' collusion. Consequently, it is not recommended to 

set the voting quorum at less than the percentage number allocated for delegates' 

tokens.  

5. PHT Committee is a token representing membership of the PlayHall committee. 

6. PHT Developer is a token confirming participation in developers’ consortium. One can get 

it for registration in the developers’ register.  

7. PHT Games Count Score is a token representing the number of games a user has played 

on the platform.  

8. PHT Game Score is a token representing the total number of PHT tokens.  

9. PHT Tournament Score is an illiquid token representing the total number of PHTs gained 

in a tournament. 

Voting model 
 

An independent voting model, in which either one, or several, voting tokens can participate, 

is used for parametrization of each business process. In the initial stage of the platform’s 

development, a PlayHall committee comprising the founders of the platform will play the key role 

in decision-making, regarding the proportion of voting tokens, and also regarding adding business 

processes to the register of parametrization via a voting model. Later on, these functions will also 

be democratized, as soon as the most effective and reliable voting model is found during the 

platform’s operation, and via an analysis of the efficiency of parametrization of the platform’s initial 

business processes.  

 

There is an established proportion, according to which voting tokens participate in each 

type of voting. For example, it can be 50% PHT delegates and 50% PHT committee, at the same 

time a quorum may amount to 70%. In this case, neither of the tokens is able to make a final 

decision without at least partial agreement on the part of the holders of the other token.  

 

At the current stage of the protocol development, we have established seven business 

processes which will be available for parametrization through voting.  

 

1. Terms concerning game developers/involvement of developers in the platform;  

2. Connecting games to the platform; 

3. Change of commission; 
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4. Change of % per token; 

5. Development of new functionality; 

6. Rewards for developers; 

7. Change in the voting parameters. 

 

 

We believe that to find and maintain the best possible parameters contributing to the most 

effective platform operation, it is necessary to involve participants in parametrization of the above 

mentioned business processes. 

 

While establishing the proportion of voting tokens for each parametrization we wanted to 

enable participation in voting for those users who are most interested in improving the particular 

business process on which the voting is being held.  

 

Let’s take connection of new games to the platform as an example. In order to initiate 

connection of a new game to the platform it is necessary to hold two voting stages:  

1. Add a personal public key to the games developers register;  

2. Add the game to the game register.  

 

To participate in the first stage it is necessary to fill in an application form and submit it 

either via the user PlayHall Developer Dapp interface or by creating a transaction yourself, and 

sending it to the Ethereum network address of the smart-contract ‘PlayHall Developers Registry’.  

The proportion for voting on accepting new developers is as following: 

● 60% of votes allocated to the Play Hall Delegate Token; 

● 40% of votes allocated to the Play Hall Weight Token;  

● The minimum number of Play Hall tokens is 10,000; 

● The voting duration is established by the address that sends the application (the 

minimum duration is seven days, the maximum is 28 days);  

● Play Hall Committee token owners enjoy veto power: 

  ○ Quorum is 80%; 

○ The maximum duration is one week after the end of the major election, or during 

the election. 

Below is an introduction to the essence of the protocol parametrization models. 
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 Diagram. Essence of the protocol parametrization models. 

 

Decentralized gaming platform 
A trusted third party required in traditional online gaming business for recording results is 

substituted with a code, run by the system of our smart contracts, which has been developed and 

implemented on the PlayHall platform. Such contracts are normally escrows, which can be 

activated with certain actions performed by participants. Due to the lack of a person who has the  

role and rights of an administrator, capable of changing the distribution of processes’ numeral 

values and their results, there is no risk of corruption and fraud in favor of the third party. Such 

unchangeable code sequence inserted into the blockchain on which the smart contract is based, 

is considered to be quite a useful function in terms of arbitrage of results of any games or events. 

The system security is achieved due to transparency, consistency, and cryptographic 

verifiability of the software used for automation of processes. One of our major goals is to 

eliminate the necessity for a trusted party in all aspects of the online game industry.  

Achievement of such a goal will open the following opportunities:  

✓   Decrease in running costs of online game operators (consequently, they will be able 

to provide higher rewards for gamers); 
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✓   A lower risk of fraud at all stages of a game process and payment of rewards; 

✓   Maintenance of an actual balance of an account for all online games at once; 

✓   An additional work monetization for games developers; 

✓   Launch of an open ecosystem for smart gaming that is provably fair for all the parties 

concerned. 

User Account Security 
The PlayHall platform requires users to take the following measures: 

✓ Fill out the confirmation by e-mail when the new player registers on a new device 
and/or with a new IP address; 

✓ Enable two-factor authentication (2FA); 
✓ Enable authorization for all logins via e-mail; 
✓ Enable “white” and “black” lists of IP addresses to prevent possible unauthorized 

access from the pool with malicious IP addresses; 
✓ Enable the “Block Withdrawals” feature, when withdrawal or transfer of funds can 

be made only for certain IP addresses 

User account 
A user’s account consists of the following registration data: a nickname, email and phone 

number (optional, for additional security of the account via SMS confirmation), age, agreement 

with the terms of participation, and a multi-currency crypto wallet. The wallet will be created 

automatically in the course of registration of a user’s account in the system. The wallet will provide 

the user with the following options: 

✓ View the balance for all crypto assets (platform token, all acceptable 
cryptocurrencies) 

✓   Transfer funds to another platform user; 
✓   Purchase, sell, exchange crypto assets. 
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Project Team 
                              Project Leaders 

 

 
Eugen Kaufman 
CEO, Founder  

 
An expert on team-building, personnel management, and business processes and 

management tools implementation. One of the leaders in the start-up movement in 

Belarus. Business-angel. Mentor and Co-Founder of several IT start-ups. Leader and 

moderator of the Startup Grind Minsk (powered by Google). 

 

 

 

 

Vadim Nareyko 
СТО 

  
A seasoned professional, Vadim Nareyko began his career in high school, ultimately 

evolving from a junior software developer to a C-level executive in leading IT 

companies. As an active start-up advisor and an organizer for the Hackathons series, 

Vadim received the honorary award 'Mentor of the Year 2015' award in Belarus. Ex-

COO at Skywind Tech BY (Playtech) and ex-Head of R&D at Itransition Group. 

 

 

 
Anton Kulichkin 
СVО 

 
Blockchain Evangelist. Has been working in the sphere of Investments and Finance 

for 13 years. Experienced in managing a team of up to 200 people. Has raised over 

$100 million in Russian and international financial instruments (futures, options, 

structured products). Initiated smart-contracts' legalization projects in the Russian 

Federation and the Republic of Belarus. 

 

 

 

Anatoli Klimchuk 

CMO 

 

An experienced leading expert with marketing since 2007. Anatoli is graduated with 

Master Degree from The Royal Technology Institute, Sweden. Currently the sphere of 

his interest covers complex web marketing solutions and audience researches in CIS, 

EU, Americas and Asia. The outstanding career path is marked with the Awards of the 

Young Entrepreneur 2015 in Russia (AMPR) and co-founding of Artox media company. 

  

https://www.facebook.com/eugenoleg
https://www.linkedin.com/in/eugen-kaufman
https://www.facebook.com/vadim.nareyko
https://www.linkedin.com/in/nareyko
https://www.facebook.com/anton.kulichkin
https://www.linkedin.com/in/anton-kulichkin-b158a886/
https://www.linkedin.com/in/anatoli-klimchuk-37476a42/
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Project advisors 
  

 

Jay Severson 
CTO and Co-Founder of 
Chess.com 
Strategic Development 
Advisor 

 

 

Alexey 
Meleshkevich 
Ex-Founder of Melesta (exit to 
Wargaming), Founder of Total 
Games. His games in total 
have more than 150.000.000 
users. 
Game Development Advisor 

 

 

Alexander 
Borodich 
CEO and Founder of 
Universa 
Blockchain Technology 
Advisor 

  

Bilal Saleh 
Principal Partner at E-Nor 
Business Development 
Advisor 

 

 

Alex Shkor 
Blockchain Architect, 
CTO at Scorum 
Blockchain Architecture 
Advisor 

 

 

Alex Dulub 
Blockchain Developer, Team 
Lead at Qtum Foundation 
Blockchain Architecture 
Advisor 

  
  

 

 

Andrey 
Shimanovich 
CEO and Founder of 
Werocks  
Strategic Development 
Advisor 

 

 

Valeriy Kurilov 
CEO and Founder of 
SE Ranking 
Marketing Advisor 

 

 

Denis Buko 
CEO and Co-Founder of 
International Digital 
Agency AMBD 
Marketing Advisor 

 

 

Kostia Minin 
Trader 
Сryptoeconomics Advisor 

 

 

 

  

https://www.chess.com/
http://wargaming.com/en/
https://universa.io/
https://www.e-nor.com/
https://www.scorumcoins.com/en-us/
https://qtum.org/en/
http://www.werocks.com/
https://seranking.com/
http://ambd.io/
https://www.facebook.com/jay.severson
https://www.linkedin.com/in/jayseverson/
https://www.linkedin.com/in/alexey-meleshkevich-6a6705130/
https://www.facebook.com/borodich
https://www.linkedin.com/in/borodich
https://www.linkedin.com/in/bilalsaleh/
https://www.facebook.com/alexshkor
https://www.linkedin.com/in/alexshkor
https://www.linkedin.com/in/dulub/
https://www.facebook.com/people/Valery-Kurilov/100014946395956
https://www.linkedin.com/in/valery-kurilov-597a5551/
https://www.facebook.com/bukoden
https://www.linkedin.com/in/denisbuko
https://www.facebook.com/kostia.minin
https://www.linkedin.com/in/kostia-minin-548a1314b
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Key Staff 
 

 

Alexey 
Chechukevich 
Head of Marketing 

 

 

Yuriy Antsiferov 
Head of PR 

 

   

Andrew Gusarov 
Head of Affiliate Relations 

  

 

 

Alex Kolonitsky 
Lead Backend Developer 
 

  

 

Serhii Hubankov 
Technical Lead Developer 

  
   

 

Ekaterina 
Belozerova 
Head of Customer Service 

 

 

Valery Shcherba 
Project Manager, 
Scrum Master 

 

 

Ilia Chekan 
Game Producer 

 

 

Andrii Tereshchenko 
Game designer 

 

 

Marija Pushenko 
Art Director 

 

 

Anastasia 
Perminova 
Backend JavaScript Developer 

  

 

Nick Berilov 
Backend JavaScript 
Developer 

 

https://www.facebook.com/misterChe?fref=ts
https://www.linkedin.com/in/alexey-chechukevich-40b772a3/
https://www.facebook.com/yuriy.antsiferov?fref=ts
https://www.linkedin.com/in/yury-antsiferov-45bbb3157/?trk=onboarding-landing&dl=no
https://www.facebook.com/gusarov4
https://www.linkedin.com/in/agusarov/
https://www.facebook.com/alex.kolonitsky
https://www.linkedin.com/in/alex-kolonitsky-61ab2428/
https://www.facebook.com/Nestilion
https://www.linkedin.com/in/serhiihubankov/
https://www.facebook.com/k.belozerova?fref=ts
https://www.linkedin.com/in/%D0%B5%D0%BA%D0%B0%D1%82%D0%B5%D1%80%D0%B8%D0%BD%D0%B0-%D0%B1%D0%B5%D0%BB%D0%BE%D0%B7%D1%91%D1%80%D0%BE%D0%B2%D0%B0-4952b454/
https://www.facebook.com/profile.php?id=100008175519269
https://www.linkedin.com/in/valeria-shcherba-3a496b133/
https://www.facebook.com/willie.chekan
https://www.linkedin.com/in/illia-chekan-592b0387
https://www.facebook.com/harry.gavi
https://www.linkedin.com/in/andrey-tereshchenko-7790b3116/
https://www.facebook.com/marija.pushenko
https://www.linkedin.com/in/marija-pushenko-8ba41b150/
https://www.facebook.com/profile.php?id=100017248381546
https://www.linkedin.com/in/%D0%B0%D0%BD%D0%B0%D1%81%D1%82%D0%B0%D1%81%D0%B8%D1%8F-%D0%BF%D0%B5%D1%80%D0%BC%D0%B8%D0%BD%D0%BE%D0%B2%D0%B0-29233a142/
https://www.linkedin.com/in/nick-berilov-53b105150/
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Constantine Morgun 
3D Animator 

 

 

Alesya 
Pozharovskaya 
UI/UX Designer 

 

 

Tatiana Osipava 
Account Manager 

  

  

    

 

https://www.facebook.com/konstantine.morgun
https://www.linkedin.com/in/%D0%BA%D0%BE%D0%BD%D1%81%D1%82%D0%B0%D0%BD%D1%82%D0%B8%D0%BD-%D0%BC%D0%BE%D1%80%D0%B3%D1%83%D0%BD-78369091/
https://www.facebook.com/alesa.haporova
https://www.linkedin.com/in/alesyashaporova/
https://www.facebook.com/profile.php?id=100005076121319
https://www.linkedin.com/in/tatsianaosipava/

