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DISCLAIMERS 

The information set forth in this White Paper may not be exhaustive and does not imply any 
elements of a contractual relationship. The content of this White Paper is not binding for EIPlatform 
OU (“EIP Company” or “EIP”) and its affiliates and EIP reserves the right to change, modify, add, 
or remove portions of this White Paper for any reason at any time before, during and after the sale 
of EMI tokens by posting the amended White Paper on the website.

This White Paper does not constitute an investment, legal, tax, regulatory, financial, accounting or 
other advice, and this White Paper is not intended to provide the sole basis for any evaluation of a 
transaction on acquiring of the EMI tokens. Prior to acquiring the EMI tokens, a prospective
purchaser should consult with his/her own legal, investment, tax, accounting, and other advisors 
to determine the potential benefits, burdens, and other consequences of such transaction. 

Nothing in this White Paper shall be deemed to constitute a prospectus of any sort or a solicitation 
for investment, nor does it in any way pertain to an offering or a solicitation of an offer to buy any 
securities in any jurisdiction. This document is not composed in accordance with, and is not subject 
to, laws or regulations of any jurisdiction which prohibits or in any manner restricts transactions in 
respect of, or with use of, digital tokens. 

The EMI token is not a digital currency, security, commodity, or any other kind of financial
instrument and has not been registered under the Securities Act of 1933, the securities laws of any 
state of the United States of America or the securities laws of any other country, including the 
securities laws of any jurisdiction in which a potential token holder is a resident. 

The EMI tokens are not being offered or distributed to, as well as can not be resold or
otherwise alienated by their holders to, citizens of, natural and legal persons, having their 
habitual residence, location or their seat of incorporation in the country or territory where 
transactions with digital tokens are prohibited or in any manner restricted by applicable laws or 
regulations. If such restricted person purchases the EMI tokens, such restricted person has done
so on an unlawful, unauthorized and fraudulent basis and in this regard shall bear negative 
consequences. 

EIP neither offers or distributes the EMI tokens nor carries on a business (activity) in any regulated
activity in Singapore, in People’s Republic of China or in other countries and territories where 
transactions in respect of, or with use of, digital tokens fall under the restrictive regulations or require 
from EIP to be registered or licensed with any applicable governmental authorities. 

Each purchaser of the EMI tokens is reminded that this White Paper has been presented to him/her
on the basis that he/she is a person into whose attention the document may be lawfully 
presented in accordance with the laws of the purchaser’s jurisdiction. It is the responsibility of 
each potential purchaser of the EMI tokens to determine if the purchaser can legally purchase the
EMI tokens in the purchaser’s jurisdiction and whether the purchaser can then resell the EMI tokens
to another purchaser in any given jurisdiction. 

Certain statements, estimates and financial information contained in this White Paper constitute 
forward- looking statements or information. Such forward-looking statements or information involve 
known and unknown risks and uncertainties which may cause actual events or results to differ materially 
from the estimates or the results implied or expressed in such forward-looking statements or 
information. 

The English language White Paper is the primary official source of information about the project. The 
information contained in English language White Paper may from time to time be translated into other 
languages. In the course of such translation some of the information contained in the English language 
White Paper may be lost, corrupted or misrepresented. The accuracy of such alternative 
communications cannot be guaranteed. In the event of any conflicts or inconsistencies between such 
translations and the official English language White Paper, the provisions of the English language 
original document shall prevail. 
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1. ABSTRACT

This document examines the problems and tasks of the international Esports market, 
the possibility of changing the existing marketing paradigm, as well as the business 
and technical aspects of the solution of EIP Company that will allow capitalizing the 

potential of this change. Key provisions of the document are given below. 

Esports market is growing at a great rate. Compound annual average growth rate of 
the audience is higher than that of any sport in the world. According to the Deloitte 
report, Esports will be the most prospective sport for the next 5 years. A growing 

number of global brands are paying attention to the Esports market, which attracts 
them with its increasingly growing audience. Prospects for the monetization of the 
Esports audience attract the maximum attention of major global brands. 

Despite the incredible growth, the Esports market in global have two major interrelated 
problems: heavy expenses for ineffective marketing campaigns, and on the other 
hand, most of the audience doesn't have access to the main Esports budgets. 

As of today, small beginning teams, beginning streamers, medium-sized tournaments 

and tournaments of local significance do not have access to the budgets of major 
brands. Often, major brands are interested in a local or selective audience, but they 
continue to work only with top teams / major tournaments / top streamers, as they 

show impressive figures. In this situation the brand hits the target audience with large 
budgets that do not provide maximum efficiency, and the main part of the audience 
does not receive budgets from top brands. In addition, a large part of the budget is 

taken by various intermediaries and agencies. 

Marketing campaigns are recognized as ineffective, expensive and morally obsolete. 
Marketing expenses are an average of 17% of Brands sales volume. Every year, more 
than USD 50 bln spent on marketing is used inefficiently thus cousing no influence on 

the end consumer. Unfairness of this situation is made worse by the increased 
expenses on holding these campaigns, which leads to their even greater inefficiency. 

95% of manufacturers admit that inefficiency of marketing expenses is an extremely 
important problem. 

EIP creates a decentralized Esports ecosystem that allows Brands and Companies to 

obtain unique content and an audience concerned in gaining access to exclusive offers, 
and, accordingly, concerned in the platform expansion. As a result, Brands will get an 
unprecedented vision of their target audience, optimize their expenses on sponsorship, 

and the audience in turn will get the opportunity to access the budgets of Brands and 
Companies. 

There will be direct interaction between Brands, Companies and the widest audience 
of the Esports market. Brands get an opportunity to present their products and services 

directly to the consumer. Need for expensive marketing imposed by agencies will be 
eliminated. EIP will allow Brands to create their own marketing programs to encourage 
the audience directly. Similar programs work on the basis of smart contracts and use 



EMI tokens as a reward means. This system looks like the «bonus miles» in premium
programs of many airlines, but it is more advanced: thanks to smart contracts, such 
programs are cheaper and more personalized. Until the introduction of blockchain and 
smart contracts, abovementioned things would hardly be possible. 

EIP has all the things needed to fulfill an ambitious task - to completely change the 
marketing industry in Esports using the wide experience, intimate knowledge of the 
industry, as well as the concern of the largest Brands and Companies around the 
world. 

More than ten years experience in fast-moving consumer goods. EIP Company is 
founded by specialists experienced in the field of Esports marketing, online games, 
direct investments in marketing and Esports, who have been working in the industry 
since 2006. We have established reliable business relations with Brands and 
Companies, and we are familiarized with the needs and tasks of all participants of the 
Esports market. EIP has received serious concernment from both large and small 
companies around the world. 

The concept of the project was created by one of the pioneers of the e-sports 
movement after more than 10-years’ experience of working his way up from an 
ordinary online game user to the owner of one of the most successful e-sports teams 
in the world. 

Over the years the e-sports audience reached 1.5 bln people and now this sport is in 
the TOP-5 of the most popular kinds of sport all over the world. The e-sports market 
grows really fast. The overall average annual rate of growth is higher than those of 
any other kind of sport in the world. According to Deloitte company report, the e-
sports is  to become the most perspective kind of sport for the next 5 years. 

The imbalance between the rate of popularity and the e-sports audience growth and 
the lack of effective interaction and monetization mechanisms of this new audience 
with the conservative and obsolescent communication and marketing tools of the 
business that is interested in this audience. 

The wealth of experience, industry specialization and technical solutions on the EIP 
project blockchain allow filling the niche between the large-scale brands and the e- 
sports audience that will designate many strategic approaches of their development in 
the next 10-20 years. EIP will become the point of contact of this interaction, providing 
the direct contact for the big business and the target audience with on the mutually 
beneficial conditions. 

EIP creates the decentralized e-sports platform that allows the Business to get the 
unique content and the audience interested in gaining access to the exclusive offers. 
Eventually, the Business gets the target audience and optimize its spending on 
marketing, and the e-sports audience gets the opportunity to access the budgets of 
the Business. The Business will be able to present the products and services DTC. 
There  will be no need of the high cost marketing constrained by the agencies. EIP 
will make it possible for the Business to create its own marketing programs for the 
direct audience promotion. The similar programs are used based on the smart-
contracts and the EMI tokens are used as the payment there. This system prompts



the “bonus miles” of the premium programs of various airline companies, but it is more 

advanced at the same time: these programs are cheaper and more personalized due 
to the smart-contracts. 

The similar things this could hardly be possible before the blockchain and the smart 
contracts. 

2. INTRODUCTION

2.1 PROBLEMS OF THE MARKETING INDUSTRY IN ESPORTS 

Brands and Companies do not understand the audience of and the market 

itself. Efficiency of investments in the Esports market is decreasing. 

Small teams, beginning streamers and tournaments of local importance do not get 
access to the budgets of large companies. 

Main part of the marketing budget of Brands is taken by various intermediaries and 

agencies. 

A wide part of the audience doesn't participate in the development of Esports directly. 

MODERN MARKETING CAMPAIGNS ARE RECOGNIZED AS INEFFECTIVE, EXPENSIVE 
AND MORALLY OBSOLETE 

Brands spend up to 17% of sales revenue on marketing. This expense item of Brands 
is going through agencies and continues steadily growing. 

One of the goals of EIP is to replace agencies with more personalized and efficient 

direct marketing, facilitating effective direct interaction between Brands and the 
audience. 

Creating of a single EIP platform equipped with artificial intelligence, with using its 
own calculation tools will allow the following: 

● Provide new opportunities for sponsors and partners who will get a vision of the
effectiveness of their investments as never before.

● Users (audience) will be able to receive exclusive goods and services from funded
companies (exclusive tickets for a tournament from tournament platforms,
merchandise from teams and additional opportunities on media platforms), and from

sponsors and partners - additional preferential terms for their goods and services.

● Entering the market of a large number of non-endemic partners, who will be able
to take advantage of an additional tool for gaining an audience.

2.2 FOUNDERS’ EXPERIENCE 

EIP founders gained a first-hand and practical experience in the esport games 
industry while developing and growing the larges and the most popular teams in 

the history of 



Esports. The team is constantly growing and evolving to ensure that it can meet the 

expectations of the Esports community and create a unique platform that directly 

connects all participants of the ecosystem - Esports tournament organizers, the 
streamers and the viewers. 

EIP staff in action 

2.3 ESPORT EXPERIENCE 

• The historical cybersport team acknowledged in CIS as well as
worldwide.
• One of the most famous cybersport brand

 name.
• Total monthly audience of about 10 million unique users per

month.
• Fan base in social networks of over 1,200,000

users.

• Cumulative reach in social networks (Facebook, VKontakte,

Twitter, Instagram) of over 110 million users.

Established in 2004. 

Offices: Moscow, Tallinn 

Number of employees: 50+ 

Former squads: Starcraft2, Battlefield, FIFA, Heroes of Newerth, League of Legent, 
Quake, Hearthstone, CS, CS:GO 

Current squads: DOTA2, PUBG 
Planned squads: DOTA2, PUBG, CS:GO, Arena of Valor, Clash Royale. 

Total prize Money Earned: $2,045,302.58 From 385 Tournaments. 

Most matches won in the world in history of DOTA2. 

Fan base: Growth from 280 000 in 2014 to 1 500 00 in 2017. 

Social Media Reach: 177 000 000 in2017. 
One of the well-established brands in Esports. 



Team Empire participated in The International DOTA2 Championships with total prize pool 

$50M for three times. Team Empire got to the top 7 best teams of the world among 3240 
in 2017. 

2018 planned turnover – $4M+ 

Partners 

Selected team experience 



3. MARKET OVERVIEW 

 
3.1 GLOBAL MARKET 

 

Below are the most up-to-date figures and forecast for Esport market, where 
ISP project operates. 

 



3.2 ESPORT REVENUE FORECAST 

Global Esports revenues will reach $905.6 million in 2018, an increase of more than 
$250 million compared to 2017. North America will generate the most revenues, 
contributing 38% of the global total in 2018. 

Sponsorship is the highest grossing Esports revenue stream worldwide, contributing 

$359.4 million in 2018 compared to $234.6 million in 2017. Growing with a CAGR 
(2016- 2021) of +49.8%, media rights is the fastest-growing revenue stream. By 2021, 

media rights revenues will more than double compared to 2018, making it the second- 
largest generator of Esports revenues globally. 

3.3 AUDIENCE FORECAST 

In 2018, the global Esports audience will reach 380.2 million. Esports Enthusiasts will 

make up 165.0 million of the total, up from 143.2 million in 2017, and will grow with 
a CAGR (2016-2021) of +15.6% to reach almost 250 million in 2021. The number of 
Occasional Viewers will reach 215.2 million in 2018, up from 191.9 million in 2017, 

and will grow with a CAGR of +14.0% to surpass 306 million in 2021. 



 
 

3.4 2018 REVENUE STREAMS 

 



In the coming year, the global Esports Economy will grow to $906 million, a year-on- 
year growth of +38%. The majority of this, 77%, will be generated directly 

(sponsorships and advertising) and indirectly (media rights and content licenses) 
through investments made by endemic and non-endemic brands that will spend $694 
million, an impressive 48% increase since last year 

4. EIP ECOSYSTEM

4.1 GENERAL INFORMATION 

EIP ecosystem will be the first global decentralized platform directly linking sponsors, 
partners, gamers and Esports enthusiasts. Brands and Companies optimize their 

expenses for sponsorship by directly reaching the audience they need, and audience 
eventually gets access to the budgets of leading brands. 

Comparing of EIP with competitors 

EIP Agencies Social networks 
Ecosystem Nielsen Facebook 

Price ✓ ✓ ✓ ✓ ✓ ✓

Quality ✓ ✓ ✓ ✓ ✓ ✓ ✓

Convenience ✓ ✓ ✓ ✓ ✓ ✓

Special promotions ✓ ✓ ✓ ✓ ✓

EIPlatform OU Company, registered in Estonia (hereinafter as «EIP»), is an 
official organization that creates EMI tokens, platform and technology. Main mission 
of EIP is the development and application of cryptographic technologies with open 
source code that will ensure the operation of the EIP ecosystem. 

To avoid doubts, we note that the EMI tokens do not grant their owners any 
property rights or other privileges in the EIP Company. Owners of tokens do not 
have any rights to any forms of dividends, do not participate in the distribution of 
income and are not eligible to vote. 

To become a member of the ecosystem, user creates an account on the EIP platform. 
During registration, the system will create a user profile and its wallet. Each participant 
of the ecosystem will be provided with a wallet functioning as a protection of user data 
(storage in a decentralized database), as well as interaction with other participants on 
the basis of smart contracts. 



We plan to place the EMI tokens on trading platforms and exchanges, providing an 
opportunity to transparently sell and buy the tokens to residents of those countries 
where legislation does not prohibit such operations. 

4.2 PARTICIPANTS OF ECOSYSTEM 

Ecosystem will be constructed in accordance with the approaches of scalability and 
decentralization, which will ensure its long term stability and self-sufficiency. 

Ecosystem involves the fulfillment by the participants of a number of roles; the 

relationship of these roles is shown in the diagram below: 

Platform 

● Brands and Companies
● Participants in the global Esports market
● Audience, Esports enthusiasts

PLATFORM 

EIP platform is a decentralized marketing platform that allows participating Brands and 
Companies to understand, develop, forecast and monetize the Esports audience, 

conduct advertising campaigns, implement loyalty programs, receive feedback from 
the audience and obtain its engagement. Audience will have access to budgets of 
Brands, and also, will be able to participate in the development of Esports 



infrastructure. 

EIP takes on the following functions: 

● Issuance of the EMI token and its distribution in order to raise the funds for the 
development and expansion of the system;

● Creating of fair and secure order execution model based on the approach of 
decentralization;

● Development of smart contracts for starting processes of payment and order 
fulfillment;

● Launching the website and applications for Companies, audience, and all 
participants of the Esports market

● Creating of an effective encouragement model for each of the parties for 
encouraging them to join the EIP ecosystem;
● Development of active marketing campaigns to accelerate the project launch in 
the initial stages;

● Developing of regulatory and legal grounds of the ecosystem. 

BRANDS AND COMPANIES 

Brands and Companies are the world's largest advertising agencies, franchises, 

companies, as well as small organizations, non-endemic partners concerned in the 
audience of the global Esports market, which is developing faster than any other in 
the world. 

Roles of Brands and Companies: 

● Publication of information on their goods;
● Delivery of ordered goods to the audience;

● Attracting of traffic to the EIP ecosystem by promoting the developed applications.

PARTICIPANTS OF THE GLOBAL ESPORTS MARKET 

Participants of the global Esports market are publishers of games, applications, 
organizers of sports leagues, media organizations and professional teams. 

Roles of participants in the global Esports market are as follows: 

● Organization of tournaments, events, producing of media content;
● Providing feedback;

● Receiving of personal offers and rewards for loyalty, suggestions to other users
and feedback.

AUDIENCE, ESPORTS ENTHUSIASTS 

Audience of Esports is all fans and enthusiasts of computer 

games Roles of the audience, Esports enthusiasts: 



● Participation in events held by companies, engagement in processes of the Esports 

market; 
● Providing feedback; 

● Receiving of personal offers and rewards for loyalty, suggestions to other users 

and feedback. 
 

4.3. BLOCKCHAIN & SMART CONTRACTS 

 
Blockchain is a shared-database technology, mostly popular for underpinning bitcoin 
digital currency. It works with linked databases that update digital ledgers unceasingly. 

 
Smart contracts are self-executing contracts with the terms of the agreement between 
buyer and seller being directly written into lines of code. The code and the agreements 

contained therein exist across a distributed, decentralized blockchain network. Smart 
contracts permit trusted transactions and agreements to be carried out among 
disparate, anonymous parties without the need for a central authority, legal system, 

or external enforcement mechanism. They render transactions traceable, transparent, 
and irreversible. 

 
The EIP platform is designed as a very high-load system. The market potential for the 
EIP ecosystem consists of millions of users, each of them making dozens of orders per 

year. The main focus is on performance, in which we seek smart contracts support, 
predictability, stability, and ease of use. We plan to use the most proven and scalable 
open source technologies and constantly monitor alternative technical 

implementations. 
 

As the existing blockchain platforms such as Ethereum have inherent limitation in 

transaction bandwidth (currently limiting to a dozen tx/sec), and prospective platforms 
and frameworks are only in the development stage, we also consider designing and 
developing our own EIP blockchain platform in the future, where nodes are selected 

from a semi-trusted set of supporters. Given the trust in the nodes, we will implement 
one of much faster consensus algorithms from the BFT family 

(HoneyBadgerBFT/Zyzzyva/others), enabling up to thousands transactions per 
second. A smart contract virtual machine will run on top of the consensus algorithm. 
The state of the EIP blockchain will be regularly anchored to the most popular smart 

contract ledgers (at least ETH) so that proofs of state and proofs of transaction (within 
EIP) can be verified by Ethereum smart contracts (like it is currently done in BTCRelay 
or will be done in the future in Plasma). Common optimization techniques such as 

state sharding and payment channels will be also implemented. 
 

BLOCKCHAIN APPLICATIONS IN EIP 

 

● Smart contracts 

● Payments 

● Supply chain 

CONTRACTS 

Blockchain and smart contracts provide the tools and framework to create a new 
generation of marketplaces where supply and demand sides can engage in trusted 



trading transactions, according to various business rules, without the need of a central 

brokerage entity. Consequently, the same way online marketplaces disrupted many 
traditional brick and mortar businesses, blockchain and smart contracts will give birth 
to a new kind of peer-to-peer marketplaces that will unsettle the current ones. 

EIP will provide a number of smart contract templates that will be used to facilitate 
the sale mechanism. The peer-to-peer structure is the perfect fit for the decentralized 
nature of the EIP ecosystem and has the benefit of handing over the power back to 

the people participating in the ecosystem. 

PAYMENTS 

The payment process in e-commerce currently entails more than 10 different steps to 

settle a transaction and up to 15 separate fees to pay for payment gateways, thus 
making transaction fees range from 2% to 6%, a long route that could be cut short 
with blockchain use. Blockchain is the perfect tool for ecommerce to be more efficient 

and more trustful. Payment processing through blockchain has a significantly bigger 
potential for transaction high speeds and low prices, let alone all the possible variety 

of ways smart contracts can improve both ecommerce and payments. A tokenized 
ledger will provide a complete token-based system, similar to “real” money where 
tokens are sent and exchanged at different times and for different reasons, based on 

predefined rules and events. 

SUPPLY CHAIN MANAGEMENT 

E-commerce companies must manage a complex supply chain of manufacturers, third- 
party vendors, carriers and logistics providers. A blockchain of the transaction,

containing order details and negotiated fees and commissions (in the form of smart
contracts) will be used to capture documents, delivery and possible return events, and
drive financial settlement with fewer opportunities for dispute. The public-private

nature of blockchain records means that each party can make data visible to the
others. All parties have visibility into the transaction and no custom interface has to
be negotiated between partners (only to/from the blockchain).

The blockchain is the system of record for the entire transaction. It doesn’t merely 

record the transaction, it drives the whole process. This will reduce time delays, added 
costs and human errors that plague transactions  today, automate inventory control, 
and streamline fulfillment processes, but errors to some extent are possible since 

grocery products are not digital, the blockchain records of their track is inevitably post- 
factum. 

5. EIP PLATFORM

5.1 MAIN COMPONENTS & PROCESSES 

EIP is the platform with audience data for Brands and Companies, equipped with 

artificial intelligence, intended to identify and optimize the possibilities for monetization 
of audience and for the audience itself. 

EIP allows game publishers, event organizers, teams, leagues, broadcasters, agencies 



and brands to understand, develop, forecast and monetize the fans audience in 

Esports. 

We are the only platform that can combine purchasing behavior, psychological, social 
and demographic information so that our partners can timely deliver the right message 

in the right place and create a personal, relevant and convincing experience of the 
fans. 

EIP platform: 

Artificial intelligence system identifies and classifies the personal behavior of 
participants in the Esports market, analyzes the complex interaction of these behaviors, 
issues a solution based on requirements and tasks for each concerned partner. 

Optimize expenses for sponsorship by increasing its efficiency and increasing 

profitability for each partner. 

Brands, Companies, Esports market participants, including the audience can receive 
all the necessary information, as well as notifications through the official EIP website 
and the official EIP application. 

REWARDS 

Rewards and discount programs provide the audience with additional reasons to return 
to the ecosystem. Brands and Companies will be able to apply any logic in a smart 
contract and initiate personal reward programs in the EIP ecosystem according to their 

needs. 

LOYALTY PROGRAMS 

Automated mechanisms of encourage the loyalty are one of the best ways for Brands 

to reward the regular customers. Engagement and Payments processed by smart 
contracts will provide evidence that the customer has the right for reward. Brands 
establish rules for loyalty programs, such as the validity period, list of products and 

services for which person can spent rewards, amount of reward, etc. Tools of rewards 
for engagement and loyalty will be embedded in smart contracts that receive from 
Brands the funds for paying rewards and distribute them among those who provide 

evidences, linked with the wallet of the consumer. 

● Directly connects the brands and companies with the Esports audience.

● Excludes intermediaries between the audience and the companies.

● Provides smart contracts for convenient conducting of transactions.

● Allows use the EMI token as rewards in loyalty programs and as payment for various 

contracts. 



PROMOTIONAL OFFERS 

An automatic mechanism of promotional offers was created, it is coded inside a smart 
contract and purposed to encourage the audience and increase its engagement. 
Brands and Companies establish rules (validity period, list of goods, consumer 
parameters, etc.) and deposit the tokens that can be used by consumers with suitable 
parameters only for the purchase of goods pre-specified by Brand for a limited period 
of time. 

FEEDBACK 

Brands and companies, seeking to receive direct feedback and engagement, will 
be able to encourage the audience with EMI tokens, motivating their engagement in 
such way. Mechanism of rewarding for feedback allows to specify a certain 
set of parameters and to highlight a target audience group required by Brand. 
Data on consumers of services will not be provided to Brands and will initially be 
processed centrally on the EIP platform, but will subsequently be decentralized: 
consumers will provide evidence information without accompanying it with transfer of 
personal data; this will allow leaving feedback with guaranteed privacy. 

MINIMAL BALANCE 

Brands and Companies will be obliged to have on the balance the number of EMI 
tokens, equal to a specified share of the marketing budget, which will guarantee their 
ability to pay all types of rewards in the current month. To meet this requirement, 
Brands and Companies can either store tokens received from audience at their 
part, or buy EMI tokens on exchanges. 

SAFETY OF PERSONAL DATA 

Safe processing of personal data is of great relevance to us. Public nature of the 
blockchain data does not allow storing inside blockchain the information such as 
customer names, addresses, mobile phone numbers, KYC data and other documents. 
Permissions for access to information in the blockchain will be made easily verifiable 
to facilitate the interaction of various persons within the ecosystem. Actual personal 
data and information will be stored in a centralized storage, managed and protected 
by EIP resources. As the degree of decentralization increases, we will store less and 
less personal data in such way. 

Secure storage will allow to access data using the following scheme, without the need 
to enter user names and passwords: 

● If data is saved to the repository, data will be linked to the open identifiers of object,

such as the address in the blockchain;

● Party that wants to receive the data must verify its identity by signing the request
using a private key corresponding to its address in the blockchain;
● Storage service will receive information from the blockchain, and then verify that
the signature is valid and the requesting party has the right to access the data;

● If the verification is successful, the data will be provided to the requesting party,



and an entry on confirmation will appear in the blockchain. 

5.2 ENCOURAGEMENTS FOR BRAND AND AUDIENCE ENCOURAGEMENTS 

FOR BRANDS 

● Optimization of expenses for sponsorship by increasing its efficiency

● Getting a full vision of the target audience in real time;

● Development of a proprietary application based on the sample EIP application
according to the needs of own brand, its advertising among consumers in order to
increase the frequency of repeated orders and cross marketing rewards from other

manufacturers;

● Maintaining a high level of trust during service rendering in order to keep the high
rating and attract more buyers;
● Possibility to introduce attractive promotion offers and establish rewarding for
loyalty in order to keep the audience and increase their number;
● Receiving feedback directly from the audience.

ENCOURAGEMENTS FOR AUDIENCE 

● Possibility to participate directly in the development of Esports as a whole;
● Possibility to access the budgets of leading brands;
● Possibility to receive feedback, and to made influence on Brands and Companies;

● Different types of rewards.

6. USER EXPEPIRENCE

The target audience of EIPlatform are Users (gamers, 60%, and stream viewers, 
40%), and Brands (Gaming Industry players). 

The EIPlatform provides three main ways of interaction between Users and Brands: 

● an app (for iOS and for Android)

● a site

● an API, embedded in streams, twitch and other environments

To Users, EIPlatform provides: 
● possibility to earn/capitalise. Tokens accumulated by Users while playing a

game or watching a stream may be use in a rich variety of ways. For example,

while on Twitch a User is prompted by EIPlatform to answer a question by a Brand,

in exchange he/she receives tokens that may be used to purchase, enjoy

discounts, exchange, share, unite with other for common cause, crowdfund,

sponsor, bet etc.

● possibility to purchase goods (digital and physical, in- and out-games).

● possibility to subscribe to a service directly from a provider, without

intermediaries, while playing a game or viewing a stream. A User is able to

subscribe via EIPlatform to a Netflix offer, while in a Twitch Prime stream.



● possibility to crowdfund a new product, a favorite

team/game/tournament/media. The EIPlatform provides a possibility to unite

crowdfunding efforts (labelled as fractural funding, this function allows Users to

unite minor amounts of tokens into a significant effort together, in order to launch

a tournament, establish a prize fund, undertake voting for games.

● possibility to sponsor a favorite team/game/tournament/media. The EIPlatform

removes thresholds by allowing Users contribute small amounts in contrast to the

present high entrance limits to sponsorships. Donations to streamers are easy to

set up and to execute.

● possibility to launch and to support a charity, a good course that may target other

members of the gaming community. Earmarked aid in case of a disease, need,

accident, a disaster may be efficiently and promptly implemented, with no need

to setup outside wallets and coordinate various platforms.

● Possibility to populate diversity. The EIPlatform allows to setup fully functioning

gaming communities quickly, easily and efficiently, thus enabling opportunities for

everyone. For example, Users are able to setup women gaming league, connect

with relevant brands to seek financing, and to run efficient tournaments within the

league.

● possibility for Users to capitalise their creativity. The more Brands partner with

EIPlatform, the more functions will be implemented by the team  behind the

Platform, the more possibilities there are for Users. The immediate opportunities

lie within clothing, games, Netflix.

● The EIPlatform provides functionality to Users to exchange their in-game goods

with other Users, with a possibility to auction. Such exchanges may be also

community based. Here in-game goods may be exchange to tokens or to goods

from the same game or other games (intra-games exchange).

● The EIPlatform facilitates contact and interaction between unites Users and

betting companies.

To Brands, EIPlatform provides: 
● high-precision targeting. Brands are be able to expose their products and

services only to those end Users who fall under a set of criterion and socio-

demographic parameters pre-defined by the Brand, with aim to increase

conversion. Example 1: EIPlatform, subject to opt-out permits by User, will be able

to note the need the upgrade a graphic card installed with the User and suggest

a Brand. Example 2: The Platform will note an older Android-based phone where

the Platform’s app is installed and will suggest a User to purchase (with tokens) a

new model by the Brand Partner.

● accumulate User base of high quality: active gamers, streamers, viewers of

streams: high education, twice average income, used to game products, active on

social media, highly responsive to promotions. The ideology of the Platform is

based on active Users, in order to enjoy the Platform the User has to undertake

activities, the Platform does not accept dead bots.



● implement product integration. Brands will be able to integrate their products

and services into streams. The Platform’s API is embedded in streams, hence the

platform will prompt Users to product related activities, in exchange of tokens

earned.

● customise activities towards concrete results. Brands will be able ex to prompt

Users to register with their sites while watching a stream. With machine learning

implemented, the Platform will self-learn to optimal options. In the same way,

numerous marketing activities are implemented.

● communicate directly with Users, in the language known to both parties, as

the Platform ensure direct communication with Users.

● possibility to reinvest tokens received from users in exchange of responses to

marketing activities into “purchase” wider user base.

The EIPlatform ensures interaction between Brands and Users in the three following 

phases: 

1) marketing phase: here the Platform allows to maximise exposure of Brands to

Users, to collect information needed to optimise interaction, to achieve recognition

of Brands with Users.

2) accumulation of tokens and feedback: here dialogue with Brands is ensured,

the user’s base is accumulated through distribution of tokens.

3) sales phase. Tokens are exchanged for goods, further recognition, direct sales

and exchanges, with more precise data collected.

The EIPlatform is a full functioning sales channel between Brands and Users with the 
following unique features: 

● removal of intermediaries between Brands and Users. The Platform removes

chains. Competitive advantage with use of tokens is achieved while the RRP

(Recommended Retail Price) is not effected.

● possibility for Brands to introduce exclusive lines of products, based on direct

communication with Users. Example: t-shirts for the EIP token holders. Brands

then re-use tokens to buy more audience.

● Generation of reporting, according to standards by global agencies. The platform

allows complete possible reporting, as well as custom reporting for Brands to

assess quickly efficiency of their strategies and campaigns.

7. ARCHITECTURE, APPLICATIONS AND INTERFACES

We plan to develop and publish a website and mobile applications for Brands, 
Companies and audiences, as well as mobile applications and web interfaces for all 

other ecosystem participants. 



7.1 ARCHITECTURE 

EIPLATFORM ENGINEERS UTILIZE CUTTING-EDGE 

TECHNOLOGY TO POWER THE DECENTRALIZED 

BLOCKCHAIN NETWORK 

ETHEREUM SMART CONTRACTS 

Managing events involving lead transactions. 

IPFS 

A decentralized file storage network, operating with no single points of failure, and no dependence on 

geographic or political territory. 

WHISPER 

Real-time Audience-Brands (P2P) communications over the ethereum network 

LIBP2P 

A modular and expandable networking stack,powering the market nodes. 

ELECTRON 

Open source library developed by GitHub for building cross-platform desktop applications with HTML, CSS, 

and JavaScript. Electron accomplishes this by combining Chromium and Node.js into a single runtime and 

apps can be packaged for Mac, Windows, and Linux. 

REACT NATIVE 

A framework for building native apps with React. 

7.2 APPLICATIONS AND WEBSITE 

Brands and Companies will be able, through a configurable set of easily oriented 

panels, to receive the necessary information on the target audience and publish 
feedback on the website or in the applications. Official application for the audience 

implements the consumer side of the model, including access to smart contracts and 
access to the goods, services of the Companies, information on which is stored in the 
decentralized cloud storage. 



Application will be published with open source on GitHub and will act as the official 
sample implementation. Brands and Companies will be able to have their own branded 
application with the necessary features based on the sample application. In order to 
simplify this process as much as possible, we will publish the SDK package, as well as 
training materials and documentation. Third party application implementations are 
not branches of the EIP platform or EMI token, but are alternative clients for the 
same network. 

Brands and Companies will be able to configure and find target audiences, measure 
ROI/ROO, get an unprecedented vision of the effectiveness of their investments in real 
time through the applications. 

Audience will be able through the application to become aware and receive information 
on promotions and discounts. Also, the audience will have the possibility to participate 
directly in the development of Esports and have access to the budgets of Brands and 
Companies. 

8. ROAD MAP

Our road map includes several different stages, such as development of technology, 
expansion of infrastructure, signing of partnership agreements and the 
implementation of marketing initiatives. Terms and specific actions are subject to 
change. 



8.1 ROAD MAP OF DEVELOPMENT 

Our goal is to develop a leading decentralized marketing platform for a wide audience, 
maintaining an active ecosystem for the audience of the Esports market, who want to 
take a direct part in the development of Esports infrastructure, and Brands, Companies 
willing to bring information on their products and services directly to the audience 
avoiding the existing inefficient channels and who want to improve the efficiency and 
profitability of sponsorship expenses. 
Our role is to develop an open source technology that is necessary to launch the 
platform and create a successful model to encourage all participants. 

STAGE No1. PLATFORM IMPLEMENTATION 

First stage is the implementation of the decentralized EIP platform. We always 
welcome feedback from the community on the characteristics of the platform and we 
plan to constantly improve the platform to make it completely safe and transparent. 

Upon completion of the primary placement of the tokens (ICO), all participants 
will receive EIP20-compatible EMI tokens based on Ethereum. After launching the 
EIP platform on its own blockchain platform or blockchain platform, which will be 
selected from the list of suitable alternatives, a personal token will be 
developed for this platform. EIP20-compatible EMI tokens will exchange at the 
rate of 1-to-1 for their own EMI tokens. 

Main part of the decentralized platform will be implemented as a set of smart contracts 
responsible for the functionality described in the «INS platform» section of this 
document. Official smart contracts will be published with open source on GitHub and 
include the implementation of the following functions: 

● Basic functions, such as trading tokens between addresses;
● Placement of goods for sale;

● Reporting on the implementation process;
● Rewarding mechanisms.

STAGE No2. DEVELOPMENT OF APPLICATIONS AND WEB INTERFACES 

If at the first stage the main focus will be on the operational component of the system, 
the second stage will focus on developing interfaces for interaction with users. 
We plan to launch a customer website, a sample implementation of the application for 

the audience, and an application for Brands and Companies. We plan to use React / 
React Native technologies to maximize the mutual use of the code base by the web 
applications and mobile applications. Applications will include a thin client based on 

development standards with open source code that will allow the application to interact 
with various smart contracts on the EIP platform. Web interfaces for Brands and 

Companies will work in a web browser without need for a local installation. 

STAGE No3. EXPANSION OF ECOSYSTEM 

By that time, major part of the technologies needed to launch the system will be ready, 

so our focus will be on developing the platform. We will not delay investing in the 
development of the platform until the development is complete, but will intensify our 



efforts in this direction as soon as there are release versions of applications and 
interfaces for pre-launch are ready. Growth of the network equally depends on Brands, 
Companies, and the audience of the global Esports market. 

BRANDS AND COMPANIES 
EIP ecosystem is concerned in attracting the maximum number of producers of quality 
goods and services. Brands and Companies publish a range of goods, services, funding 
the advertising companies, and also attract traffic to the ecosystem. 
Brands, Companies will use EMI tokens to implement rewards for various programs. 
Channels for attracting Brands include the addition of companies already supporting 
EIP, direct proactive contacts with Brands, participation in relevant events and 
conferences, developing business relations with associations of manufacturers, 
marketing specialists and ensuring step-by-step guidance and support for new 
Brands concerned in joining the ecosystem, with the purpose of making this process 
more convenient and simple as much as possible. 

AUDIENCE 
The more active users are in the EIP ecosystem, the higher the efficiency and 
profitability for Brands and vice versa, the opportunities for access to the budgets of 
Brands and Companies are increased for the audience. 
Greater engagement increases the value of the ecosystem. Customer base expansion 
channels include the marketing and promotion of EIP applications and a website for a 
wide audience, advertising of possibilities for monetizing own activity and 
engagement, and the EIP ecosystem as a whole. Attracting a large volume of audience 
is not the only tool for growth; improvement of interaction with the existing audience 
and participants of the Esports market is also very important. Keeping of clients in the 
ecosystem will be achieved through continuous improvement of the main product. 

8.2 PLAN OF GEOGRAPHICAL EXPANSION 

We plan to select cities to launch the system based on the population size, income 
level of consumers and the level of development of the esports market. Map below 
shows a preliminary list of cities, which can later be changed as the project advances. 

ROAD MAP 



9. EMI TOKEN

9.1 STRUCTURE 

After the ICO period, all contributors will receive an ERC20 exchangeable EMI tokens
on the Ethereum network. Whenever the EIP blockchain is launched with its own 
token mechanism, the ERC20 token will be always accepted for exchange to a new 
token  1- to-1.

The EMI token is a core component of the EIP ecosystem and is designed to
facilitate all kinds of operations that make the token an integral part of the 
ecosystem and the driver for its economy. The EMI token is fractionally
divisible, transferable and fungible. The token balances and transfers will be 
tracked by EIP. In the case of any force majeure, such as large token theft, 
contract compromise, or a disrupting change of Ethereum protocol, EIP may opt 
to freeze token transfers and issue a new token contract with balances replacing 
that of the original token registry by certain date. In the case of an Ethereum fork, 
EIP will properly announce which branch it will support. 

EMI Token Contract Address: https://github.com/EIPlatform/EMPerial

9.2 USAGE 

We promote open and transparent dialogue with our contributors and followers, so have 
been using William’s Mougayar’s approach to clearly define the value and benefits of 
the EMI tokens for our supporters.  The framework provides 3 tenets for the token
utility: Role – Features – Purpose.  

The EMI token is planned to be the only means of exchange for handling all types of
rewards and one of the means of payment within the EIP ecosystem. We plan that EMI tokens

will be accepted as a payment method in partner services.

USE OF EMI TOKENS

Brands and Companies 
● Rewards: loyalty programs, promotional offers, cross-marketing, feedback from
the audience;
● Payment for the necessary information and data on the target audience.

Audience 
● Payment for the services rendered.
● Buying the goods from brands.

● Rewards: loyalty programs, promotional offers.

EIP 

● Referral awards for the audience.

● Payment for the services rendered.

https://github.com/EIPlatform/EMPerial


TOKEN UTILIZATION WITHIN EIP 

We promote open and transparent dialogue with our contributors and followers, so have 
been using William’s Mougayar’s approach to clearly define the value and benefits of 
the EMI tokens for our supporters.  The framework provides 3 tenets for the token 
utility: Role – Features – Purpose. 

APPLICATION OF THE MOUGAYAR’S TOKEN FRAMEWORK IN EIP PLATFORM 

THE RIGHTS  
The holders of EMI tokens would have certain rights based on several factors: 

ICO Value contributor’s rights  
All our original supporters who acquired more than 2 000 000 EMI during Pre-ICO and 
ICO get the right: 

 To become Premium Members of the EIP subscription for the period of 2 years
EMI token Value Holders rights 
In the post-ICO period the value holders of the EMI tokens in access of 1 000 000 EMI 
who would like to become active members of the EIP community have the rights: 

1. To vote on the strategic issues of the EIP business development*

2. To use selected paid EIP App services for free**
Notes: 
*- to qualify for this right the holder of EMItokens must keep amount of coins in access 
of 2 000 000 in EIP’s Reserve Wallet. This right would be ceased when the EMI tokens 



are withdrawn from the Reserve Wallet by the owner. 
**- in addition to the terms set in Note* the holder would receive 2 months of benefits 
stated in sections 2  for free AFTER the EMI tokens are withdrawn from the EIP’s Reserve 
Wallet. 

VALUE EXCHANGE 
EMI token would become a measure of value for the products and services within EIP.  
Example: 
John is gamer and a subscriber of EIP platform.  He also hosts weekly subscription-only 
YouTube show about latest news in Esports industry.  John has a EIP wallet with 10000 
EMI in it. He has few options that he can use it: 
1. He can pay for tickets promoted for valued members of EIP platform in  EMI.
2. He can also accept payment in EMI from his Youtube show subscribers –

300/viewer 
TOLL 

Toll feature in EIP platform is used in the following ways: 
 Access fee for the closed/VIP Groups/events

 Access fee for certain resources and information within EIP platform.
There are more features to come. 

FUNCTION 
Some of the features within EIP would require paying for entering some services, 
connecting to the users and providing the incentives. 
We also introduce the EIP Token (EMI) in order to facilitate open participation and 
coordination across the network. The EMI token is a multi-utility token which is required 
for application to the EIP platform, utilized in an incentivized voting manner to 
dictate access to a suite of ancillary services exclusive to network members, used 
to signal support or disapproval for proposals made by network participants, and 
which can be staked to deposit pools. 
The main challenge is to engage the users to actively participate in ranking activities and 
reward them for that. We believe that Brands and Companies would be the main 
Customers of the EIP. Their motivation would be to generate interest to their product by 
testing its quality and compensate for the active ranking of it followed by exclusive deals 
for the Esports community. 
Example: 

 Brands create smart contract with EIP for promoting of their products and pay EIP 
(in fiat or in EMI tokens) to perform the services and promote the products

 EIP buys EMI tokens from the open Exchange
 EIP rewards the users for ranking the products by incentivizing them in the form 

of bounties.

 The users can either sell the EMI on the exchange or use them for other services 
within the EIP platform 

Example: 

 A User is able to subscribe via EIP platform to a Netflix offer, while in a Twitch
Prime stream

THE CURRENCY 
EMI token shall be openly used for internal payments for products and services on the 
EIP platform.  



We realize the importance of the liquidity, volatility and value issues surrounding 
any currency (fiat or crypto) in circulation and EMI token is not the exception here. 
Saying that, we are taking measures to mitigate these issues: 

1. We are to introduce the EIP’s Reserve Wallet system for the variety of services 
that would cut the supply of EMI tokens to the open market for the short-term 
speculative gains.

2. We are planning to use up to 5% of the funds raised during the ICO crowdsale to 
support the Market Maker trading strategies on the exchanges to fight off the 
attacks on EMI token by the speculators. 

There are also in-built features in the EIP platform that allow to: 

 crowdfund a new product, a favourite team/game/tournament/media. The EIP
platform provides a possibility to unite crowdfunding efforts (labelled as fractural

funding, this function allows Users to unite minor amounts of tokens into a
significant effort together, in order to launch a tournament, establish a prise fund,
undertake voting for games.

 sponsor a favorite team/game/tournament/media. The EIP platform removes
thresholds by allowing Users contribute small amounts in contrast to the present

high entrance limits to sponsorships. Donations to streamers are easy to set up
and to execute.

THE EARNINGS 
EIP’s EMI token is not a security, and nothing in this document should be construed as 
an offering of a security interest. EMI token (EMI Token) is a utility token that would be 
utilized within EIP’s platform in the best possible manner to make EIP popularity 
among users grow and drive the value of EMI tokens up as well.  
It is in our plans to become one of the top Esports platform in the world within 5 years 
of operations. Provided our targeted value of the company in the future would be met by 
the corresponding offer and the company that operates EIP would be sold, we would put 
our best efforts to use the share of the proceeds from the sale to implement the 
buy-back of the EMI tokens from the market. 

9.3 IMPLEMENTATION 

One of our main goals is to develop a decentralized marketing marketplace for people 
who have little experience in dealing with crypto-currencies and, probably, do not have 
intimate knowledge on the blockchain. EIP ecosystem will expand beyond the crypto 
community and focus its activities on a wide audience. Rendering services for this 
audience requires advance knowledge of the global Esports market, all its participants 
and its features. 

Thanks to the wide experience in the industry, our team knows exactly what the 
Esports audience wants and what its life is like. 
Purchase, receipt and use of EMI tokens will be made more simple and understandable 
as much as possible for the international Esports audience and for non-endemic 
partners who are wishing enter this market. 
When working on the website and in EIP applications, the procedures of opening and 
managing a crypto-currency wallet will be simplified as much as possible. 



10. SALE OF TOKENS

10.1 GENERAL INFORMATION 

Starting date: 11:00 (GMT), MAY 14, 2018
Payment methods: BTC, ETH, LTC, DASH, USD (bank transfer from 2,000 USD) 
Goal: US$ 60.000,000 
Minimal goal: 6.000,000 USD 
Maximum goal: 60.000,000 USD 
Tokens exchange rate: 1 EMI = 0,1 USD

● Exact number of created tokens depends on the amount of funds deposited during

the ICO process;
● Creation, issue or mining of tokens after the end of the ICO period is not provided;
● Tokens will be allowed to transfer after the end of the ICO period;

● After reaching the maximum goal, the ICO will be terminated immediately.

% of the funds in bounty fund* 

25%
45%

10%

10%

BOUNTY 

Activities 

Campaign for signing on the BitcoinTalk forum 
Campaign for articles on blogs and videos 
Social networks (Facebook and Twitter) 
Telegram 
Other 10%

* Bounty Fund – 1 % of EMI tokens. See BitcoinTalk for details

At the end of the ICO, the amount of all tokens sold will be 85% of their total amount, 
6% will be distributed to the EIP team, 1% to the participants of bonus program. 
Remaining 8% of the tokens will be moved to the Reserve Fund.
Tokens of the Reserve Fund will be competently used to encourage new customers 
who have joined the ecosystem and accelerate adoption of the ecosystem by a wide 
audience. 

10.2 INTENDED DISTRIBUTION OF FUNDS 

It is planned that the funds raised during the ICO will be used in accordance with 

the road map. 

Planned distribution of the fund % 

Research and development 45.0% 
Marketing and advertising 20% 
Management and operation 15% 
Legal support 5% 

Our road map assumes the development of all functions for the EIP platform, 46 
multifunctional applications and interfaces for all ecosystem participants, as well as 



trong marketing support to accelerate the attraction of Brands, Companies and the 
audience. 

Research and development - all relevant expenses, including design and development 
of smart contracts, cryptographic mechanisms, EIP platform, applications, interfaces, 
SDK, etc. This includes the opening of a research and development center with an 
approximate staff of 35 specialists. 

Marketing and advertising - tools that will be aimed at attraction of Brands, Companies, 
and the audience. 
Management and operation - salaries of all EIP employees, except for the research 

and development team. 

Legal support - all legal expenses associated with the expansion of the EIP ecosystem 
in different countries. 
Unforeseen expenses are pledge as 5% of the total budget. 

10.3 KYC PROCEDURE («KNOW YOUR CLIENT») 

EMI tokens can not be offered, sold, resold or otherwise alienated by the owners in 
favor of citizens (individuals and legal entities) located or registered in the country or 
in a territory where transactions with digital tokens are prohibited or in any 
way restricted by applicable laws or regulations, or become banned or restricted at 
some time after the entry into force of this Agreement ("Prohibited Entities"). 

We do not allow the Prohibited Entities to participate and we declare the right to 
refuse or cancel the request for the purchase of EMI tokens at any time at our 
discretion if the information provided by buyers within the conducting of KYC 
procedure is incomplete, inaccurate, misleading, or if the buyer is a member of 
group of people subjected to restrictions. 

10.4 ESCROW 

All payments received for EMI tokens and associated with the sale of tokens are 
planned to be stored on an escrow account protected by a multi-signature. Keys from 
this account will be stored by the EIP team and Nektorov Saveliev & Partners, 



an international provider of legal services, a member of Yingke, the largest network 

for providing of legal services in Asia. NSP partner offices are represented in 30 
countries, including China, Great Britain, Switzerland and Italy. 

11. TEAM AND ADVISERS

Below you can find an overview of the EIP team 

Sergey 
Nevodnichiy  

CEO & Founder 

15 years of experience in the Esports industry; created one of the 
most popular teams in the history of Esports – Team Empire MBA 
- Strategic Management and Marketing

Co-Founder / CEO at Team Empire

  Yury Mertsalov 
  Founder 

 Professional expert with 5 years  
 of investing experience in Esport, 

e-commerce, bitcoin and crypto-assets

Vlad Dobrov 
ICO adviser 

 International 
 Entrepreneur with over 15 years 
 experience in top- management  

n  position in finance. 

 Dr. Sead Muftic 

  (Ph.D & M.Sc) 

 Professor of mathematics with  

 40 years of experience in IT security. 



Andrew Spencer 

SMM 
 
Currently is a consultant in SMM. 

A blogger on the latest trends of SMM 
and brand promotion. 
 

 
 
 

      

 
Leo Petersen 
ICO Advisor 

 
In cryptocurrencies since 2011, 
Concentrates on media strategies for ICO. 

 
 
 

 
 

Sergei Savin 

Advisor 
 
Senior Professional in technology sector 

with focus on Esports. 

 
Olga Kovanova 
CMO 

 
Over 10 years of experience in digital 
marketing. Marketing manager 

at Siemens AG (Munich). 
 
 

 
 
 

Yuliya Tarasova 
Legal Advisor 
 

Counsel, an expert in the area of 
commercial law. Has more than 15 
year’s experience in the respective 

area of specialization. 
       
                   

 



12. RISK FACTORS

An acquisition of the EMI tokens involves a high degree of risk. Each potential 
purchaser of the EMI tokens should carefully consider the following information 
about these risks before he decides to buy the EMI tokens. If any of the 
following risks actually occurs, the EIP platform and the value of the EMI tokens 
could be materially adversely affected. Risks and uncertainties described below in 
this White Paper may not be the only ones token holders face. Additional risks and 
uncertainties may also materially adversely affect on the EIP platform or the value of 
the EMI tokens. 

1. RISKS CONNECTED TO THE VALUE OF INS TOKENS

1.1. Lack of Development of Market for EMI tokens. Because there has been no prior 
public trading market for the EMI tokens, the sale of the EMI tokens described in this 
White Paper may not result in an active or liquid market for the EMI tokens, and 
their price may be highly volatile. Although applications have been made 
to the cryptographic token exchanges for the EMI tokens to be admitted to trading, 
an active public market may not develop or be sustained after the EMI token sale. 
If a liquid trading market for the EMI tokens does not develop, the price of the EMI 
tokens may become more volatile and token holder may be unable to sell or 
otherwise transact in the EMI tokens at any time. 

1.2. Risks Relating to Highly Speculative Traded Price. The valuation of digital tokens 
in a secondary market is usually not transparent, and highly speculative. The EMI 
tokens do not hold any ownership rights to Company’s assets and, therefore, are not 
backed by any tangible asset. Traded price of the EMI tokens can fluctuate greatly 
within a short period of time. There is a high risk that a token holder could lose his/
her entire contribution amount. In the worst-case scenario, the EMI tokens 
could be rendered worthless. 

1.3. EMI Tokens May Have No Value. The EMI tokens may have no value and there 
is no guarantee or representation of liquidity for the EMI tokens. Company Parties 
are not and shall not be responsible for or liable for the market value of the EMI 
tokens, the transferability and/or liquidity of the EMI tokens and/or the 
availability of any market for the EMI tokens through third parties or otherwise. For 
the purposes of this Section of the White Paper, the term "Company Parties" shall 
include Company and its respective past, present and future employees, officers, 
directors, contractors, consultants, attorneys, accountants, financial advisors, 
equity holders, suppliers, vendors, service providers, parent companies, 
subsidiaries, affiliates, agents, representatives, predecessors, successors and 
assigns (hereinafter in this Section – "Company Parties"). 

1.4. EMI Tokens May Be Non-Refundable. Except for as provided in a legally binding 
documentation or prescribed by the applicable legislation, Company Parties are 
not obliged to provide the EMI token holders with a refund related to the EMI 
tokens. No promises of future performance or price are or will be made in respect 
to the EMI tokens, including no promise of inherent value, no promise of 
continuing payments, and no guarantee that the Tokens will hold any particular 
value. Therefore, the recovery of spent resources may be impossible or may be 
subject to foreign laws or regulations, which may not be the same as the private law 
of the EMI token holder. 



2. BLOCKCHAIN AND SOFTWARE RISKS

2.1. Blockchain Delay Risk. On the most blockchains used for cryptocurrencies' 
transactions (e.g., Ethereum, Bitcoin blockchains), timing of block production is 
determined by proof of work so block production can occur at random times. 
For example, the cryptocurrency sent as a payment for the EMI tokens in the final 
seconds of the EMI token sale may not get included into that period. The respective 
blockchain may not include the purchaser’s transaction at the time the purchaser 
expects and the payment for the EMI tokens may reach the intended wallet address 
not in the same day the purchaser sends the cryptocurrency. 

2.2. Blockchain Congestion Risk. The most blockchains used for cryptocurrencies' 
transactions (e.g., Ethereum, Bitcoin blockchains) are prone to periodic congestion 
during which transactions can be delayed or lost. Individuals may also intentionally 
spam the network in an attempt to gain an advantage in purchasing cryptographic 
tokens. That may result in a situation where block producers may not include the 
purchaser’s transaction when the purchaser wants or the purchaser’s transaction may 
not be included at all. 

2.3. Risk of Software Weaknesses. The token smart contract concept, the underlying 
software application and software platform (i.e. the Ethereum, Bitcoin blockchains) 
are still in an early development stage and unproven. There are no 
representations and warranties that the process for creating the EMI tokens will be 
uninterrupted or error- free. There is an inherent risk that the software could 
contain weaknesses, vulnerabilities or bugs causing, inter alia, the complete loss 
of the cryptocurrency and/or the EMI tokens. 

2.4. Risk of New Technology. The EIP platform, the EMI tokens and all of the 
matters set forth in this White Paper are new and untested. The EIP platform and 
the EMI tokens might not be capable of completion, creation, implementation or 
adoption. It is possible that no blockchain utilizing the EIP platform will be 
ever launched. Purchaser of the EMI tokens should not rely on the EIP platform, 
the token smart contract or the ability to receive the EMI tokens associated with 
the EIP platform in the future. Even if the EIP platform is completed, implemented 
and adopted, it might not function as intended, and any EMI tokens may not 
have functionality that is desirable or valuable. Also, technology is changing 
rapidly, so the EIP platform and the EMI tokens may become outdated. 

3. SECURITY RISKS

3.1. Risk of Loss of Private Keys. The EMI tokens may be held by token holder in his 
digital wallet or vault, which requires a private key, or a combination of private keys, 
for access. Accordingly, loss of requisite private keys associated with such token 
holder’s digital wallet or vault storing the EMI tokens will result in loss of such EMI 
tokens, access to token holder’s token balance and/or any initial balances in 
blockchains created by third parties. Moreover, any third party that gains access to 
such private keys, including by gaining access to login credentials of a hosted wallet 
or vault service the token holder uses, may be able to misappropriate the 
token holder’s EMI tokens. 



3.2. Lack of Token Security. The EMI tokens may be subject to expropriation and 
or/theft. Hackers or other malicious groups or organizations may attempt to interfere 
with the token smart contract which creates the EMI tokens or the EMI tokens in a 
variety of ways, including, but not limited to, malware attacks, denial of service 
attacks, consensus-based attacks, Sybil attacks, smurfing and spoofing. Furthermore, 
because the Ethereum platform rests on open source software, there is the risk that 
Ethereum smart contracts may contain intentional or unintentional bugs 
or weaknesses which  may negatively affect the EMI tokens or result in the loss of 
EMI tokens, the loss of ability to access or control the EMI tokens. In the event of 
such a software bug or weakness, there may be no remedy and holders of the EMI 
tokens are not guaranteed any remedy, refund or compensation. 

3.3. Attacks on Token Smart Contract. The blockchain used for the token 
smart contract which creates the EMI tokens is susceptible to mining attacks, 
including double-spend attacks, majority mining power attacks, "selfish-mining" 
attacks, and race condition attacks. Any successful attacks present a risk to the 
token smart contract, expected proper execution and sequencing of the EMI token 
transactions, and expected proper execution and sequencing of contract 
computations. 

3.4. Failure to Map a Public Key to Purchaser’s Account. Failure of a purchaser of the 
EMI tokens to map a public key to such purchaser’s account may result in third 
parties being unable to recognize purchaser’s EMI token balance on the Ethereum 
blockchain when and if they configure the initial balances of a new blockchain 
based upon the EMI platform. 

3.5. Risk of Incompatible Wallet Service. The wallet or wallet service provider used 
for the acquisition and storage of the EMI tokens, has to be technically compatible 
with the EMI tokens. The failure to assure this may have the result that purchaser of 
the EMI tokens will not gain access to his EMI tokens. 

4. RISKS RELATING TO PLATFORM DEVELOPMENT

4.1. Risk Related to Reliance on Third Parties. Even if completed, the EIP platform 
will rely, in whole or partly, on third parties to adopt and implement it and to 
continue to develop, supply, and otherwise support it. There is no assurance or 
guarantee that those third parties will complete their work, properly carry out 
their obligations, or otherwise meet anyone’s needs, all of might have a material 
adverse effect on the EIP platform. 

4.2. Dependence of EIP Platform on Senior Management Team. Ability of the 
senior management team which is responsible for maintaining competitive position 
of the EIP platform is dependent to a large degree on the services of each member 
of that team. The loss or diminution in the services of members of respective 
senior management team or an inability to attract, retain and maintain additional 
senior management personnel could have a material adverse effect on the EIP 
platform. Competition for personnel with relevant expertise is intense due to the 
small number of qualified individuals, and this situation seriously affects the ability 
to retain its existing senior management and attract additional qualified senior 
management personnel, which could have a significant adverse impact on the EIP 
platform. 



4.3. Dependence of EIP Platform on Various Factors. The development of the EIP 
Platform may be abandoned for a number of reasons, including lack of interest from 
the public, lack of funding, lack of commercial success or prospects, or departure of 
key personnel. 

4.4. Lack of Interest to the EIP Platform. Even if the EIP platform is finished and 
adopted and launched, the ongoing success of the EIP platform relies on the interest 
and participation of third parties like developers. There can be no assurance or 
guarantee that there will be sufficient interest or participation in the EIP platform. 

4.5. Changes to the EIP Platform. The EIP platform is still under development and may 
undergo significant changes over time. Although the project management team 
intends for the EIP platform to have the features and specifications set forth in this 
White Paper, changes to such features and specifications can be made for any number 
of reasons, any of which may mean that the EIP platform does not meet 
expectations of holder of the EMI tokens. 

4.6. Risk Associated with Other Applications. The EIP platform may give rise to 
other, alternative projects, promoted by unaffiliated third parties, under which the 
EMI token will have no intrinsic value. 

4.7. Risk of an Unfavorable Fluctuation of Cryptocurrency Value. The proceeds of the 
sale of the EMI tokens will be denominated in cryptocurrency, and may be converted 
into other cryptographic and fiat currencies. If the value of cryptocurrencies 
fluctuates unfavorably during or after the EMI token sale, the project management 
team may not be able to fund development, or may not be able to develop or 
maintain the EIP platform in the manner that it intended. 

5. RISKS ARISING IN COURSE OF COMPANY PARTIES' BUSINESS

5.1. Risk of Conflicts of Interest. Company Parties may be engaged in transactions 
with related parties, including respective majority shareholder, companies controlled 
by him or in which he owns an interest, and other affiliates, and may continue to do 
so in the future. Conflicts of interest may arise between any Company Party's affiliates 
and respective Company Party, potentially resulting in the conclusion of transactions 
on terms not determined by market forces. 

5.2. Risks Related to Invalidation of Company Parties Transactions. Company Parties 
have taken a variety of actions relating to their business that, if successfully challenged 
for not complying with applicable legal requirements, could be invalidated or could 
result in the imposition of liabilities on respective Company Party. Since applicable 
legislation may subject to many different interpretations, respective Company Party 
may not be able to successfully defend any challenge brought against such 
transactions, and the invalidation of any such transactions or imposition of any such 
liability may, individually or in the aggregate, have a material adverse effect on the 
EIP platform. 

5.3. Risk Arising from Emerging Markets. Company Parties or some of them may 
operate on emerging markets. Emerging markets are subject to greater risks than 
more developed markets, including significant legal, economic and political risks.  



Emerging economies are subject to rapid change and that the information set out in 
this White Paper may become outdated relatively quickly. 

6. GOVERNMENTAL RISKS

6.1. Uncertain Regulatory Framework. The regulatory status of cryptographic tokens, 
digital assets and blockchain technology is unclear or unsettled in many jurisdictions. 
It is difficult to predict how or whether governmental authorities will regulate such 
technologies. It is likewise difficult to predict how or whether any governmental 
authority may make changes to existing laws, regulations and/or rules that will affect 
cryptographic tokens, digital assets, blockchain technology and its applications. Such 
changes could negatively impact the tokens in various ways, including, for example, 
through a determination that the tokens are regulated financial instruments 
that require registration. Company may cease the distribution of the EMI tokens, 
the development of the EIP platform or cease operations in a jurisdiction in the event 
that governmental actions make it unlawful or commercially undesirable to continue 
to do so. 

6.2. Failure to Obtain, Maintain or Renew Licenses and Permits. Although as of 
the date of starting of the EMI token sale there are no statutory requirements 
obliging Company to receive any licenses and permits necessary for carrying out of 
its activity, there is the risk that such statutory requirements may be adopted in 
the future and may relate to any of Company Parties. In this case, Company 
Parties' business will depend on the continuing validity of such licenses and permits 
and its compliance with their terms. Regulatory authorities will exercise considerable 
discretion in the timing of license issuance and renewal and the monitoring of 
licensees’ compliance with license terms. Requirements which may be imposed by 
these authorities and which may require any of Company Party to comply with 
numerous standards, recruit qualified personnel, maintain necessary technical 
equipment and quality control systems, monitor our operations, maintain 
appropriate filings and, upon request, submit appropriate information to the 
licensing authorities, may be costly and time-consuming and may result in delays in 
the commencement or continuation of operation of the EIP platform. Further, private 
individuals and the public at large possess rights to comment on and otherwise 
engage in the licensing process, including through intervention in courts and 
political pressure. Accordingly, the licenses any Company Party may need may not 
be issued or renewed, or if issued or renewed, may not be issued or renewed in a 
timely fashion, or may involve requirements which restrict any Company Party's 
ability to conduct its operations or to do so profitably. 

6.3. Risk of Government Action. The industry in which Company Parties operate 
is new, and may be subject to heightened oversight and scrutiny, including 
investigations or enforcement actions. There can be no assurance that governmental 
authorities will not examine the operations of Company Parties and/or pursue 
enforcement actions against them. All of this may subject Company Parties to 
judgments, settlements, fines or penalties, or cause Company Parties to restructure 
their operations and activities or to cease offering certain products or services, all of 
which could harm Company Parties' reputation or lead to higher operational costs, 
which may in turn have a material adverse effect on the EMI tokens and/or the 
development of the EIP platform. 



6.4. Risk of Burdensomeness of Applicable Laws, Regulations and Standards. Failure 
to comply with existing laws and regulations or the findings of government inspections, 
or increased governmental regulation of Company Parties operations, could result in 
substantial additional compliance costs or various sanctions, which could materially 

adversely affect Company Parties business and the EIP platform. Company Parties 
operations and properties are subject to regulation by various government entities and 
agencies, in connection with ongoing compliance with existing laws, regulations and 

standards. Regulatory authorities exercise considerable discretion in matters of 
enforcement and interpretation of applicable laws, regulations and standards. 
Respective authorities have the right to, and frequently do, conduct periodic 

inspections of any Company Party's operations and properties throughout the year. 
Any such future inspections may conclude that any Company Party has violated laws, 
decrees or regulations, and it may be unable to refute such conclusions or remedy the 

violations. Any Company Party's failure to comply with existing laws and regulations 
or the findings of government inspections may result in the imposition of fines or 

penalties or more severe sanctions or in requirements that respective Company Party 
cease certain of its business activities, or in criminal and administrative penalties 
applicable to respective officers. Any such decisions, requirements or sanctions, or any 

increase  in governmental regulation of respective operations, could increase Company 
Parties' costs and materially adversely affect Company Parties business and the EIP 
platform. 

6.5. Unlawful or Arbitrary Government Action. Governmental authorities may have a 

high degree of discretion and, at times, act selectively or arbitrarily, without hearing 
or prior notice, and sometimes in a manner that is contrary a law or influenced by 
political or commercial considerations. Moreover, the government also has the power 

in certain circumstances, by regulation or government act, to interfere with the 
performance of, nullify or terminate contracts. Unlawful, selective or arbitrary 

governmental actions have reportedly included the denial or withdrawal of licenses, 
sudden and unexpected tax audits, criminal prosecutions and civil actions. Federal and 
local government entities have also used common defects in matters surrounding the 

Token sale as pretexts for court claims and other demands to invalidate or to void any 
related transaction, often for political purposes. In this environment, Company Parties' 
competitors may receive preferential treatment from the government, potentially 

giving them a competitive advantage over Company Parties. 
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