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“The most common way people give up their power is by 
thinking they don’t have any.” – Alice Walker



3

Legal Notice

This legal notice outlines the legal terms and conditions to which you agree by accessing or using any 
and all information available in this White Paper or on Spitball’s website, as may be updated from time 
to time (collectively, the “Available Information”). In the event that you decide to purchase SBL tokens, 
you will be required to enter into a separate agreement with Spitball that will govern the terms and 
conditions of such purchase.
The Available Information describes the expected Spitball platform and its respective features and 
functions, as well as the expected SBL token features, which are all subject to changes.
Neither this White Paper nor any of the Available Information constitutes an offer to sell or the 
solicitation of an offer to buy any securities. In making this White Paper available, neither Spitball nor 
anyone on its behalf, gives any advice or makes any recommendation to buy, sell or otherwise deal with 
the SBL tokens. 
Spitball intends to sell the SBL tokens with the sole purpose of providing purchasers with access to the 
features and functions that may be available on Spitball’s blockchain-based platform as described in 
detail in this White Paper. Spitball will not sell the SBL tokens for any investment or speculation purpose 
whatsoever and doesn’t recommend purchasing SBL tokens for such purposes or for any purpose other 
than gaining access to Spitball’s platform. SBL tokens do not entitle the holder thereof to any equity, 
corporate governance, dividends, voting right or similar rights or entitlements in Spitball or in any of its 
affiliated companies.
Spitball does not make or purport to make, and hereby disclaims, any representation, warranty or 
undertaking in any form whatsoever, including any representation, warranty or undertaking in relation to 
the truth, accuracy and completeness of any portion of the Available Information. 
This White Paper contains forward-looking statements and predictions describing uncertain future 
developments and plans. Various significant factors could cause actual results or events to differ 
materially from those that may be expressed or implied by our forward-looking statements and 
predictions, and hence, these may not be relied on. 
No part of the Available Information should be considered as a business, legal, financial or tax advice 
regarding Spitball, the SBL tokens, the sale of SBL tokens, or any related matters. You should consult 
your own legal, financial, tax or other professional adviser(s) prior to any usage of the Available 
Information or purchasing SBL tokens. 
No regulatory authority has examined or approved the Available Information and while Spitball has 
invested significant amount of time and resources in complying with any applicable law, Spitball cannot 
guarantee the legality of the SBL token sale or Spitball’s platform as well as Spitball’s ability to develop, 
structure and license any future SBL token functionality in every jurisdiction.
A purchase of SBL tokens comprises considerable risk and might involve extraordinary risks that may 
lead to a loss of all or a significant portion of monies or monetary value utilized to acquire SBL tokens. 
Some of such risks are set forth in risk factors. You should carefully and independently consider 
and evaluate such risks before deciding to purchase SBL tokens or to make any use of the Available 
Information. If any of such risks shall materialize in whole or in part, Spitball’s current and expected 
status and activities could be materially and adversely affected, so that the value of the SBL tokens 
may tumble or totally evaporate in a way that shall result in a partial or total loss of the value of the SBL 
tokens.

https://zboxstorage.blob.core.windows.net/spitball/Spitball%20-%20Risk%20Factors.pdf
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In a Nutshell

Spitball 2.0

Existing Platforms Exploit Students

We have reimagined the student experience. Spitball 2.0 creates a seamless connection between 
students and their peers, their schools, and the companies and brands they need or like. Using 
blockchain technology and a crypto token to build an ecosystem that enables direct, secure and 
efficient micro transactions, students can receive homework help, buy and sell course notes, find work, 
buy and sell books, find accommodations and more... the list is endless.

Our tokenized ecosystem will create trust and new possibilities for everyday tasks and transactions.

By helping to make students’ lives easier, letting them earn or save money, and helping them take their 
first steps into the blockchain economy, we hope to build lifetime relationships with them.

And we know this is possible. Students have helped drive the global adoption of many technologies and 
platforms such as Tinder, Lyft, Facebook, SMS, Snapchat, and so on. Moreover, we have already seen 
over 500,000 students sign up and use our existing resource aggregation platform.

Spitball 2.0 is a Student Economy where participants from around the world can exchange knowledge, 
content, and items; receive fair compensation for their contributions; and keep their privacy secure - 
all while comprehensively lowering their costs. Generation Z is the most likely to embrace and utilize 
cryptocurrencies as an integral part of their daily lives. Spitball 2.0 will onboard these students into the 
crypto world in the most natural environment through its customized crypto wallet. 

The vision of Spitball 2.0 is a next-generation Student Economy defined by transparency, direct P2P 
interaction between students, and fair profit opportunity for community contributors. 

Free of intermediaries, Spitball 2.0 will create a self-sustained global ecosystem based around the 
SBL token where students retain control of their academic content and gain various benefits  from 
exchanging it against SBL tokens, content or services, with blockchain-powered records immutably 
storing intellectual property on a globally distributed ledger. 

Students buy, sell, and share goods and services all the time. These goods and services range from 
textbooks, class notes, quizzes, tutoring services, homework help, subletting, used goods, and much 
more. With the majority of these transactions controlled by a handful of mega-corporations, the existing 
marketplace suffers from a significant lack of fair compensation for students. Despite driving the value 
creation, students receive cents on the dollar for their efforts.
 
On the popular study application Quizlet, students provide full access to their study materials and 
knowledge for free, yet the app itself has accumulated a value of nearly USD$220 million through
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premium subscription fees and ad-based revenues.1 Other platforms allow students to share and even 
sell study notes to other users, but charge users more than $30 per month to access this content. 
While the actual content-providing students typically receive diluted benefits or site credit for their 
contributions, the leading platforms in the industry continue to claim the lion’s share of the profit while 
consistently growing in market value.

The current industry is also highly vulnerable to the manipulation and exploitation of private student 
data for marketing purposes, as service providers trade user data to support ads running on their 
websites.

In short, the market is stacked against the interests of students and we intend to change that -- giving 
them control, saving them money, protecting their privacy, and helping them benefit more from their 
own goods, services, academic knowledge and resources.

The Solution: A Decentralized Student Economy
Spitball 2.0 is a first-of-its-kind, student-driven economy that will enable users to benefit from their 
contributions, ensuring fair compensation for offered goods, services, and academic knowledge. 

Without the costly involvement of centralized intermediaries, students will have the ability to properly 
benefit from activity in a peer-to-peer digital marketplace, deriving real value for the global student 
community.

Beyond its marketplace offerings, Spitball 2.0 will also host built-in learning and trading functionalities, 
including video conferencing options for tutoring, high-grade class notes storage, homework help 
forums, and open source architecture for third-party developers to add and expand platform services 
with unique DApps (decentralized applications) for the benefit of participants. 

Participating students will have the ability to earn tokens in the Spitball 2.0 ecosystem by completing 
useful actions, such as providing correct answers to community-posted questions or promoting the 
listings of items/services for sale.

A recent market survey performed by Spitball found that students want to learn more about the 
cryptocurrency sphere, yet many do not know where to look, how to start, or what information they can 
trust. Spitball 2.0 will present an added benefit to users in the form of a seamless experience complete 
with an internal wallet to manage SBL tokens, as well as a consortium sidechain network2 dedicated to 
onboarding new-to-crypto students. 

Students can start using Spitball 2.0’s promotional (awarded) tokens to learn about cryptocurrencies 
and then explore a range of blockchain-based disruptive solutions. We believe that this will be the 
foundation of lifetime relationships with Spitball 2.0.
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The Platform

Background

High-Level Description
Spitball 2.0 will be the first decentralized Student Economy and marketplace, reshaping the status quo 
in which third parties dominate and drain the benefit generated by student-created content. 

Spitball 2.0 seeks to establish a single network for students to connect, exchange content and services, 
and benefit from contributed materials on a global scale. Utilizing smart contracts, the Spitball 2.0 
community will easily and securely execute transactions, safeguard its intellectual property, and 
contribute to an immense repository of academic data for future use.

Our community will be comprised of content providers/sellers and content consumers. Students
will retain complete ownership of the intellectual property of the content which they upload to
Spitball 2.0, with the freedom to set their own prices and collect fair compensation with minimal third-
party deductions.  

In addition to sharing class notes, creating flashcards, taking practice exams, and utilizing tutoring 
services (including live chatting, file sharing, and whiteboard operability), students can buy/sell 
textbooks and other academic goods, as well as benefit from a host of additional tools and features.  
Each registered student will have a unique, customizable profile which underpins his/her membership 
on Spitball 2.0. This trusted, secure identity lets users initiate smart contracts to match requests for 
specific content (e.g., study notes for a specific class or practice questions for a specific exam). 

Spitball 2.0’s ecosystem will be based on the platform’s native cryptocurrency SBL,  a utility token 
which will enable access to all of the platform’s features and functions. SBL will serve as the exclusive 
method of payment in the ecosystem and will have other roles in the ecosystem as defined further in 
the whitepaper. 

The driving force behind Spitball 2.0 is Cloudents, a software development company that in 2014 
launched Spitball, the first social studying platform designed specifically for college students. Spitball’s 
unique value lies in its consistent success in providing students with access to academic content 
and services, both from its own network and from more than 25 external partner sites and services 
designed specifically for students.

As the creator and driving force behind Spitball, Cloudents will harness its already existing student 
services platform, featuring over half a million registered users, as well as its robust worldwide network 
of strategic partnerships with leading student-related platforms. Cloudents also has a proven track 
record of acquiring active platform users at a low cost. These advantages will provide Spitball 2.0 with 
a strong backing and a full set of tools for rapid deployment and expansion within the global student 
community.
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A Decentralized Student Economy

The Participants

One of Spitball 2.0’s key features is the positioning of students at the center of its economy, enabling 
contributors to benefit from a network that becomes more valuable as the market grows.

Decentralization of the system will achieve this in two principal ways:

Each student will have full ownership over his/her content, deciding where and how it is used. 
Content will maintain value across the different services linked to the network, as owners will 
be able to transfer reviews, reputation scores, and work history from outside sources onto the 
platform. All content will be owned and controlled by the students responsible for its creation, 
rather than by third-party service providers, as is the case in the industry today. Students will 
also be responsible for dispute resolution and mediation within the system and we have built 
mechanisms to reward them for carrying out this vital task.

Spitball 2.0 will eventually not host network data in any centralized location or database, but 
rather on decentralized architecture enabled by blockchain technology.

Student Content Creators - students who create content have the ability to upload materials on 
the platform for consumption in an efficient process based on and secured by smart contracts. 

Student Content Consumers - students will have the option to purchase or rent products, obtain 
services such as tutoring, and even promote other users’ materials in exchange for possible 
rewards.

DApp Developers - Spitball 2.0 will enable access for external DApp developers to join the 
platform in order to provide new tools and features for participants. 

Strategic Partners - Spitball 2.0’s strategic partners will also function as participants in its 
Student Economy. They will have the ability to develop their own DApps on the platform as 
well as link offerings, tools, and services. Spitball’s current partners, such as Chegg, Wyzant, 
Course Hero, StudyBlue, Brainscape, and more, are natural candidates to become such strategic 
partners, and Spitball plans to harness the current relationship with these partners to develop 
their own branded DApps in the Spitball 2.0 Student Economy. 

Miners - users or partners who earn tokens through verifying nodes and sealing blocks on the 
network, thereby contributing to the decentralization of the Spitball 2.0 system. 
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Tools For Growth

Key Features

For the first time ever, students will benefit from a peer-to-peer platform on which they can directly trade 
and receive fair compensation for their goods and services. We believe that the ease and fairness of the 
platform will be a powerful word-of-mouth marketing tool. 

Leveraging the existing Spitball site’s user base (with over 500,000 registered users), its partnerships 
with leading service providers, and its own DApps, Spitball 2.0 will benefit from access to a network of 
millions of students. As a way to incentivize existing Spitball users to help grow the community, we will 
create a referral bounty program that will reward users with SBL tokens for acting as ambassadors and 
bringing new students into the community.

Users will be incentivized to participate in the Spitball 2.0 ecosystem not only by its optimized reward 
structure, the network’s enhanced proof of ownership, and its global peer-to-peer access, but also by its 
unique token rewards system.

In this system, actions on the platform have the potential to generate token rewards for participants. 
For example, if a student promotes (through a small token stake) another participant’s sale listing, 
the promoting student will receive a reward in SBL tokens if the listed item or service is successfully 
sold; however, should a student promote an item/material/service that is not sold during the given 
timeframe, s/he will forfeit the amount of tokens originally staked in the promotion. 

This will create a community marketplace where users self-police. They will be driven to curate content 
and support only quality goods and services, as the rewards stake mechanism will drive motivated, 
competitive, and dedicated platform participants to maintain a high standard of quality across the 
ecosystem.

To grow the community and build an initial base of activity on the platform, Spitball will issue various 
bounties of SBL tokens for activities that positively contribute to the community. These activities can 
range from promoting Spitball 2.0 on social media, to referring new users, creating unique content,
and more.

Spitball 2.0 will offer a number of platform features for users in addition to its global marketplace. 
These will include the following: 

Video conferencing, whiteboard, and file-sharing tools for tutors
Sale and ad listing abilities
P2P chat option
Reward system for homework help
Buying and selling of flashcards
Class notes and academic material sharing 
Marketplace for 2nd hand goods 
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Reward system for success of promoted goods/services
Open source structure for third-party DApp development
Blockchain-enabled, high-grade storage for IP and student data 

Technology
Blockchain

Consortium Network

Blockchain technology is a continuously growing, append-only “chain” of linked digital records, 
commonly called blocks, that are stored and secured using cryptography. Providing durability and fault 
tolerance, blockchain eliminates the need for third-party intermediaries, thereby removing inherent 
risks and granting top-grade security, high-rate/low-cost transactions, and autonomous peer-to-peer 
interaction.

As a distributed ledger system, blockchain records all user data and digital transactions executed 
on the network. Blocks, as the structural element of a given blockchain, are designed to archive 
network transactions by storing data with a unique, immutable record similar to the distinctiveness of 
a fingerprint. These blocks follow a sequential order, with subsequent blocks containing hash codes 
to create a corresponding pair of "chainlinks." With the recording of more data, the blockchain is 
lengthened and the former blocks are subsequently updated.

Using blockchain technology, Spitball 2.0 will ensure both a high level of trust and security in the 
management of user transactions and data. To support the platform’s advanced operations, smart 
contracts will be implemented to provide a secure, clear, and well-defined service to involved parties. 
These smart contracts will serve as a basic layer in the services offered on the platform.

Spitball 2.0 will develop a consortium sidechain3 network to address a few of the issues the Ethereum 
network is currently facing4. Primarily, inflated transaction costs (transaction fee) and low throughput 
(low tps - transactions per second rate). Spitball 2.0 network will facilitate transactions at lower costs, 
in order to encourage activity among money-conscious students and provide greater flexibility in 
facilitating transactions (throughput), all while maintaining a decentralized approach through the use of 
consortium partners.

Partners and individuals can own nodes, contributing to the system’s decentralization while being 
rewarded by it. Spitball 2.0 is built to be decentralized, which will happen over time as more participants 
join.

Miners will be added at the discretion of the governance protocols. Should transaction fees fall 
significantly on the Ethereum public blockchain, and a transition is in the best interest of the network 
as a whole, a transition would be possible in the future. This would be decided through the governance 
protocols.
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To enable the seamless entrance of active users to the platform, Spitball 2.0 will develop an internal 
wallet system to manage students’ SBL tokens, making all transactions on the platform smooth 
and effortless for participants. This will allow students to utilize personal wallets without requiring 
any experience in the usage of cryptocurrencies or necessitating the direct operation of any smart 
contracts, with smart contracts being created, deployed, and executed solely by the platform on the 
Ethereum blockchain. The result will establish a fully student-centric economy in which users will 
benefit from the decentralized features of blockchain technology while interacting on an easy-to-use 
platform.

Building the Student Economy
The Spitball 2.0 Student Economy is a decentralized ecosystem for students to trade goods and 
services in exchange for SBL tokens. The system will run independently of the Spitball site and will be 
bolstered by a vast student user base and strategic partners. In addition, Spitball 2.0 will feature service 
layers allowing external service providers to create their own unique DApps for use on the platform. 

Secure Registration and Internal Wallet Integration
Users can easily set up their Spitball 2.0 accounts via a secure 2-step SMS verification process. 
Backend processes for registration will be supported by an Ethereum-based DApp as well as a 
centralized Azure local database. The centralized database will process account registration to create a 
new user, while the Ethereum DApp will operate the associated blockchain-specific features, generating 
the crypto credentials in order to produce an address. Private key infrastructure will be built on the local 
database and then sent to the users; Spitball 2.0 will store only the users’ public key information.



12

Th
e 

D
ec

en
tr

al
iz

ed
 E

co
no

m
y

Attention
Reputation Model

Communication

Service Layers

Transactions

Identity

Blockchain

Storage & Content Delivery

Smart Contracts

Service Layers

Block 1 Block 2 Block 3 Block 4

Dapp

Service Layers 
The purpose of the service layers is to support and facilitate the development of DApps to run on the 
blockchain. The service layers will be open source with smart contracts, oracles, and connectors to the 
blockchain as well as other third-party services that are either peer-to-peer or decentralized. Layers will 
include:

Registration service layer: DApps will use this to authenticate users, their SBL tokens and 
reputations, and facilitate the query of users and the registration of new members. 
Class notes service layer: this will allow the uploading of documents through third-party 
decentralized applications (such as IPFS, FileCoin) and other features needed for class note 
sharing, such as indexing based on schools and classes, keyword and tag extraction, etc. 
Tutor service layer: this layer will facilitate the development of tools needed for online peer-to-
peer tutoring, providing tutors with live chat options, whiteboard usage, file sharing, and more. 
Flashcard service layer: this layer will allow users to view, comment on, and create flashcards 
as well as other student learning tools.

1.

2.

3.

4.
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The service layers will be open source code, allowing Spitball and other sites to contribute to the 
development of these services and add new features.

The image below provides a more clearly defined look into the ecosystem:

Blockchain, as a distributed ledger system, will maintain and track user accounts on the platform 
and their corresponding SBL token balances in addition to holding and executing all involved smart 
contracts.

Spitball 2.0 will enable improved content ownership and validation, high-grade storage, customizable 
student profiles, and a reputation-based rating system. While developing these apps internally, Spitball 
will work with its partners (including Chegg, Wyzant, Course Hero, StudyBlue, Brainscape, and more) to 
develop their own branded DApps in the Spitball 2.0 Student Economy. 
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Interface Implementation 
Spitball 2.0 will launch its own DApp as an integral part of the platform, providing the first outline of 
how the Student Economy will run.

The platform DApp will feature the following:
Homework help in the form of micro-tutoring using question and answer forms where the 
questioner will pay the responders in SBL tokens for helpful answers.   
A class notes sharing app that will enable students to share one or more documents with their 
peers in exchange for SBL tokens. 
A homework and exam prep app to create and share quizzes and practice exams in exchange 
for SBL tokens. 
An online tutoring app for one-on-one, student-to-student help based on a bounty system where 
earned SBL tokens are collected.

1.

2.

3.

4.

A B C

Create a profile
Select a product

Upload content
Set bounty

Authenticate & 
Verify Ownership

Receive Smart 
Contract

Contract is posted
on Spitball.co

Students execute contract 
& pay in tokens
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How It Will Work

Examples to Illustrate the Student Economy in Action

The process for requesting, purchasing, or selling content will be as simple as posting a digital ad. 
Students will select the type of posting they wish to create, add their university’s name, course name (if 
applicable), images and/or descriptions, terms of use, delivery details, and the amount of SBL tokens 
requested before publishing the listing.  In the backend, the system will automatically: 

 Verify and qualify the authenticity and ownership; 
 Create a legally binding contract to be entered into by the purchaser and the seller;
 Create a link to the smart contract that can be used anywhere on and off the platform. 

When buyers click on the contract’s supported link, they will be prompted to review its terms. After 
the contract’s points of verification are executed (e.g., the document is opened), both parties will be 
notified of each following step until the contract is fulfilled, after which the transfer of SBL tokens will 
be executed immediately.

The SBL token and contract wizard removes the complexity of creating, managing, and executing smart 
contracts on the blockchain, allowing users with zero knowledge of smart contract programming to 
create an enforceable digital agreement for all types of transactions. 

A student registers on Spitball 2.0, automatically entering him/her into the Student Economy and 
rewarding 100 SBL tokens for initial sign-up.  

The Spitball 2.0 app connects to the registration service layer (RSL) to verify that the user is 
registered on the blockchain (into the Student Economy).
RSL creates a new user and assigns a SBL token balance. Spitball 2.0 verifies against its own 
identity layer to determine the user's eligibility to earn SBL tokens. 
User receives a private and public key to authenticate and authorize transactions. 
If Spitball 2.0 chooses to grant SBL tokens, a grant will be executed through the RSL to the 
blockchain declaring that Spitball 2.0 is transferring 100 SBL tokens to the new user.

A DApp developer wishes to grant a 10% discount on its site in return for 100 SBL tokens.
The DApp connects through the RSL to Spitball 2.0 and passes user credential requirements.
The RSL returns the current SBL token balance.
The DApp validates that the user has the required balance for the transaction. 
When the user selects “redeem”, the DApp, through the RSL, connects with the user to 
authenticate and authorize the transaction on the blockchain.
The DApp then generates a discount promo code.

The owner of a set of class notes wants to share them with his peers, and www.samplenotessite.
com (“SNS”) has created a DApp on the Spitball 2.0 Student Economy for precisely this purpose. 
When using SNS’s DApp, the user will pay a commission for creating the contract as well as a 
commission for promoting the contract (if the user elects this step). 5

The class notes owner goes on www.samplenotessite.com.

1.

2.

3.

a.

b.

c.
d.

a.
b.
c.
d.

e.

a.
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SNS creates a smart contract. 
SNS connects to the RSL to identify the user. 
The user connects to the Class Notes Service Layer (CNSL) to enable uploading of the 
files to a service.
The CNSL registers the amount of SBL tokens needed to pay for access to the class 
notes.

CNSL registers the smart contract to the blockchain under the owner’s ID number.
The owner receives, through SNS, a URL customized to the unique contract. The owner can 
then share the URL with his/her friends and even promote it on other external networks (e.g., 
Facebook, Craigslist, etc.).
When other users click on the URL, the contract details will be shown together with the 
details on how to access the notes. 
Once a student decides to download the file, SNS executes the contract on the blockchain.
The student is then required to register to the Student Economy, as described above. In the 
event that the student does not have sufficient SBL tokens to proceed, s/he will be required 
to purchase SBL tokens or execute useful platform actions resulting in token rewards 
(bounties).
The total price for the student is comprised of the service fee which includes the Spitball 
transaction fee (3%-5% of the transaction). Transaction fees are paid by the seller and are 
deducted from the final price. Transaction fees are paid directly to Spitball 2.0.
Note: any site can crawl the CNSL to see which new contracts are added and build a URL to 
share and receive a processing commission when it is executed. 

Registering as a tutor:
The user goes to www.sampletutorsite.com (“STS”) and signs up as a tutor.
STS connects to the RSL to obtain the user’s data.
STS connects to Spitball 2.0’s Tutor Service Layer (TSL) containing all features needed to 
conduct a tutoring session in a peer-to-peer manner, including, inter alia:

Chat options (text/voice/video)
Whiteboard usage
File sharing

The tutor is registered into the blockchain through TSL as a provider of tutoring services, 
which includes information pertaining to: 

Rates
Subjects 
Tutor rating

The tutor receives a URL which can be shared on any external site.
All tutoring sites can promote the tutor for a commission as described in the smart contract.

4.

b.

c.
d.

e.

f.
g.

h.

i.

a.
b.
c.

d.

e.
f.

i.
ii.

iii.

i.
ii.
iii.

i.
ii.
iii.
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ERC Token

ERC865 Protocol Standard

Spitball 2.0 will use the Ethereum-based ERC token standard due to its proven stability, established 
use cases, and dedicated contributing community. Adding significant flexibility and functionality to 
decentralized platforms, ERC technology remains the popular choice for most ICO native tokens.

Spitball 2.0’s Ethereum-based smart contracts will utilize an ERC20 extension, ERC865 token standard, 
enabling an array of platform usage features and facilitating the  utilization of SBL tokens over the 
network. A central benefit of utilizing an ERC standard is the universality of its usage. By utilizing the 
ERC8656, Spitball 2.0 will take advantage of using the ERC standard with the benefit of paying for 
transaction (Gas) in SBL tokens and not Ether. Thereby, enabling users to participate in exchanging 
goods and services in return for SBL tokens inside the Student Economy without needing to link to any 
other network to pay for transactions. 

In other words, students on Spitball 2.0 do not need to know what Ethereum is, own a crypto wallet, or 
create a metamask account. Spitball 2.0 provides them with all the means they need to conduct their 
secured and private interactions on the blockchain.

The following major functions are responsible for maintaining fundamental Ethereum network features:
Total Supply() - Total number of SBL tokens in circulation
Balance Of(A) - Number of SBL tokens belonging to A
Transfer(A,X) - Send X SBL tokens to A
Transfer From(A,X) - Withdraw X SBL tokens from A
Approve(A,X) - Approve A to withdraw X SBL tokens from user
Allowance(A,B) - How much B can withdraw from A
Transfer Pre Signed(S,D,V,F,N) - Transfer SBL token and pay gas in SBL token
Transfer Pre Signed Hashing(T,D,V,F,N) - Hash (keccak256) of the payload used by transfer Pre 
Signed

1.
2.
3.
4.
5.
6.
7.
8.

The SBL Token 
In order to create a successful Student Economy, the entire ecosystem will be based on the usage of a 
dedicated SBL token. Spitball 2.0 will facilitate the collaboration between participants of the economy 
(students, service providers, and miners) by providing basic services and allowing third-party developers 
to expand upon them. SBL tokens will not only assist in facilitating the exchange of all content, goods, 
and services, but will also serve as a tool to stimulate the network’s growth.
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Token Roles in the Ecosystem

Token Flow

Spitball 2.0’s eponymous native token, SBL, will enable usage of all platform functions as well as active 
participation in the Student Economy. Students will have the ability to purchase goods/services, utilize 
premium tools and features, and make payments directly using SBL tokens. Some examples for usage 
include:

Payments for platform tutoring services
Purchase of class notes, course materials, and/or related goods
Exclusive purchase of specific answers to questions
Staking for product/service promotion, dispute mediation, and forum answer validation

Spitball 2.0 is further developing plans to broaden the functionalities of SBL tokens to include usage 
for sports event ticketing, event management and entry fee payment, payment of dormitory and sub-
leasing costs, and odd job payments among participants.

Spitball 2.0 will issue SBL tokens through private and public sale to partnered DApp developers 
and users. Partners will develop DApps on the platform to increase features and improve the user 
experience for participants. In exchange, users will pay partners for usage of the DApps in a directly 
connected ecosystem. From these transactions, Spitball 2.0 will earn a small commission in SBL, part 
of which will be redistributed via a Token Reward Algorithm system, further explained below. 

Spitball 2.0 Platform Participants
Users are individuals who participate in the network through transactions using SBL tokens. Users earn 
tokens by selling services or products to other users. They are also rewarded from a reward (bounty) 
pool with SBL tokens for their participation, as discussed below.
 
Partners are companies (existing or new) whose primary service is geared toward students. Partners 
participate in the network through selling products and services using SBL tokens. Partners contribute 
to the system by accepting SBL tokens as a payment system and are rewarded with SBL tokens for 
their contributions, as discussed below.
 
Miners are users or partners who earn SBL tokens through verifying nodes and sealing blocks on the 
network, thereby contributing to the decentralization of the Spitball 2.0 system. They earn SBL tokens, 
as discussed below. 

Developers participate in the network by building and running DApps on the Spitball 2.0 platform. They 
are rewarded for this work with SBL tokens, as discussed below.
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Types of SBL Tokens
SBL tokens will be classified into two categories:

Rewarded tokens - tokens which the system grants users and partners through various 
incentives to increase adoption and promote network activity and growth of the Student 
Economy. These tokens can be used inside the Spitball 2.0 consortium sidechain network 
but cannot be transferred into the public network to be exchanged for other cryptocurrencies.
Earned tokens - tokens that users or partners have earned in the following ways:

By selling products or services on the platform
By mining for Spitball 
By transferring SBL tokens from the public network into the system

Earned SBL tokens will be transferable to the public network and can be stored in other wallets. 

1.

2.
a.
b.
c.
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Transfer of SBL Tokens to the Public Network

SBL Rewarding Algorithm 

All rewarded SBL tokens can only be used within the Spitball 2.0 Student Economy and are not 
transferable outside of the system (into the public Ethereum network). Once rewarded tokens are used 
within the system, they will then be eligible to transfer to the public network. For example, SBL rewarded 
tokens are converted into earned tokens once they are used to buy a service. The seller then receives 
these tokens (originally rewarded) as earned tokens in his wallet. Note that transferring earned tokens 
to the public network incurs a gas cost, as per the Ethereum network. 

Users, partners, miners, and developers are rewarded with SBL tokens based on their contributions to 
the economy.

Activity - users will be rewarded for various actions they perform on the system, including 
actions such as registering, maintaining activity on the system, joining various social media 
channels, inviting other members, etc.
User Reward Algorithm - this algorithm incentivizes user activity by rewarding SBL tokens 
based on the SBL token balance in their wallets in a given month.
Loyalty Program - to encourage a network effect and create an ecosystem for SBL tokens, every 
transaction made via the SBL token payment system will reward the seller with additional SBL 
tokens based on the value of the transaction in SBL tokens.
Sponsoring (Upvoting) Incentive - students will be able to sponsor (through a small token 
stake) products and services which they believe are of high quality or value. Instead of the 
traditional like/star system where users rate products that they like out of “good will”, users 
will have an incentive to promote products and services by getting rewarded when a product 
they sponsored is sold. If the product or service is sold during a given time frame, users will be 
rewarded from the pool of all the SBL tokens that were collected to sponsor across all products; 
however, only those who promoted products which were sold will be rewarded. This system 
incentivizes users who are not actively buying or selling to participate in the promotion of 
products and services which they really stand behind and believe in.
Dispute Resolution - in the case of a dispute, oracles/moderators that play an active role in the 
economy will resolve disputes and get rewarded from either the users who raised the dispute or 
from the system. Oracles are appointed based on their value to the system. The oracle selection 
system is defined below. 

User Rewards 
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Partner Rewards

Developer Rewards

The Oracle Selection System

Miner Rewards

Partners will receive rewarded SBL tokens to distribute to users, existing and new, at their discretion. As 
rewarded SBL tokens they cannot be transferred to the public network and will only be transferable to 
the public blockchain once they are distributed to other users and used in the system. To avoid misuse 
of these tokens, only a limited amount of tokens can be transferred to any given wallet during a given 
time frame. 

Sign Up to the Partner Program - partners will consent to a public announcement (PR) that they 
are partners of the Spitball 2.0 Student Economy. 
Activity - partners will be allotted SBL tokens according to their contributions to the system 
based on tier classification.
Partner contributions will be measured based on the number of new registered users to the 
system and the volume of transactions being made in SBL tokens on their sites in a given 
month.
Dispute Resolutions - partners will qualify to be selected as Oracles in dispute resolutions, as 
described below.

Spitball 2.0 will sponsor activities such as hackathons, competitions, and promotions to develop the 
ecosystem infrastructure, build the developer community, and grow awareness for Spitball 2.0 and the 
use of SBL tokens. 

Partners and users will be selected based on their tier and in cases that would require subject 
knowledge, based on their field expertise in the subject. 

Miners will ensure the decentralization of the Spitball 2.0 system. Miners come to consensus regarding 
the transaction history for securing the network as they create, verify, publish, and propagate blocks 
on the Spitball 2.0 consortium blockchain network. Mining will be done in accordance with the official 
Ethereum protocol (as it stands now, “proof of work”), and will be updated as developments occur on 
the Ethereum network.

Spitball 2.0 will reward miners in SBL tokens from the dedicated pool of mining tokens. Spitball 2.0 is 
Ethereum based, thus miners are paid in Ether. This Ether is different than the Public Network Ether and 
has no value in the public network. To ensure miners are rewarded, Spitball 2.0 will convert the private 
Ether gas to SBL through a smart contract. 
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Examples of Token Rewards

Business Model

 Participants can also collect SBL tokens in a reward (bounty) system built to incentivize useful 
actions on the platform. SBL tokens are rewarded, for example, 
to students who correctly answer participant-posted questions 
on the platform, or who invest in goods/materials that are 
successfully sold by fellow users.

To illustrate, students often reach a point in which they encounter 
specific homework problems requiring specialized advice. 
In situations where an hour-long tutoring session would be 
excessive, it’s expected that students would prefer to receive one-
time answers to singular queries. 

In this case, students have the option to post their questions in 
the platform community chat room, where other users can reply 
with answers. Although all users may provide answers, only those 
validated by the original question-asking student will be rewarded 
with SBL tokens. Rewards for correctly-answered questions will 
issue from SBL tokens staked by the question-asking student. 
This will incentivize users to contribute their knowledge and 
academic experience to the community in order to reap rewards 
and benefit from platform activity.

Cloudents LTD will only have one fee – a nominal fee in SBL on every transaction (ranging between 3%-
5%). Of that fee, some portion will be used to reward users and partners, while the rest will be retained 
by Cloudents LTD to continue developing the ecosystem. The exact amounts of transaction fees and 
the portion that would be returned to the reward pool will be hard coded into the smart contracts. 
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Contract deployed:
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Homework Contract

Governance
As the market grows, structure and governance must be built into Spitball 2.0 for the system to remain 
in equilibrium. In structuring the economy, we need to carefully plan out and foresee various outcomes, 
as we can only control the SBL token supply. A decentralized economy, by definition is a free market, 
therefore no one person or minority group can make changes to the rules. Thus, we will employ a 
democratic voting mechanism, with voting rights based on a TBC measure of network activity. It is 
too difficult to predict what the right data metric is, this early in the development, but as the system is 
developed it will become clearer. 
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Tutors
Peer-to-peer tutoring on the platform is 
provided through video conferencing, 
whiteboard sharing, and document 
exchange in real time. 

 Students select tutors based on their 
qualifications, agree on session length 
and cost, and proceed to launch the 
session. Payment for tutoring services 
is staked based on the rate and length 
agreed upon, which is then entered into 

a smart contract for immediate execution. The system will automatically validate that the purchaser 
has sufficient SBL tokens for execution of the contract and stakes the SBL tokens to ensure that there 
is no double spending. 

Class Notes and Solutions
Once students submit class notes for sale on 
the platform, these materials are uploaded onto 
the blockchain. From here, the notes are given 
commodity properties on the trading platform, 
including a listing with thumbnails, indexing based 
on school and course(s), keywords, and knowledge 
extraction tags. This listing is then generated into 
an HTML page and assigned a designated URL 
customized to a corresponding smart contract. The 
owner can then share this URL with others and even 
promote it on external networks. 
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Sponsoring & Promotion Mechanism

Mediation

 As in any well-functioning market, the set of goods and services offered must not only be relevant, but 
also competitively-priced. While good value deals are essential to maintaining active trading, it is typical 
for a large number of participants to remain inactive despite favorable market conditions. To harness 
these inactive users, Spitball 2.0 will establish an ecosystem that incentivizes participants to promote 
the activity of other users.

Through the platform’s SBL token staking mechanism, students will have the ability to sponsor products 
and services which they believe to be of good value. Rather than the traditional “like”/“star” model 
where users rate products to inactively demonstrate “support”, participants will have an SBL token-
based incentive to promote products and services by getting rewarded when a sponsored product is 
sold. 

In this system, users will actively stake a small number of SBL tokens in products they wish to support. 
If that product or service is exchanged for SBL tokens during a given time frame, the participants will 
collect a reward from the pool of all SBL tokens that were raised from sponsors during the promotion 
period.

This feature will create a clear incentive for users who are normally inactive in buying and/or selling, 
motivating them to participate in the promotion of products and services so that they can directly 
benefit from the Student Economy. This system is designed to drive activity on the platform, maintain 
the circulation of quality items/services in the marketplace, and ensure exposure to external audiences 
in order to generate further growth of the platform. 

Spitball 2.0 will include an arbitration process for cases of dispute between users. 

In the case of published answers to peer-posted questions, a posting student may decide to reject a 
qualified, correct answer in order to benefit from the information without having to pay for it. In this 
case, the student providing the answer may choose to dispute the asking-student’s decision. To prevent 
misuse of the platform’s community Q&A board, both question-asking and answering students will be 
required to stake the relevant amount of SBL tokens in the arbitration system’s bounty pool should a 
dispute be raised. At this point, mediators will be randomly selected based on their domain knowledge 
as measured by their activity on the site, with selection including such criteria as frequency of content 
contribution and percentage of student-posted questions answered correctly. 

For their work, mediators will be paid their proportionate share of the bounty, which will be financed 
either by the dispute-staked SBL tokens (in case of a ruling against the original disputer) or by system 
proceeds. Mediators will receive payment regardless of the case ruling. If the ruling is in favor of the 
answer-providing student, s/he will be returned the arbitration stake in addition to the question’s bounty; 
if not, s/he will lose the stake.
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Dispute Resolution by Oracles

A Sustainable Student Economy

Spitball 2.0‘s dispute resolution system will ensure its network maintains a democratic process for all 
mediation decision-making. The Oracle System will fill this role, in which the platform’s most highly-
ranked partners and users will be appointed to mediate disputes. The Oracle System will include 
participation from Spitball 2.0, partners of the platform, and users in order to create a consensus of 
relevant parties. In this model, Spitball 2.0 will control 2 votes, partners will be granted 5 votes, and 
users will have 20 votes. User votes will be divided according to their contribution to the network. 

Spitball 2.0 will establish a Student Economy where participants can trade knowledge, goods, and 
services in an open market with low transaction fees.

For the economy as a whole to thrive, a few conditions must be met:

A positive and controlled SBL supply schedule. 
Long-term commitment to the dedicated token (hoarding).
The increase in the use of the token.

Contract deployed: 
token transferred 

to answer provider 
that the Mediator 

selected

4 hours past 

Mediator 
provided 
answer

Answer 
Disputed

Find Mediator

Tokens staked 
to mediator

YesNo

Dispute Resolution 
Dispute Resolution rules

Disputes can only be applied on answers

The person that disputes the result needs to 
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The answer provider may dispute that his answer 
was market as inadequate

Another answer is better
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that have domain knowledge based on their 
performance history on the system. 
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SBL Supply Schedule
At the token generation event total SBL supply will be fixed. There will not be any inflation in the system
as a result of the minting of new SBL tokens.

As we discuss elsewhere, Spitball will operate a reward pool with the role of distributing SBL to
incentivize network activity. This pool will initially contain a share of the initial fixed supply. Part of the
purchasing fee will be sent directly to the pool, topping it up for future incentives. The volume of
purchases and the speed at which the pool is distributed will necessarily effect the size of the pool and
therefore the size of the circulating supply. The first element cannot be controlled directly. The second
element (the rate of distribution) will be decided by the community, through our governance protocols,
and not directly by Cloudents LTD. In the short term this gives some element of monetary control to the
network itself.

The money supply is linked to prices in a manner expressed by the equation:  

Where:
M is the total number of tokens (money supply) in the economy
V is the number of times per year each dollar is spent (velocity of money)
P is the average price of all goods and services sold during the year
Q is the quantity of assets, goods and services sold during the year

As indicated in the money supply equation, total payout (P*Q) will always be equal to the total
velocity of circulation multiplied by the money supply.

M . V = P . Q

Volatility
SBL tokens will be a unique utility token used for the operation of the Spitball 2.0 platform (to cover 
transaction fees and syndicate payments) and will serve as the network's dedicated currency for using 
various services on the platform.

On the Spitball 2.0 platform, during the time period in which the community is still developing, the 
volatility of the SBL token is expected to be higher due to the small number of users having a larger, 
unproportionate effect on the ecosystem. As the platform’s community and number of users grows, 
more tokens will be rewarded to users, generating flow in the ecosystem and increasing the economy 
as a whole for the SBL token. 
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Technical Considerations 
Spitball 2.0 is based on the Ethereum platform, which might cause scaling issues due to its limited 
number of possible parallel transactions. 

To address this issue, Spitball 2.0 will develop a consortium sidechain network supporting 
a higher number of parallel transactions in order to achieve scaling levels consistent with its 
roadmap.

 Still largely in the early stages of its development and usage, smart contract technology remains 
subject to various changes while undergoing improvements. 

To ensure the stability of the system, Spitball 2.0 will monitor smart contract version updates to 
maintain compatibility and the highest performance capability.

Any network similar in scale to Spitball 2.0 will require a multitude of processes and logistics to 
efficiently handle such large amounts of data.

Operating as a blockchain-based platform, Spitball 2.0 will provide the “building blocks” for 
managing, maintaining, and processing all system data. The distributed nature of the platform, 
combined with the usage of technologies such as IPFS, will ensure that no single point of 
failure exists, simultaneously processing data securely and smoothly.

As independent programs running on blockchain technology, smart contracts may be subject to 
security vulnerabilities caused by program defects, which can include bugs such as transaction-
ordering dependence, timestamp dependence, mishandled exceptions, and re-entrancy vulnerability.

To mitigate this, Spitball 2.0 will host bug bounty programs within the platform to harness the 
analytical and computing power of developer communities, ensuring the security of smart 
contract usage. Additionally, Spitball’s highly-trained R&D team will perform constant updates 
on the platform’s infrastructure to ensure the latest security measures are utilized.

Accurately measuring the estimated costs of computing resources consumed through operation of the 
platform presents a significant challenge, and therefore entails that certain costs may not be accurately 
predicted in the initial phase.

The Spitball 2.0 team will operate in full accordance with best practice procedures in order to 
effectively mitigate this type of risk.

Cyber security remains a factor of concern for any internet-based network, where hackers can 
potentially initiate such attacks as DDoS (Denial of Service) or other malicious activity.

The decentralized, distributed nature of the Spitball 2.0 system ensures that hacking attempts 
will be met with increased difficulty and security feature resistance, decreasing the ability of 
potential attacks to affect the entire system.
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Market Landscape 
Overview

Students Are Generation Z

Over the last decade, the global academic e-learning market has experienced steady growth, expected 
to continue at a CAGR of 7.5% to $244.1 billion by 2022. 7

As the principal users, contributors, and consumers of this market, students have driven the growth 
behind the rising trend of peer-to-peer exchanging of academic goods and services, predominantly 
through online marketplaces which comprise a large share of total worldwide e-commerce purchases.

Generation Z comprises the largest living generation, and while they are a diverse group, they do share 
a number of defining characteristics. For example, they are the first generation to grow up with the 
internet, cell phones, and cable TV all in the comfort and convenience of their pockets. Despite this 
comfort, however, they were significantly impacted by the Great Recession of 2008, altering their views 
on money and jobs in lasting ways. As a result, they are known to be conservative with money, selective 
on how they spend it, and are more individually-oriented, having the mentality of “if you want it done 
right, do it yourself”. 8

Money remains a central issue for this generation - 60% of them hold savings accounts and 71% state 
that they are focused on saving for the future. 9 Already concerned with financial stability, Gen Zers put 
a premium on receiving good value for their money, and in general are more pragmatic in considering its 
value than their millennial counterparts.

They tend to be very independent and competitive, and are concerned when it comes to protecting their 
identities and privacy, especially when paying with credit cards online. They expect learning tools to be 
available on-demand and with low barriers to access. 

In line with their concerns for financial stability, job security ranks high on their priority lists, having 
witnessed their parents’ generation suffer from widespread layoffs and the large-scale loss of homes. 
As a result, building a stable and productive career remains one of their deepest concerns. Tellingly, 
they tend to trust individuals over big institutions and are more willing to hear a brand’s story when the 
narrative is told by peers, a characteristic clearly revealed in the generation’s trust in social media above 
national media outlets.

Raised in a time of economic uncertainty yet born in the age of the internet, Generation Z is expected 
to transform the transaction and payment space as they enter financial independence. 10 They are 
steadily discovering and appreciating the value in cryptocurrency and blockchain technology’s abilities 
to improve interconnectivity, security, and privacy. As the majority of Generation Z is currently in high 
school or college, the Spitball 2.0 Student Economy is a perfect match both for their developing needs 
and their definitive tastes and characteristics.
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Market Research Findings 
According to a recent survey launched by Spitball and covering 127 students from various U.S. public 
and private universities, only 9% of student respondents said that they share their class notes through 
third-party sites, while 47% privately share their notes for free. Astonishingly, 85% of students surveyed 
would like to receive compensation for sharing their notes, while 42% would like to do so anonymously.
The results were even more resounding on the subject of tutoring: 88% of students said that they 
would offer tutoring if they were to receive payment directly, and 62% would hire a peer tutor with the 
knowledge that s/he would receive direct payment without profit deduction from intermediaries.  

In conclusion, students generally demonstrate a desire to help fellow peers during academic studying, 
particularly if they receive fair, undiluted compensation for doing so, and would be much more inclined 
to help knowing they would get paid directly for their services and/or content.

While one-third of the students surveyed by Spitball expressed a lack of understanding concerning 
crypto and blockchain technology, they remain predominantly familiar with standard types of 
digital student platforms. By building an intuitive, simple-to-use interface supported by user-friendly 
architecture, Spitball 2.0 will facilitate the seamless onboarding of new-to-market users (i.e., 
students) into the crypto sphere. This will result in a wave of next-generation users gaining exposure, 
understanding, and experience in blockchain-based platforms while benefitting from contributed 
content in a P2P setting. 

42.4%

42.4%

12.1% Yes, this would be great
Yes, as long as it was anonymous
Still not interested
I really don't care

Do you want to get paid for sharing your notes?

87.9%

12.1 Yes
No

Would you offer tutoring services to peers if you could 
get paid directly? 
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Facts and Figures - Growth

Market Landscape - Fragmented Market

The global academic e-learning market was estimated at $147.2 billion in 2015 and is expected 
to reach $244.1 billion by 2022, growing at a CAGR of 7.5% during the forecast period. 11 12

The U.S. e-learning market alone is valued at over $27 billion 13 and represents the global leader 
in the industry. Other strong markets include India, China, and Western Europe, while LATAM, 
the Middle East, and Africa are some of the fastest growing. 14

Global EdTech & e-learning investments rose to $9.5 billion in 2017, up 30% from 2016. 15

E-learning has increased dramatically over the last 10 years as students, professionals, teachers, 
and administrators shift their traditional classroom learning structures to blended learning or fully 
digitized classes. This has led to an influx of new companies entering the space as well as significant 
investments (over $9.5 billion in 2017) from investment firms and venture capitalists understanding the 
industry’s potential. 16

As a result of the increased attention and initiatives surrounding it, the e-learning market is today 
extremely fragmented, with a myriad of companies operating in specialized verticals against a 
multitude of competitors. In each vertical (tutoring, class notes, online courses, etc.) a small number 
of leading initiatives occupy the foremost positions, but there are no dominant players in the sphere as 
a whole. Although Chegg, for example, is considered to be a leading figure in the space of textbooks, 
there are more than a dozen competing sites offering students similar services, including large 
corporations such as Amazon. The same is true for many other leaders in the market, including those 
within segments such as class note sharing and flashcard usage.

Compounded with the relatively low compensation for content-contributing students, this high 
fragmentation has created an environment of little to no student loyalty to specific products, prompting 
them instead to opt for the cheapest or simply most attractive option.

The existing Spitball social studying platform is addressing this fragmentation by curating content 
from a variety of popular student sites and implementing AI to personalize and deliver to students a 
multitude of resources customized to their schools and classes.

Academic E-Learning Industry Analysis
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School LMS

Q&A + Summaries Tutoring

Quiz and Flashcards Video and Classes

Highly Fragmented EdTech market

Product Trends
As explained above, today’s industry consists mainly of a market filled with niche, specialty approaches. 
In light of this, the following points examine and define the most noteworthy product trends in the 
current market:

Microlearning / micro-tutoring - a way of teaching and delivering content to learners in 
measured, specific bursts to meet a desired learning outcome. Learners are in complete control 
of what and when they learn. 17

LMS (Learning Management Systems) - a software application for the administration, 
documentation, tracking, reporting, and delivery of educational courses or training programs. 
The global LMS marketplace is valued at over $5 billion (2016). 18

Self-paced e-learning - a system entailing education at one’s own pace and without dedicated 
instructors. Global revenues for self-paced e-learning reached $46.6 billion in 2016. 14

Social/community learning - a learning technique where individuals share knowledge, gain 
insight from others, and improve their understanding through interaction within social networks.

Gamified economy - an economy that engages users and incentivizes them to learn and obtain 
knowledge through gamified rewards, points, and achievements. Global revenues for game-
based learning products reached $2.6 billion in 2016. The global five-year CAGR is estimated at 
22.4%, expected to reach $7.3 billion by 2021.

Mobile learning - m-learning, utilizing portable devices for more convenient educational activity, 
is one of the fastest growing sectors within the education industry. Global mobile learning is on 
course to grow at a CAGR of 36.3% from 2015 to 2020; from $8.0 billion to $37.6 billion. 19
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While there are various companies aiming to implement business models which include the 
fundamental offerings of the e-learning industry (e.g., tutoring services, class material sharing, etc.) 
combined with elements of the product trends listed above, there is no single platform that provides all 
of the essential services along with the ability to transact in a decentralized marketplace while enabling 
third-party companies and developers to build and offer services within a Student Economy. 

The Spitball 2.0 platform will not only offer essential services from day 1 (such as micro-tutoring and 
note-sharing), but will also implement a gamified economy and include social/community learning 
capabilities that are accessible to all. In this way, Spitball 2.0 will establish the infrastructure for third 
parties to create various services and DApps on the platform, such as self-paced e-learning, and 
introduce a cutting-edge community network to address the modern industry’s demands.

Facts and Figures - P2P on the Rise
The total amount of goods transacted in online marketplaces in 2016 grew 21.5% from the prior 
year to $1.09 trillion worldwide. This represented nearly 45% of the $2.44 trillion total spent 
online in 2016. 20

Fueling this growth is the increase in global e-commerce spending, estimated to reach nearly $4 
trillion by 2020. 21

The global sharing economy is expected to double between 2017 and 2022, growing from $18.7 
billion to $40.2 billion (defined as platform provider revenues). 22

Transaction values in the sharing economy, the economic model defined as the P2P activity 
of acquiring, providing, or sharing access to goods and services that are facilitated by a 
community-based online platform, are estimated at $125 billion. 23

Online Marketplace Industry Analysis

Market Landscape
The industry has generally been dominated by large corporations with local advantages, such as 
Amazon, eBay, China’s Alibaba, Japan’s Rakuten, and Nigeria’s Jumia, among others, with some 
estimates predicting that these groups will account for 40% of all worldwide online sales within the next 
five years. 24

In recent years, a clear shift has been seen from traditional online retailers to community marketplaces 
as they continue to become more popular with consumers. Online marketplace transactions now make 
up more than 44% of total e-commerce purchases, while 65% of online shoppers choose marketplaces 
over other retailers because of better prices. 25 As the industry matures, a few notable developments 
have occurred, including the hyper-verticalization of marketplaces, the disruption of traditional 
intermediaries, and the use of blockchain-enabled marketplaces to improve trust, transparency, and 
security. 
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Important Industry Trends
There are a few important trends that are shaping the future of online shopping for goods and services. 
These include the following:

Verticalization of marketplaces - In recent years, companies have shifted from catch-all 
marketplaces to niche markets. Examples include AirBnB for accomodation, Lyft for on-demand 
car hiring, and Etsy for artisanal items. The Spitball 2.0 Student Economy fits directly into this 
trend by creating a marketplace specifically designed for students.  26

Disruption of intermediaries - Online marketplaces have disrupted standard business models 
by disintermediating traditional middlemen. The supply chain is changing dramatically as 
transparency and direct access to global buyers and sellers increases. Blockchain-enabled 
marketplaces will accelerate this trend by enabling peer-to-peer transactions with minimal 
transaction fees.

Blockchain-powered marketplaces - Blockchain technology presents the next frontier for online 
marketplaces, improving trust, transparency, and security of online transactions. Advantages 
include seamless P2P payment systems, smart contract capabilities, individual ownership of 
data and IP, trusted and authenticated reviews/reputation systems, and decentralized hosting. 
All of these advantages are an inherent part of Spitball 2.0’s blockchain-based platform.

Artificial Intelligence and machine learning - This global trend has initiated a promising 
entrance into the industry, helping to foster increased capabilities in analysis, operations, 
security, and automation as well as increasing trust in transactions. As technology becomes 
more advanced, commonplace, and cheaper, more companies will adopt it, decreasing fraud 
and security issues in addition to the myriad of user-experience features it will optimize. 27

Students are known to be early adopters of technological advancements and offerings, and are shaping 
the way online shopping and the exchange of marketplace goods is done. Spitball 2.0’s Student 
Economy aims to utilize the recent growth and emerging trends in the industry to provide a blockchain-
based, niche marketplace that will remove traditional intermediaries and give the power (and utility) of 
the community back to the students.
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“Traditional” Internet Companies

E-learning
As discussed above, there are many companies operating in the e-learning space, with each typically 
specializing in one or a small number of verticals. Among the traditional “Web 2.0” market leaders are:

Flashcards and note-sharing category:

Quizlet, the leader in flashcard creation and sharing (learning tools) with over 25 million monthly 
unique users (UU). 28

Coursehero, a leader in class notes and content-sharing with over 30 million monthly UU. 

Other companies in the space include Brainscape, StudyBlue, Oneclass, Studydrive, and many 
more, each with between 0.5 - 2 million monthly UU. Their business models are largely based 
on charging students more than $30 per month for access to content created and uploaded by 
their peers, while the content providers receive little to nothing or site credit.  

Tutoring:

Wyzant is the leader in tutoring for students with nearly 7 million monthly UU and 80k 
instructors. 29 

As in other verticals, there are many players in this domain, including sites such as TutorMe, 
Skooli, MindLaunch, Eduboard and Tutor.com, in addition to parallel services provided by the 
universities themselves. Companies such as StudyPool focus on the new trend of micro-
tutoring.
 
Being one of the most lucrative, the tutoring space remains highly saturated and faces 
additional competition from full online teaching services such as Coursera and Lynda. 

Textbook sales/sharing:

Chegg is the leader in online textbook sales for students with over 40 million UU and a market 
cap of ~$3.6 billion 30 . Along with Chegg, there are more than a dozen other textbook sellers 
and buyers including Amazon, textbooks.com, ValoreBooks, and many more.  Students receive 
a mere 20% of the textbook value from these companies as a “buyback price”, usually in store 
credit. 

Competitive Analysis
Our competitive analysis is divided into two main categories: 1) “traditional” companies in the 
e-learning and online marketplace spheres, and 2) startups targeting the same audience with innovative 
technologies and business models.
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Online Marketplaces
The online marketplace industry continues to grow more and more consolidated as a result of mega-
corporations such as Amazon ($178 billion in net sales and over 310 million customers 31) and eBay 
($91 billion LTM gross merchandise value and over 171 million active users 32) dominating the sector, 
with local leaders such as China’s Alibaba & JD, Japan’s Rakuten, Nigeria’s Jumia, and others following 
suit.

Other popular marketplaces often used by students include Facebook Marketplace, Craigslist, and 
OfferUp, all of which are utilized by students hoping to find localized listings for everything from class 
notes to bikes and beyond.

Blockchain-Based Companies
E-learning
There are a variety of blockchain-based companies that have entered the e-learning space. As with 
traditional web companies, most operate within a specific vertical or niche. The following companies 
are organized according to the e-learning categories in which they primarily aim to operate:

Skills Verification - where students can obtain recognition for their skills in an authenticated 
manner. Many of the initiatives in this space are directed towards HR departments in big 
companies, including those of DISCIPLINA, Skyllz, Open Source University, and Skillchain.

Teaching - Tutellus and BitSchool offer decentralized platforms with a focus on teaching, where 
sessions are intended to be long and deliver an accumulative value built on semester lengths.

Online Courses - LiveEdu, Odem and BitDegree offer Lynda and Coursera-style platforms where 
students can enroll in online courses and learn in a traditional manner, yet in a fully-digitized, 
peer-to-peer environment.

Talent Development - A unique model enabling students to list themselves for investment 
sponsorship. People can buy “shares” in the registered student and contribute to his/her 
success in exchange for future profit. These traditional ISAs (income share agreements) are 
now being structured within blockchain-supported smart contracts.

Student-Oriented Services - FroshFeel and CampusCoin are two initiatives attempting to create 
a social environment for students and others to communicate and exchange information 
directly in a P2P manner; however, neither currently has an existing platform or any proven 
results.

Spitball 2.0’s competitive advantage over these services lies in its offering of a complete 
and flexible solution, implementing the majority of these features in a shared marketplace 
environment. Individually, the initiatives listed above tackle narrow needs in response to a wider 
demand, offering specialized “features” rather than ground-breaking solutions. Additionally, 
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none have attempted to introduce a more inclusive, efficient means of comprehensively 
meeting student needs on a single platform; that is, none enable developers and other third 
parties to have the ability to create DApps on top of its existing platform, already complete with 
competitive e-learning and marketplace features, in order to continuously offer evolving tools 
and modern resources to students.

Online Marketplaces
Many companies are leveraging blockchain technology in an attempt to create  decentralized versions 
of proven, successful marketplace companies such as Amazon or Alibaba.

Select examples include OpenBazaar, Syscoin, and Soma, each offering a slightly different value 
proposition appealing to specific niche markets.

Spitball 2.0’s advantage over these companies is its focus on students as the center of its economy, 
as well as its progressive solution approach, welcoming third-party participation for the betterment 
of offerings and user-experience. Research conducted by Spitball found that no company is offering 
the full-service package that Spitball 2.0’s Student Economy is developing, with none of the platforms 
listed above offering the array of services delivered by Spitball 2.0 combined with a blockchain-based 
marketplace and AI to meet the wide-ranging needs of students.

Spitball 2.0’s Strengths and Unique Selling Proposition
Spitball 2.0 is uniquely positioned to create the first decentralized student marketplace in the industry. 
The current Spitball site has been in full operation since 2014 and today features 500k+ registered 
users, 500K+ documents shared, and over 25 partnerships with leading student-oriented sites, making 
Spitball the world’s premier aggregator of resources for students. Spitball’s user base is sticky and 
engaged, averaging over 9 minutes spent on the site per session. We will leverage our existing platform 
not only through our access to millions of students (through Spitball and our partners), but also as 
the ultimate platform from which to promote the Student Economy. All products listed on the Student 
Economy will also be listed on the established Spitball site and will be exposed to the massive audience 
already using the system, thereby creating the ideal venue to promote the new Student Economy 
directly to students.

In addition to it’s strong track record and industry relationships, the current Spitball platform was 
developed with the latest innovations in AI and machine learning technologies to offer students a time-
saving, personalized experience, curating (and recommending) the most relevant and accurate content. 
A feature perfect for today’s growing micro- and adaptive learning trends, this knowledge and data will 
be utilized in the R&D efforts of Spitball 2.0.

Overall, the combination of a fully-operating platform, seasoned executive team, multiple industry 
relationships, and top-of-the-line technical expertise gives Spitball 2.0 the competitive edge necessary 
to establish the first global, student-centric decentralized marketplace.
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Challenges 
The unforeseen regulation of cryptocurrencies poses a natural risk to the success of any blockchain-
based solution; however, as the number of leading financial institutions entering the industry 
continues to increase (with examples such as JP Morgan, Goldman Sachs, and IBM), the projection of 
cryptocurrencies in global markets shows a positive overall forecast. 33

Among challenges common to blockchain initiatives, slow integration into the market remains a 
standard consideration in today’s global economy; however, because Spitball 2.0 aims to redefine 
an industry already comprised of tech-savvy, digital platform-users known for their early adoption 
of advanced technologies, this challenge is expected to be overcome without significant obstacle. 
Furthermore, through use of the existing Spitball site’s 500,000+ registered users, integration is 
expected to grow steadily over time. 

Entry barriers posed by existing centralized service providers represent a significant challenge to 
consider. To overcome this, Spitball has already established strategic partnerships with a number of top 
student service-related platforms in order to bypass these barriers through cooperation in a teamwork-
augmented initiative.

Roadmap
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New iOS & Android 
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The Team 

Eidan Apelbaum, Ph.D. - Founder & CEO

Eidan is a veteran internet professional with extensive experience in leading 
internet companies. Prior to Spitball, Eidan founded the social aggregator Multimi 
(acquired by AVG), worked as Director of Product Management and Strategy and 
headed the BI team at Yahoo. Eidan holds a Ph.D. in Economics from University 
of California, Davis.

Ram Yaari - Chief Architect & CTO 

An accomplished Cloud platform and blockchain developer, Ram is directing the 
entire development process for Spitball. Ram possesses 11 years of extensive 
experience in software engineering. Ram leads the day-to-day development of the 
Spitball product and manages the technical team.

Jordan Weiss - Chief Operating Officer 

Jordan manages all outbound communication, marketing, and business 
development, leading the Spitball team in the US. He has overseen all aspects 
of US launch and business development, recruiting 150 Greek partners, 200 
campus ambassadors, and over 25 business partners while helping to drive more 
than 500K registered students to our service. Previously, Jordan was a media 
investment banker at Jefferies. Jordan graduated summa cum laude with a BA in 
Economics from Vanderbilt University.

Robert Cohen - Managing Director,  Benson Oak Ventures and Advisor

Robert is a highly experienced and successful strategy, business development, 
and corporate executive currently focused on investing in the platforms of 
the future. Robert brings over 20 years of experience in private equity and 
investment banking activities and has been an active investor in over 25 early 
stage companies. Robert was also an early investor and former board member 
at leading internet security company AVG Technologies, and served as Head of 
Corporate Development at the time it went public on the NYSE.  
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Hadar Keidar - Blockchain Architect

Hadar is responsible for the development and architecture of Spitball 2.0’s 
consortium blockchain. He is experienced in C#, Solidity, Python, Databases, and 
distributed computing as well as various other programming languages. Hadar 
graduated with a BS in industrial engineering from Ruppin Academic Center.

Tori Withee - Community Manager

Tori graduated from Florida Atlantic University with a B.B.A. in marketing, 
human resources and leadership. Tori brings 5 years of experience working 
for top insurance companies within B2B/B2C marketing and communications 
departments. At Spitball, she is responsible for customer service and community 
management on all public channels.

Shlomi Kastoryano - UX & UI Designer 

Shlomi is a highly skilled cross-platform designer with over 5 years of experience 
in planning and design (UX & UI) for mobile applications, iOS and android, 
desktop apps, and web design. In addition, Shlomi brings 10 years of creative 
identity design and print experience. Shlomi is responsible for all UX and UI 
across the company   website,   mobile , iOS and android applications.
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