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Abstract 

The CyberCups whitepaper presents the idea of a 
future platform for the organization of E-sports 
tournaments. We will review the details of our first coin  
offer (ICO) and present our ideas and ambitions of the 
future platform. With this platform, it is possible to organize 
and participate in tournaments with decentralized prize 
pools. This will allow participating in tournaments and 
fighting for big prizes not only for professionals, but also   
for ordinary players. 



 

 

In addition, this platform is designed for: 

 

 organizing big and small tournaments 

 participation in these tournaments of players and teams 

 advertising of the product by organizations that are 
interested in the sphere of e-sports 

 
Platform CyberCups will solve the problem of the 

separation of professional and ordinary players in the 
game and will enable each player to compete for various 
prizes. These problems will be solved by creating 
tournaments and leagues, whose work is based on smart 
contracts. All operations on the platform will be carried out 
using CyberCups tokens. 



 
 
 
 
 
 
 
 
 

E-sports 

E-sports - team or individual competition based on 
video games. All cyber sport disciplines are divided into 
several basic classes, distinguished by the properties of 
spaces, models, game task and developing game skills of 
cyber sportsmen : first-person shooters, real-time 
strategies, auto- and avia-simulators, team role-playing 
games with elements tactical and strategic games, etc. 



 

 

Prize-winning funds can reach several million US 
dollars. The Dota 2 tournament "The International" several 
times broke records of payments: in 2016 it was played 
20.77 million dollars, in 2017 - 24.79. 

Experts consider e-sports one of the best opportunities 
for investments now. The popularity and prospects of e- 
sports attract huge amounts of capital into this sphere, 
most of which go to players, to make a well-paid job out of 
hobbies. No matter how exciting the game, there is a push 
for its support and promotion. Developers spend huge 
sums on organizing championships. Sponsors - 
manufacturers of computer accessories and other 
attributes join them. Successful players turn into 
professional athletes, earning a favorite thing. 



 

 

Analytical agency Newzoo published a report on the 
research of the cybersport market. 
According to analysts, in 2017 the profit from e-sports will 

be $ 696 million, and by 2020 it will grow to $ 1.5 billion. 
 
 
 



 

 

The audience of e-sports has grown by 36% in 2016 
and amounted to 161 million people, and in 2017 will 
increase by 19% and will be 191 million viewers. 

 
 
 



 
 
 
 
 

 

Smart tournaments and leagues 

In most team games, there are players with different levels 
of training and they can meet in the same game, for 
example Dota 2. This problem often causes discontent of 
professional players in social networks. The CyberCups 
platform solves this problem by creating some leagues by 
separating professionals from ordinary players. The 
leagues will enable players to play with their opponents of 
their level and fight for the corresponding prize pools. In 
addition to the usual matches in the game, there are 
tournaments for professional players with huge  prize 
pools. These tournaments are not available for regular 



 

 

players. CyberCups will allow you to create tournaments  
for any player or organization. These tournaments will be 
based on the use of smart contracts - computer algorithms 
designed to conclude and maintain commercial contracts  
in blockchain technology. Such tournaments are an 
automated software platform that manages the conduct of 
tournament games. Its main tasks are to determine the 
winners of the tournament and the distribution of prize 
funds. Moderators monitor administrative functions, but do 
not affect the results of battles. The prize fund of the 
tournament is formed from the contributions of players and 
organizations, is stored in CyberCups tokens before the 
end of the tournament, and is transferred to the winners 



 

 

and the end of the tournament. Part of the prize fund will 
be spent on the work of smart contracts 
 

Platform CyberCups 

The site will be created for viewing information about 
various tournaments created using the  platform.  The 
whole site will be divided into several parts, which will 
correspond to different games. In the section of each  
game in the first place will be provided information about 
current and future major tournaments. The user will be  
able to go to the pages of these tournaments and see their 
results, schedule, information from tournament 
administrators and detailed statistics of all matches. On 



 

 

the pages of the tournaments will be placed advertising of 
platform and tournament sponsors. Sponsoring 
tournaments can be other organizations that want to  
attract a new audience through advertising. The largest 
tournaments will be promoted on the platform and platform 
pages in social networks. Particular attention on the 
platform will be given to the problem with cheats. 
Tournament spectators and participants can send a report 

on the illegal actions of players. The administration of the 

platform at its own discretion can disqualify the participant 
and block on the platform. 



 

 

User profiles 

When registering, you will need to link your account on 
the site with the Steam, battle.net and others accounts. 
Your personal page will contain information about all the 
tournaments in which you participated and the data of your 
CCUPS purse. In the section about tournaments there will 
be information about the work-shops that you created and 
took part. Therefore, you can quickly go to the pages of 
tournaments and postpone the results of  past 
tournaments, the schedule of current and information  
about the new, in which you can participate. Investors,  
after launching the platform and registering on it, will 
receive the CUPS currency corresponding to their 



 

 

investments. When creating a tournament, you enter data 
that you can no longer change. Before the final publication 
of the tournament on the site, you can stop and delete the 
tournament. The organizer specifies the parameters of the 
tournament when it is created. This is a game, tournament 
schedule, name, entrance fee and the distribution of the 
prize fund. Next, on the site there will be a page of the 
tournament, on which there will be all the information  
about it and advertising. 

After the publication of the tournament, you can 

administer the tournament page: enter the tournament 

results in accordance with the schedule, place important 
information for the tournament participants. Administrators 
who will follow the rules of the tournament and platform 



 

 

will moderate all tournaments. Regular users and 
participants of the tournament can view detailed results of 
matches, as well as data for viewing replay. 

 
 

Token CyberCups 

The CyberCups token will be the basic unit with which to 
perform operations on the platform. Its owners will be able 
to organize tournaments and advertise. The prize pool of 
the tournaments will also be compiled using a token. The 
CyberCup token is ERC20 standard token on the 
Ethereum platform, and is a transferable asset that is 
compatible with wallets and exchanges. CCUP allows its 



 

 

holders organize and participate in smart tournaments, 
and place ads on CyberCups. The cost of services on the 
platform, the distribution of the prize pool of tournaments 
and various commissions will be established at the end of 
the ICO, based on overall token distribution amount. 



 

 

Token distribution 
 
 
 



 

 

Budget allocation 
 
 
 



 

 

ICO properties 
Token CyberCup 

Token Ticker CCUP 

Token Type ERC20 

Total Token Issued 100625000 

Investors 56875000 

Developers, partners 65625000 

Reserve 37187500 

Token for ICO 56875000 

CCUP to ETH Rate 1 ETH = 4375 CCUP 

Main sale 05.09.2018-12.09.2018 



Q4, 2018 







Concept created 

Website development 

Release the first iteration of the CyberCups protocol 

 Token sale launch 

Launching of full-service 

Third party of integration 
 Third party integrations 

 Trial software with preexisting and 

new partnerships 

Q4, 2019 Q3, 2019 Q2, 2019 Q1, 2019 

 

 

Roadmap 
 
 

 

 The emergence of the idea of creating a 

platform 

 Project team building 

 

 Preparations for an ICO launch 

 CUPS Token creation 

 

   
 
 
 
 
 
 
 
 
 
 
 
















 Expand into more partnerships and assist with the 

development of verification applications for 

specific markets 

 Release v1.0 of the CyberCups Protocol 

 Market Opportunities and PR campaign 

 Exchange listing 

 
 

Q3, 2018 

 
 

Q2, 2018 

 
 

Q1, 2018 



 
 
 

 

LEGAL DISCLAIMERS 

The goal of this whitepaper is to provide information about 
the future CyberCups platform and the CyberCups token. 
This information is not a contractual relationship. Its sole 

purpose is to provide reasonable information potential 
CyberCup tokens holders so that they can analyze the 
platform and its prospects for further purchase of 
CyberCups tokens. Investments in the purchase of 
CyberCups tokens are highly risky. We make every effort 
to ensure that our website provides you with complete and 
up-to-date information about the platform, but we cannot 
guarantee the accuracy and dignity of the information. 



 

 

This English language White Paper is the primary official 
source of information about the CyberCups Token. The 
information contained herein may from time to time be 
translated into other languages or used in the course of 
written or verbal communications with existing and 
prospective customers, partners etc. In the course of such 
translation or communication some of the information 
contained herein 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 communications and this official English language 
White Paper, the provisions of this English language 
original document shall prevail all information provided and 



 

 

presented on this technical document and on this website, 
including information for projects, ecosystems, products 
and services are subject to change without notice. 

 
 

Conclusion 

The main goal of the platform will be to provide the comfort 
conditions for playing at its own level to any players and  
the opportunity to get prizes for it. 
Organizations will be able to promote their product through 
advertising. In connection with  the  day-to-day 
development of e-sports, this is a very profitable 
investment. 



 

 

The most active players will gain popularity and will learn 
the opportunity to enter into contracts with various brands. 
With the help of the platform problems will be solved that 
bother players of different levels. There will be contact 
between brands, players and game developers to improve 
the gaming industry. 



 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Thank you! 
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