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Introduction
SIN GAMES is a self incentivized multifunctional gaming rewards platform, possessing
significant functionality and modern architecture, SIN GAMES provides support and
brings the power of the crypto economy into the world of games.

As strong proponents of blockchain technology, we believe it’s time that all participants
in the gaming ecosystem benefit from this incredible growth, that includes gamers,
developers, publishers and marketers, giving them access to a variety of game-related
revenue channels that larger platforms lack and the use of many financial capabilities
formerly only possible in the crypto-economy.

We are creating an ecosystem, where mobile developers add their mobile apps to our
platform and all the users become members of the same universe, bringing people
ability to employ themselves, providing them with a wide range of games and apps,
which will reward users for every second spent in them.

We propose simple and unsophisticated solution, where everyone can contribute and
earn according to their efforts.
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“ This will be a new type of game ecosystem where 
developers and users collaborate to explore common 
growth. Blockchain incentive mechanism will help 
developers create more vivid and high-quality 
games for the community, and users can directly 
support their favorite games and participate in 
shaping the future gaming world.
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Definition of “SIN”

SELF INCENTIVIZED NETWORK

”
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NEW ERA OF GAMING 
EXPERIENCE
Playing Games = “Mining”



GAME MARKET 
OVERVIEW

1



Close to 2.3 billion gamers worldwide 
were the driving force behind $136 billion 

in annual revenue in 2018
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Mobile games sector led by an expansion 
in the thriving $68.5 billion; and PC games 

came in third with a 23% share of the 
overall market

A key trend in recent years has been the 
major shift from physical game copies to 
purely digital versions, where $94.4 billion, 
or 87%, of 2017’s revenue was estimated to 

be from digital purchases

Compounded annual growth is projected 
to be 8.2% through 2020, signaling 

gaming’s continued dominance as the 
global, primary entertainment medium

People spend more than 3 billion hours 
playing video games weekly and 

approximately 40-50% of the time is 
devoted to mobile games

The landscape for game genres is 
diverse; from casual mobile games to 
hardcore shooters and role-playing 
games (RPGs) with tens of millions of 

active players
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Existing Problems

1.

Market of mobile apps 
gradually expands and 
generates a great 
amount of profits, but 
users do not have a 
share in the pie.

2.

Monopolization of the 
market, which leads to 
inefficiency, high 
commissions of mobile 
app platforms, high 
expenses on 
advertising.

3.

Weak support of 
developers, necessity 
to spend a lot on 
marketing.
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In the free-to-play economy, a small number of big companies have emerged and
have become strong powerhouses. They control almost every aspect of gaming,
including marketing, distribution, and payment. All of this is set on a centralized
platform independently owned by each company to minimize costs and maximizing
revenue. This also mean that said companies can determine which games are
featured on the platform and force game developers to use their payment system.
This lack of transparency and obligation ends up costing game developers a lot.



Lack of Unified 
Account For Gamers
Gamers invest their time, skill and money in games to acquire in-game currencies.
However the in-game currencies of today only have value inside the same game
where they were earned.

Gamers lose a lot of utility by not being able to maintain a constant and unified
account. Without one unifying account, they are unable to accumulate rewards,
which creates frustration and an overall lower quality experience.

SIN GAMES offers a platform that encourages and incentivizes gamers to maintain
a singular portable identity. This platform uses a digital cryptocurrency token as a
tangible reward for players. With this identity, game developers can create more
personalized experiences and use SIN token to incentivize engagement and
retention.
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Lack of Awareness 
For Developers
The gaming industry is crowded. According to Apple App Store metrics, there are
over 800,000 games available for download. At the same time, only 15% of users
discover gaming apps through search, according to a recent Google/Ipsos survey
– lower than any other app category. Further, Localytics concluded that only 11% of
mobile games retain users for more than 3 months.

Given this environment, it is very difficult for a game to break through the noise –
even for sequels of prior star games. Consider this, when games make up the most
numerous app category with the lowest discovery by search and highest drop-
offs, how are game developers to compete? They are under enormous pressure to
create an engaging game that also generates revenue.

SIN GAMES gives developers a simple way to do both. By integrating the SIN GAMES
SDK, game developers have an easy path to creating a valuable and engaging
experience that in turn drives revenue.
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Lack of Engagement 
For Developers
For new games, user drop-offs after the first day can be as high as 60%. Less than
20% play the game after the first month, and only about 3% of them make an in-
app purchase. According to Verto Analytics fewer than 20% of the games retain
users after 30 days. The average cost per retained user or someone who plays the
game after 30 days is $5.30 with user lifetime value (LTV) between $14-15.

Because of short game lifecycles, game developers are forced to produce new
games faster, which can impact game quality as a whole. Additionally, publishers
face multiple challenges with marketing, with awareness and retention topping the
list. In fact, 35% of app marketers name engagement and retention as their key
goals.

SIN GAMES gives game developers a proven way to increase engagement and
retention while driving revenue – without disrupting gameplay.
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WITH BLOCKCHAIN AND SMART 
CONTRACT TECHNOLOGY, SIN GAMES 

CAN OFFER SOLUTIONS TO THESE 
PROBLEMS ALONG WITH THE 

INTRODUCTION OF THE EARN-TO-PLAY 
MODEL WITH DIGITAL SCARCITY AND 
CRYPTO INCENTIVE SYSTEM BUILT IN. 

LOYAL GAMERS ARE PROPERLY 
COMPENSATED, AND GAME DEVELOPERS 

REACH NEW AUDIENCES WITH 
TRANSPARENT MARKETING TOOLS.

15



SIN GAMES 
PLATFORM
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Universe With 
No Limits
SIN GAMES is a multifunctional gaming rewards platform, the first which engages
into relationship all parties of the market of mobile apps: users, developers and
investors. SIN GAMES is a project inspired by the modern trends such as growth of
mobile market and crypto economy.

Blockchain technology is arguably the most exciting technological breakthrough
since the Internet. Smart contracts are opening a new era of gaming by giving
gamers a chance to play and win cryptocurrency by participating in games and
the gaming community.

The platform will feature games of all genres and magnitude, including A+ games,
where the main mechanism of mutual settlement will be SIN tokens.

Games integrated on SIN GAMES can attract gamers by providing earning
(“mining”) opportunities of SIN token, which can be used to purchase games or
items in all games of the platform.
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Account Creation
Every user participating in our 
blockchain-based system 
generates a public and 
private key pair (account) to 
cryptographically manage 
their SIN tokens. If a user 
doesn’t have an account yet 
or doesn’t know how to set it 
up, our API offers an account 
creation workflow to 
automatically create one 
during the onboarding 
process. 

Onboarding the 
Ecosystem

User Wallet
Once the wallet is created, the 
user can receive rewards to fill 
it. The ecosystem is open for 
everybody to join - just a valid, 
verified mobile number is 
required for entry. Any activity 
that might move SIN tokens 
outside of the ecosystem, 
requires compliance with 
regulations including age 
verification — to satisfy this, a 
KYC (‘Know Your Customer’) 
process is required.
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Platform Advantages 
for Players
It is no secret that players often play different game projects simultaneously or
wander from one game to another. When you switch to a different game, you lose
all your levels, achievements and you are forced to start off from scratch.

On SIN GAMES platform, moving to another project within the system, the player will
be able to use SIN tokens accumulated in one game to make purchases in another.
In addition, purchases made from our platform, users will benefit from additional
bonus and discounts.

Players will also be rewarded for “mining” according to Proof-of-Play protocol in our
platform. Every player, after creating a profile, gains access to all the games and
other type of apps for free, and for every minute of playing the game, or using the
app, will be rewarded with SIN tokens, which is stored in player’s wallet.
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Advantages for Developers
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1 User Acquisition & Engagement

Game developers can set up rewards for gamers however
they want. For example, giving out SIN for winning a
tournament, watching promotional videos, sharing links to
social networks, leaving reviews for their game, etc. Through
this cryptocurrency reward system, gamers will be more
incentivized to participate in the community proactively.

3 Minimal Development Cost

With our SDK, along with support from the team, developers
can easily attach SIN GAMES Platform to an existing project.
SDK will be developed and documented using our
experience from the previous test cases and developer
feedback.

2 Low Commissions

Currently, the commission fees of intermediaries (such as
Steam, Google Play, Apple Store, etc.) account for up to 30%
of sales, while usage of SIN GAMES platform will require only
10-20%. Tax liabilities vary depending on the country, but on
average they deprive developers of another 25-30%.

4 Rewards Pool

Platform will create a Rewards Pool, which will be “mined”
based on a Game Score and Player Score. Meaning that the
more active/retained users and revenue a game
generates, the more its users will benefit. This will incentive
users and developers to contribute even more for the
platform’s ecosystem growth.



Self Incentivized 
Network
As our project name entitles, this is a Self Incentivized Network, where gamers and
developers benefits according to their contribution to the whole ecosystem, the
more you contribute, the more benefits you will receive.

Gamers can receive increased reward multiplier, additional “mining” time and
other special features; developers can receive higher exposure, lower commission
fees and participation in platform’s occasional special events.

Our platform will also create several “gameplays” that will allow those who doesn’t
even play games to participate in our ecosystem and benefit as well.

Everyone will become citizens of this community, sharing its wealth, value and
discovering self-worth.
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Calculating Player 
Rewards
Amount of rewards received per user in a determined game is calculated based on:
a. Maximum “Free Mining” period of a gamer (e.g. 120 minutes)
b. Average number of active players of a determined game (e.g. 110,000)
c. Base value of average gain per user a day (e.g. $0.075)
d. Secondary market value of the token (e.g. $0.005)

So, a game’s initial reward pool is calculated as: (1440/a) x (c/d) x b

Then the pool is divided in 30 second heartbeats, totaling 2880 heartbeats in a day. The 
rewards in each heartbeat is equally divided among all the gamers actively playing 
during that heartbeat. Non-distributed tokens in that day go back to the main Reward 
Pool. Below is an example using the above listed example data:
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Total Pool Each Heartbeat 1st Heartbeat 2nd Heartbeat …

19,800,000 SIN 6,875 SIN 100,000 Users 120,000 Users …

Each User Receive 0.06875 SIN 0.05729 SIN …
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Game Masters can also choose the 
length of their reign, where the longer it is, 

the higher the percentage of rewards 
received.

Reign Period

Tokens Hold

Number of Players

The Game Master

Reign Period

Number of Players

We are planning several special gameplays
to increase user engagement; where the
Game Master is just one of them.

Users that holds the greatest number of SIN
Tokens within the platform during a certain
period, they will be named Game Masters
of a randomly assigned game in our
platform; only one Game Master per game
per cycle. From the moment they become
Game Masters, they will receive no rewards
from playing games, but they will share a
small percentage of the rewards received
by the other players of the game assigned.

But of course, it doesn’t exactly mean that
the one that holds the highest number of
SIN Tokens, will receive the most. Every
game has its own number of users, the
higher they are, the more will be shared.

Tokens Hold



Our Ecosystem
SIN GAMES is not a new blockchain, is not a publishing/game distribution
platform and we are not a payment service provider. We are simply
using blockchain technology and token economy to reform the game
industry, by adding transparency and incentives to the present gaming
economy and environment.

We aim to unify the gaming ecosystem and create an improved layer of
trust for everyone. Developers will benefit from new streams of revenue,
tailored rewards to increase retention and playtime; publishers will
benefit from an ecosystem of high spending users, reduced fraud,
increased transparency and especially from lower user acquisition costs;
lastly, gamers will benefit from earning tokens for their playtime and in-
game tasks/events.

SIN GAMES is not only about gaming, our project extends to the
advertising industry as well as the eSports industry, which together with
our Gaming Platform, establishes a cyclical nature for our ecosystem
economy. 25
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TOKEN 
STRUCTURE
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Token Allocation
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Technology OEP-4 Token
Token Type Utility Token
Total Supply 5,000,000,000 Tokens
Token Name Self Incentivized Network
Token Symbol SIN

ONT Eco Fund 5%

Reward Pool 50%

Reserve Fund 15%
Team & Advisors 20% 

10%
5%

50%

15%

20% Private Sales 10%



Funds Allocation
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Platform Development 30% 
Marketing and Promotion 40%

Acquisitions and Partnerships 15% 
Operation and Administrative Costs 10% 
Legal and Others 5%

30%

40%

15%

10%

5%
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1 Platform Development

We have a lot of plans for the SIN GAMES platform, that is
why we allocated a big percentage to make it all be
possible. The SDK developers will be the backbone of the
project and is equally as important as the platform
development. Our developers will have to be quick learners
and able to communicate with third party developers to fill
their needs. This will be a continuous role we expect to have
filled with engineers that are forward looking and excited
about creating new features.

2 Marketing and Promotion

SIN GAMES platform should be a good and cheap marketing
tool for developers and publishers. To that end, we need to
reach new developers and users to join the platform.
Marketing to developers and gamers will be a key aspect of
fuelling the network, building acceptance of the platform
and other services. Most marketing will be done by
contracting marketing firms, with a couple of full-time
marketing managers within SIN GAMES.

3 Acquisitions and Partnerships

In order to keep the platform constantly updated with new
games, we need developers and publishers to join our
ecosystem. We know it’s not easy to create, operate and
promote a game, so we’ll have ideal developers join us as
partners.

4 Operation and Administrative

To keep the platform up to date, we will have a team that
will work with the community to help us understand what
new features are requested and what bugs are found. They
will also assure that the platform operations are smooth
and in accordance to the project’s specs.

5 Legal and Others

Legal fees and other costs such as rent, utilities, insurance
and administrative salaries. Legal team will be contracted
to a third-party team.



Charity Token Burn
Charity has always been one of our team’s core values, so we decided to
implement a system for token burning linked to charitable events.

A share of generated revenue from platform’s services (commission fees,
advertising income and others) will be transferred to a Charity Wallet Address. For
every donation and charity event we participate, we’ll burn equivalent value of SIN
tokens from this address.

We’ll partner and collaborate with several institutions, featuring a different charity
every month, supporting amazing causes from all over the world (already begun
contacting institutions like GamesAid, Make-A-Wish, Save The Children, Be The
Match, War Child, Zidisha and others).

Our community users will be also given the opportunity to participate by donating
SIN tokens, which is also stored in the Charity Wallet.

With a growing number of users and the whole ecosystem’s revenue, this system is
designed to making an incredible difference to the world and, at the same time,
bringing more value to all participants.
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Play Games
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Legend and 
Explanation ①
A. Gamers are rewarded Tokens for their active playtime.

B. Gamers can purchase Game IAPs with Tokens with a discount compared to in-
game fiat purchase (up to 20%) and can also use Tokens to purchase platform
Event Items (Energy Charges, Weekly/Monthly Membership and others).

C. Platform receives commission on every purchase (10-20%).

D. Settlement can be done directly with the platform, where in-game currency is
used as a calculation base (e.g $1,00 = 100 diamonds fixed rate) or with a
discounted price over the secondary market value.

E. Every new game in the platform is required to inject certain amount of Tokens in
the platform as deposit and/or for events participation, which will be returned
periodically. Developer can also increase its Game Rewards Pool by injecting
Tokens to the pool.
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Legend and 
Explanation ②
F. Developers can use Tokens to purchase ads spaces within the platform

(banners, features) and community engagement.

G. Gamers can watch Video Ads to receive benefits in the platform (recover Energy,
receive Energy Charges and others).

H. Platform receives Video Ads revenue in fiat from the agencies.

I. Gamers and Developers can buy or sell Tokens in the Crypto Exchanges, or even
OTC within the platform ecosystem.

J. Platform will donate part of the revenue to the Charity Wallet and gamers can
also contribute by donating to this wallet as well.

K. Platform will participate or host Charity Events and even donate directly to
featured organizations, which equivalent value in Tokens will be burnt from the
wallet (item L).

33



Token Value Formation
Limited Emission: there will be no additional token emissions; therefore, the price will
stay stable and grow as the number of games and users increases.

Stable Market: the gaming market is one of the largest and steadily growing. 2016 -
2020 the yearly turnover will generate $165.9 billion. Consolidation of different
technologies gives the platform the opportunity to reach into several segments of
the market, such as e-Sports ($13 billion) and Digital Advertising ($273 billion).

Highly Liquid Token: the main economic model of the platform consists of its utility
token. Our model commands a consistently high turnover of the token in the
platform, which allows for a smaller number of tokens on the market.

Platform Discount: players can convert “mined” or purchased SIN Tokens into in-
game purchases with additional bonus or discount, which will increase user
adherence to the platform and increase token consumption.

34



FINANCIAL 
OVERVIEW
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Business Model
SIN GAMES combines the fastest and most steady growing digital industries:
gaming, eSports and digital advertising, without the need of rebuilding or
restructuring the already existing environment.

Our initial business model is based on the following revenue streams:
- Commission from in-game purchases made through our platform
- Commission from third-party advertising systems
- Monetization of our own platform’s user traffic

The key idea is the gradual development, scaling up and growing business
operations. We are already developing and partnering with several game
publishing companies, adding up to millions of active players, this should resonate
in the community and facilitate the rapid recognition and popularization of the
platform. We want to make the player’s transition to the cryptocurrency world as
smooth and easy as possible.
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Everyone will be involved in 
our ecosystem from users to 
investors. 

Users can become investors; 
investors can become users 
and so on.

We are trying to find the 
perfect balance from earning 
playing, investing, hodling or 
developing. 

37

SIN GAMES

Advertising

Applications
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Profit & Market Share Forecast
3-Year Case Scenario (Phase 1)

Global Number of Gamers Mobile Games Annual Revenue Average Revenue Per Gamer

2,300,000,000 $68,500,000,000 $29.78

Active Daily 
Users

Ads Viewed Per 
User Per Day

Reward Costs Ads Revenue Additional Token 
Purchases

Total Value of 
Circulation

Annual Revenue

5,980,000 8 $174,616,000 $183,346,800 $2,671,266 $192,424,440 $11,402,066

Year 2 (0.5% of Total Annual Market Share / Token Purchase Conversion of 10%)

Daily Active = 52% of Total / Max Daily Free Reward = $0.08 / Average eCPM = $10.50 ($10-20 T1 / $5-12 T2 Countries)

Active Daily 
Users

Ads Viewed Per 
User Per Day

Reward Costs Ads Revenue Additional Token 
Purchases

Total Value of 
Circulation

Annual Revenue

25,760,000 8 $846,216,000 $883,825,600 $23,013,984 $999,642,560 $60,623,584

Year 3 (2% of Total Annual Market Share / Token Purchase Conversion of 20%)

Daily Active = 56% of Total / Max Daily Free Reward = $0.09 / Average eCPM = $11.75 ($10-20 T1 / $5-12 T2 Countries)

Active Daily 
Users

Ads Viewed Per 
User Per Day

Reward Costs Ads Revenue Additional Token 
Purchases

Total Value of 
Circulation

Annual Revenue

1,104,000 8 $30,222,000 $30,624,960 $0 $30,222,000 $402,960

Year 1 (0.1% of Total Annual Market Share / Token Purchase Conversion of 0%)

Daily Active = 48% of Total / Max Daily Free Reward = $0.075 / Average eCPM = $9.50 ($10-20 T1 / $5-12 T2 Countries)



DEVELOPMENT 
AND SERVICES

5



SIN GAMES is game platform powered by blockchain 
technologies to reward players, marketers and 
developers while reducing the marketing costs 

associated with releasing a new game. 
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The platform’s core layer 
is a scalable high 

performance blockchain, 
ONTOLOGY

(https://ont.io/). Its public 
ledger will keep records of 

game purchases and 
events, deploying and 

executing smart 
contracts. 

Our SDK will make it easy 
and trustworthy to 

integrate games with our 
platform.

USER LAYER

APPLICATION 
LAYER

SERVICE
LAYER

DECENTRALIZED
CORE

Developers Games Marketers

Game Store Wallet Game
SDK

SIN GAMES
SDK

Distribution
Channels

SIN GAMES
SDK

SIN GAMES Economy Protocols

Virtual interface layer between software implementation and the blockchain

ONTOLOGY Blockchain

A scalable high-speed blockchain network

Public
Ledger

Smart
Contracts



An analytical system will also be deployed, allowing developers to provide 
reliable and transparent information regarding their audience, through 
which it is possible to identify weaknesses and resolve them. 

The process of integration of this system in the game will be simple and 
convenient for the developer; it will suffice to use special API functions at 
various gaming events. 

Based on this data, the analytical system will make the necessary 
calculations and display data in a convenient and understandable form 
with reports and graphs, as well as further forecasts.

Analytical System

41



Services
Platform Economy
SIN Tokens will be the in-
platform currency and it 
can be used for trading 
among gamers. Every 
single user will be 
rewarded according to 
the time spent playing 
games or using other 
apps from our platform. 
The in-app spending of 
tokens will be registered 
as developers’ and 
platform’s revenue, 
which will eventually pile 
the strong economic 
base for the SIN price.
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Platform Commission
Our platform will take 10-
20% commission from all 
in-game revenue 
compared to 30% that 
developers usually pay 
to Google Play or App 
Store. On top of that, we 
will proceed faster pay-
out compared to 60 
days in Google Play and 
App Store.

Platform Events
In order to make users 
more engaged and offer 
additional ways to 
earn/spend SIN Tokens, 
our platform will 
implement several 
events, such as 
Influencer Rewards, 
Game Master Gameplay 
and Physical Products 
Purchase, expanding the 
platform’s market reach 
and position. 



Development
Proof-of-Play Protocol
Our ecosystem will 
enable practically 
unlimited number of 
users to mine SIN tokens 
daily, creating a Rewards 
Pool, which power will be 
the total of time actively 
spent in the apps of the 
platform. The total 
supply of SIN tokens will 
be limited to 5 Billion, this 
measure will lead to the 
long-lasting 
appreciation of SIN and 
the time spent in apps of 
our platform.

43

Advertising System
As the number of our 
games and users 
increases, the more 
valuable they’ll become, 
and we can all profit 
from that. We’ll partner 
with several advertising 
content distribution 
channels, implementing 
an advertising system in 
our platform, allowing 
marketers to run their 
campaigns directly in 
our platform, using SIN 
tokens as incentive 
rewards.

Reward Contracts
Game publishers and 
developers that wish to 
reward gamers for in-
game actions can 
deploy reward contracts. 
These contracts simply 
state, in code, which 
rewardable action has to 
be fulfilled, and how 
many SIN tokens this 
action is worth. This 
allows publishers to 
easily and transparently 
reward players the 
correct amount of SIN 
based on their actions.



PHASE 2
SIN ARENA
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Global eSports revenues reached $906 million on 2018, experiencing a surge of a year-
on-year increase in total revenue of 38.2%. Out of this, $694 million came from brand 
investments – both direct and indirect. That’s a 48% increase in brand investment 
from the previous year.

The total eSports Audience reached 380 million on 2018, representing a year-on-year 
growth of +13.8%. 

In 2017, the total prize money for 4166 tournaments was more than $1.1 billion. So the 
average tournament prize pool was around $27,500. With 17,921 active players at these 
tournaments, it meant that the average earnings for each player were $6,407.98. 

There was a decrease in the total number of tournaments in 2018 with a total of 3489 
tournaments organized. However, the total prize money increased to more than $1.5 
billion. So the average tournament prize pool almost doubled at approximately 
$44,000.

eSports Industry
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SIN ARENA is an eSports platform that aims to build an all-encompassing gaming 
ecosystem that will transform gamers and eSports fans into active participants 
while allowing them to reap substantial benefits, providing the infrastructure for the 
next generation of Esports platforms and communities.

SIN ARENA will utilize SIN TOKEN as the official currency for all user activities and 
transactions and the SIN STAT system for eSports statistics and analytics.

The SIN ARENA platform will provide the following features:

• Premium matchmaking and tournaments

• Community

• Event/player data and statistics aggregation

• News

• Streaming platform with exclusive content

Blockchain Based 
eSports Ecosystem
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SIN STAT is an innovative solution to aggregate and analyze eSports data with the 
latest advances in artificial intelligence.

One of its primary goals is to provide a central point of consolidation for all eSports 
data and statistics, as the answer to the outdated and fragmented data-sharing 
infrastructures.

SIN STAT will utilize big data analytics and deep neural networks to provide not simply 
just data, but a wide spectrum of analytics including:

• Player Based Analytics - PER (Player Efficiency Rating), Clutch performance, etc.

• Team Based Analytics - VOA, score cards, etc.

• Predictive Analytics

• Real-time Analytics

• Video and Demo Analysis – Computer vision and deep learning

• Anomaly Detection

Esports Data and 
Statistics Aggregation
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Combining the big data in SIN STAT with artificial intelligence and data analytics will 
open a plethora of interesting opportunities:

• Third party eSports platforms can incorporate insights, statistics, or analytics to 
provide a more engaging user experience.

• Betting sites can use data mining, predictive analytics, and data analysis for 
displaying data to bettors or for calculating odds.

• Coaches can leverage data analysis and visualization to understand the strengths 
and weaknesses of their teams and competitors in on-field performance.

• Players can analyze low level gameplay along with higher level strategic behavior, 
resulting in a more efficient training process and better performance.

• Teams can scout and identify young talent.

• Sponsors can measure the performance of teams and players.

• Content providers can automatically identify highlights from gameplay footage.

• Anti-cheat systems can improve anomaly detection and decrease false positives.

Unlocking SIN STAT 
True Potential with AI
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SIN TOKEN is SIN GAME’s official utility token. SIN ARENA is the flagship eSports platform 
that will be launched in tandem with SIN GAMES to help facilitate the growth of the SIN 
GAMES ecosystem.

SIN TOKEN may be used within SIN ARENA and other platforms in the following ways:

• Player entry fees and prize pools for tournaments and contests.

• Trading for products and services (virtual and physical items).  This includes 
premium content purchases from Esports teams and leagues, advanced game 
data, and statistics with in-depth analysis.

• Crowdfunding and streamer donations.

• Growth and facilitation of the Esports ecosystem.

• User contribution incentivizes.

• Predictions.

Multipurpose 
Utility Token
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PROJECT 
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INVESTORS 
& PARTNERS
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CORE MEMBERS 
& ADVISORS
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RENATO CHENG
FOUNDER & CEO

Once the Head of Brazil and LATAM of 
Elex and Chief Representative of Oasis 
Games, now founder of Sin Games, he 

has more than 9 years of overseas 
game publishing experience.

Graduated from Pontifícia
Universidade Cató lica de Sã o Paulo, 

he’s experienced in development, 
publishing and market strategy of 

Digital & Entertainment products and 
services. 

Also a researcher and enthusiast of 
Blockchain Technology, 

Cryptocurrency and Startups.

BRUCE LI
CO-FOUNDER

Master graduate from Australian 
Griffith University, has more than 10 
years of leadership experience in 

game project design, development 
and team operations.

Started his career in the gaming 
industry on 2003 with Fuzzy Game 
Studio. After returning to China, he 

joined ChangYou (NASDAQ: CYOU) as 
their Overseas Business Director, 

responsible for overall development of 
overseas businesses and 

establishment of their overseas offices 
core team. Later, he led the Chinese 
Market Development for GameForge

until 2013, when he founded Blitz 
Games.

BROOK LU
CHIEF TECHNOLOGY OFFICER

Master graduate from Shanghai Jiao 
Tong University, has rich and 

successful industrial experience in 
core technology, UI framework and 

server development. 

He has served as senior programmer 
of National Instruments, leading the 

LabVIEW Robotics project core 
module; and main programmer of 
Zynga and Kabam, leading gaming 
projects such as “CityVille”, “Fable”, 

“Ambush”, “The Hobbit”, “Marvel Contest 
of Champions”, “Star Wars: Uprising”, 

“Transformers” and others.
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LEOSKY ZHANG 
CHIEF RISK OFFICER

Once the main responsible in charge 
of risk control management for Huaxia

Bank, Baidu, and HC, has extensive 
practical experience in risk 

assessment, monitoring, early 
warning, and preventive mechanisms.

Currently responsible for the design 
and optimization of the transaction 

risk control system, tracking the trends 
and dynamics of risk events within the 

industry, and conducting a 
reasonable analysis of industry risks.

SARAH KIM
GENERAL MANAGER – S. KOREA

Master graduate from Peking 
University and proficient in four 

different languages, she was 
responsible for the South Korean 
market development for internet 

companies such as Ourpalm, NOX and 
Kwai.

With vast experience in content 
operations, market strategy and 

business development, she’s currently 
responsible for our project’s 

penetration in the South Korean 
market and partnerships 

developments.

CHRIS JIANG
DIRECTOR OF OPERATIONS

Graduated from Beijing Language & 
Culture University, he has more than 7 

years of experience in the gaming 
industry, working for Game Wave, 

Oasis Games and other well-known 
game companies.

During his tenure, he frequently 
communicated with overseas 

projects such as the United States, 
Europe, and established great 

relationships with developers, leading 
his team in achieving outstanding 

results. Good at marketing and 
operating by data analysis to achieve 

DAU and revenue goals.



59

XIAOFENG LI 
BLOCKCHAIN SUPERVISOR

Master graduate of Zhejiang University 
and currently on her doctorate from 

Beijing University of Posts and 
Telecommunications (LvTingjie
Laboratory) with emphasis on 

Enterprise Blockchain Operations.

She is the first author of 6 published 
academic papers and owns 2 

technical patents 
(ZL 201320705536.4, ZL 201520278282.1).

WAYNE ZHAO
ADVISOR

Once the CEO of Locojoy
Entertainment, SVP of Spoville and 

Director of eSports and New Business 
of Actoz Soft. 

Has 20 years of gaming industry 
experience and solid relationships in 
both Chinese and Korean markets. 

He also has 4 years of entrepreneurial 
background with rich experience in 

project and team management, 
startups and overseas business 

development.

ONBOARDING SOON
ADVISOR



DISCLAIMER OF 
LIABILITY
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READ THIS NOTICE VERY CAREFULLY, CONSULT YOUR OWN LEGAL, TAX AND FINANCIAL ADVISOR BEFORE ENGAGING IN ANY ACTIVITY,
NEITHER SIN GAMES, ITS MANAGERS, EMPLOYEES, ADVISORS, OTHER AGENTS NOR ANY THIRD PARTY SERVICE PROVIDER SHALLBE LIABLE
FOR ANY KIND OF DAMAGE OR LOSS, WHETHER DIRECT, INDIRECT, INCIDENTAL, SPECIAL, EXEMPLARY OR CONSEQUENTIAL (E.G. LOSS OF
PROFIT, GOODWILL OR DATA), THAT MAY RESULT FROM READING THIS WHITE PAPER, OTHER MATERIALS PRODUCED BY WEBSITE,
ACQUIRING SIN TOKENS OR USING SIN GAMES WEBSITE AT SINGAMES.COM / SINGAMES.IO.

This document presents the SIN GAMES platform and its tokens (SIN) to
potential holders in connection with the upcoming Token Generation Event.
The information set out below cannot be exhaustive; it is subject to change
and does not imply any form of contractual relationship. The only purpose of
this document is to provide relevant and reasonably-sufficient information to
potential token holders so that they can determine their interest in buying SIN
tokens.

Nothing in this document is to be considered investment advice or
recommendation, nor is it an offer to purchase any securities in any
jurisdiction. This document is not composed in accordance with the laws or
regulations of any particular jurisdiction and is not subject to laws that are
intended to protect investors. Please invest at your own risk.

The SIN GAMES identifier simultaneously represents the platform and the main
system token. Its use within the platform corresponds to the application-level
token (Utility Token). The SIN token is not a digital currency, a security or any
other financial instrument. The token was not registered under the United
States Securities Act or any securities laws of any other country.

Among other, SIN tokens may not at any time be offered, sold, pledged or
otherwise transferred or delivered, directly or indirectly, within the United
States of America and the Popular Republic of China, to, or for the account or
benefit of US and CHINA Persons. SIN tokens are being offered solely outside
the United States of America and Popular Republic of China to non-US and
non-CHINA Persons.
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The SIN GAMES identifier cannot be used for any purpose other than those
specified in this document, including, but not limited to, any investment,
speculative or other financial objectives. SIN token is not intended for sale or
use in any jurisdiction where the sale or use of digital tokens may be
prohibited.

The SIN Token does not give any other rights in any form, including but not
limited to any property, distribution (including but not limited to profit),
redemption, liquidation, property (including all forms of intellectual property)
or other financial or legal rights, other than those described in this document.

Some statements, estimates and financial information contained in this
document represent statements or information concerning the future. Such
forward-looking statements or information is related to known and unknown
risks and uncertainties that could cause actual events or results to differ
materially from the estimates or results implied or expressed in such forward-
looking statements. This document may be modified without warning.

The last updated version of the document in the English language is the main
official source of information about the SIN token. The information contained
herein may be translated into other languages or used in a written or oral
communication with existing and potential customers, partners, etc. During
such translation or communication, part of the information contained in this
document may be lost or distorted. In the event of any conflicts or
inconsistencies between such translations and messages and the current
version in English, the provisions of the English version shall prevail.



62

Thanks!
Any questions?
You can contact us

￮ info@singames.com


