Introduction
According to research, the main challenge as far as the adoption of
Blockchain solutions go is a lack of awareness of how this relatively young
technology works.
With innovation comes the need for education, especially in industries with
a degree of complexity as are our financial systems. New economies
require new approaches when it comes to addressing the learning curve
users experience when facing information that they are not entirely familiar
with, that is why the Bitsmael project and its solution for a Gamified
Rewarded Education (GRE) can help in closing the knowledge gap
between merchants and end-users looking to benefit from the possibilities
brought forth by Bitcoin.
The numbers speak for themselves. It is estimated that 55% of U.S.
investors are interested in buying Bitcoin, digital asset manager Grayscale
Investments reported on these findings. They were also able to identify a
19% increase in interest amongst the surveyed from 2019 to 2020.
But what about everyday people? The data is perhaps more impressive
concerning blockchain awareness within the general public. Studies
suggest that 81% of Americans have heard about at least one type of
cryptocurrency, out of those with an understanding of the phenomenon 4 in
10 believe that cryptocurrencies will become very, or somewhat widely,
accepted for legal transactions before 2030.
Most surprisingly is the fact that the interest outside the United States
appears to move just as rapidly. Some sources indicate that in Latin
America alone, about 30% of people would be willing to invest in
cryptocurrencies. Forty percent of those who participated in this last survey
responded saying that their confidence in becoming involved would
increase “if only they could read and comprehend more about blockchain
and crypto.”

State of Affairs
This is a strong case for the need of developing educational resources
tailored for the areas in which consumers are lacking most. Let’s analyze a
few more factors that can help shed a brighter light on this challenge and
its potential solutions.

To further illustrate the need to create engaging educational materials that
bring users closer to the efficient management of their cryptocurrency
assets, we would invite you to ponder about the number of funds virtually
lost to the simplest of mistakes: Losing Access Keys.
Estimates vary, but some sources claim the number of funds inaccessible
due to mismanagement of keys is in the tens of billions.

Many have proposed solutions to simplify access codes but these
proposals tend to fall through quickly when security concerns are voiced.
Although it may seem like a simple problem, even experienced
cryptocurrency users often lose access to their investments in this manner.
Someone who understands the nature of cryptocurrency would be quick to
acknowledge their sole responsibility in this loss, people who are new to
the subject, however, are more likely to try to pass blame unto any
blockchain company they have come in contact with in order to obtain the
asset.
Recognizing that we all are, in some way, in need of guidance is not a
confession of incompetence but an exercise in maturity.
Still, why do so many people find it hard to say they don’t know something?
A few experts suggest that the way traditional schools go about teaching
might be, at least in part, contributing to that harmful habit. It all boils down
to the expectation of quick answers given to questions in order to
demonstrate one’s proficiency on a given subject. In this context, providing
any answer and potentially being correct is preferable to not answering at
all, thereby assumedly evidencing lack of effort at the risk of losing enough
points to fail at school.
Several countries have observed this problem and came up with their own
solutions, one of the most notable by results is Finland. At the heart of their
methodology is a kind of practicality learned by the study of human
behavior. The Finnish have all but eliminated standardized testing and
support minimal homework assignments. Instead, they focus on
customizing their approach to education based on the needs of their
students.

Other countries have taken a similar, science-driven route, to their
educational methods replicating these outstanding results.
An interesting practice observed in the Finnish education system revolves
around limiting the time consecutively spent in class by providing regular
breaks between teaching sessions. That, and having some flexibility as it
relates to the pace at which students can learn, is believed to have a more
positive impact on the way students digest information thus fostering better
success rates.
Ultimately, it is up to the teachers and not the students to develop effective
mechanisms to get their message across, helping lives in the process.
Similarly, comprehensive educational practices need to be implemented in
the blockchain industry if cryptocurrency adoption by the masses is a goal.
Looking at it from a business perspective, even the most innovative

technology product ever created would be worthless unless there are
people willing to use it. When we pair a lack of confident knowledge of
working products with the possibility of losing money if mistakes are made,
we get the perfect storm that could easily doom large investments into
great applications to go to waste due to the inability to onboard and retain
users.

Another adoption obstacle faced primarily by underprivileged communities
is the relatively high entry point of cryptocurrency investment from the
perspective of a demographic with very limited purchasing power.
High asset demand is currently causing increased transactional costs
which hinder the creation of an environment that is inclusive of the people
who might just need this technology the most.
And yet, countries like Venezuela and Nigeria which have experienced
severe financial crises have also managed to come up on top, despite
restrictions, and continue to lead in matters of mainstream adoption.

It is important to note, although hard to admit, that the challenges to be
solved when facilitating the proper resources to some of these
impoverished demographics can be as simple as making the information
available in their own language.
But more than a literal translation, oftentimes it is necessary to interpret the
message to be conveyed in a way that is friendly to the average reader and
culturally appropriate for their context.
We have already witnessed cases such as that of China, a country whose
people got a late start in the blockchain industry but that upon getting
access to the information needed to comfortably make educated choices,
has quickly become one of the most actively involved nations in the subject
of cryptocurrency.
It should come as no surprise to anyone, that as far as money and
investing is concerned, people tend to employ a more conservative
approach rather than take leaps of faith. The indisputable fact that the
pioneering blockchain communities have formed around the English
language is not a problem in itself, however, time has demonstrated that
not taking initiative to create resources for other demographics can put a
damper on business and growth.

And it doesn’t stop at languages or even dialects, it’s not just a matter of
cultural adjustments either. Have we stopped to think about the little things
that we can change to make accessibility less of a problem?
A good example can be found in those who struggle with dyslexia, a simple
font choice can mean a world of difference for many of them.

It goes without saying that the problem of accessibility is not exclusively
observed in the blockchain industry. Many will argue that the reason for
online resources being present to a greater extent in English, for example,
is a direct response to the amount of active internet users that speak that
language compared to others.

That may very well be the case. However, how do we distinguish a situation
where resources are made available to certain groups based on their ability
to access them, from a situation where because resources are not made
available to a certain group their access becomes permanently limited?
We believe that those involved in creating solutions based on blockchain
networks have a responsibility to uphold the principles of accessibility,
which are the backbone of the promise born with this technology. But, of
course, it’s never that simple.
“Sorry to be a wet blanket. Writing a description for this thing for
general audiences is bloody hard. There’s nothing to relate it to.”
-Satoshi Nakamoto

Our Solution

Bitsmael’s solution aims to bring existing blockchain products to the
working knowledge of the masses by gamifying user guides, tutorials and
other instructional materials in a way that is not intimidating and easy to
digest for most people.
With the help of experts in the fields of psychology, linguistics, education,
anthropology, blockchain and design, we believe to have found the perfect
combination of perspectives to develop a product that is responsive to the
current adoption needs within the cryptocurrency realm.

By employing a rewards system in our native token, BITM, users have an
incentive to continue to learn about the different businesses that we serve.

Policies and procedures can easily be integrated into entertaining
experiences, and expectations can be set without having to dedicate
human resources to educating customers. Bitsmael is an all-in-one solution
for the blockchain industry onboarding and retention needs.

Enterprises can gain access to attractive educational tools and procure that
an accurate representation of their business is made, acquiring the tokens
to fund the development of their Gamified Rewards Education strategy.

Several attempts have been made to reward users for learning about
certain cryptocurrency products. These campaigns generally involve a
short series of videos followed by a quiz about the subject presented. And
although these efforts are not completely ineffective, they resemble
traditional education to an extent that can disengage users and lead them
to lose focus, skipping through the videos to find the answer to the
questions and obtain the rewards.
This approach can be a waste of resources because consumers are not
paying attention to the knowledge they are being introduced to, yet
enterprises are forced to compensate for their time regardless.
Other initiatives have taken to the subject of gaming and developed
blockchain-themed applications that people can interact with, but these are
built solely for the purpose of generating income through advertising and
not at all to convey any message of significance.

There are, of course, a few blockchain games out there. But the revenue
from those is limited to buying or trading items within the game. They tend
to focus on their own growth and not necessarily the growth of others.

It goes without saying that GREs can also be utilized for publicity purposes.
Bitsmael offers the ability to create customized experiences that remain
coherent with the particular branding of the enterprises that we serve.
Deploying publicity campaigns, limited time offers, discounts and other
types of promotions can become a quick and easy process with Bitsmael’s
GREs and its network of players.
In time, we’re aiming to provide a solution where enterprises have access
to everything from information on user activity within our platform to the
impact their campaigns have, providing more insight into the effectiveness
of each GRE thus being able to see opportunities for improvement.

Although Bitsmael is currently focusing on the development of GREs for the
private sector, we believe that a service like this would be beneficial for the
public sector, as well.

Because we understand the importance of compliance for both enterprises
and consumers, we always want to make the adaptation to the applicable
jurisdictional considerations a priority for our GRE development.

The Bitsmael project wants to foster an environment of collaboration with
all relevant agencies in the subject of compliance to be able to help, more
effectively, in conveying to the public the information that they need
regarding their fiscal responsibilities.
Evolving regulation is also an important factor to be kept in mind. Our
solution makes it possible to address policy changes affecting the
operations of enterprises as needed.

Why Games?

Games are architectures for engagement.
Gamification has proven a useful tool to engage users in learning. There
are added benefits to gaming which have been well documented such as
improved visual attention and spatial-motor skills.

Nearly 60% of teachers now use games at least weekly to
aid their class, 18% of those affirm to use them daily.

Among teachers, the most frequent uses are to gauge student engagement
with material, monitor time-on-task, and to prepare students for tests.
The gaming industry is also one of merit, business wise, being one of the
most profitable, in-demand, markets out there.
The global gaming market was valued at USD 162.32 billion in 2020 and is
expected to reach a value of USD 295.63 billion by 2026, registering a
CAGR of 10.5% over the forecast period of 2021 – 2026.

The biggest areas of growth have been found to be in Latin America and
APAC, which are expected to grow by 10.3% and 9.9% respectively when
compared to 2019’s revenue figures.
According to Statista, mobile gaming apps are by far the most popular
downloads compared to all other app categories available.
Restrictions related to transit enforced as preventative measures during
2020 have also contributed greatly to the time and money people have
spent gaming. It is estimated that in-game purchases have increased 36%
as a direct result of the COVID-19 crisis.

Talent
Bitsmael's organizational team is composed of professionals from various
areas that complement the profile of any successful company. We have
experts in the areas of accounting, education, cybersecurity, the financial
and energy sector, business development, diplomacy, advertising,
linguistics, public relations, engineering and design.

The foundation of our joint efforts is the desire to improve lives through
financial empowerment free from discrimination. We believe that the
implementation of blockchain technology in almost all areas of human
existence is imminent, and we bet on Bitsmael as a crucial actor in the
adaptation processes necessary to promote a more efficient
socio-economic transition.

The Bitsmael Token
The Bitsmael Token or BITM is a Waves-based asset developed for the
purpose of moving all the gears inside the Bitsmael ecosystem and its GRE
applications. This utility token fuels all the activities within our product.

The BITM token is used by enterprises to fund the development and
maintenance of their GRE solutions, as well as finance the continuous
support of the token distribution efforts for the players involved.
Consumers would have the ability to access in-game purchases such as
hints, unlocking different levels of certain experiences, get items for the
customization of avatars, multiplayer permissions and more.

Tokenomics

“If you can't explain it simply, you don't understand it well
enough.” -Albert Einstein
All Bitsmael tokens have already been generated, new tokens can’t be
created. Enterprises interested in educating and/or advertising to their
customers with our solutions would be required to purchase the BITM
tokens in order to pay the Bitsmael team for the development of their GRE
experiences.

In addition to this, demand also comes from businesses continuously
acquiring the tokens in order to fund the rewards users get for participating
in their own GRE module.
Some users would also have an interest in obtaining the tokens in the open
market. They may not want to wait to accumulate the BITM tokens needed
to unlock the items and features inside the game, which are only accessible
by spending tokens in the app.

In short, anyone involved with Bitsmael’s product, whether it is a business
wanting to utilize the tool to attract users or a consumer looking to improve
their learn-by-play experience, would need the tokens to interact with our
system and reap its benefits.

Properties
●
●
●
●
●
●
●
●
●
●

Asset name — (Bitsmael);
Ticker / short name of your Asset — (BITM);
Algorithm — Waves based token;
Token supply; 21000000
Default fee — 0.001 Waves;
Block time — 1 min;
Programming language — Scala;
Type of mining — LPOS;
secp256k1ver — New;
Source code —
https://github.com/wavesplatform;
● Explorer — https://wavesexplorer.com;
● API request with token data —
https://nodes.waves.exchange/transactions/info/
CwXABCx3Dq5WF7zSLgCfDfgjtMPXKUp22eP7
QvexTg37

⚙️

Roadmap
2021-Q1:
● Proposal development.
● Talent acquisition.
● Community building.
● Official launch.
2021-Q2:
● Business registration.
● Venture into blockchain-based self-funding endeavors.
● Beginning of online educational efforts.
● Prototype GRE development commences.
2021-Q3:
● International/multilingual expansion campaign launch.
● Enterprise onboarding begins.
● Prototype of GRE release.
● Security testing conducted.
2021-Q4:
● First GRE launch on Play Store.
2022-Q1:
● Advertising TV campaign launch for Hulu and Roku.
● Ambassador program introduction.
2022-Q2:
● Latin America presentation tour *if gathering restrictions relaxed*
● Enterprise onboarding expansion.
● PAC region publicity campaign starts.
2022-Q3:
● Addition of multi-player features for select GREs.
● Conditioning of infrastructure to support greater demand.
2022-Q4:
● Web GREs application testing and launch.
● Bitsmael presents networking event for Southern Europe*
● Native wallet integration development begins.

Social Responsibility
Considering the disparity challenges that exist in today’s world, Bitsmael is
keen on adopting practices to ensure that a diversity of people and
experiences are always present within the organization in a way that can
ultimately make the product more accessible to everyone.
Our goal is to facilitate blockchain education for all, but especially for those
that for some reason or another are at a disadvantage due to a lack of tools
and information about the subject being discussed.
Empowerment is the name of the game, we are certain that with some help
the people who historically have been technologically, financially, and
socially marginalized can have a better shot at an improved quality of life.
The unprecedented circumstances following the COVID-19 crisis have also
exacerbated the need for measures to be taken in order to assist the most
vulnerable amongst humanity. By introducing these groups of people to
some of the most powerful financial tools that exist today, without
neglecting to instruct them on their responsibilities as users, we believe that
their lives can be tangibly improved.
While utilizing Bitsmael’s GREs the players will not only learn about
blockchain technology but also obtain a cryptographic asset without a
greater investment than time and attention. This feature can mean a world
of difference in terms of adoption for populations with a reduced purchasing
power.
A portion of the profits from the commercialization of Bitsmael’s GREs will
be donated to charity in further representation of our commitment to leave
the world in a better place than we found it.

Sustainability
One of the biggest challenges for any blockchain company is to secure
proper funding for the development and maintenance of their solution,
without compromising the integrity of their decisions under pressure from
other parties involved. As such, The Bitsmael Project will not be
participating in a traditional token sale like ICOs.
Instead we aim to diversify the founding members’ existing portfolio into
several smaller blockchain operations that include, but are not limited to,
environmentally conscious mining, DeFi systems, rewarded node
operations, cryptocurrency vending machines and distributed
cryptographically-secured storage services.
This self-funding strategy should allow us to be more independent and
creative in our decisions. Although tokens from the matrix wallet might be
released to the open market if absolutely necessary for the continuation of
development, we believe that our plan to avoid crowdfunding and
documenting this exercise in the efficient management of resources can
also help cement our credentials as skilled, knowledgeable, educators in
the blockchain industry.

Distribution
Income from Bitsmael’s endeavors would be divided into two categories
due to our initiative to implement a self-funding mechanism. On one hand
we would have a running cash flow from the enterprises and players
wanting to utilize our GREs, and on the other hand we’d have revenue from
the self-funding blockchain endeavors used to sustain the business.

As far as the revenue from the self-funding efforts go, roughly 50% would
be used to sustain the development and maintenance of the GRE
applications, 25% would be used for the expansion of the self-funding
efforts while the other 25% would be used for compliance and to recuperate
initial investment costs.

Transparency
The information on this presentation is only our most realistic estimation of
what can be expected of this endeavor. We do not guarantee any gains or
losses and Bitsmael should not be seen or acted upon as an investment
vehicle of any sort.
We are currently in the process of finding the best jurisdiction to house the
Bitsmael project, and are presently investigating and negotiating what our
business’ rights and responsibilities would be for the jurisdictions of the
Republic of Estonia, the Republic of Panama, Dominican Republic and the
Oriental Republic of Uruguay as well as the United States of America.
About fifteen percent of the 21 million limited-supply Bitsmael tokens have
already been distributed amongst nearly 6000 people to aid in the
discovery and community building of the project. The rest of the tokens
remain in the custody of their creator.
Although the Bitsmael token is being developed as a utility token for the
gamification of blockchain-themed education, the token was born out of
spontaneity and its origins are a matter of public knowledge.

Contract: CwXABCx3Dq5WF7zSLgCfDfgjtMPXKUp22eP7QvexTg37
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