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Agenda
• Introduction and background 

• Whitepaper and Pre sale 

• Development  

• Crowd sale 

• Budget and spending 

• Questions and discussion



Introduction and background (1)
• People and background, Artplant 

• Project ideation



Artplant background

‣ Successful space MMO 

‣ Free-to-play 

‣ Publisher: Bigpoint 

‣ >20 million players

‣ Founded in 2001 

‣ 40 developers 

‣ Norway and Russia 

‣ Online focus since 2009

Company details Most successful game Selected prior titles

Prior partners include:



Introduction and background (2)
• Early crypto game projects - SoG, Hash Rush, Reality Clash, Kitties 



Introduction and background (3)
• Technical requirements  

• Timing - fall 2017



Introduction and background (4)



Whitepaper process
• August 2017: Initiated 

• December 2017: Initial release 

• April/May 2018: Update 

• Gameplay, Token allocation



Presale
• Min cap: 400 ETH - ca 1-1.5 MNOK minimum requirement 

• ETH price movements 

• Whitelisting 

• TekInvestor pool 

• Smart contract + audit 

• Limited marketing: Results: 700 ETH



Crowdsale
• Short on time to execute - April 1st date moved 

• Presale smart contract hard coded date May 1st 

• Web page as sales page 

• Marketing and PR 
• Spread the word 

• Development and Technology 
• Little communicated in advance 

• Conferences 

• Community building



Game	Development	Overview
Jack	Wulff,	Daglig	leder	-	Artplant



About the Production
❖ Full start of production end of January

❖ Use Artplant’s best practices

❖ Ensure we had a solid foundation for a game that 
should live for a long time  

❖ Build the next generation of blockchain gaming

❖ Key focus of the company (two studios – Norway 
and Russia – 40 people)



The Team

Management

Programmers

Artists

Design



Production Pillars
❖ Created with the players

❖ Next generation of blockchain gaming

❖ Owned by the players

❖ ‘Thin client, fat protocol’ 

❖ Robust and scalable



Game Design
❖ Wiki with detailed game design

❖ High design shared with the community

❖ Design for first playable  

❖ Background story created with community



Selection of Blockchain
❖ Evaluation of blockchain tech

❖ Extremely challenging requirements

❖ NEO

❖ Blogpost with detailed reasoning on 
Medium



Travel Prototype
❖ Representation of Sol

❖ Travel between planets

❖ Ark ship

❖ Visual benchmark



Visual Scripting
❖ Started initial work for visual scripting 

of smart contracts

❖ Gives the power to the players

❖ Enables everyone to make contracts

❖ Easier to read contracts

❖ Andrey wrote blogpost about it that 
everyone interested in blockchain 
should read.



Ship Sale
❖ Partnered with Axie Infinity

❖ ERC721 token

❖ ARK-001 sold for 22 million PRSC 
or almost $11,700



Crowdsale
• Short on time to execute - April 1st date moved 

• Presale smart contract hard coded date May 1st 

• Web page as sales page 

• Marketing and PR 
• Spread the word 

• Development and Technology 
• Little communicated in advance 

• Conferences 

• Community building



Finance
• Financial services used: 

• BitPanda 
• Paysera 
• Leupay 
• Bitmynt



PR and Marketing
• Experienced Russian ICO PR agency Drofa 
• April and May article work 
• Marketing KPIs showed very low conversion



Conferences
• Warszaw: Blockchain Connect 

• London: Blockchain Expo 

• Los Angeles: Crypto Invest Summit 

• Kiev: Crypto Games Conference 

• Qatar: Qatar ICO Day 

• Oslo: Seed Forum



Token listing on exchanges
• Completed agreement for Hotbit (top 50 exchange) 

• Included market maker agreement for volume/spread 

• Also talks with Coinbene and Bittrex



ICO Q2 statistics



Evaluation and learning
• Private sale became more important than public sale - Death of ICOs 

• Big interest in virtual items - important for business model 

• Web page / E-mail extremely important 

• Market conditions changed - bear market 


