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1. Introduction
Second World was born as a reaction to the first generation of "Play to Earn" video
games. A generation that considered and treated games as objects of speculation
and investment, and not as what they really are: products oriented to entertainment
and fun.
Furthermore, this generation of games made another fundamental mistake. They
organized the business model and revenue generation around the marketing of its
own token. As a result, they all end up having unsustainable models based on the
continuous influx of new players/speculators.
Our economic proposal aims to break with these two previous mistakes. We want to
be framed in what we know as "Play and Earn".
To solve the first issue, we bring to the market a game born from the traditional video
game industry, with its quality standards and production models. A fun game first and
foremost.
To solve the second issue, we propose a business model and token valuation, based
on various FIAT (or any other liquid token) revenue streams. The rewards to be
distributed among players will be calculated as a fraction of these incomes rather
than from pools of “in-house” tokens that only encourage inflationary models such as
those discussed above.
Finally, we will use blockchain technology as leverage to offer players true ownership
over the game's assets ("Play to Own") as well as over the decisions that determine
the future of the project which, ultimately, is born by, for, and from them.
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2. Token
The Second World’s token is $SWIO. The raison d'être of the token is both its
in-game use and the governance of the project as will be explained in later sections.
The token will be released when two actions are completed: a stable version of the
game is released and the community of players and investors is large and stable.
The main reason for that is to avoid loss of interest in the token months after TGE,
due to the token not having utility yet.

2.1 Blockchain
$SWIO will be an ERC-20 token deployed over the Polygon network. Ideally using
Hermez as zk-Rollup to maximize scalability while remaining over the Ethereum
network with the level of security it provides.
The NFT collections representing some of the game assets will be ERC-721 tokens
deployed in the same way.
As for the game processes, to ensure the best possible user experience, actions that
are not considered of main importance will be performed off-chain. The Second
World team fully believes in the full implementation of blockchain gaming, which
involves making 100% of transactions happen on-chain. However, the team is also
aware that the different existing solutions do not allow it at the moment.

2.2 Distribution and max supply
$SWIO has a maximum supply of 200 million tokens. This maximum supply will be
reduced by burning processes and will be unlocked within a certain period, as will be
seen below.
The distribution of tokens is done among five major collectives:
●
●
●
●
●

Private Sale
Public Sale
Founders
Team/Providers/Marketing/Advisors
Ecosystem & Liquidity
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Fig. 2 - $SWIO distribution

2.3 Unlock schedule
The unlocking/vesting period for each group is as follows:
●
●
●
●

Presale: 10% in TGE. Linear vesting in 12 months.
Public sale: 50% on the day of sale, 25% after 30 days, 25% after 60 days.
Founders: 1 year cliff and then linear vesting in 48 months after TGE.
Team/Providers/Marketing/Advisors: 10% at TGE. Linear vesting in 12
months.
● Ecosystem & Liquidity: Flexible based on price behavior, market situation,
and liquidity needs of the token and the game. Full release in 48 months from
TGE.
An estimate of the token’s unlocking schedule is provided below. This estimate
considers a linear unlocking of the "Ecosystem and Liquidity" portion which, as
mentioned above, may not be such.
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Fig. 3 - $SWIO unlock schedule

2.4 Burning
The main objective of token burning is to maintain a smooth price movement in
which sharp fluctuations are reduced as much as possible.
Token burning will be done progressively, in a flexible and incremental way on a
monthly basis. This is done because token selling pressure will increase over time as
more tokens are in circulation.
The burn rate will depend on the number of users, transactions, price behavior and
market situation. It is estimated that 25% of the maximum token supply will occur in
the first 12 months since the TGE, to maintain average inflation for those months
below 15%.
Token burn may be modified depending on price behavior, market situation, and
liquidity needs of the token and the game.

2.5 Staking
Staking will be out-game through Second World website to encourage token locking.
Staking will occur from the TGE, with a return rate between 8% and 12%.
The rewards will be sourced from the "Ecosystem and Liquidity" pool.

This is a dynamic document and its content may change

2.6 In-game utility
The cash flow presented above is the destination of all the project's income flows.
These flows are:
● In-game purchases
● In-game NFT Marketplace transaction fees
● Other: Ecosystem & Learning
The In-game NFT Marketplace transaction fees will be made preferentially in
$SWIO.
A fraction will be extracted from this treasury and distributed as in-game rewards.
Such fraction will be distributed preferentially in $SWIO.
In the "Income Flows" section, the above flows are explained in more detail with the
help of a diagram.

2.7 Out-game utility
Second World is born with the idea of giving $SWIO holders the governance of the
game. The token will be used to participate in the voting processes of decisions that
impact the game, these decisions being more and more relevant and far-reaching
until Second World becomes a DAO and is fully governed by the $SWIO holders.
The proposed governance model will be discussed in more detail in later sections.
We want to work hand in hand with players and investors to achieve the most
appropriate model.
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3. Revenue streams
The following diagram represents an overview of the project's revenue streams:

Fig. 4 - Second World’s revenue streams

3.1. In-game NFT’s marketplace royalties
Second World has an in-game Marketplace where players can trade their NFTs.
Transactions in the Marketplace are preferentially made in $SWIO.
For each transaction, Second World receives 10% as royalty, thus feeding the
treasury. Royalties are preferentially received in $SWIO.
Such royalty application is made possible by the EIP-2981 standard.
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Fig. 5 - Second World NFT marketplace’s royalties

3.2. In-game purchases
Second World is not a "Pay to Win" but a "Pay to Fast". Based on titles such as
"Clash of Clans" or "Rise of Kingdoms", players will be able to make in-game
purchases to facilitate or accelerate their progress in a controlled manner.
Furthermore, certain "cosmetic" game assets can be purchased in the same way.
All in-game purchases will be made preferentially in FIAT or other liquid tokens.
These purchases feed the treasury.

3.3. Other revenue streams: Ecosystem & Learning
Second World will try to maximize the sources of income of the project to increase
both the rewards offered to its players and the reserve, without losing focus on the
game.
However, there are two additional sources of income that the team will activate as it
sees fit:
● Ecosystem: Based on the need for brands to make themselves known in
more attractive and evolved digital environments, initial relations are being
established with companies from different sectors that will be able to integrate
their promotional strategies into the game itself when it has a substantial user
base, thus representing a new source of revenue for the treasury.
● Learning: Given the lack of knowledge that still exists in the traditional player
communities about the "Play and Earn" ecosystem, the possibility of creating
online training content about new games is being explored. This content
would be both free and paid, the former being an additional source of user
acquisition, and the latter an additional source of income for the treasury.

4. Game rewards
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The game's rewards are constituted around two main mechanics: Challenges/Tasks
and Military wars. In all of them, the rewards are distributed as a percentage of the
funds in the treasury, i.e. the higher the treasury, the greater the rewards, and vice
versa.
The mechanism stated above prevents the treasury from being completely drained
while automatically stabilizing the volume of transactions in the marketplace.
The above is justified by the fact that the marketplace is one of the treasury's
sources of income. If at any time treasury’s reserves were to decrease significantly,
the rewards of the game would also be reduced. When this happens, players would
predictably sell part of their assets, increasing the number of marketplace
transactions again and, consequently, increasing the game rewards due to royalties.
Game rewards, as mentioned above, are preferentially distributed in $SWIO.

4.1 Challenges/tasks
This is the main mechanism for distributing rewards among players. Challenges or
tasks are temporary or permanent events that Second World launches to encourage
certain types of in-game actions. They can be:
● Narrative: They are strictly related to the story mode.
● Construction: They are those that require the construction/placement of a
certain amount of buildings.
● Progression: They require players to level up their cities.
● Military: Are those related to the military part of the Second World.
● Event/special: These are certain tasks that will only be available during
certain events such as Christmas or Halloween.
● Ranking: These are organized around leagues and leaderboards that cater to
different aspects of progression in the game.

4.2 Military
Participating in Second World PVP battles is another way to earn rewards. In this
sense, there are two types of PVP battles:
● Friendly match: Players participate in a match against other players who
previously accept the challenge. The winners receive $SWIO as a reward.

This is a dynamic document and its content may change

● Ranked match: A league system is established in which players participate in
a match against other players in the same league. As matches are completed,
players will advance in the ranking of the league and $SWIO prizes will be
distributed according to the position reached in the ranking.

5. Free to Play model (F2P)
Second World's goal is to attract as many players as possible. To achieve this, we
understand that it is necessary to allow a free gaming experience that guarantees
enjoyment and serves as a lure for players who start with this course of action to
become premium players.
Free to Play (F2P) model is possible in Second World thanks to game assets that
are not NFTs. These assets are:
● A great number of low-relevance cities in the real world with reduced
attributes in the game.
● An unlimited number of non-unique buildings, such as coffee shops, malls,
bakeries, and houses.
Players who opt for F2P will also be able to access challenges and military rewards
as long as they demonstrate a relevant skill level and playtime. This factor will allow
some F2P players to be able to access premium cities and buildings (NFTs) with
which they can continue progressing in the game and enjoy more favored access to
rewards.

6. Governance
As discussed above, the governance model for Second World will take shape as the
project progresses. The goal is for Second World to become a DAO and be fully
governed by $SWIO holders.
In order to define the final governance model, players and investors will be involved
from the beginning. However, the initial proposal of the Second World team is
summarized below.
The initially proposed model will be based on a flexible tiered structure, starting from
a central DAO with multiple sub-DAOs around it to cover the different purposes of
the DAO. Governance will be managed locally in each sub-DAO through a 3-layer
approach:
● Proposal discussion.
● Off-chain voting by delegates
● On-chain voting
In each sub-DAO, the process will be fully decentralized generating honest and
frictionless interactions.
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In parallel, the following resolution mechanisms are proposed:
● Social proposal: Modifications that do not require any on-chain activity.
● Executable proposal: Execution of smart contracts through the wallets of the
various sub-DAOs.
● Incorporation proposal: Proposed modifications to the creation of each
sub-DAO.
Regarding the voting model in this governance protocol, we propose quorum voting.
In this case, for a proposal to be approved, a certain number of members of each
sub-DAO must participate in the voting process.
To participate in the Second World DAO voting processes, users must lock their
tokens. For this purpose, the team's proposal is "soft locking". Holders who want to
participate in DAO governance must lock their tokens and can unlock them at any
time.
In order to reduce short-term fluctuations and inspire holders to engage in long-term
thinking, there will be mechanisms that incorporate opportunity costs for those who
choose to unlock their tokens.
One example of the mechanisms mentioned above is the generation of boosts over
time, which will grant them more rewards and/or governance rights. Stakers can stop
their staking at any time, but will lose the accumulated momentum (opportunity cost
as loss of future income and voting weight). This can help reduce short-term
volatility. For example, stakers are less likely to leave during a price drop that they
expect to be temporary. As long as the medium and long-term outlook is positive,
users will continue to stake.
Our premise is that the longer a user has been with locked tokens, the more likely
they will continue to do so in the future.
The goal of this model is that only community members, who are satisfied with the
project, participate in the Second World's decisions and feel ownership of the
company.
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