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1.! Idol: Summary 

The worldÕs first Fan-driven entertainment community , Idol is designed to utilize blockchain 
technology to provide tools and solutions for three key players: Fans, Stars, and Entertainment 
Companies. Each player within the industry experiences a host of pr oblems that lead to 
inefficient market forces and poor User experiences: 

Fans Stars Entertainment Companies 

! ! Fans are not rewarded enough 

for their continual and 

unending support. 

! ! Interaction between Fans and 

Stars are often at an arms-

length, or spread thin over 

multiple platforms.  

! ! Fan support is often diluted by 

third -party intermediaries and 

lack proper incentive. 

! ! Product and service purchases 

are performed with old, 

outdated business models 

through unexciting means of 

transaction. 

! ! There is an inability to provide 

quality products or services to 

Fans at an immersive level.  

! ! Fan engagement is a one-way 

street, providing low 

engagement and impact as 

opposed to more unique and 

enticing alternatives.  

! ! An oversaturated market 

lowers Fan acquisition and 

retention, creating stressful 

demand for unique content. 

! ! In a digital age, copyright 

policy for content is more 

important than ever.  

! ! Talent development is 

incredibly costly, time -

consuming and risky. 

! ! Proper branding and 

intellectual property 

management are rising issues 

that demand solutions.  

! ! Overhead and operational costs 

such as service or transaction 

fees quickly cut into profit 

margins.  

! ! Consumer spending behaviour 

is changing while business 

models have not evolved to 

capture this growth.  

 

 

Valued globally at over USD$2 trillion at a CAGR of 5.1%, the entertainment and media 
industry is one of the worldÕs largest and fastest growing industries.1 In particular, the Asia -
Pacific region is expected to become the largest player in the entertainment and media industry 
for 2019 and onwards, with the regionÕs total spending projected to grow to over USD$702.864 
billion at a CAGR of 5.9%. 2 Over time, increasing focus has been channelled into the ÒFan 
experienceÓ, aiming to create immersive, memorable moments. However, to continue to thrive in 
an increasingly competitive market, Entertainment Companies and Stars must develop new 
strategies that engage, grow, and generate value for their Fans. Idol aims to provide th ese 
strategies and solutions.  

To implement its proposed solutions, Idol will be iss uing Idol Token (ID OL) in a token 
generation event. Idol Token will be able to be used universally across all communities, enabling 
value transactions and asset exchanges. In addition, Idol will be providing a secondary currency 
within its ecosystem (named Star Coin), designed to act as a community-unique currency whose 
value increases as the popularity of the corresponding Star increases (and thereby the demand 
for th at Star Coin) .3 In this manner, we open the door for Fans to capture hidden value by  
supporting their favourite Stars. 

Idol understands that a StarÕs career would not exist if it were not for their Fans; without Fans 
the entertainment ecosystem would simply cease to function. Due to this, Idol aims to place 

                                                        
1 McKinsey &  Company. ÒGlobal Media Report 2015 Ð Global Industry OverviewÓ. McKinsey & Company.  
https://www.mckinsey.com/~/media/McKinsey/dotcom/client_service/Media%20and%20Entertainment/PDFs/McKinsey%20Global%20Repor t%2
02015_UK_October_2015.ashx, 9.  
2 Ibid.  
3 The distinction between Idol Token and Star Coin will be made clear in Section 3. 4.4: Infrastructure Layer. !
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Fans in the driving position within the Idol ecosystem. Fans will be provided a completely new 
approach to entertainment consumption and engagement. They will be r ewarded for their 
support in the form of tokens or perks, and can create communiti es that each contain self-
governed rules that promote value generation. With integrated paym ents and Idol Token, they 
will be able to shop with full immersion while discove ring new content and Stars through 
advanced search criteria. Fans can band together to stake their Idol Token in support of a Star 
to create tokens (Star Coin) that can only be used within that StarÕ s community. As the 
popularity of their Star  grows, so does the value of their Star Coin. Smart contracts guarantee 
the trust and transparency that should be involved with all transac tions.  

Stars will be able to deploy these smart contracts to set up diverse and unique forms of 
engagement with Fans. Stars can also enlist their Fans to promote their products or services, 
where profits and payments are securely distributed through transparent smart contracts. They 
can maximize the value of their IP through seamless licensing with automated smart contracts 
that pr ovide immutable certificates of ownership. With Idol, Stars gain access to more 
opportunity and potential to progress their career than ever be fore. 

Idol alleviates some of the responsibility of talent development from Entertainment Companies 
and puts the power into the hands of the Fans. Various services such as private lessons, event 
clothing, cosmetics, etc. can all be serviced to Fans as a means of supporting their Star (Fans 
then have the option to turn into mini -agents). Companies will then be free to pursue various 
other endeavours such as event organization, talent selection, Fan acquisition, etc. They can 
also invest in the careers of promising Stars through token purchasing, adding another layer of 
potential revenue to their business.  

Idol has a number of distinct advantages that will aid in its success wit hin the entertainment 
industry.  First, while many projects focus on the artist or ce lebrity as their target solution, Idol 
will be a community with the Fan in mind. This means that all network de velopments, updates, 
or improvements will be done with keeping the Fan experience as a top priority. This Fan-
centric way of approaching the entertainment industry allows us to establish ourselves over the 
competition.  

Second, this idea of adding Fans into the receiving end of the entertainment revenue model is a 
fresh and unique perspective. Assets such as stocks, real estate, currency, etc., are purchased 
because of their perceived future increase in value. Similarly, the  value of a celebrity can be 
evaluated through various metrics, all tied to his/her overall popularity. However, there is 
currently  no established business that turns celebrities into a potential investment vehicle. This 
means that there is significant upside to being an innovator in this market and securing the 
first -moverÕs advantage. 

Finally, both the management and advisor teams behind Idol have extensive experience within  
the entertainment industry. Many management members, advisors, and partners are already 
well-established figures in the industry for over two decades, with experience spread over a 
diverse set of roles such as entertainment, media, film, artist management, music, TV 
production, and concert/event production. With this veteran industry experience, Idol will be 
able to navigate the entertainment industry with a definite edge over any potential competition 
while preventing any potential unforeseeable complications or downfalls.  
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2.! Market Rationale: Connecting Stars and Fans 

2.1 Opportunity �"  Enabling New Business Models Through Innovation 

Over the past decade, a number of fundamental changes have occurred in the global 
entertainment industry:   

! ! Decline of Traditional Media Channels: Due to the adv ent of Internet  and mobile 

technologies, audiences are fragmenting, directing ratings, audiences and viewership 

away from traditional media channels such as television (ÔTVÕ), cinema and radio. 

! ! Demands of the Audience: The growth group within the entertainment industry i s 

projected to be in the range of 18 to 35-year-olds. This growth group expects choice, 

convenience, social interaction, ability to share and intuit ive recommendation engines to 

predict mood and mind-set. Fan behaviour is changing and will continue to change. 

! ! Crowded marketplace:  The entertainment industry has b een increasingly competitive 

and congested with ever-changing business models required to create a market 

advantage. 

! ! Fan Power: Fan-centric communities will find themselves with audiences that are more 

engaged, more committed, and spend more.   

! ! Growth of the Asia-Pacific Market: McKinsey predicts that by 2019, the Asia-Pacific 

region shall be the largest market in the global entertainment i ndustry reach 

US$702.864 billion, with a CAGR of 5.9%.4  

! ! Blockchain as an Enabler: With a number of persistent market issues such as 

intellectual property  protection, fragmented markets, and demand for direct access to 

Stars, blockchain can resolve these many of these issues and more. 

This presents an opportunity fo r smart and agile new technologies to disrupt the entertainment 
industry. Idol plans to provide the technology ecosystem that can capitalize on the market 
factors highlighted in the remainder of this section.  

The Global Entertainment Market  

 

 

 

                                                        
4 McKinsey & Company. ÒGlobal Media Report 2015 Ð Global Industry OverviewÓ. McKinsey & Company.  
https://www.mckinsey.com/~/media/McKinsey/dotcom/client_service/Media%20and%20Entertainment/PDFs/McKinsey%20Global%20Repor t%2
02015_UK_October_2015.ashx.  

Music Cinema TV Internet Publishing

Global Entertainment Market: US$2 trillion 
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2.2 The Connected Fan 

With the proliferation of digital devi ces and platforms nowadays, Fans are more connected than 
ever, with more access to content and deeper engagement with brands. Content that was once 
only available to consumers via specific methods of delivery (such as via print, radio and 
broadcast television) can now be sourced and delivered through the conduit of the consumersÕ 
own multiple connected devices. This is driving the media revolution and blurring traditional 
media definitions: 

                                                        
5 Nielson, ÒThe Digital ConsumerÓ, Nielson, https://www.nielsen.com/content/dam/corporate/us/en/reports -downloads/2014%20Reports/the-
digital -consumer-report-feb-2014.pdf, 5.  
6 Deloitte. Ò2017 Media and Entertainment Industry OutlookÓ. Deloitte. 
https://www2.deloitte.com/content/dam/Deloitte/global/Documents/Technology -Media-Telecommunications/gx-2017-media-and-entertainment-
industry -outlook.pdf, 2. 
7 Ibid.  
8 Ibid, 4. !

Device Ownership = 
Empowerment 

 
 

 

! ! Many households now own High Definition TVs (ÔHDTVsÕ), Internet -connected 

computers and smartphones, and spend an average of 60 hours a week consuming 

content across multiple screens.5  

! ! As consumers continue to take advantage of the convenience of browsing and 

interaction via their smartphones and tablets at any give n point of time and at any 

desired location, there is a huge opportunity for brands to capture  value across the 

readily accessible consumption process. 

Increased Devices = 
Increased 
Engagement 

! ! More consumers own multiple devices, with ownership of many mobile and connected 

devices such as HDTV, desktop computers, laptops, tablet computers, smartphones 

and connected gaming consoles all reaching critical mass. As a result of the explosion 

in digital and mobile device ownership, consumers are connected with more screens 

throughout the day and engage constantly with content.  

Increased Content 
Streaming  

! ! Streaming allows content to go straight to a FanÕs digital devices.  Streaming services 

are growing rapidly, with around 60 percent of consumers using them monthly.6  

Millennials spend more time on streaming than watching television, and more than 20 

percent of them view shows on their mobile devices.7 

Social Media Usage 

 

! ! Social media usage is now standard practice with 64% of overall social media Users 

accessing networks once a day via their computer, and 47% from their smartphones.8 

With the rapid adoption of mobile devices, social media is integrated with the mobile 

consumer.   

! ! Social media has empowered consumers by providing a direct point of contact with 

the brands they use and the content they access. 
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Context will be a key competitive strategy to maximis e overall Fan engagement and experience. 
Context means bringing the connected Fan deeper into the ecosystem for enhanced Fan 
engagement and loyalty. Adopting enabling technologies such as blockchain, data analytics, 
cloud computing, and personalisation engines gives the advantage to new businesses. 

2.3 Integrating Fans into the Entertainment Experience 

Focus of entertainment has historically been on content and distribution aspects of the industry.  
Increasingly, focus is on a FanÕs experience.  

  

 

 

For Entertainment Companies, Stars and their agents to thrive in a marketplace that  is 

                                                        
9 Deloitte. Ò2017 Media and Entertainment Industry OutlookÓ. Deloitte. 
https://www2.deloitte.com/content/dam/Deloitte/global/Documents/Technology -Media-Telecommunications/gx -2017-media-and-entertainment-
industry -outlook.pdf, 14. 
10 However, as we have seen in recent news, data analytics in the wrong hands can have disastrous consequences for the consumer and their privacy.  

Content Distribution Fan Experience

Second Screen Usage ! ! 84% of smartphone and tablet owners say that they use their devices as second-

screens while watching TV at the same time. When using connected devices 

simultaneously, opportunities exist to deepen consumer engagement with content on 

the primary screen.9 The rapid adoption of a second screen has transformed the 

traditional TV viewing experience.   

! ! Consumers are using smartphones and tablets in ways that are natural extensions of 

the programmes they watch, from looking up information about the characters and 

plot l ines, to researching or purchasing products and services advertised just minutes 

before.  

! ! A consumer possessing more screens can be seen to equate to more time spent on 

every device. 

! ! Using social media to engage with other viewers has also transformed the live viewing 

experience for millions of consumers. 

A Rise in 

Al ternat ive Content  
Formats 

! ! No longer tethered to the traditional hour or half -hour segments with commercial 

breaks, content creators can begin to experiment with content delivery . For instance, 

particularly amongst millennials, we are seeing an interest in shorter forms of content 

such as serialized web shows and YouTube segments that span a mere 6 to 10 

minutes in length. Inspired by the success of these formats, several professional 

content producers have begun to move into this space.  

Direct  Connect ion ! ! Social media and the Internet  in general have created an enormous opportunity for 

Stars (and advertisers) to create a direct relationship with their Fans. With 

unparalleled access to the hearts and minds of consumers and even to their location 

and specific activities, content creators can take personalisation to a whole new level. 

The success of these efforts will likely depend on companiesÕ ability to harness the 

power of data analytics to derive true insights about their cust omers.10   

Traditional markets New battleground 
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increasingly competitive, they must develop strategies that engage, grow, and generate value for 
their Fans.  

Across the entertainment industry, the resulting que st to create the most compelling, engaging, 
and intuitive Fan experiences is now the primary objective of all content providers. 

The industry has become vertically integrated encompassing both content and distribution but 
the Fan experience has been separated with a high degree of capital spent on user acquisition 
and retention. 

In a fragmented landscape across platforms there is a clear gap for Fan-centric businesses. 
Casual infrequent Fans are by definition low value. A Fan-centric community will find 
themselves with audiences that are more engaged, more committed, and having a higher 
willingness to spend. By unlocking new and deeper experiences using technology, communities 
can unlock new opportunities.  

 

2.4 Understanding Star Power 

To truly understand the power behind Stars and their Fans, here are two examples of Star 
Power in the entertainment industry:  

1.! (CHINA) In the period between January and April 2018, iQiYi produced a reality boy 

group survival competition for China. Within th e first hour of broadcast, it garnered 

over 100 million views.11 The show takes 100 out of 1908 trainees from 87 entertainment 

agencies and narrows the group down to 9 through fan voting. These 9 finalists then 

form a boy group (a group called Ò9 PercentÓ was formed from this yearÕs show. This 

year, the votes to decide the final 9 totalled to over 100 million.  The projected cost of 

an advertisement featuring the group is USD$2million.12 

 

2.! (K OREA) In South Korea, a show called ÒProduce 101Ó aired their second season in the 

first half of 2017. Produced by CJ E&M, it is a reality televisio n talent competition that 

takes 101 contestants and narrows them down to 11. The finalists of this second season 

joined together to create a group called ÒWanna OneÓ. In two mont hs of their formation, 

the boy group made USD$17 million in revenue, with projected revenues of over 

USD$26 million for H2 2017. Their debut album Ò1x1=1 (To Be One)Ó sold over 500,000 

copies during the presale and an additional 400,000 copies in its first  week (the price of 

                                                        
""

 Link to Twitter photo with confirmation of views: https://twitter.com/layshands/status/957082711168036864 !
"#!iFeng News, Ò
²�ò%Æo¨�¢�¦	À�.�ÿo©�W
ˆ
Ë�ä�� 1200���ko¨	��•�«�vo©	1	�
}�Û�4�~ Ó, http://wemedia.ifeng.com/52106932/wemedia.shtml!

Fan-centric 
experience first

Build a brand 
anchored by 

active, higher 
value communities 
of Fans, who are 
united by shared 

passions and 
interests.

Improve Fan 
experience through 

emerging 
technologies

A great Fan 
experience, and 
advances in data 

and digital 
technology, 

together with great 
content Ñ provide 
the makings of a 
virtuous circle.

Generate value in 
the Star and Fan 

relationship 

Fans want to have 
new aspects to the 

their Fan 
relationship with 
their favourite 
Stars than just 
watching their 
performance or 

shows. 

Fans are by 
definition fanatics 

Fans cannot get 
enough of the 

Stars they love. 
Following the 

passions of their 
Fans creates a 

natural pathway to 
new opportunities 

for Stars.

Limited spending 
on average 
experiences

Due to the 
fragmentation and 

saturation of 
media platforms 

Fans are only 
willing to pay a 
premium for the 
best experiences.
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USD$16 per album equates to over USD$6 million in album sales). Their debut 

showcase on August 7th, 2017 at Gochoek Sky Dome is presumed to have drawn over 

USD$2 million in revenue, with all 20,000 seats immediately selling out. 13 

2.5 Industry Pain Points 

Transformative changes in how people interact with technology have characterized a change in 
the industry. With the average Fan now accessible across a variety of media platforms, it would 
seem straightforward to reach Fans. However, there are still a number of additional issues 
experienced in the industry itself: 

Content preferences 
in local markets 

! ! Content preferences are highly influenced by the dynamics and diversity of 

culture, language, income, and regulation. All of these factors can affect a 

companyÕs ability to moneti ze investments in content. The quality of the 

underlying digital infrastructure also varies widely: The relati ve level of Internet  

access penetration, the speed of those connections, the preferred platforms 

(mobile or fixed broadband), and the variance in the popularity of device s with 

which people access content can differ greatly. And for each market, companies 

have to consider the pace and scale at which that digital infrastructure is likely to 

evolve. 

Hard for Stars to 
break out 

! ! Overwhelmed by content choices, consumers fall back on the familiar; they rely 

on recommendations from friends, algorithms, and rankings. As a result, content 

that is popular becomes more popular.  This makes it hard for n ew Stars to break 

out. 

Growth not easy to 
capture 

! ! According to NielsenÕs report on total audience measurement, US adults now 

spend 10 hours and 39 minutes a day consuming media.14  In this developed 

media economy, it is difficult to see how its consumers will continue to boost their 

consumption and spending unless there is a major change in Òmust haveÓ 

technologies and brands. 

IP protection still an 
issue 

! ! Copyright infringement remains a problem in many mar kets; rights holders are in 

a constant battle against pirates. 

Need to reduce fraud 
and fake news  

! ! Fake news and fraud dominated headlines globally in 2017, making transparency 

and trust key development needs in 2018. Trust will become increasingly 

important as more companies seek to address this.  New technologies such as 

blockchain can provide a systematic approach to establishing trust.  

Spending to access 
content without 
buying    

! ! Consumers are spending less to buy and own content, while spending more to 

simply gain access to content without owning it. Access-spending will overtake 

ownership-spending in 2018 and will account for 57 percent of the total in 2019.15 

2.6 Stakeholder Pain Points 

In this next section, we aim to define the set of stakeholders that are present in the 
entertainment economy, as well as the problems that they face. In this ecosystem, there are 

                                                        
"$!Naver, Ò
��•
�  �ƒ
•
,�—  '300	° +%'É �~�¿  2 �P
�  �E	À  200	°  �R�y Ó , http://entertain.naver.com/read?oid=018& aid=0003898132!
14 Kia Kokalitcheva, U.S. Adults Are All About Their Smartphone s and Online Video Streaming, http://fortune.com/2016/0 6/27/niels en-2016-q1-
report/  
15 McKinsey & Company. ÒGlobal Media Report 2015 Ð Global Industry OverviewÓ. McKinsey & Company. 
https://www.mckinsey.com/~/media/McKinsey/dotcom/client_service/Media%20and%20Entertainment/PDFs/McKinsey%20Global%20R eport%2
02015_UK_October_2015.ashx, 21.!
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three types of stakeholders: Fans, Stars, and Entertainment Companies. Each of the 
stakeholders in the entertainment industry has a number of pain p oints that are experienced: 

 

Fan Pain Points Star Pain Points  Company Pain Points 

! ! Fan interaction is inefficient 

and lacklustre (mostly restricted 

to followings on social media). 

! ! Fan contributions to Stars are 

often diluted from various third -

party intermediaries (e.g., 

agents, ticket resellers and 

recording companies). 

! ! Fans are subject to outdated 

payment models (go to this link 

to buy my new album, etc.).  

! ! Limited time and attention to 

discover and follow newer Stars. 

! ! Difficult to search for new 

content in an overcrowded 

market. 

! ! Personal information is 

compromised on the platforms 

to push services.  

! ! Multiple platforms and weak 

transaction channels (always a 

third party link to purchase 

services/products) for exclusive 

merchandise/service distribution 

cause a low immersion Fan 

experience. 

! ! Lack of sustainable talent 

development. Securing a contract 

with an Entertainment Company 

is also incredibly difficult and 

often with unfavourable terms.  

! ! Difficult to stand out and be 

consistently unique in an 

oversaturated market, leading to 

high pressure performance 

environments. 

! ! Fan acquisition and retention is 

difficult due to the division of 

attention (overcrowded market).  

! ! Customer acquisition and User 

retention is becoming more 

difficult due to the mass 

adoption of social media and the 

fragmentation of attentio n. 

! ! Talent development is 

incredibly time consuming, 

costly and risky, but necessary 

in current market conditions to 

drive revenue. 

! ! Branding and intellectual 

property are rising issues that 

demand solutions.  

! ! Overhead and operational costs 

such as service or transaction 

fees quickly cut into profit 

margins. 

! ! Consumer spending behaviour is 

changing while business models 

have not evolved to capture this 

growth. 

We can summarize each of these pain points into a general problem that each party faces:   
 

1.! Without fans, there would be no entertainment industry. And yet, fa ns arenÕt being 
rewarded for their support, nor do they feel appreciated.  
 

2.! There is a lack of access to adequate tools that enable Stars to provide their Fans with 
the most immersive and memorable experiences they can. 

 
3.! There is a heavy focus on talent development and content creation, but changes in 

consumer behaviour without adequate adaptation has led to stagnation within the 
industry.  

2.7 The Rise of Entertainment in Asia 

Developing markets are playing an increasingly critical role in global entertainment  growth, not 
only because traditional media in these regions remain strong, but also because healthy 
economic expansion and increasing household incomes in Asia-Pacific, Latin America and 
Central Europe is expected. The media market in Asia-Pacific is expected to be the largest 
source of absolute growth for the global industry over the next f ive years. Just as in developed 
markets, increasing mobile broadband growth, infrastructure development and digiti zation is 
accelerating digital adoption in the developing world.  

Countries in Asia including South Korea, China, Japan , Taiwan are experiencing rapid growth, 
with a number of shifts that are evident:    
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16 PricewaterhouseCoopers, ÒChina Entertainment and Media Outlook 2016-2020Ó, PricewaterhouseCoopers, 
https://www.pwccn.com/en/entertainment -media/em-china-outlook-nov2016.pdf, 3. 
17 Ibid, 4.  
18 Ibid.  
19 Ibid, 10. 

Demographic Shift:  
Youth 

! ! In Asia, young people are becoming mainstream customers in the market, forecast 

accounts for 35% of the total number of customers by 2020.16 

! ! They tend to find appeal in new products and technolo gies, have strong brand 

loyalty and are heavy Users of mobile phones. 

! ! The Youth demographic follows Stars - the number of Fans of Internet  celebrities 

grew explosively from 100 million people to 310 million in Asia, forcing brands to 

transform their sales and marketing strategies.17 

! ! It was expected that the industrial output value ge nerated through the influence of 

Internet  celebrities from the youth market will exceed 58 billion Yuan  in China 

alone.18 

Competitive Shift: 
Content  

! ! Preferences and tastes regarding content differ between markets, so businesses have 

to customize their content based on local culture and style to meet the needs of local 

Fans.  

! ! In Asia, Òpan-entertainmentÓ is the strategy adopted by many cultural 

entertainment businesses. ÒPan-entertainmentÓ means developing multi-level 

products based on a companyÕs intellectual property Ð such as games, animation, 

drama, films and fiction.  

! ! For a business, the upsides of pan-entertainment are a reduced risk of initial 

investment, marginal cost savings, and customer base expansion to enhance Return 

on Investment (ROI) so that t hey can realize productsÕ long-term value and achieve 

economies of scale.  

Content Shift:  
Bi te-Sized Content  

! ! In Asia, the media industry is not just an arena for traditional media to compete;  

other media including mobile phone media, digital magazines, mobile TV and social 

media are prevalent. 

! ! The range of short videos lasting 10 seconds to longer videos lasting 10 minutes 

have emerged as the preferred content for a Millennial-centric market designed to be 

played on a variety of new media platforms, with ÒgenreÓ movies which are suitable 

for mobile or leisure time viewing. This content is delivered to viewers with a  story 

attached to a Star or a brand to influence the viewers.  

Business Model Shift: 
Direct  Access 

! ! In Asia, the entertainment media industry has been influenced by digital c ontent 

and Internet  media concepts arising from structural changes in the industry.  With 

the limitations of traditional media, Stars started with direct audience access.  

! ! For example, concerts by renowned pop singer Jacky Cheung attracted 18,800,000 

on-line viewers, with over 308 million play views, and 2.19 million view ers for a 

single concert.19  
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With the emergence of blockchain technology, there is the ability to capitali ze on each of these 
issues. For instance, transactions are time-stamped and added to a nearly immutable ledger, 
creating many exciting opportunities  for content, transaction, or document verification, peer -to-
peer engagement with intermediary removal, and intellectual property security and protection. 
Idol is able t o offer a blockchain technology-enabled community that proposes to make Fan 
engagement easier, exciting and more engaging than ever. However, to fully understand the 
scope of Idol, we must delve deeper into the topic of blockchain and the benefits that it can 
provide. 

2.8 What is Blockchain? 

In order to talk about blockchain one must first talk about Bi tcoin. Created under the pseudo 
name ÒSatoshi NakamotoÓ, a paper detailing a Òpeer-to-peer networkÓ that could process 
electronic transactions without relying on an intermediary was published in late 2008. The paper 
was titled ÒBitcoin: A Peer-to-Peer Electronic Cash SystemÓ, and would contain the workings of 
what is now known as blockchain. 
 
So, what is blockchain? 
 
Blockchain is a digitized, decentralized, and distributed public ledger of transactions. As 
transactions are completed, they are time-stamped and recorded to blocks (hence the name), 
which are added to the blockchain in chronological order. This allows Users to keep track of 
transactions without the need of having a central administrator. Rather, each computer that is 
connected to the network (a node) receives an identical replicated copy of the blockchain, 
synchronized and downloaded via the Internet  and continually updated.  
  
The core, drivi ng concept behind blockchain is decentralization, which is the removal of 
intermediaries to validate transactions between two parties. Instead, the blockchain operates on 
a consensus mechanism that is used to validate transactions. Because every node receives an 
identical copy of the blockchain, this allows for everyone involved to see what is on the 
blockchain, establishing trust and transparency. Due to its design (more specifically, due to how 
linked lists and hash functions work), data on the blockcha in cannot be changed unless all past 
blocks are changed and all future blocks are continually updated; this makes data on the 
blockchain virtually immutable.  
  
While these are not all of the benefits from blockchain, to put it simply: blockchain technology 
is a way of digitally keeping track of economic transactions that do not require the use of a 
third -party intermediary due to its specific design.   

 
                                                        
20 Variety Japan, ÒOnline Music Distribution Grows By 8% in J apan in 2017Ó, Variety , http://variety.com/2018/music/news/online -music-
distribution -grows-japan-2017-1202723899/. 
21 ÒRIAJ Yearbook 2017: IFPI Global Music Report 2017Ó, Recording Industry Association of Japan, http://www.riaj.or.jp/riaj/open/open -
record!file?fid=1474, 5.!

Opportunity Shift:  
Music 

! ! AsiaÕs music market is massive.  Japan is the second largest music market globally 

at US$2.7B.20 Music in South Korea is also significant worth US$330m per year, 

59% of which are derived from digital downloads.21  

! ! ChinaÕs music market is potentially massive but that potential has yet to be 

fulfilled. The recorded music industry in the worldÕs most populous nation has 

historically been hindered by piracy and restrictive practice s.  
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2.9 What is Ethereum, Smart Contracts, and dApps?  

Like Bitcoin, Ethereum is also a distributed blockch ain network. However, Bitcoin and 
Ethereum have very different purposes and applications. Without going into their technical 
differences (of which there are several significant ones), Bitcoin offers a peer-to-peer electronic 
cash system while the main goal of Ethereum is focused on being a platform that allows 
developers to build decentralized applications with programming code. This is done through the 
one of the most important innovations of Ethereum, smart contrac ts. 
  
In simple terms, smart contracts are ju st computer code that run on the blockchain that have 
the ability to facilitate transactions of assets given certain cond itions. Because it runs on the 
blockchain, there is a certain level of security and immutabi lity that is provided, without any 
censorship or downtime. For example, a smart contract can be used to negotiate the purchase of 
a product, letÕs say a music file. The music file is uploaded into a program that runs this smart  
contract. 22 Once the conditions of the smart contract are met (i .e. the buyer sends an 
appropriate amount of tokens to purchase the file), the smart contract executes and sends the 
buyer the music file. The buyer has now purchased music directly from the seller, without the 
need of a third party, all while maintaining a high l evel of trust and security. As long as the 
buyer sends the appropriate amount of tokens, there is nothing the seller can do to prevent the 
smart contract from sending the buyer the file. Vice versa, there is nothing the buyer can do to 
get the file for cheaper, or for free.  
  
Another important innovation of Ethereum is the Ethe reum Virtual Machine (EVM). EVM has 
simplified the process of creating blockchain applications, enabling developers to directly build 
decentralized applications (dApps) on the Ethereum blockchain instead of having to create their 
own blockchain. Because the decentralized applications run their code on the blockchain instead 
of a back-end server, they are not controlled by any individual or en tity (hence the name 
decentralized applications). In addition to dApps, Ethereum also enables the existence of 
decentralized autonomous organizations (DAOs), organizations run by smart contracts on the 
Ethereum blockchain, void of an individual leader . 

 

 

 

 

 

 

 

 

 

                                                        
22 This is a simplified example, there are a few other factors that come into play such as data storage location and storage costs, as well as various 
ways of dealing with these (i.e. centralized vs decentralized storage, IPFS, etc.). 
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2.10 Future Opportunities 

There are a number of opportunities emerging in the entertainment and media industry: 

 

                                                        
23 PricewaterhouseCoopers, ÒPerspectives from the Global Entertainment and Media Outlook 2017-2021Ó, PricewaterhouseCoopers, 
https://www.pwc.com/gx/en/entertainment -media/pdf/outlook -2017-curtain-up.pdf, 30. 
24 Ibid, 30.!

eSports ! ! eSports professionals have huge followings and are very active in creating content.  

! ! eSports is rapidly evolving from a hobby (or an obsession for many Users) into 

something resembling a professional sport, through a combination of recurring events 

and competitive leagues.  

! ! The video game industry in Asia is enormous, and with the growing development of 

eSports venues, we expect high growth potential in this sector. But  what is undeniably 

new is the emergence of eSports as a global phenomenon that attracts large, youthful 

audiences and premium multinational brands.  

! ! Much in the same way social gaming evolved, the audience makeup has now grown 

well beyond hardcore gamers and their niche segment of brands and social networks. 

Most who livestream eSports do so on sites such as Twitch, which was acquired by 

Amazon in 2014 and hosts 2.1 million unique streamers per month.23 

! ! Overall, eSports revenues more than quadrupled between 2013 and 2016 and could 

nearly triple again by 2021. eSports is a great example of a Fan-centric business. ItÕs 

reaching Fans who are not spending as much time with tradition al sports or other 

entertainment and media.24  

! ! With more technology innovation and sophistication i n storytelling, eSports can 

become even more interesting to watch, easier for viewers to follow, and attractive for 

advertisers and their brands. 

Virtual Reality  ! ! As was the case in the early days of smartphones, this is a highly immature market 

with several underdeveloped business models and lots of experimental or low-quality 

content.  

! ! VR video creators are still struggling with distributi on and monetization. Margi ns are 

still razor -thin given the technical constraints and high costs of headsets. 

! ! One of the most exciting emerging developments in entertainment and media is 

augmented and virtual reality. These technologies offer an entirely new set of 

opportunities for content creation.  

! ! In the past, we have seen a lot of hype around Virtual Reality (VR) technology  and 

clearly not every application will meet the marketÕs breathless expectations. But what 

will truly allow the technology to move beyond its cu rrent focus on gaming is the 

advent of 5G mobile networks. As bandwidth improves, companies will be able to 

deliver immersive content to mobile headsets, paving the way for VR applications that 

are not tied to a physical location. That should spark a shift to using these 

technologies in other promising areas like training and education.  

Wearables ! ! Another important trend is the continued explosion o f wearable technological devices. 

These devices, which began with the simple tracking of steps and other physical 

activity , today have the capacity to have additional functions.  

! ! Now wearable devices are poised to become important participants in the Internet  of 

Things, interacting seamlessly with other screens and devices and creating ever-more 

personalized experiences for their owners.  
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3.! Idol Overview 

3.1 Idol Platform  

Idol will be a community aimed at revolutioni zing the entertainment industry by providing 
high-level solutions to connect Fans, Stars, and Entertainment Companies and enhanced tools 
and incentives to enable stronger and more engaging interaction. At its core, Idol is a content -
based platform that allows for the sharing and consumption of cr eative content while providing 
a community for Stars and Entertainment Companies to interact with their Fans through 
mult iple media formats such as photos, live streams, audio clips, video content, messaging, 
events etc. Designed for flexibility, Idol adopts a Òplug-and-playÓ philosophy that allows for easy 
module integration to third -party developers or platforms. Idol plans to provide the ability for 
external sources such as developers or other platforms to either seamlessly integrate Idol into 
their own platform or allow for inclusive integration into the Idol a pplication through developing 
an easy-to-understand software development kit (SDK).  

 
Fg.3.1.1: The Idol Platform enables content sharing and viewing, while additional fea tures such as the virtual marketplace, Idol 
Exchange, etc. are integrated vertically, allowing for simple and intuitive workflow.  

 

Idol will be  enabled by blockchain technology through Idol Token (IDOL).  A platform -wide 
currency, Idol Token can be used in any StarÕs community to purchase goods and services, 
license content, contribute to talent development, collect and gift non-fungible tokens, and 
more. Additionally, the Idol ecosystem will be supported with the ability for Stars to have their 
own unique, individual brand of tokens  (Star Coin). Created when a Fanbase stakes their Idol 
Token in support of a Star, Star Coin can only be used within the community of the Star it was 
created for. Incentives will be given to users who use Star Coin over Idol Token (for example, 
discounts on purchases, early access to content or tickets, exclusive invites to events, etc.).  

Both currencies will be able to be used in the Idol M arketplace, which enables transparent and 
trustless peer-to-peer interaction while eliminating unnecessary intermediary fees and market 
inefficiencies. Finally, an exchange (Idol Exchange) is set up to facilitate the transf er of value 
between Idol Token and various Star Coins. With the exchange, the price of the Star Coins and 
Idol Token will be based on relative supply and demand forces. This presents an opportunity for 
fans to realize hidden value on their tokens, since the price of a Star Coin is likely to increase as 
that StarÕs brand grows in size and popularity.   
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3.2 Idol: How It Works 

Idol utilizes the properties of blockchain technology and the flexibility of smart contracts to 

provide innovative solutions for Fans, Stars, and Entertainment Companies. Smart contracts 

guarantee the trust and transparency that should be involved with all t ransactions.  

! ! Integrated payments allow 

for an immersive Fan 

experience and provides 

opportunity to develop 

interesting business models. 

! ! Community -specific coins 

allow for a potential return 

on investment for early Fans 

and supporters. 

! ! Event and contest hosting 

provides a new medium for 

User interaction, where 

reward conditions and 

distributions are autonomous 

and transparent. 

! ! Virtual gifts using non-

fungible tokens create 

demand for ecosystem 

expansion while providing 

Fans a unique form of 

entertainment and 

engagement. 

 

! ! Stars will be able to deploy 

smart contracts to set up 

diverse and unique forms of 

engagement channels with 

Fans. 

! ! They can have their own 

unique currency (Star Coin), 

creating one-of-a-kind micro -

communities for dedicated 

Fans that wish to support their 

career. 

! ! Stars can enlist their Fans to 

promote their products or 

services, where profits and 

payments are securely and 

autonomously distributed 

through transparent smart 

contracts. 

! ! Blockchain-powered certificates 

provide brand and content 

security while smart contracts 

allow for seamless licensing 

agreements. 
!

! ! Allowing Fan contributions for 

celebrity services (i.e. 

dance/singing lessons) enables 

sustainable talent development 

while Fan marketing promotes 

brand awareness and consumer 

loyalty . 

! ! Fan contributions also allow for 

events to be of a lower-risk 

profile, providing opportunity 

for companies to pursue various 

creative and ambitious projects 

that offer memorable Fan 

experiences. 

! ! Companies can also invest in 

the careers of promising Stars 

through token purchasing, 

adding another layer of 

potential future revenue to 

their business. 

 

 

Through Idol, we have effectively included the Fan into the monetization process of Stars. This 
process has most traditionally been reserved for only Stars and Entertainment Companies. The 
Idol ecosystem will promote this value creation and exchange through three mediums. 

Idol Token: 

The universal currency of the Idol application, Idol Token enables the transactional use of all 
features within the ecosystem. It will be the main point of c ontact with third -party exchanges 
and wallets and serves as a medium of exchange, able to be used within any community.   

 

Fans Stars Companies 
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Star Coin: 

Created when a particular Fanbase comes together to stake their Idol Token in support of their 
Star. The Star  Coin is then bound to th at StarÕs community, but  holders of that particular  Star 
Coin may gain special perks or privileges such as VIP access, discounts, exclusive invites, etc. As 
a StarÕs popularity grows, so will the demand for their Star Coin.  

Idol Exchange: 

As the ecosystem expands, the number of unique Star Coins on the application will increase. 
The Idol Exchange is an in-house exchange designed to facilitate the transfer between Star 
Coins and Idol Tokens. As Stars increase in popularity, early supporters will be able to realize a 
return on their initial investment.  

3.3 Proposed Ecosystem 

The Idol platform is a combination of four ecosystem layers with several functional modules 
within:  

   Layers Modules Funct ion 

Content Layer New Star Offering For Fans to band together to support their Stars.  

Service/Products For Stars to create engaging transaction channels. 

Streaming Live streaming functionality and Fan engagement. 

Tasks  For Users to create their own events or set tasks for their Fans. 

Community 

Layer 

Discovery For Fans to discover new content and Stars. 

Content Aggregation For Fans to stay up -to-date on all news. 

Community  For Fans to create preference-based communities. 

Virtual Marketplace For Fans to create, sell, buy, and gift various products/services. 

Talent and 

Branding 

Layer 

Talent Development Enables Fans to directly contribute to a StarÕs development 

process. 

Community Marketing  Enables Fans to personally contribute brand growth and 

outreach. 

Copyright & Licensing  Allows Stars to protect  and license their content and brand. 

Advertising  Allows integrated advertisements and agreements. 

Infrastructure 

Layer 

Messaging For Users to communicate throughout the Idol ecosystem. 

Idol Token  Universal purchasing power and functionality. 

Star Coin Community specific purchasing power. 

Idol Exchange Exchange for currencies and value generation. 
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3.3.1 Content Layer 

The content layer is built for the Star, giving them the necessary tools to push unique content, 
sell diverse products, create engaging events, etc. Within this layer, Idol has designed four 
modules that shall be expected to provide value for Stars and their needs: 

                                                        
25 There are current many limitations and shortcomings in applying swarm intelligence to achieve consensus through decentralized voting. A more 
centralized strategy will be implemented early on to ensure on-time delivery and quality of product from Idol. !

New Star 

Offering  
! ! A New Star Offering (ÒNSOÓ) allows Fans to band together to communally stake their Idol  

Token in support of a Star, who in turn will be able t o use the funds to generate value for 

his/her Fans.  

! ! This Star Coin will be used exclusively within the  StarÕs own personal communities, and 

each eligible Star can have their own unique Star Coin.  

! ! To finalize an NSO, a Star or their representatives must submit a detailed proposal (Stars 

must provide a use of funds schedule or a 2-year career plan).  

! ! The conditions of the distr ibution will be coded into smart contracts, ensuring the se curity 

and transparency of the use of funds. 

! ! For the NSO to succeed, it must reach certain requirements (i.e. a minimum contribution 

amount, agreement among contributing Fans over the proposal, etc.) 

! ! Idol will strive to reach consensus on requirement values by implementing incentives to 

promote collective behavior and voting.25 

Service/Product 

Module 

 

! ! Stars can directly promote their products/services to their Fans without needing a third -

party intermediary.  

! ! Stars can work with distributors to set up unique payment and business m odels for their 

Fans to interact with, increasing consumer engagement and overall User experience.  

! ! The distribution of profit is transpar ent due to the properties of blockchain technology, 

allowing Fans to see exactly where their money is going. 

! ! Example: Using smart contracts, Fans can enter into a pre-buy agreement to automatically 

purchase a StarÕs newest product. Through the contract, distributors will be able to 

guarantee the delivery of the product, and it ensures that d ie-hard Fans will always support 

their Star.  

Streaming 

 

! ! Streaming has exploded in popularity and is one of the most prominent and easiest ways 

for Stars to engage with their audience.  

! ! IdolÕs streaming module will allow Stars to connect with their Fans directly within the Idol 

application.  

! ! Fans can directly engage with their favourite Star, sending them donations, gifts, messages 

etc.  

! ! Stars can grow their brand and online personality through this module, as well as utilise i t 

to promote their sponsorships, products, and/or services. 

Tasks ! ! To promote User engagement, Idol provides Stars with a task module to allow Stars to 

create events/ tasks for their Fans to either RSVP to or perform.  

! ! Fans can use this feature to sign-up for exclusive events, win prizes, or earn Idol 
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3.3.2 Community Layer 

While some Fans are contented by admiring their Stars from a distance, true direct interaction 
between a Star and a Fan can be a powerful experience. Built with a FanÕs dreams in mind, the 
community layer includes features that allow for content discovery, community creation, and 
Fan-to-Star interaction.  

Tokens/Star Coins through contests and tasks run by t heir Stars.  

! ! Fans are also able to support their Stars through a Òdaily check-inÓ which could allow the 

Fan to receive Idol Token or Star Coin as a show of appreciation from the Star. Special 

rewards may also be available to Fans who show dedicated support over time. 

! ! Example: The application uses the following equation in order to determine a UserÕs 

reward amount for checking in once a day on specific StarÕs profile. Let ! "  denote the 

amount of reward the User gets,##$% to represent the price of the medium of exchange at 

the time of calculation, $& to represent the total denomination of the medium of exchange 

that a Star wishes to set aside as check-in incentive for that day, and c to represent the 

total number of check-ins on that StarÕs profile within the allotted time p eriod. 

 

! " '
$%$&

(
 

 

For example, say that Bob is a User within the Idol community and Chris is a Star that 

Bob follows. On Monday, Chris decides to allot USD$100 to be used as incentive for his 

followers to check-in. Bob and 99 other Fans check-in before the check-in feature resets for 

the next day. Therefore, BobÕs reward is calculated as: 

 

! " '
)* +)*,, +

)*,, +
 

! " ' *  
 

As we can see, BobÕs reward is USD$1.  

N.B. USD has been used as the medium of exchange in the above example, but Idol Token 

and Star Coin will be the mediums of exchange used in a real-life scenario (the existence of 

micro-denominations such as wei, gwei, etc., also eliminates potential rounding errors due 

to conventional currency only rounding to two decimal places). Anothe r thing to note is 

that $% in the example is 1 since we are calculating the reward in terms of USD. If, for 

example, we were calculating the reward in terms of CAD but kept $& in USD (ie. the Star 

is based in the USA but Bob lives in Canada), $% would simply be the exchange rate of 

USDCAD. 

Discovery ! ! The Discovery Module allows the discovery of new content and Stars quickly and easily.  

! ! Currently, it is easy to get lost in the noise of di gital content, so the discovery module 

allows for easy searching of content or Stars using an advanced search system that 

generates leads based on keywords, filters, and metadata profiles.  

! ! Current forms of content are often lacking in terms of metadata information, and this 

metadata information can also be changed or removed by potential third -parties for 

harmful or deceiving reasons. This creates difficulty in the discovery and verification of 

content for participants.  

! ! However, content or content metadata logged on the blockchain is now immutable due to 

the properties of blockchain, meaning that no one is able to change important 
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information such as creation date, author, or even the content itself.  

Content 

Aggregation 
! ! Stars are often spread out on different platforms of social media (e.g. videos are accessible 

on YouTube and updates are on Twitter) causing fragmentation of attention for their 

audience base.  

! ! The Content Aggregation Module, aggregates a StarÕs total social media activity for Fans 

to view, providing a StarÕs audience access to all of their content through a singular 

viewing experience.  

! ! This convenient location can then be utili zed by the Star to post feature content or issue 

new products and services directly on Idol while sharing it on to other platforms. 

 

 

Fg. 3.3.2.1: Fans can consume all forms of media content directly through the Idol Platform, while Stars are 

able to broadcast their activity to third -party platforms through the Idol application.  

 

Community  ! ! Fan-to-Star engagement is a primary focus of Idol. Another important interaction is the 

Fan-to-Fan experience. This is enabled by the Community Module.  

! ! Similar to the task module for Stars, the Community Module allows Fans themselves to 

set up various events and communities within the Idol ecosystem (or a StarÕs ecosystem).  

! ! Example: Fans may set up multiple different micro -communities that pertain to a StarÕs 

life such as a group for a StarÕs favourite foods, or one for a StarÕs day to day outfits. 

They may also host community -run and smart contract bound events such as Fantasy 

sport leagues with their fellow members. 
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3.3.3 Talent and Branding Layer 

While engagement and experience will drive growth and value, sustainability and development 
are also required to maintain a healthy ecosystem. Created for ecosystem building, the talent 
and branding layer includes features that relate to talent acquisition, br and development, 
licensing, and advertising.  

Talent 

Development 

! ! Talent development in the entertainment industry is managed by only a select, powerful 

few. The Talent Development Module shifts this balance of power into the h ands of the 

  

Fg. 3.3.2.2: The Idol Community is populated with individual user accounts. Each  account has the ability to grow 

(in terms of follower size), and followers of an account can create micro-communities within.  

Digital 

Marketplace 

! ! Using the Idol Digital Marketplace, Fans will be able to collect, combine, and send 

digital/virtual gifts to their Star s. Idol will provide a continuously updated stream of 

digital goods (in varying quantities) that Users can purchase as as collectibles. Certain 

goods will be able to combine to form new, unique collectibles, and Users can cooperate 

together to combine and gift their favourite Star these rare, digital gifts.  

! ! Taking inspiration from the  ERC721 standard, we will able to do this by declarin g non-

fungible tokens that act as collectibles within the Idol ecosystem. By ut ilizing the 

properties of ERC721 standard defined events and functions such as ownerOf() 

transfer(), transferFrom(), and approve(), we enable the smart contract rep resenting the 

collectible to be able to handle token ownership as well as all related transfers of 

ownership. Using a combineGoods() function, relevant information such as goodID and 

goodAddress is passed through the smart contract, enabling us to use the identifying 

characteristics of the original combination goods to create a final, combined good.  

! ! Contributing members of a StarÕs community or within the Idol community will also be 

able to design, create, and sell their own collectibles on the virtual store. Through the 

virtual store, Idol hopes to incentivize an accelerated expansion of its ecosystem. 

! ! Example: Five Fans of a certain Star each own a unique component of a race car (which 

has a component table, meaning that it has a determinable but lar ge amount of possible 

component combinations). Some of these components are unlimited in value while others 

are very limited in value. Comin g together, the five Fans decide to combine their 

components to create a unique race car using the non-fungible, tradable properties of 

their collectibles. Due to the rarity of some of the parts, the specific  combination of the 

parts creates a new collectible of high rarity and value. They then vote throug h a multi -

signature voting process to confirm the transfer of the asset to their Star.  
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 Fans, allowing them to support up and coming Stars or personalities.  

! ! If a Star garners enough attention from collective Fans, the Fans will be able to pool 

their resources for various events as well as catch the attention of promoters or sponsors. 

Companies within the entertainment industry space will also be able to sell their services 

to Fans instead of directly to Stars. These services will be listed on the Idol Digital 

Marketplace. 

! ! Example: Fans can band together to act as a singular ÒagentÓ for Stars. This can include 

things such as purchasing lessons for one of a StarÕs talents (i.e. singing), purchasing 

them clothes to wear to an important audition and/or communal voting to decide which 

event to perform at, etc.  

Community 

Marketing 

 

! ! One of the most popular ways of growing your brand i s influencer marketing. The 

Community Marketing module takes this one step furth er, opening the doors for Fans to 

act as marketers and allowing Stars to grow their brand through Fan/audience 

marketing. Companies active in the industry can also incorporate their Fans into an 

active role in the marketing or promotion process. 

! ! Example: In order to accurately calculate a UserÕs reward for their marketing efforts, Idol 

uses the following equation. Let ! "  denote the amount of reward the User gets and -#to 

denote the list of possible actions taken by the marketing recipients. Let . /  be the 

payment rate of the Òk-thÓ action (determined by the Star), 0/ #to be the engagement rate 

for the Òk-thÓ action, and 1/  to be the success rate of the Òk-thÓ action.  

 

! " ' . /

2

/ 3 4

0/ 1/  

 

For example, say that Bob is a User within the Idol community and Chris is a Star that 

Bob follows. Bob and Chris enter into a marketing agreement, where Bob agrees to share 

ChrisÕ new clothing line of two pieces (A and B) to a list of size = 3 (denoted as persons 

x, y, and z). Chris agrees to pay Bob a rate of USD$0.50 per view, USD$1.00 per 

purchase of clothing A, and USD$2.00 per purchase of clothing B. LetÕs also say that all 

three persons viewed the message, with person x taking zero action, person y deciding to 

purchase clothing piece A, and person z deciding to purchase both clothing piece A and 

B.  

 

In this scenario, there are clearly three possible actions, of which are all not mutually 

exclusive: (1) Recipient sees the message, (2) Recipient purchases clothing A, and (3) 

Recipient purchases clothing B. Listed below are all the actions taken by each person, 

their respective success rates, and their respective payment rates: 

54 ' #Action (1): Òx, y, zÓ = 100% rate of success (14) with a payment rate of . 4 ' , 67 

58 ' #Action (2): Ò  y, z  Ó = 66.66% rate of success (18) with a payme nt rate of . 8 ' *  

59 ' #Action (3): Ò   z    Ó = 33.33% rate of success (19) with a payment rate of . 9 ' :  

 

Because all three persons viewed the message, 04 08 and 09 are all equal = 3. Therefore: 

 
! " ' . 40414 ; . 80818 ; . 90919 

 
! " ' ,67 < * ; * < ,6=> ; : < ,6<<  

 
! " ? 767 

 

Therefore, BobÕs reward for helping Chris market his new clothing line is USD$5.50 

(three views, two purchases of A, and one purchase of B).  
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N.B. USD is used as the medium of exchange in this example to maintain equation 

simplicity; in an  actual use-case scenario Idol Token and Star Coin would be the 

currencies used instead. 

Copyright & 

Licensing Module 

 

! ! Since each Star and their individual image, personifications and style constit ute each 

StarÕs own brand, copyright and intellectual property protection is an important issue for 

Stars. The Copyright and Licensing Module allows certificates of ownership to be 

generated for a StarÕs brand, content, or intellectual property. Then, these certificates are 

able to be licensed out on the Idol Digital Marketplace using custom smart contracts that 

enable easy licensing agreements and third-party collaboration.  

! ! Idol will be utilizing a secure hashing algorithm (SHA) to generate these certi ficates of 

ownership. A SHA is a mathematical algorithm that takes an input  (the message) of 

arbitrary size and returns an output ( the hash or the digest) of fixed size that is 

impractical to invert. This means that given any particular input, one is able to calculate 

an exact output but is not able to mathematically reverse that  output to obtain the 

original input  (one-way encryption).  

! ! Another important feature of a SHA is that it is colli sion resistant, meaning that two 

different messages will not result in the same hash being produced (or at least have the 

probability of this occurring be low enough to be insignificant). By using a SHA, creators 

will be able to generate hashes that represent their content or files, and by combining 

these hashes with public and private key encryption, provides irrefutable evidence and 

security in brand and IP protection. Idol will be using the stan dard SHA-256, which 

generates a 256-bit (32 -byte) hash for a given message.  

! ! Example: A popular Star posts a picture on Idol and uses the copyright module to 

generate a certificate of ownership. The copyright module feeds the pictureÕs data as 

input into a SHA256, creating a digest. Then, the digest is included in a transaction that  

is broadcast onto the blockchain, with the hash and timestamp acting as verifiability fo r 

creation. Then, using the licensing module and its smart contracts, they are able to 

license that photo out to various parties  who would like to use that photo as visual 

content for their  own projects.  

Advertising  ! ! The advertising module allows seamless integration of advertisements and agreements 

with third -party companies in various content, groups, or messages. As advertisement 

acquisition hinges heavily on the size of an audience, using Idol, Stars will be able t o use 

their community activity, Fan interactions, and content statistics as a ÒProof of FansÓ 

concept for potential advertisers.  

! ! Because of the immutable properties of blockchain technology, the potential for potential 

third -party collaborations is accordingly higher since data such as community size, 

audience statistics, etc. can all be broadcast onto the blockchain and are therefore 

transparent and immutable.  

! ! Example: A large clothing company wants to advertise their new line of shoes. Because of 

the immutable and transparent properties of Idol, they are  able to clearly see detailed 

audience information for multiple Stars such as audience size, User engagement, age, sex, 

etc. Using this data, they can enter into a smart contract with a Star whose audience 

data proves that he/she will be a good promotional fit. After  some time, the deal is 

struck and the StarÕs content will begin to contain an ad about the companyÕs new line of 

shoes for a set period of time, and he/she receives ad revenue generated based on total 

outreach/views.  

3.3.4 Infrastructure Layer  

In order to allow all the layers and their modules to operate smoothly, there must be some sort 
of infrastructure in support of the  Idol community. In the infrastructure l ayer, there are a few 
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key components that allow this Ð the combination of two token elements Ð Idol Token and Star 
Coin.  These are transferred and used on the Idol Exchange. 

Idol Token 

 

! ! The universal currency of the Idol application, Idol Token enables the transactional use 

of all features within the ecosystem. It will be the main  point of contact with third -party 

exchanges and wallets and serves as a medium of exchange, able to be used within any 

community. Idol Token can be used in the following ways:  

! ! Users can make various purchases within the ecosystem (rewards, crowdfunding, 

products, advertisements, etc.). 

! ! Users can support their favourite Stars or to engage in various transactions that 

Stars provide. 

! ! Users can directly engage rising and emerging Stars. 

! ! Using smart contracts, we can ensure the exchange of assets between Fans and 

Stars, as well as provide transparency as to the distribution of the contribution 

(i.e., 10% to creator, 10% to company, 80% to the Star). 

! ! Users can also use Idol Tokens to buy a certain StarÕs " Star Coin giving them exclusive 

access to that StarÕs community and perks. While Idol Token is the de facto currency of 

Idol, certain perks or services may be unavailable for purchase with only Idol Tokens (at 

the discretion of the Stars). 

Star Coin 

 

! ! Star Coin is the currency used by specific Stars, the second currency of Idol. Fans must 

band together to stake their Idol Token in support of their Star. An individual StarÕs 

Star Coin acts as a pledge of support from their Fans as well as a means of transaction 

for use within the StarÕs personal community.  

! ! Star Coin can be created through a New Star Offering (NSO) event, which can occur 

when a StarÕs Fanbase comes together to support that StarÕs career. Star Coin can only 

be used for a specific StarÕs economy. The NSO must be then finalized with a detailed 

proposal, submitted by the Star and/or management team. The proposal must detail 

what the Star intends to do with the raised funds in the near future i.e., an album or a 

series of concerts, or must contain details of the StarÕs career road map over a 2-year 

time period and an estimated budget. In order to be eligible to trigger a NSO, 

requirements such as a minimum contribution amount  will need to be achieved and 

agreement of the proposal among the contributing Fans.  The conditions of the 

distribution from the NSO proceeds will be coded into smart cont racts, ensuring the 

security and transparency of the usage of funds.  

! ! Star Coin is bound to the  particular StarÕs community, while holders of that Star Coin 

may gain special perks or privileges such as VIP access, discounts, exclusive invites, etc. 

As a StarÕs popularity grows, so will the demand for their Star Coin. 

! ! Star Coin can be used for various transactions within the StarÕs community; Fans that 

purchase a StarÕs specific Star Coin will receive designated privileges and perks. 

! ! For example, Fans who purchase Star Coin will be added to a special subscriber circle 

that is designed specifically for them. They will be able to check-in to their StarÕs profile 

once a day (detailed below), which by doing so the Star will send them some Star Coins 

as a token of appreciation (assuming that the Star has their own Star Coin, otherwise the 

reward shifts to Idol Token). They will gain  the ability to talk with other Fans through a 

chat function and increase their chance at directly talking wi th their Star. Fans may also 

receive certain perks, such as VIP Access to early ticket purchases, or exclusive invites to 

events hosted by the Star.  

Idol Exchange26 

 

! ! As the ecosystem expands, the number of unique Star Coins on the application will 
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increase. The Idol Exchange is an in-house exchange designed to facilitate the transfer 

between Star Coins and Idol Tokens. Users can send their Idol Token to third -party 

websites from their wallet.  

! ! Track Star Popularity:  Fans can use Idol Tokens to p urchase various Star Coins, 

and vice versa. As a StarÕs Fan base and demand increases, Fans will be able to 

see the value of their Star Coins increase.  

! ! Transfer on Exchange: Star Coins will be able to be tr aded against each other and 

against Idol Token on the Idol Exchange. Fans will be able to choose whether they 

want to use their Star Coin on their Star, transfer t o another StarÕs community 

coin, or convert their Star Coin back into Idol Token.  

! ! As more and more Stars enter the Idol Community and their Fans begin to drive  NSOs, 

the global demand for Idol Tokens will rise as it is the only  currency available to buy 

Star Coins. This in turn ties the global relative price of Idol Token to the popularity of 

Idol.  

3.4 Idol Wallet 

At the core of the ecosystem is the Idol Wallet, whi ch enables the movement of currency across 
the different modules. For example, users may access the digital marketplace through their 
wallet, engaging in listed transactions such as tickets, collectibles, apparel, content licensing, etc. 
The Idol Community allows for value tra nsfer to occur between the user wallet and the 
community (using Idol Token) such as rewards, contests, donations, etc. Fan communities 
within the Idol Community are also able create unique Star Coins, which directly interact with 
the user wallet as well as the Idol Exchange for withdrawals (I DOL only), listings, and transfers. 

 
 

 

 

 

 

 

 

 

 

 

 
 

 

 

 

 

 

Fg. 3.4.1: The User Wallet interacts with all value -exchange based integrations, such as the digital marketplace, Idol Exchange, and Idol 
Community. It holds a UserÕs Idol Token as well as the various Star Coins they may own.  
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Fg. 3.4.2: UML relationship visualization and breakdown of the Idol Wallet. Private and public key pairs are generated through t he 
Elliptic Curve Digital Signature Algorithm (ECDSA).  

3.5 Idol Value Proposition 

With Idol and its use of blockchain technology and careful implementation of smart contracts, 
Stars have a more viable and promising way to supplement their brands, Fans are engaged and 
empowered, and Entertainment Companies are provided freedom for business model innovation. 
The value proposition for Fans, Stars, and Entertainment Companies includes: 

For Fans For Stars For Entertainment  Companies 

! ! Direct access: Within the 

ecosystem, Fans will be able to 

seamlessly interact with their 

favourite Stars on a peer-to-peer 

basis all under one application  

! ! Fan experience: Users can enjoy 

immersive experiences through 

integrated payments and 

automated events planning and 

rewards distribution  

! ! Unique communities: Fans who 

own a Star Coin will only be 

able to utilize it within the 

specific community it was 

created for, but will have 

various perks or tiers unlocked 

that provide additional value.  

! ! Track Star progress: If a StarÕs 

popularity grows, the value of 

that particular Star Coin will 

increase. Fans will then have the 

! ! Protect IP: Stars will be able to 

protect their brand through the 

use of generated immutable 

certificates of ownership and 

smart contracts. Immutable 

proof of the time of creation and 

its creator allows for fast and 

trustworthy eviden ce discovery 

for copyright dispute cases. 

! ! Maximi zing Licensing Potential: 

Stars will be able to maximise 

their income by using smart 

contracts to license out their 

brand to potential 

investors/companies.  

! ! Implement new payment and 

distribution models:  Stars will 

be also able to take advantage 

of smart contracts with custom 

parameters to be able to secure 

their intellectual property, 

! ! Resource shift: Financial and 

organizational responsibility of 

talent development is shifted 

from companies to Fans, 

enabling resources to be shifted 

to develop more engaging forms 

of User interaction 

! ! Brand development: Maximize 

advertising potential with 

audience/Fan marketing and 

transparent audience data 

! ! Increased revenue: Add a new 

form of revenue with the 

potential to develop Stars by 

supporting them through token 

purchasing,  

! ! Audience outreach: Provide 

Fans with new and interesting 

engagement models and events 
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opportunity to convert their 

Star Coin into Idol Token and 

potentially into other forms of 

cryptocurrencies.  

! ! Discover new Stars:  Because of 

the enhanced metadata system 

that Idol provides, Fans will be 

able to discover new talent and 

content while still being able to 

stay in the loop with their 

favourite Stars. Fans will be 

able to use this system to 

efficiently set parameters and 

filters for the content tha t they 

wish to view.  

giving them the option to 

license their brand to various 

Users. 

! ! New business models directly for 

Stars: Stars can generate value 

from new aspects of their life. 

For example, companies that 

wish to advertise may choose to 

directly enter a smart contract 

with a Star that publishes their 

advertisement to the StarÕs 

subscriber circle, paying the 

Star on a per-click basis. 

in order to promote Fan 

happiness, retention, and brand 

loyalty  

! ! Engaging Interaction: 

Experiment with diverse 

business models to stand out 

from the competition and 

increase Fan acquisition 

! ! Lower costs: Utilize blockchain 

to lower overhead and 

operational costs while 

increasing brand transparency 

3.6 Consensus Protocols and Solving Scalability 

One of underlying complications with utilizing the E thereum Protocol to run the Idol Platform 
is the efficiency and scalability of the network. Because Ethereum continues to run on Proof-of-
Work 27 for consensus, a large amount of processing power is needed to satisfy the computational 
requirements the protocol demands. Due to this, a large inefficiency exists, as the participants 
involved are subject to expensive costs in order to keep their computational machines running. 
To solve this issue, Ethereum miners are looking at a different consensus protocol called Proof-
of-Stake28 ; this, however, also has itÕs downsides, limitations, and risks (for example, 
centralization among the top miners may occur, providing incentive for collusion). Second, 
because each participating node is required to process every new entry  on the blockchain, slow 
transaction times have plagued the Ethereum network. While this processing requirement 
provides a high level of resistance to hacking, it is also a very slow and expensive process that 
has been consistently causing network congestion and stability issues. In an attempt to remedy 
these problems, some projects have adopted a consensus protocol known as Byzantine Fault 

Tolerance29 (BFT). BFT allows agreement to still be reached even if a set number of the 
participants/nodes (1 Ð (n-1)/3) are faulty. While this allows consensus to be reached at a much 
higher speed than Proof-of-Work or Proof -of-Stake, it sacrifices decentralization by requiring a 
validated list of participants (creating a central authority).  

To tackle the persistent issues associated with Proof-of-Work, Proof -of-Stake, BFT, and other 
protocols, Idol will be utilizing  StellarÕs Stellar Consensus Protocol (SCP). The major 
characteristic of developing a blockchain is the protocol adopted by which the network can come 
to agreement (also known as consensus). By reaching consensus, we are able to prevent faulty 
transactions from being recorded, also known as the double-spending problem. There are three 
characteristics associated with an effective protocol: safety, liveness, and fault tolerance. In order 
for us to say that the protocol provides safety, we want  all nodes to produce the same output, 
where the output must also equal one of the nodeÕs inputs (otherwise, all nodes can simply 
return zero, and nothing has really happened). This guarantees that all non -faulty nodes will 
always agree on the new ledger, and something bad such as an accidental fork can never 
happen. Additionally, for the protocol to provide liveness, we want n odes to be active, meaning 

                                                        
27 Proof-of-work relies on miners to verify transactions within a  block as legitimate, then requires them to use computational power to 
solve complex mathematical equations, where the first participant to solve the particular problem is gi ven a reward. 
28 Proof-of-stake is similar to proof -of-work, except each miner is only able to validate block transactions according to the amount of 
tokens they own proportional to the circulating supply. !
29 The consensus protocol described is ÒPractical Byzantine Fault ToleranceÓ, first introduced by Castro & Liskov in 1999. 
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that all working/non -failed nodes must eventually return some sort of value. This simply 
prevents progress from being halted, and some sort of consensus is always reached (this may 
cause validators to diverge and create forks, opening up the network to possible double-
spending). Finally, we want to develop a network that is fau lt -tolerant by not only 
implementing Fail -stop protocols for crashed nodes, but also being able to handle the Byzantine 
GeneralÕs Problem30 (is Byzantine Fault Tolerant). In oth er words, there must be some form of 
consensus protocol in place to ensure that all nodes within the network work towards 
agreement, with correct security measures developed so that the network can still function 

without error in the pres ence of faulty or failed nodes31.  

Consensus is achieved on the Idol Network through a combination of subset agreements (which 
SCP deems quorum slices), where each subset contains a set of nodes that rely on itÕs 
counterparties for agreement as well as additional trusted nodes within the network. A set of 
nodes is considered a quorum, which is a set of nodes sufficient enough to reach agreement, if it 
contains a quorum slice for each member within its set. The key to the networkÕs stability is in 
its tiered structure, where lower tier subsets may reach agreement if enough of their trusted 
upper tier reaches agreement in addition to enough of their own subset reaching agreement. 
Decentralization is achieved through each nodeÕs ability to dynamically choose which nodes to 
trust, setup in each nodeÕs configuration file. Additionally, membership on the Idol Network is 
inclusive, where anyone is free to join and become a contributing node. While quoru m slices are 
able to overlap/intersect, the protocol is only able to achieve consensus if a condition called 
quorum intersection is met. Quorum intersection is met i f and only if two of the networkÕs 
quorums share at least one node. However, this does not always guarantee consensus, since the 
overlapping node may be faulty or failed (Byzantine failure). The  network is only able to 
guarantee both consensus and fault-tolerance if a quorum intersection still exists once the faulty 
or failed nodes are removed from its pertaining slices.   

By utilizing this model, we are able to achieve a low latency (transaction speed). This is due to 

the fact that this protocol achieves consensus through voting32/message passing rather than 
computational puzzles (Proof-of-Work).  Therefore, we are able to achieve a much faster 
transactional speed (3-5 second confirmation time), in comparison to the Proof -of-Work 
protocols seen in Bitcoin, Ethereum, and other networks. Additi onally, this protocol provides us 
with a high level of security, since no amount of computing power is able to over take the 

network33. In order to do so, a hacker must be able to calculate the private keys of all of the 
validators, which is computationally impossible to do. Additional ly, even if the hacker were to 
add a large amount of validators to the network, these new validators  would not disrupt the 
current system since it relies on the aforementioned quorum slices to achieve consensus.  

3.7 Tackling Information Centralization and Censorship 

In the current model of information sharing and storage on the  Internet, much of the 
information that we access sits on big centralized servers. The reason that this is a problem is 
because the servers are usually controlled by a single authoritative entit y. Not only does this 

                                                        
30 The Byzantine GeneralÕs Problem is a scenario that asks how agreement can be reached between all participating parties given 
imperfect information/communication channels.  
31 A Theorem called the FLP Impossibility Result states th at a deterministic consensus protocol cannot guarantee all three of safety, 
liveness, and fault tolerance in a distributed asynchronous system. Because most protocols choose to accept fault tolerance, choosing 
between safety and liveness means that one can never be sure that their network will both never fork (safety) and continue to  make 
progress (liveness). The Idol Network chooses to focus on safety and fault tolerance, halting progress until consensus is achieved in the 
event of an accidental fork. In comparison, Proof-of-Work focuses on fault tolerance and liveness. 
32 The consensus mechanism uses a combination of nomination and ballo t protocols along with federated voting in order to achieve its 
goals, as detailed in SCP Whitepaper. 
33 In comparison, Proof-of-Work is susceptible to what is known as a 51% attack, where a miner that controls 51% of the computatio nal 
power is able to effectively control that network.  
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leave the network and its stability open to risk or failure (and thereby shutting off all 
accessibility to the network), but it also creates a potential  for abuse of power in terms of 
censorship by government34.  

To combat these issues, information delivery and file sharing on the Idol Network will  utilize a 
P2P protocol and network that allows participants to store and share content through a 
distributed file system, similar to the InterPlanetary Fil e System (IPFS). Instead of using 
standard location-based addressing (which is where you tell your computer exactly where to find 
the file you are looking for), the Idol Network  uses content-based addressing. By taking the hash 
of the designated stored file, we are able to use that hash as an identifier for the file itself. Then, 
by storing this hash onto the blockchain, we are able easily take advantage of the simplicity of 
the calculated hash to store onto the blockchain, the storage benefits of distributed file systems, 
as well as its decentralized properties. Combining this with asymmetric encryptio n opens up 
additional opportunities to securely encrypt, store, and share files over the network.  

3.8 Inflationary Measures and Rewards 

In any network, it is expected that over time, new users will enter the platform and adopt its 
ecosystem. Given the same logic, it can also be expected that over time, users will also leave the 
platform. Therefore, even if a user base is expected to grow, there is still a percentage of user 
accounts that end up dormant each year. Currencies like Bitcoin are also deflationary in nature, 
creating incentive for participants of the network to hoard  their coins. This decreases the 
liquidity of the asset in question, and is something that we want to avoid. In order to address 
this fluctuation in user base size as well as take precautions against deflationary behaviour, the 
Idol Network undertakes certain inflationary measures.  

The Idol Network has an autonomous, nominal inflation  mechanism built into its technology . 
New Idol Token is created on the first of every month and added to the total circulating supply, 
at a rate of 1% per year. The new tokens are allocated to the communities of StarÕs whose 
monthly trading volume is over 1% of the total monthly trading volume. The tokens are then 
given to all Fans within those communities who represent at least 0.01% of that StarÕs trading 
volume. Additionally, 50% of all transaction fees earned by th e Idol Platform will be collected 
and distributed to the communities of StarÕs whose monthly trading volume is over 2% of the 
total monthly trading volume. The tokens are then given to al l Fans within those communities 
who represent at least 0.1% of that StarÕs trading volume. By implementing these token 
mechanisms, we hope to reward active users of the Idol Token and true Fans of Stars while also 
addressing the liquidity and user base fluctuations detailed above. 

3.9 Ecosystem Building and Inclusion 

An interesting characteristic about blockchain proje cts that you donÕt see in the traditional 
space is this idea of ecosystem inclusion and accessibility. One of the key implementations of 
blockchain is that due to the underlying technology and consensus mechanisms of the network, 
there no longer needs to be a third-party during an exchange or transaction between parties. 
This allows intermediary fees to be lowered dramatically, increasing revenue on one end and 
decreasing costs on the other. Additionally, because many blockchain projects are open-source, 
this opens up the ability for anyone to participate in development and exp ansion of the network. 
For example, the underlying technology behind the Idol Network allows anyone to join and 
become a validator on the network, and the security mechanisms built in place prevent 

                                                        
34 For example, during the Arab Spring of 2011, internet censorship increased with even complete disconnections from the internet 
occurring for time to time in Egypt and Libya. As another example, Turkey ordered internet access  to be blocked to Wikipedia in 2017 
due to a Òthreat to national securityÓ.  
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malicious activity from harming or halting the efficie ncy of the network. Due to these factors, 
we are seeing that businesses in the traditional space are beginning to transition from business 
models that focus on generating revenue to ones that facilitate value generation and network 
growth. For example, while Facebook is considered a platform, it derives the majority of its 
revenue from providing advertisement services. Bitcoin on the other hand, generates no revenue 
(miners are rewarded for correctly solving computational puzzles that allow the network to 
function). Rather, the Bitcoin network has been able to flou rish by facilitating development 
through its open-source state, where the participants themselves are responsible for the growth 
and trajectory of the project. We believe that by developing an open-source project with easy-
to-integrate API gateways and intuitive GET/POST methods fo r third -party projects to join 
the Idol Network, we  greatly increase the future scope of the Idol project. Due to the 
decentralized nature of the Idol network, along with its speed,  trust, and security, we envision a 
network that enables projects from a multitude of industries t o be able to join and partak e in 
our ecosystem.  
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4.! Use Cases 

4.1 Idol Marketplace 

Facilitating the exchange of goods and services, the Idol Marketplace provides direct demand 
and utility to Idol Token. Users will be able to engage in variou s transactions such as ticket 
purchasing, merchandise shopping, fan-star events/meet-ups/giveaways, celebrity derivatives 
purchasing, video-on-demand, collectible and combinable digital gifts (powered by non-fungible 
tokens), fan contributions, content subscriptions, etc. All of these activities add direct value to 
Idol Token because it is the medium of exchange used in the transactions. The utility that the 
Idol Marketplace provides grows linearly over time as more users join the platform and more 
transactions begin to take place.  

4.2 Idol Exchange 

The Idol Exchange provides utility to Idol Token in the form of token demand and supply 
management. As Stars join the platform, the Fans and t he demand they bring with them is 
added directly to the utility of  Idol Token (as seen in Section 4.1). This provides tremendous 
potential for the upward growth of the Idol platform since only  a small number of medium to 
large sized Stars need to join for a very noticeable effect on Idol Token to take place. 
Furthermore, as Fanbases grow and drive NSOs, the overall supply of Idol Token will be 
controlled since Fans must stake their Idol Token to create Star Coin and the staked Idol Token  
will only be  released at certain intervals determined by the use of funds plan. This creates 
downward pressure on the supply of Idol Token, which only further inc reases its utility.  

4.3 Adoption Strategies 
 

In order to promote adoption and growth of the Idol community, Idol plans to pursue a 
continual stream of projects that aims to not on ly bring entertainment and value to its Users 
and token holders, but also to innovate and develop fresh perspectives and business models for 
the entertainment community. Idol plans to dedicate significan t time, effort, and resources to 
these endeavors due to the fact that these events will generate higher engagement between Fans, 
Stars, and Entertainment Companies, as well as provide real-life use cases for Idol Token and 
Star Coin. In the long -term, Idol hopes to utilize these projects to bridge the gap between the 
various online and offline mediums of entertainment such as TV, social media content, and 
events, enabling a more unified ecosystem.  

For example, one of the projects that is already in development is an Asia-Pacific TV Show 
(Project Idol) with participants from countries such as South Kor ea, Japan, Taiwan, Hong 
Kong, Thailand, China, Malaysia, Singapore, etc. Idol plans to work closely with entertainment 
agencies and various entertainment agents from these countries to host and broadcast 
preliminary rounds of screening, generating a sizeable list of first round applicants (who are 
recommended by their agents and have been through the talent development process). In order 
to demonstrate their talents and increase their audience outreach and fanbase size, these 
applicants will perform various  entertainment-related activities such as performing, singing, 
dancing, etc., promoting themselves through a multitude of online and offline platforms  (i.e. Idol 
platform, third -party live streaming platforms, offline TV broadcasting, e tc.) . Then, a selection 
of industry leaders and talent coaches will narrow this list  down to a pool of finalists (for 
example, 100 people). Finally, through the Idol applicati on, viewers will be able to vote for their 
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favorite contestant using Idol as a community for interact ion and Idol Token as a means of 
voting.  
 
Contestants that reach a certain vote amount  will receive the pool of Idol Tokens for future 
expenses, events, etc., as well as automatically trigger an NSO to create their own Star Coin .35 
Contributors to that con testantÕs vote pool will receive an amount of that contestantÕs Star 
Coin equal to their original contribution of Idol Tok en. Contestants that do not reach this vote 
amount will not be eligible for an NSO, but will still retain the vote pool amount for use  in 
future expenses, events, etc. 

 
Fg. 5: Workflow diagram for Project Idol. At the votin g stage, a smart contract automatically determines which Star has met t he 
requirements and which Stars will trigger  their NSOs. Star.reqAmount() is determined by a combination of requirements such as follower 
size, daily total volume, etc., determined on a case-by-case basis.  

4.4 Partner Cooperations 

Idol has entered into a cooperative agreement with its partners Creative China Holdings Co. 
(CCH) and Asia Media to promote IdolÕs new business model and project through the 
entertainment activities of South Korean entertainment Stars . Both CCH and Asia Me dia have 
secured the rights to organize various entertainment events of these Stars in the Greater China 
area, and are expected to secure additional rights for events over the next few years. Once the 
Idol application launches, the promotion and use of Idol Token will be implanted in various 
channels such as the sale of tickets, fan-meetings, fan interactions, celebrity derivative sales, and 
video-on-demand. The events will also be promoted and broadcasted through the Idol platform. ��

A list of the events currently signed by CCH and Asia Media is given below:  
 

 
Kang Min Hyuk/ !"#   

Taipei (2018.07.01) 
Weibo Fans: 1.68 million 

Instagram Fans: 2.7 million 
 

 
ChiYeul Hwang/ $%&   

Hong Kong (2019.01-05) 
Weibo Fans: 5.24 million 

Instagram Fans 1.2 million 
 

 
Jessica Jung/'()   

Taipei (2018.10.21) 
Weibo Fans: 5.9 million 

Instagram Fans: 7.1 million 
 

                                                        
35 Vote amount to be decided based on factors such as number of finalists, number of fans, etc. Idol plans to  move towards a more decentralized 
method of determining consensus on required vote amount, but a more centralized strategy will be used in the beginning to ensure quality of 
content and project delivery.  
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BAP (Best Absolute Perfect)  

Taipei (2018.07.08) 
Weibo Fans: 54913 

Instagram Fans: N/A  

 

 
SEVENTEEN ( *+, )  

Hong Kong (2018.08.31) 
Weibo Fans: 177437 

Instagram Fans: 3.2 million 
 

BTOB (BORN TO BEAT/ -.- ) 

Taipei/Hong Kong ( 2018.09.08 and 
2019.07) 

Weibo Fans: 58887 
Instagram Fans: 2.4 Million  

 

 
GFRIEND/ /012  

Hong Kong (2018.06-09) 
Korean girl group, Weibo fan 61080, 

Ins fan 1.5 million  
 

 
NU'EST W   

Hong Kong (2018.09.22) 
Weibo Fans: N/A  

 Instagram Fans: 846000. 
 

 

4.5 Case Studies 

 In this section, three example scenarios are given to provide clarification on the scope of 
Idol. There will be one scenario dedicated to the Fan, one to the Star, and one to Entertainment 
Companies. By describing three potential experiences on Idol, we hope to give the reader a 
clearer idea of the type of value and solutions Idol can bring to the entertainment industry.  

4.5.1 Case Study 1: Fan 

 Bob is a die-hard Fan of Alice, an up-and-coming musician who has recently moved to 
the Idol P latform and has her own Star Coin. While Bob is a huge Fan of Alice, he finds it 
difficult to keep up -to-date on all of the content she posts, especially since she has an 
established presence on multiple social media platforms. He is also dissatisfied with the 
engagement between him and Alice, feeling that his interaction with her is limited to only 
watching or purchasing her content.  

After learning about Idol through one of AliceÕs promotional posts, he decides to 
download the Idol Application. After signing up, he adds Alice to his home page, and instantly 
notices that he has an available check-in. Bob is pleasantly surprised when he is rewarded some 
of AliceÕs Star Coin for checking in to her profile. Then, he goes into AliceÕs profile and begins 
to watch the content that she posts. Again, he is delighted when he notices that all of AliceÕs 
social media content has been aggregated for him into one convenient window, making the 
entertainment process seamless and immersive. Bob decides to share one of AliceÕs videos to his 
own profile, and is rewarded some more of AliceÕs Star Coin for his support in promoting her! 
Bob is intrigued and excited by the Idol application , so he decides to begin using it daily.  

Fast forward two years, and Bob is still AliceÕs Fan. Incredibly, she has grown her 
brand multiple times over, and Bob now owns a substantial amount o f AliceÕs Star Coin. Bob is 
able to listen to and purchase AliceÕs new album (currently unavailable to the public) an entire 
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month before itÕs public release because he owns enough of AliceÕs Star Coin! Purchasing 
content using AliceÕs Star Coin also nets Bob generous discounts, and Bob is also invited to 
exclusive events created only for AliceÕs most loyal Fans.  

While Bob is still a Fan of Alice, he has also recently discovered Charlie, a new but 
promising actor on the Idol platform. Bob decides to sell some of AliceÕs Star Coin on the Idol 
Exchange, switching some of his holdings back into Idol Token. Because AliceÕs brand has 
grown dramatically, the price of her Star Coin has increased tenfold. Bob has now been able to 
profit financially from his support of Alice over the last two years, and is able to stake some of 
his profit (now converted back into Idol Token) into CharlieÕs profile in the hopes of helping 
him create his own Star Coin as well. By using Idol, Bob was  able to make his entertainment 
experience more enjoyable and engaging, while also unlocking value that he otherwise wouldnÕt 
have been able to if he participated only in traditional methods  of entertainment distribution.  

4.5.2 Case Study 1: Star 

 Charlie is an undiscovered but talented actor/director  who has been trying to grow his 
brand through traditional channels. Unfortunately, he has found it diff icult to organically grow 
his brand without either a) spending more than he can afford, or b) at the ex pense of 
engaging/interesting content. Charlie discovers Idol through a friend, and decides to create an 
account. Then, he posts both free and paid content on the platform, as well as some of his 
merchandise to sell. Due to Idol having incredibly low transaction/service fees, Charlie is able to 
increase his profit margin on all of his content and merchandise. He then uses the extra earned 
money to reinvest in his brand, using the additional  Idol Token as incentive for his fans to 
engage with him (for example, daily check-in, sharing his content, etc.). Over time, Charlie 
notices that his Fans are very receptive to his content, and frequently comment on how engaged 
they feel with his brand. Charlie decides to continue to use Idol, slowly growing his brand one 
day at a time.  

 Fast forward a year, and CharlieÕs following has grown considerably. He has attracted 
the attention of Bob (from Case Study 1) and a few other avid entertainment fans. With this 
influx of support, his Fanbase was able to stake enough Idol Token to meet the New Star 
Offering requirement for Charli e to own his own Star Coin. After writing a detailed rep ort on 
how he expects to use the funds (in CharlieÕs case, he wants to use it to fund two movies that 
he will star in), his Fanbase approves the proposed use-of-funds and CharlieÕs Star Coin is 
created! The staked Idol Token is locked up according to CharlieÕs described time schedule, and 
his Fans receive Star Coin equivalent to the amount of Idol T oken they staked. 

 Fast forward another two years, and CharlieÕs two films were a big success! Because of 
his dedicated Fanbase and the nature to which the funds for the films were generated, CharlieÕs 
personal risk was very low. Alternatively, there would hav e been no way to gain access to this 
level of funding through traditional channels of investment. Du e to his dramatic increase in 
popularity, his Star Coin has also exploded in demand. By utilizing  the solutions that the Idol 
Platform provides, Charlie has been able to experience extreme brand growth and minimal risk 
and cost to himself. With Idol, it has  never been easier to be a Star! 

4.5.3 Case Study 1: Entertainment Company 

 ABC Company is a prominent entertainment company tha t has various Stars signed to 
their agency. With the recent shifts in consumer behaviour, ABC Co mpany has noticed a 
decrease in user growth and a stagnation in user base. They also spend a considerable amount of 
their funds on pure talent development, often losing money on promising candidates that donÕt 
end up becoming successful. ABC Company decides to try out Idol in an attempt to revitalize 
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their brand. Because they have signed Stars, they decide to promote them on the Idol Platform 
as well as list various talent development or event services that they plan to undertake.  

 Immediately, ABC Company notices that the Fans of their Stars are very keen on 
contributing funds to the talent development services as well as event costs. With this influx of 
resources, ABC Company is able to pay for the talent development and events without 
incurring as much risk as before. Additionally, the y are able to spend the resources on creating 
more engaging and innovative events and interactions for their consumer base, increasing 
customer acquisition and retention. Over time, all of these actions lead to the dramatic brand 
growth ABC Company was originally looking for.  

 Fast forward two years, and one of ABC CompanyÕs Stars has grown to the point where 
they are almost able to own their own Star Coin. Whether or not ABC Company wishes to 
assist their Star in reaching the New Star Offering requir ements, the Company will still be able 
to own a portion of the created Star Coin (since the Star is signed to them). This introduces a 
new potential source of revenue for the Company, which they can use to further reinvest in the 
Fan experience, brand development, or other areas. By using Idol, ABC Company was able to 
find the growth that they had lost, re -establishing themselves as a prominent entertainment 
company. 
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5.! Roadmap and Token Sale 

5.1 Project Roadmap 

 

Q4 2019 - Network Guidance

Network optimization Advanced smart contract features Community governance design

Q3 2019 - Ecosystem Expansion

Copyright and licensing module UX optimization Exchange monitoring

Q2 2019- Version 1.0 Release

Live stream integration Official Launch Activity/task manager

Q1 2019 - Network Development

NSO capability Star Coin utilisation Idol Exchange 
development Fan contributions

Q4 2018 - Beta Testing 

Integrated payments Wallet Functionality Virtual Gift Marketplace

Q4 2018 -ICO

Q3 2018- Alpha Development

UI optimisation MVP (on App Stores) Idol Token implementation
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5.2 Token Sale Overview 

To execute on the above roadmap, Idol will be issuing Idol Token (IDOL ) through a 
token generation event. To participate in our token sale, please register on our website 
at www.idol.network/register  or contact us at contact@idol.network.   

Overview 
Ti cker Symbol IDOL  

Accepted Currencies XLM, BTC, ETH  

Token Supply Total Supply: 10,000,000,000 IDOL 
 

 

5.3 Token Distribution and Use of Funds 

40% of the total available Idol Tokens will be provided through the  token sale, with 10% held to 
reward developers who assist in the development of the Idol Network, bug submission, and 
dApp development. Of the remaining Idol Tokens, 9% shall be dedicated to the long term 
development of the Idol business model and ecosystem, with  15% being distributed to the 
founding team and management members (a 3/6/9 month vesting period for 25/25/50% of the 
tokens), 15% allocated to reward users and institutions that contribute to the  growth of the  Idol 
community, and 11% reserved for fan engagement and airdrop events. 

Proceeds raised from the Token Generation Event shall be allocated in the following ways: 32% 
for the development of Idol, its associated technology and relevant functions, 22% committed to 
the acquisition and development of talent, 18% as incentive for early Users to propel consumer 
acquisition and retention, 14% to cover various overhead and operational costs, 8% allocated to 
the growth, marketing, and global outreach of the Idol ecosystem, and 6% set aside for legal 
fees. A graphical breakdown for the aforementioned token distribution and use of funds is 
illustrated below:  

Token Distribution  Use of Funds 

  
High-level breakdown of the use of funds: 

! ! Research & Development: Development of the platform and its feat ures (wallet, Idol 

Token, smart contracts, Star Coin, Idol Exchange, etc.). 

Token 
Sale
40%

Developer 
Challenge

10%

Long Term 
Development

9%

Founders
15%

Community 
Reward

15%

Fan Engagement and 
Airdrop

11% Research & 
Development

32%

Talent 
Acquisition

22%

Community 
Building

18%

Operations
14%

Marketing
8%

Legal
6%
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! ! Talent Acquisition:  Used to incentivize Stars to join the platform and p romote it to 

their fans, used to develop or sign our own talent, etc. 

! ! Community Building:  Used to promote ecosystem expansion, as incentives for users to 

join the platform, finding partners in untapped regions, etc. 

! ! Operations: Office space and upkeep, employee salaries, technology upkeep, etc. 

! ! Marketing:  Social media advertisements, promotional videos and/or events, etc. 

! ! Legal: Lawyer fees associated with the platform (partnership agreements, signing new 

talent, paperwork associated with adoption strategies, etc.) 
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6.! Management, Advisors, and Partnerships 

6.1 Management Team 

 

 
Leon Lee 

Co-Founder 

Founder of Crown Asia International Ltd. More than 

25 years of financial investment experience and over 10 

years of experience in the entertainment industry. 

 

https://www.linkedin.com/in/leon -lee-02327415b/ 
 

 

 
Adam Li 

Co-Founder 

Entrepreneur, investor, and trader. Extensive 

background in equity, derivatives, and cryptocurrency 

trading as well as IPO experience. 

 

https://www.linkedin.com/in/adam -li -64b22490/ 

 

 
Tao Yadong 

CEO 

Co-founder of an IP derivatives business. Has over 10 

years of experience within the entertainment and film, 

marketing, and IP derivatives industry.  

 

https://www.linkedin.com/in/tao -yadong-a43057164/ 
 

 

 
Steve Ho 

CFA 

Over 10 years of audit, accounting, and financial 

management experience in the entertainment, 

Internet , media, shipping, and construction industries. 

 

https://www.linkedin.com/in/steve -ho-3506213b/  

 

 
Zhou Guoqing 

CTO 

Comprehensive experience in leading technology, 

product, and business innovations with over 18 years of 

full -stack development and development team 

management. 
 

https://www.linkedin.com/in/zhou -guoqing-b5ba6a163/    

 

 
Peter Jeng 

Head of Ar t ist  Development  

Ex-manager for Sony Music, with management and 

artist agent director experience for a multitude of 

Taiwan and Hong Kong based music labels and 

almost 30 years of experience in the music industry. 
  

https://www.linkedin.com/in/peter -jeng-5712464b 
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Tang Xueyan 

Lead Blockchain Developer 
 

Founder of Dried Fish Coin ( �?R¬�¢�1 ), Stellar application 

developer, IPFS application developer, Mobius code-
contributor, well known blockchain technology lecturer. 
Designed blockchain projects for communities such as 
Dogecoin ()�)��1 ), and Earthcoin ( 
`*3�1 ). Technical 

consultant for multiple bloc kchain projects. 
 

https://www.linkedin.com/in/%E9%9B%AA%E5%B2%A9 -
%E5%94%90-23b25a167/  

 
Feng Xiao 

Head of Product  Design 
 

Director of Product Operations at Beijing Yi Ju Creativ e 
Technology Co., Ltd. and Co-Founder of Mei Ruo, an e-

commerce optical shop. Extensive experience in e-
commerce, R&D, and product and team management. 

 

 
 

https://www.linkedin.com/in/feng -xiao-021b09a8/   
 

 

 
Wi lliam T ian 

Head of Fan Engagement  
 

Executive Assistant, China Venture Capital Investment 
Co., Ltd. Almost a decade of experience in venture capital, 

project management, and public relations.  
MSc, UCL. 

 
https://www.linkedin.com/in/william -tian-085b24164/  

 

 
Christ ine Cheng 
Head of Research 

 

Equity analyst and portfolio advisor at Desautels Cap ital 
Management. Comprehensive experience in qualitative 

analysis, macroeconomic analysis, stock selection, 
strategic investment, and portfolio risk management. 

MSc. Imperial College London 

https://www.linkedin.com/in/christine -yunka-cheng-
47014483/  

6.2 Advisors 

 

 
Philip Yang 

Industry A dvisor 
 

Chairman of Creative China 
Holdings Co., Ltd. (Hong Kong 
GEM listed company). Over 25 

years of experience in the 
entertainment industry.  

 

 

 
Kwan Kam Pang (Stanley Kwan) 

Industry A dvisor 
 

Famous director and producer of 
Chinese film. Has 30 years of film 

and television production and 
director experience. 

 

 
Ma Ti en-Tsung 

Industry A dvisor 
 

Executive Director for Across Film s 
Company. Over 30 years of 

experience in the entertainment and 
film industry.  
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Jennifer Lin 

Industry A dvisor 
 

30 years of experience in the Asian 
entertainment industry. Rich 
experience in music, concerts, 

entertainer management and music 
copyright trading.  

 
Yu Li Mei 

Industry A dvisor 
 

Executive Director of Asia Media, 
with more than 15 years of 

experience in the entertainment 
industry (including films, concerts, 

artist management, etc.).  
 
 

 
Peter Liao 

Industry A dvisor 
 

Partner of JasonÕs Entertainment 
Co. Ltd.  and Great Star 

Entertainment, with more than 20 
years of experience in the 

entertainment industry (including 
TV shows, Idol dramas, artist 

management, etc.). 
 

 
Mark Cheng 

Blockchain Advisor 

9 years of experience in the venture 
capital, venture building and 
commercialization. Helms the 

strategy at Start -Up Brunei, one of 
the largest venture builders and 
accelerators in Brunei. Awarded 

QueenÕs Young Leaders Award in 
2016 by HM Queen Elizabeth II . 

 
Marcus John 

Industry A dvisor 

22 years of expertise in sports 
management, media and marketing. 

During his decade long tenure at 
IMG, he held various senior 

executive positions which included 
running its Asia -Pacific Consulting 

division as well as overseeing its 
activities in China as Managing 

Director.  

 
 
 
 
 
 
 

 
 

James Tan 
Corporate Governance Advisor 

Served as Independent Non-
Executive Director at Creative 

China Holdings Limited (Listed on 
HKEX), Oriental Group Ltd  (L isted 

SGX), China Paper Holdings 
Limited (Listed SGX). Extensive 

corporate banking experience in the 
Asia Pacific region, working in 

various international banks 
including Citibank, BOC, ABOC 

and OCBC.  
 

 
Tay Jie Ming 

Partnerships and Alliances Advisor 

Risk analysis and sales at Credit 
Suisse and OCBC. Highly proficient 
in risk and financial data models and 

analytics and community 
management and engagement. 
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6.3 Partnerships and Memberships 

Partnerships 

 

 
 

Creat ive China Holdings Co. Ltd . 

 

 

Listed on the Hong Kong GEM Board, Creative China Ho ldings Co. 

Ltd. has been in the entertainment industry for more  than 25 years. 

The hosting of large-scale concerts and events laid the foundation for 

Creative China HoldingsÕ leadership position in the entertainment 

sector, and its collaborations with its partners has established 

multiple milestones within the industry . 

 
 

 

Sports Capital Advisors Pte Ltd. 

 

Sports Capital Advisors (SCA) is the only exclusively Asian focused 

sports & entertainment private equity investor, specialising in 

buyouts, equity investments, strategic growth stage and sales 

consultancy. It operates two distinct divisions, sports investment and 

consulting services. 

 
Across Films Company 

 

 

From the creativity of the script, the management of the film, the 

management of the artist, the execution of the film, t he post-

production, to the final release, Across Films is TaiwanÕs famous film 

production and publishing company well-known in the Southeast 

Asian film market for their rich experience and powerful execution. 

 
Asia Media 

 

Participating in many well -known international film productions, 

Asia Media is focused on actively expanding its field and establishing 

a combination of film, concert, art pe rformance, artist brokerage, and 

merchandising. Since 2014, Asia Media has been committed to the 

investment and execution of domestic and international 

performances. 

 

 
 

Tensee 

Tensee is an integrated marketing company focused on 

entertainment content and the industry -leading event public 

relations agency since 2016. Founded in 2010, its initial main 

business was in offline activities, with current business being in long-

term planning and implementation of all kinds of offline marketing 

activities. 

 

 

 

 

Cir cleX Pte Ltd. 

 

 

Crypto Circles is focused on bringing the best value to the 

blockchain and crypto-community, specialising in identifying high 

potential startups and grow th stage companies and guiding these 

businesses toward building an ecosystem that is both community-

focused and sustainable. 

Wholesale Investor 

 

With an investor community of over 17,700 high net w orth, 

professional, and international investors, brokers, fund managers, and 

family office and more than 310+ companies features, Wholesale 

Investor is AustralasiaÕs leading private investment platform directly 

connecting high net worth and professional investors with Private, 

Pre-IPO and Small Cap Listed investment opportunities that are 

often not available on the open market. 
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BMYG 

Established in 2009, BMY Group is dedicated to assisting Chinese 

investors and Australian businesses in taking hold of these once-in-a-

life-time opportunities in successful fashion. BMYG provides direct 

wealth management, funds management, and corporate advisory 

services to High Net Worth Individuals, institutional investors, and  

enterprises. 

 

 

 
 
 

Three Ar rows Entertainment  

 

Three Arrows Co. Ltd. is mainly engaged in the cooperat ion of 

culture and entertainment between China and Japan. The services 

include music, performing arts, and entertainers. It has established 

good cooperation with companies such as Universal Music Japan, 

Sony Music, Halftone Music, and Victor Music, Asahi Televisi on, 

Fuji Television, Nippon Television, and TBS.  

 

 

 

 
 

JasonÕs Entertainment  Co. Ltd 

 

 

 

Established in 1996, JTV Entertainment Co. Ltd. is a me dia 

communications company. It uses wireless and cable TV programs as 

its main starting business, and in recent years, has produced large-

scale event and evening parties across the industry, operated artist 

brokers, and produced various plays. 

 
 

Element  Market ing Company 

 

 

Formally established in 2006, Element Marketing provides flexibility 

to meet customer needs and to enrich and complete the experience of 

planning and execution with high specification services. They provide 

a full range of integrated marketing projects and implementation  of 

diversified resource integration services for different industries. 

 

 
New Talent  Media 

New Talent Media regards creative culture and commercial 

competence as the twin engines for future growth, relying on the 

integration of creative culture, design services and the development 

of the real economy. From a global perspective, the Company 

delivers strategic innovation in terms of creative designs. It produces 

products with both local and national characteristics, promoting  

outstanding Chinese creative products all over the world to rai se the 

global profile of Chinese culture.  

      
Emphasis 

 

 

As a supplier of contents of short films under the E MPHASIS brand, 

the Micro Infinite team has rich practical experience in film  and 

television production, brand promotion, design and idea creation and 

in creating excellent multimedia productions to promote its 

commercial brand.  

 
Octagons Impact  

Octagons Impact is a comprehensive creativity-oriented cultural 

communication company, which focuses on large program production 

to provide integrated services for planning and design, activity 

execution and promotion.  
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New Image 

New Image primarily prov ides services related to the promotion and 

release of films and television shows. It conducts the planning and 

promotion for trailers, movie posters, television shows and 

documentary films and provides an ideal service for any movie or 

television show.  

 
Great  Wise 

 

As an international media supplier, GREAT WISE has produ ced 

many shows in the Asia-Pacific region and in North America. Those 

programs created and produced in Hong Kong and North America 

have been particularly impressive.  

 
Starry Knight  

 

Respected professional expertise in organizing large-scale events and 

activities such as award ceremonies, movie premieres, TV live shows, 

notably ÒThe Same Song,Ó outdoor live shows, live concerts, and 

musical performances. One of the most professional, innovative and 

efficient planning and production teams in China. The mai n long-

term partner of CCTVÕs ÒThe Same SongÓ.  

 
Joy Star 

 

JOY STAR is primarily dedicated to providing the overall 

production of television entertainment programs. We have 

established partnerships with CCTV and other mainstream media 

organizations including super Star, StarsÕ Public Appeal and I Love 

Movie Net.  

 
Sunny Entertainment  

 

 

Sunny Entertainment Ltd. is a concert production company based in 

Taiwan and Southeast Asia. A comprehensive entertainment 

company that manages audio music and artists, Sunny has extensive 

experience in Asian music, commercial performances, and artist 

management, as well as music sales, music commercial performances 

and artist brokerage. 

 
Great  Star Entertainment  Ltd. 

 

 

Great Star Entertainment Ltd. is an entertainment cont ent 

production and artist brokerage company active in Taiwan and 

Southeast Asia. The business focuses on the creativity, production, 

execution, and performance of TV and web networks, with a w ide 

range of entertainment industry resources and rich industry 

experience and veteran management team. 

 
Ugo Cultural Development  Co. Ltd. 

 

 

UGO is a TV and web content variety producer based in Hong  Kong 

and mainland China. With more than 10 years of accumulated 

industry experience, the team is well-versed in the production and 

execution in TV and web content . 
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Sharp Development  Cultural Diffusion Co. Ltd. 

 

With a wealth of experience and strong execution capabilities, Sharp, 

a planner and contractor for large-scale events in Hong Kong and 

mainland China, engage in the planning, hosting, and live broadcast 

of large-scale events. 

 

 

Memberships 

 

 
ACCESS Singapore 

 

ACCESS, the Singapore Cryptocurrency and Blockchain Industry 

Association, promotes and protects the use and development of 

digital currencies and blockchain technologies.  
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Important Notices  

Disclaimers  

 
This White Paper is a summary of the principal 
ideas for the proposed Initial Coin Offering by Idol 
Entertainment Limited (ÒIdolÓ), (Company Number 
201814810E) and its related information.  
 
The Idol Tokens and Star Coins (collectively the 
ÒTokensÓ and individually the ÒTokenÓ) are not 
securities or units in a collective investment 
scheme, business trust, unit trust, or a capital 
markets product, each as defined under the 
Securities and Futures Act (Cap. 289) of the 
Statutes of the Republic of Singapore (ÒSFAÓ). 
Accordingly, the SFA does not apply to the offer 
and sale of the Tokens. For the avoidance of doubt, 
this initial coin offering of Tokens need not be 
accompanied by any prospectus or profile statement 
and no prospectus or profile statement needs to be 
lodged with the Monetary Authority of Singapore 
(ÒMASÓ) or any other governmental authority in 
Singapore. The Tokens are not intended for 
speculation and hold no rights to any form of real 
property, intellectual or other property or cash 
flows. They are not equities, as they do not provide 
any fractional ownership rights in Idol and 
specifically, they do not confer any right on the 
holder of any Token to participate in the decision 
making process of Idol concerning any of its assets 
and/or its business strategy. There is no promise of 
value or claim on revenue associated with any 
Token other than the benefits which will be derived 
from platform usage. 
 
The sale of the Tokens is only intended for persons 
outside the United States of America, the PeopleÕs 
Republic of China and any jurisdiction where the 
offering of tokens in the manner set out in this 
White Paper is regulated or prohibited (the 
ÒProhibited JurisdictionsÓ) and may be acted upon 
only by persons outside the Prohibited 
Jurisdictions. You are not eligible to purchase any 
Tokens if you are a citizen, resident (tax or 
otherwise) of the Prohibited Jurisdictions. You 
must also be at least 18 years of age to be eligible 
to obtain and participate in the sale of the Tokens.  
 
This White Paper does not constitute an offer of, or 
an invitation to purchase, the Tokens  
in any jurisdiction in which such offer or sale would 
be unlawful. No regulatory authority in Singapore,  
including the MAS, has been notified of, reviewed 
or approved of the Tokens or this White Paper. 
This White Paper and/or any part hereof may not 
be distributed or otherwise disseminated or any 

jurisdiction where offering tokens in the manner set 
out this W hite Paper is regulated or prohibited.  
 
The information in this White Paper is current only 
as of the date on the cover hereof. Thereafter, the 
information contained herein, including any 
information concerning IdolÕs business operations 
and financial condition may change from time to 
time. Under no circumstance shall the delivery of 
this White Paper or any sale made in the related 
initial coin offering shall, constitute a 
representation that no such change has occurred. 
Idol does not make or purport to mak e, and indeed 
hereby expressly disclaims the making of any 
representation, warranty, undertaking, or other 
assurance (whether express, implied or otherwise) 
in any form whatsoever to any person, including 
any representation, warranty, undertaking, or other  
assurance that the information contained in this 
White Paper is current, accurate and complete.  
 
This White Paper may contain references to third -
party sources and/or publications. While all 
information and data reproduced in this White 
Paper is believed to have been obtained from 
reliable sources, Idol has not independently verified 
any of such information or data and makes no 
assurance as to the accuracy or completeness of 
such information or data.  
 
Whether taken as a whole or in part, this White 
Paper is not, and should not be regarded as, any 
form of legal, financial, tax, or other professional 
advice. You should seek independent professional 
advice before making your own decision as to 
whether or not to purchase any Token. You are 
solely responsible for any and all evaluations, 
assessments, and decisions which you may make in 
deciding whether to purchase any of the Tokens. 
You may request for additional information from 
Idol in relation to this offer of Tokens. Idol may in 
its absolute discretion, but will not be legally 
obliged to, furnish the additional information 
requested for in light of all the relevant 
circumstances, including  whether (i) there is any 
prohibition or restriction for it to do so from a legal 
perspective, and (ii) the requested information is 
reasonably necessary for you to verify the 
information contained in this White Paper, thereby, 
with the help of independent professional advice, 
enabling you to make your decision as to whether 
or not to purchase any of the Tokens.  
  
This Whit e Paper has been prepared for 
information purposes only and is not a statement of 
future intent. Idol expressly disclaims all liabilities 
for any loss or damage whatsoever (whether direct, 
indirect, foreseeable or otherwise) which may arise 
from any act or  reliance on any information relating 
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to Idol or the Idol Token ecosystem contained in 
this White Paper or any additional information 
which may be made available in connection with 
any further enquiries made by you, notwithstanding 
any negligence, default or lack of care on the part  
of Idol.  
 
The replication of this White Paper without this 
disclaimer is strictly prohibited and unauthorized 
by Idol. The information set forth below may not 
be exhaustive and no part of this White Paper is 
intended to create legal relations between a 
recipient of this White Paper and Idol, or to be 
legally binding or enforceable by such recipient 
against Idol. An updated version of this White 
Paper may be published at a later date and 
announced by Idol in due course. 
 
The regulation of tokens such as the Tokens is still 
in a very nascent stage of development in 
Singapore. Thus, there exists a high degree of 
uncertainty as to how virtual currencies, tokens and 
token-related activities are to be 
treated by the applicable laws and regulations. The 
applicable legal and regulatory framework may 
change subsequent to the date of publication of this 
White Paper. Any change in the regulatory 
treatment may be very rapid and it is not possible 
to anticipate with any degree of certainty the  
nature of any change in such regulatory treatment. 
Idol does not in any way represent and indeed 
hereby expressly disclaims that the regulatory 
status of the Tokens will remain unaffected by any 
future regulatory change 

Upon purchasing any Token you will be deemed to 
have reviewed this White Paper in full and to have 
agreed to the terms of this offering of Tokens, 
including the fact that this offering does not fall within 
the scope of any securities laws in Singapore and is not 
regulated by the MAS. You further expressly 
acknowledge, agree and accept that the Tokens are 
not securities and are not meant to generate any form 
of investment return.  

The Tokens and related services, if any, are provided 
by Idol on an Òas isÓ and Òas availableÓ basis and are 
intended for use for purposes stated in the White 
Paper. Idol does not make and indeed hereby expressly 
disclaims the making of any warranty or make any 
representation (whether express, implied, or otherwise) 
as to the accessibility, quality, suitability, accuracy, 
adequacy or completeness of the Tokens or any related 
services provided by Idol, and further expressly 
disclaims any liability whatsoever which may be 
caused to you arising from any error, delay or 
omission, in or for any action taken in reliance on, the 
Tokens and any related services. No warranty, 
including the warranties of non-infringement of third 
party rights, title, merchantability, satisfactory 
quality, or fitness for a particular purpose is given in 
conjunction with the Token and any related services 
provided by Idol.  
 

No promises of future performance or value are or will 
be made with respect to the Tokens, including no 
promise of inherent value and no guarantee that the 
Tokens will hold any particular value in the future. 
Unless you fully understand and accept IdolÕs 
proposed business and the potential risks inherent in 
the Tokens, you should not participate in the Token 
sale. Tokens sold are solely intended for future 
functionality on the platform to be developed by Idol. 
Idol expressly disclaims all liabilities for an y loss which 
may be suffered by you in relation to the purchase of 
the Tokens.  

 
You are not bound to enter into any contract or 
binding legal commitment in relation to the sale and 
purchase of the Tokens. Any agreement as between 
Idol and you as a purchaser, and in relation to any 
sale and purchase of Tokens shall be governed by a 
separate document setting out the terms and 
conditions of such agreement (the ÒTermsÓ). In the 
event of inconsistencies between the Terms and this 
White Paper, the former shall prevail .
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Risk Factors 

Token Purchase 
 
The purchase of Tokens should be undertaken by financially sophisticated persons who fully understand and are capable of evaluating 
the merits and risks of such purchase, or persons who have consulted their own professional advisors with regard to token purchase, and 
who have sufficient financial resources to be able to bear any losses that may arise therefrom, including the potential of lo sing the whole 
amount spent with regard to the purchase of the Tokens. 
 
No Prior Market  
 
Prior to this initial coin offering, there has been no public market for the Tokens. No assurance is therefore being made as to whether an 
active or liquid trading market for the Tokens will develop or if  developed, be sustainable after the Tokens are being traded on any 
cryptocurrency exchange. 
  
Not Fully Developed Platform  
 
The value of, and demand for the Tokens hinges heavily on the performance and commercial success of the platform and its underlying 
blockchain. No assurance is made by Idol as to whether the platform will achieve any commercial success. Further, the platform and its 
underlying blockchain has not been fully developed, finalized and integrated and may be subject to further changes, modifications, 
updates and adjustments prior to its launch and after its launch. Such changes may result in unexpected and unforeseen effects on its 
projected appeal to Users, and hence impact its success. 
 
Risk of Uninsured Losses 
 
Tokens are uninsured unless private insurance is separately obtained as a measure of protection. Thus, in the event of loss or loss of 
utility value, there will be no acting public insurer, or private insurance arranged by Idol, to offer recourse to the purchaser. 
 
Tax Risks 
 
The tax characterization of Tokens is unclear. Accordingly, the tax treatment to w hich the Tokens will be subject is uncertain. All  
persons who wish to purchase Tokens should seek independent tax advice prior to deciding on whether to purchase any Tokens. Idol 
does not make any representation as to whether any tax consequences may arise from purchasing or holding Tokens. 
 
Regulatory Risks for Non-Regulated Entities 
 
None of Idol or its affiliate, if any, are currently  regulated or subject to the supervision of any regulatory body in Singapore. Specifically, 
Idol is not registered with the MAS as any type of regulated finan cial institution or financial advisor and are not subject t o the 
standards imposed upon such persons under the SFA, Financial Advisors Act (Cap. 110) of Singapore, and other regulatory instruments. 
Compliance under such regulatory instruments include complying with a variety of requirements and standa rds concerning disclosures, 
reporting compliance, and conduct of operations for the purposes or maximizing investor protections. Since Idol is not subject to such 
requirements or standards, it will make decisions and/or take such reasonable measures on these issues at its own discretion. Although 
Idol shall strive to adopt best practices on these issues, holders of Tokens will not enjoy the same extent and degree of protections 
accorded to investors of regulated entities. 
 
Risks from Stellar Protocol 
 
Due to the nature of the Tokens and the platform bein g based on the Stellar protocol, any malfunction, breakdown, suspension, or 
abandonment of the Stellar protocol may have a substantial adverse effect on the Tokens and the platform. Any advances in 
cryptography, or related technical advancements such as the development of quantum computing, can potentially also present risks to 
the Tokens and the platform, including, but not limited to, the utility of the tokens for obtaining services, and the renderi ng of the 
cryptographic consensus mechanism that underpins the Stellar protocol ineffective. 
 
Risks from Third Parties  
 
The Tokens are blockchain-based assets. The security, transferability, storage, and accessibility of such blockchain assets depend on 
factors such as the security, stability, and suitability of the  underlying blockchain protocol and processes (in this case, the Stellar 
blockchain), all of which are beyond the IdolÕs control. Unforeseeable events such as mining attacks, hacking and unauthorized access to 
the private key of a wallet where Tokens are stored may also occur. Idol is unable to assure that it can prevent such external factors 
from having any direct or indirect adverse impact on any of the Tokens .  
 
Further, third party risks also include misconduct o r fraud by third parties and the failure to receive  the Tokens upon making payment 
due to a third -party walletÕs incompatibility with the Tokens. Any losses incurred as a result may be irreversible. Idol is not responsible 
in any way for any risks due to the involvement of third p arties, or for taking steps to retrieve Tokens lost in this  manner. 
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AML / CFT Policy  

As part of IdolÕs responsibility for the prevention of money laundering and the countering of financing of 
terrorism (ÒAML/CFTÓ), a detailed verification of the identity o f all persons who intend to acquire the Tokens 
and the sources of payment will be required. Depending on the circumstances of each application, Idol may from 
time to time request for further information and/or documents from such persons. 

Idol is committed to comply with all relevant guidelines whi ch may be applicable to its business in relation to its 
AML/CFT obligations under all applicable laws. Idol res erves all rights to exclude any persons who refuse to 
provide adequate documents and/or information as may be requested by Idol from the initial coin offering and/or 
any subsequent purchase of the Tokens.   

Further, Idol at all times reserve all rights to rep ort suspicious transactions with the Suspicious Transaction 
Reporting Office of the Commercial Affairs Department a nd to reject all services/Tokens in compliance wit h 
prohibitions against dealing with or providing financial services to designated individuals and corporates pursuant 
to the Terrorism (Suppression of Financing) Act (Cap. 325) of Sin gapore. 

 

 

 
 

 


