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EXECUTIVE SUMMARY

GUFO is a gamified learning and assessment
platform built on the TON blockchain, designed
to bridge the gap between complex Web3
concepts and wuser understanding. By
transforming education into an interactive
experience involving competitive quizzes,
measurable progress (XP/Ranks), and real
economic incentives, GUFO addresses the high
churn and low retention typical of traditional
crypto learning.

This document outlines the core architecture,
gamification mechanics, 12-month strategic
roadmap, and key performance indicators
(KPIs) that define GUFO's path to becoming the
standard ‘Learn-to-Earn® gateway for the

digital economy

GUFO

Welcome to
GUFO Quiz!

Play. Learn. Earmn - Your Weekly
Crypto Challenge!
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THE PROBLEM:

Learning Web3 Is Still Hard

Despite the rapid growth of crypto, Web3, ad
blockchain technologies, learning in this space remains
fragmented, intimidating, and unrewarding for most
people. Beginners often face:

Complex Jargon: Concepts explained with heavy technical language and no clear path.
Low Retention: Passive methods (articles, videos) lead to poor information retention.
No Proof of Knowledge: No measurable progress to show for hours of studly.

Zero Incentives: Lack of motivation to stay disciplined in a steep learning curve.
Information Fatigue: Fast-moving markets make static information outdated quickly.

In an era where attention is scarce, traditional learning models are no longer sufficient.



THE GUFO SOLUTION

GUFO is a gamified learning and assessment platform
designed to make learning Web2, Web3, blockchain,
and crypto engaging, measurable, and rewarding.

Built on the TON blockchain and deployed as a
Telegram Bot Application, GUFO blends structured
education, competitive quizzes, and real incentives to
drive long-term user

engagement.

® GUFO transforms learning from a passive activity into
an interactive experience where users learn, compete,
rank up, and earn.




WHY GAMIFICATION + REWARDS MATTER

Gamification introduces motivation, accountability, and progression into learning. GUFO leverages:
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“Competition all| Progression o Real Value
encouraging consistency through Visualizing growth through Points, Aligning learning efforts with
leaderboards and rivalries. XP, and Ranks. tangible economic outcomes.
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PLATFORM ARCHITECTURE

® Application Type: Telegram Bot (Mini App)

® Blockchain Infrastructure: TON Blockchain
® Learning Scope: Web2, Webg3, Blockchain, Crypto, DeFi, NFT

® Reward System: Weekly & Monthly Incentives based on performance




CORE FEATURES & HOW GUFO WORKS

1. LEARN MODULE 2. QUIZ MODULE 3 INCENTIVES
Stichied C g W eekly Weekly prize pools for top learners
Web2/Web3 fundamentals. Tasks are knowledge. Performance-based and monthly rewards  for
concise and practical. Completion scoring where correct answers 5, -
unlocks quiz participation drive
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4. LEADERBOARDS 5. POINTS SYSTEM 6. PASS SYSTEM
Weekly: Resets every week for The core metric. 1 Question =1 50 daily passes per user. Each
fairness. Point. Points determine Rank Level, attempt consumes a pass. Earn
Rank Ladder: Cumulative tracker of XP earned, and Leaderboard more by completing learning tasks
long-term mastery. position. (anti-abuse mechanism).
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7. TIMER MECHANISM | | 8. REFERRAL SYSTEM | | 9. RANK & XP SYSTEM

20-second countdown per question. Fair-play model. Referral rewards Permanent record of correct

§ = quiccthinking and convert to Points, directly affecting answers. Visual progress bars track
prevents external cheating rank. No instant rank inflation. movement to the next prestige
assistance. level.
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RANKLEVELS, POINTS & XP STRUCTURE
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1 NOOB 0-199 0 XP

2 NEWBIE 200 — 499 20 XP

3 ROOKIE 200 — 999 50 XP

4 TRENCHER 1,000 - 1,999 100 XP

5 FARMER 2,000 - 4,999 200 XP

6 KOLS 5,000 — 9,999 1,000 XP

7 MINERS 10,000 — 19,999 1,000 XP

8 DEGEN 20,000 — 49,999 2,000 XP

9 TESTERS 50,000 — 99,999 5,000 XP

10 TRADERS 100,000 - 199,999 10,000 XP

1 BUILDER 200,000 - 499,999 20,000 XP
12 OG 500,000 — 999,999 50,000 XP
13 DEV 1,000,000 - 1,999,999 100,000 XP
14 MARKET MAKER 2,000,000 - 4,999,999 200,000 XP
15 SATOSHI 5,000,000+ 500,000 XP




-

A COMPREHENSIVE STRATEGIC ROADMAP
SHOWCASING GUFO'S VISION FROM 2026 TO BEYOND!

Vision
To make learning about blockchain, web.3 and crypto fun, rewarding, and accessible to millions
worldwide through a gamified quiz ecosystem powered by knowledge and competition.
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Phase 1- Foundation & Launch Phase 2 - Expansion & Brand
(Q1- Q22026) Growth (Q3-Q4 2026)

Goal: Establish a solid product base and Goal: Scale user base and enhance
community presence. engagement mechanics.
Stages: Stages:
B Finalize Telegram bot Ul and back-end logic. ® Expand Quiz Categories (Blockchain, DeFi, Web3 Projects,
B Integrate weekly quiz engine with live leaderboard. NFTs, Tech, Sport, History, General Question).
® Launch “Pass & Task™ system for user engagement. B Add Multilingual Support for Wider Accessibility.
B |ntroduce referral rewards for viral growth. B Roll out a “Player Profile Dashboard” with Detailed
B Release the first public beta test with real-time scoring. Analytics.
B Conduct community competitions to stress-test B Partner with Blockchain Academies and Influencers for
gameplay. Tournaments.
B |mplement Referral System. B Launch Crypto Quiz Live Weekend Show — a streamed
m Celebrate top 3 weekly winners every Saturday with prizes event celebrating top players.
and spotlight posts. B Build a Global Leaderboard Segmented by Regions and
B App going live. Skill Levels.
® Introducing Rank Ladder & XP System. ® Integrate TON wallet for Direct Rewards




Phase 3 — Monetization &
Partnership Growth (Q1- Q2 2027)

Goal: Build more reward streams for
Participants.

Focus:
B |ntroduce sponsored weekly tournaments from crypto

exchanges and brands, projects etc.

® Enable brand-based custom quizzes (e.g. “Bybit Week’,
“Solana Trivia®).

B Launch marketplace for digital rewards, badges, and
NFTs.

® Onboard educational partners (universities, Web3
programs).

m Strengthen referral and aoffiliate systems for organic
community scaling.

B |ntroducing Realworld Asset Reward.

Phase 4 — Global Recognition &
Ecosystem Expansion (Q3 - Q4 2027)

Goal: Position Crypto Quiz Game as the
global knowledge-to-earn platform.

Focus:
B Host international crypto quiz championships.

m Deploy mobile-optimized mini-app version for Telegram &
web.

B Expand to Ethereum, Base, Solana Ecosystem.

B Establish ambassador programs and offline campus
tournaments.

® Introduce Al-powered quiz persondlization (adaptive
difficulty).

B Weekly and monthly “Hall of Fame” updates to celebrate
top winners.




Phase 5 — Continuous Innovatio
(2028 & Beyond) .

Goal: Sustain innovation and player loyalty.

Focus:

B Develop AR/VR-based gamified learning experien
B Launch global Quiz-a-Thon events with real-world P
® Expand to new industries (finance, Al

cybersecurity).
B Keep rewarding top performers every weekend to sustain

excitement and engagement.
B Launch extra products for revenue generation.
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Metrics tracked to ensure sustainable growth and engagement.

ANCE INDICATORS (kPis)

i S 'd
Target (Q4) - 75% Day 7 Target 40%
Definition ------- Task + Quiz < 7 Days Day 30 Target 25%
Measure Cohort Analysis Driver Weekly Quiz Freq
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Weekly/User -----—------ 3.5 Quizzes Viral Coeff. 12
Completion % -80% Invite Rate 30% Users
Pass Usage —- 70% Daily Acceptance ——-----—--- 50% Sign-up
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Distribution -————————-- 95%+ Claimed
Focus -———----—- Top 100 Consistency
Impdct ——————— D30 Retention Lift
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VISION

GUFO aims to become the standard learning-to-earn

gateway for Web3 education—where knowledge is verifiable,
progress is measurable, and learning is economically _
meaningful.

By combining education, competition, and incentives, GUFO
is building a new learning economy for the digital age.



USER JOURNEY FLOW

Connect to GUFO Bot

A4
Complete Learning Tasks
Earn Passes
Compete in Quizzes
v
Earn Points & XP

Receive Rewards
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