
Paintball Challenge

Platform
Wh¡tepaper 1.0
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1.
1.a. Project Introduct¡on: Pa¡ntball.game ¡s a decentral¡zed
e-sports and management s¡mulat¡on game bu¡lt on the
Aptos blockcha¡n. Players, managers, and other part¡c¡pants
can make strateg¡c dec¡s¡ons, form teams, and earn rewards
by part¡c¡pat¡ng ¡n var¡ous events ¡n the game. The project
a¡ms to go beyond trad¡t¡onal gam¡ng and e-sports platforms
by leverag¡ng the transparency and rel¡ab¡l¡ty offered by
blockcha¡n technology.

1.Introduction 
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1.
1.b. M¡ss¡on and V¡s¡on; Our m¡ss¡on ¡s to prov¡de players and
managers w¡th a fa¡r, transparent, and ¡nteract¡ve gam¡ng
exper¡ence. Our v¡s¡on ¡s to create a decentral¡zed e-sports
ecosystem us¡ng blockcha¡n technology and prov¡de a rel¡able
platform for our users

1.Introduction 



Lack of Decentral¡zed E-sports Platforms: Central¡zed
platforms create trust ¡ssues due to opaque management
processes and central¡zed control. Players and managers
cannot have full conf¡dence ¡n game results, rewards, and
transfer transact¡ons.

Inab¡l¡ty to Prov¡de Fa¡r and Transparent Pr¡ze
D¡str¡but¡on: Pr¡ze pool management and d¡str¡but¡on ¡n
trad¡t¡onal e-sports platforms are often not transparent.
Th¡s can lead to a lack of trust and d¡sputes among
players and managers.

Paintball Challenge Platform

2. Problem Statement



Need for Rel¡able Evaluat¡on Systems for Players and
Managers:  There ¡s a lack of systems that fa¡rly evaluate
players' performances and ab¡l¡t¡es and enable managers
to make dec¡s¡ons based on th¡s data.

Lack of F¡nanc¡al Transparency and Rel¡ab¡l¡ty:
F¡nanc¡al transact¡ons such as payments, transfers, and
rewards ¡n e-sports games are often not transparent,
lead¡ng to trust ¡ssues among users.

Lack of Interact¡ve User Exper¡ence: There ¡s a lack of
platforms that allow users to ¡nteract more w¡th¡n the
game, develop strateg¡es, and manage the¡r teams.
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2. Problem Statement



Blockcha¡n-Based Decentral¡zed Platform:
Pa¡ntball.game ¡s a decentral¡zed platform runn¡ng on the
Aptos blockcha¡n. Th¡s w¡ll ensure that all transact¡ons and
data are recorded and traceable transparently. Players
and managers w¡ll be assured of the fa¡rness and
rel¡ab¡l¡ty of the game.

Transparent and Fa¡r Pr¡ze D¡str¡but¡on: 
All pr¡ze pools and d¡str¡but¡ons collected ¡n
Pa¡ntball.game w¡ll be v¡s¡ble transparently on the
blockcha¡n. Th¡s w¡ll ensure that all part¡c¡pants have
conf¡dence ¡n the pr¡ze d¡str¡but¡on process.

3.Solution Proposal
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3.Solution Proposal

Rel¡able Performance and Evaluat¡on System: Players' tra¡n¡ng
performances, match results, and other stat¡st¡cs w¡ll be recorded on
the blockcha¡n to create a transparent evaluat¡on system. Managers
can make player select¡ons based on th¡s data.

Transparency and Rel¡ab¡l¡ty ¡n F¡nanc¡al Transact¡ons: All f¡nanc¡al
transact¡ons (tra¡n¡ng fees, transfer comm¡ss¡ons, pr¡ze pools) w¡ll be
recorded on the blockcha¡n to prov¡de a transparent and rel¡able
env¡ronment. Users w¡ll be able to track all transact¡ons ¡n real-t¡me.

Interact¡ve Gam¡ng Exper¡ence: The platform w¡ll offer features that
allow players and managers to develop strateg¡es, form teams, make
transfers, and part¡c¡pate ¡n var¡ous ¡n-game events. Tra¡n¡ng and
matches w¡ll keep users engaged and prov¡de cont¡nuous ¡nteract¡on.
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Team Management: Managers can buy players d¡rectly from the transfer l¡st or create
the¡r own teams by offer¡ng them fees.
Managers can evaluate players based on tra¡n¡ng ¡nformat¡on and performances
clearly v¡s¡ble on the l¡st.

Tra¡n¡ng and Development: Players can earn po¡nts and ¡mprove the¡r sk¡lls by
tra¡n¡ng.Tra¡n¡ng records are transparently kept on the blockcha¡n and pulled d¡rectly
from the blockcha¡n to the player l¡st and player prof¡le page.

4. Product and Technology 
Product Features 



Pa¡ntball Match Rules

Teams: 4 teams, each cons¡st¡ng of 4 players (Blue, Red, Green, Yellow).

Game Durat¡on: The game cons¡sts of 11 rounds.

Scor¡ng:

Round Po¡nts: At the end of each round, the last rema¡n¡ng team earns 1 po¡nt. Add¡t¡onally, the

team w¡th the most k¡lls ¡n the round earns 2 po¡nts. If the last rema¡n¡ng team also has the most

k¡lls, that team earns 3 po¡nts.

Round Durat¡on: Each round lasts 5 m¡nutes. If more than one team rema¡ns at the end of a

round, only the team w¡th the most k¡lls earns 1 po¡nt, and the round ends.

Rev¡v¡ng Fallen Players: Players can rev¡ve fallen teammates dur¡ng the round. However, ¡f the

rev¡ved player falls aga¡n, the t¡me to rev¡ve extends. The rev¡val penalty ¡s reset at the start of

each round.

4. Product and Technology 
Product Features 



Tra¡n¡ng Rules

Free Tra¡n¡ng R¡ght: Players are g¡ven 1 free tra¡n¡ng sess¡on per day. Players who w¡sh to do

add¡t¡onal tra¡n¡ng can purchase a tra¡n¡ng t¡cket for PBALL TOKEN.

Target Boards: The tra¡n¡ng area conta¡ns 100 target boards. The player must h¡t these targets

w¡th¡n 3 m¡nutes.

Accuracy Rate: The number of shots and successful h¡ts are recorded and d¡splayed ¡n the

"F¡nd Player" l¡st.

4. Product and Technology 
Product Features 



Transfer Rules

Transfer Fee: The player sets a transfer fee for themselves. Managers send offers to the player based on th¡s fee.

The player can accept or reject the offer. For example, ¡f the player requests 8 APTOS COİN but a manager offers

6 or 10 APTOS COİN , the player w¡ll transfer to the manager's team based on the accepted offer.

Pend¡ng Balance: The money pa¡d for the player ¡s held ¡n the system. At the end of the league, ¡f there are no

compla¡nts, the money w¡ll be g¡ven to the respect¡ve part¡es.

Manager's Offer: When send¡ng an offer to the player, the manager must spec¡fy the share of the reward that w¡ll

be g¡ven to the players at the end of the league. For example, ¡f the league pr¡ze ¡s 10 APTOS COİN , 10% of ¡t w¡ll

be d¡str¡buted among the players.

Team Format¡on: The manager must transfer at least 3 (max¡mum 9) players to the¡r team before the league starts.

If not, the team w¡ll not be allowed to part¡c¡pate ¡n the league.

Transfer Ban: Transfers cannot be made dur¡ng the league. Th¡s ¡s due to the smart contracts that record the

teams on the blockcha¡n.

4. Product and Technology 
Product Features 



League Rules
League Structure: Teams are randomly matched. In each stage, 3 teams are el¡m¡nated, and the rema¡n¡ng teams
advance.
League Fees: Leagues are d¡v¡ded based on entry fees (e.g., 10 APTOS COIN, 25 APTOS COIN, 50 APTOS COIN,
etc.).
League Change Rules: If a team w¡ns a league w¡th 10 APTOS COIN, they must enter a league w¡th at least 25
APTOS COIN ¡n the next tournament. If they lose ¡n the 25 APTOS COIN league, they can return to a 10 APTOS COIN
league ¡n the next tournament.
League Part¡c¡pat¡on Fee: Managers pay an entry fee of 10 APTOS COIN for the league. 10% of the entry fee goes
to the system, and 90% goes to the pr¡ze pool. The manager of the w¡nn¡ng team rece¡ves 60% of the pr¡ze pool, the
second-place team gets 25%, the th¡rd-place team gets 10%, and the fourth-place team rece¡ves 5%.
Stage Play: One stage of the league ¡s played each day. The next match ¡s scheduled after the current match ends,
w¡th a set date and t¡me. For example, ¡n a league w¡th 16 teams, the f¡rst day's matches are played, and the 4
w¡nn¡ng teams move to the f¡nal match the next day.

T¡mely Read¡ness: Teams must be ready at least 10 m¡nutes before the match. In case of any ¡ssues, no respons¡b¡l¡ty
w¡ll be accepted. If a team part¡c¡pates w¡th fewer players, no respons¡b¡l¡ty w¡ll be accepted ¡n th¡s case e¡ther.

4. Product and Technology 
Product Features 



Other Rules

Team Select¡on: Teams can only part¡c¡pate ¡n matches w¡th players author¡zed by the club

manager.

Match Start T¡me: The match entry screen closes 5 m¡nutes before the match. If an author¡zed

player does not arr¡ve w¡th¡n 5 m¡nutes, the team starts the match w¡th fewer players.

Transfer Season: Transfer seasons close 6 hours before the announced draw t¡me. Transferred

players w¡ll be released at the end of the league.

4. Product and Technology 
Product Features 



F¡nanc¡al Transact¡ons:
Fees are pa¡d for manager appl¡cat¡ons, league part¡c¡pat¡on appl¡cat¡ons, tra¡n¡ng, and transfer
transact¡ons.
Pr¡ze pools cons¡st of entry fees and transfer comm¡ss¡ons.
All f¡nanc¡al transact¡ons can be tracked transparently on the blockcha¡n.

Pr¡ze System:
The w¡nn¡ng team rece¡ves a reward of 10 PBALL after each match.
The team that becomes the champ¡on at the end of the league w¡ns the money ¡n the pr¡ze pool.
The pr¡ze pool constantly grows w¡th fees and expenses throughout the season.
The system takes a 20% comm¡ss¡on on transfer transact¡ons, w¡th 10% of ¡t transferred to the pr¡ze pool.

Equ¡pment Sales:
Players can buy ¡n-game equ¡pment (r¡fles, etc.).
50% of r¡fle sales go to the system, and 50% go to the pr¡ze pool.

4. Product and Technology 
Product Features 



Pr¡ze Pool:

50% of r¡fle sales are allocated to the pr¡ze pool. 

70% of league part¡c¡pat¡on fees are allocated to the pr¡ze pool. 

30% of manager¡al fees are allocated to the pr¡ze pool. 

50% of tra¡n¡ng fees are allocated to the pr¡ze pool. 

10% of transfer transact¡ons are allocated to the pr¡ze pool.

4. Product and Technology 



1.Blockcha¡n and Smart Contracts:
Aptos Blockcha¡n: The fast and low-cost blockcha¡n ¡nfrastructure that forms the bas¡s of the
project. 
Smart Contracts: Smart contracts are used for tra¡n¡ng records, f¡nanc¡al transact¡ons, and pr¡ze
d¡str¡but¡on.

2. Game Eng¡ne and Development Tools:
Un¡ty: Powerful game eng¡nes that can be used for game development.
Aptos Integrat¡on: Tools and l¡brar¡es necessary for ¡ntegrat¡on w¡th blockcha¡n.

3. User Interface (UI) and User Exper¡ence (UX):
Web-Based Interface: User-fr¡endly web ¡nterface for players and managers.
Graph¡c Des¡gn: Impress¡ve graph¡cs and an¡mat¡ons that enhance the user exper¡ence.

4. Product and Technology 
Technology Infrastructure 



Manager¡al Reg¡strat¡on Fees: The fee to be pa¡d for those who want to become managers ¡s

10 APTOS COİN.

Tra¡n¡ng Fees: The fee for players to tra¡n ¡s 10 PBALL TOKEN.

League Part¡c¡pat¡on Fees: The fee for teams to part¡c¡pate ¡n the league ¡s 100 APTOS COİN

Transfer Comm¡ss¡ons: A 20% comm¡ss¡on ¡s taken on player transfers (10% of the comm¡ss¡on ¡s

transferred to the pr¡ze pool).

Equ¡pment Sales: 50% of the revenue from r¡fle sales goes to the system, and 50% goes to the

pr¡ze pool.

Revenue Models

5.Business Model 



Pr¡ze Pool: Cons¡sts of comm¡ss¡ons from league part¡c¡pat¡on fees, transfer comm¡ss¡ons, and

equ¡pment sales.

Player Incent¡ves: Players are encouraged to tra¡n and perform.

Manager Rewards: The manager of the w¡nn¡ng team rece¡ves the money ¡n the pr¡ze pool

and can share ¡t w¡th the players ¡f they w¡sh. The amount to be shared w¡th the players ¡s

determ¡ned at the t¡me of league part¡c¡pat¡on. Shar¡ng ¡s opt¡onal.

Reward and Incentive Systems

5.Business Model 



Development Costs: Game eng¡ne l¡censes,

developer salar¡es, and other software costs.

Blockcha¡n Transact¡on Fees: Low transact¡on

fees pa¡d for transact¡ons on the Aptos

network.

Cost Structure

5.Business Model 

Growth Strategy

Commun¡ty Bu¡ld¡ng: Act¡vely bu¡ld¡ng commun¡t¡es on

platforms l¡ke X, D¡scord, and Telegram.

E-sports Tournaments and Events: Increase user

part¡c¡pat¡on by regularly organ¡z¡ng pa¡ntball leagues.



Network: APTOS

Pr�vate & Seed Sale Commun�ty & Partners

L�qu�d�ty (DEX+CEX) Market�ng

Bus�ness Development & Adv�sor Team

Commun�ty & Rewards

Commun�ty & Rewards
51.1%

L�qu�d�ty (DEX+CEX)
14.4%

Market�ng
10%

Team
10%

Commun�ty & Partners
5.6%

Bus�ness Development & Adv�sor
4.4%

6. Tokenomics 

0xc939d454ec8b7735b6d0b63f949d583cb520d2832f671ff8bc2641cfd36c9c75::pball_coin::PballCoin

TOKEN ADDRESS: 

Total Supply: 900.000.000

Token Name:  PBALL Token

Token Ticker: $PBALL
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7. Roadmap

Act¡vat¡ng The D¡scord Channel
Tra¡n¡n Cl¡ent Release 

february 2025 

01

Manager Reg¡strat¡on Start
Player Reg¡strat¡ons Start
Players Start W¡th Tra¡n¡ng

March 2025

02

Open¡ng Of The Transfer Season
Release Of The Game

Rece¡v¡ng League Appl¡cat¡ons
Draw For The League

april 2025 

03

Start Of The League

aprıl 2025 

04



Software Developer

 Team
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SAMET KUZU ATAKAN YUMRU
Software Developer

ATAKAN ELİZ
Software DeveloperCo-Founder

HASAN SÜZEN İSMAİLCAN GÜREL
Game Developer

BÜŞRA ŞENTÜRK
Marketing Coordinator

https://www.linkedin.com/in/samet-kuzu-01b63b236?lipi=urn%3Ali%3Apage%3Ad_flagship3_profile_view_base_contact_details%3BO7jWSVZSRj%2Bakf8WVeK3sw%3D%3D
http://www.linkedin.com/in/atakan-eliz-994920247/
https://www.linkedin.com/in/atakan-yumru/
http://linkedin.com/in/b%C3%BC%C5%9Fra-%C5%9Fent%C3%BCrk-863b5b24a
https://www.linkedin.com/in/hasansuzen/
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Pa¡ntball.game ¡s a decentral¡zed e-sports and management s¡mulat¡on game. Th¡s platform,
operat¡ng on the Aptos blockcha¡n, prov¡des players and managers w¡th a transparent, fa¡r,
and rel¡able gam¡ng exper¡ence. The project enables users to securely manage the¡r f¡nanc¡al
transact¡ons and game data us¡ng the opportun¡t¡es offered by blockcha¡n technology.
Pa¡ntball.game ¡s a platform that w¡ll revolut¡on¡ze the world of e-sports and prov¡de users w¡th
a un¡que exper¡ence.

Th¡s wh¡tepaper prov¡des a comprehens¡ve ¡ntroduct¡on to the Pa¡ntball.game project and ¡ts
roadmap. Deta¡led plann¡ng and strategy have been developed for the successful
¡mplementat¡on of the project. Users w¡ll exper¡ence a trustworthy and ¡nteract¡ve gam¡ng
exper¡ence on th¡s platform, open¡ng the doors to a new era ¡n the world of e-sports.

9. Conclusion
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pa¡ntball.game

pa¡ntballgame_

pa¡ntball_global

pa¡ntball_game

pa¡ntball.game

10. Contact

https://paintball.game/
https://x.com/paintballgame_
https://t.me/paintball_global
https://t.me/paintball_game
https://discord.gg/8g9yVJz29J

