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Executive Summary 
Knight Lands rises above the fray in the play-to-earn category of role playing games (RPG) 

with a simple philosophy: play-to-earn games need to have sustainable economies. In the 

near term, play-to-earn games can maintain exorbitant prices for people to enter the games 

and count on the tokens to rise because of scarcity. However, as more play-to-earn games 

enter the market, games will need to stand on their own merit as the price to enter will go 

down, the games will get better, and players will play a variety of games, not just the one 

that is currently on top.  

The Knight Lands team has released an initial game, Knights: Prologue (KP), which is a proof 

of concept to demonstrate initial traction and workings of the basic game mechanics. The 

initial release has drawn 1200 daily active users with a launch announcement and podcast, 

simply by word of mouth. The rewards and NFTs in Knights: Prologue will not be tradeable 

on markets, but in-game NFTs and currency spent in the game will be accounted for, and 

gamers moving from KP to the full release of Knight Lands (KL) will receive equivalent assets 

based on a conversion mechanism that represents the amount of crypto spent in the game in 

dollar equivalent, plus the ability to carry over certain NFTs or mint. Knight Lands itself is 

targeted at gamers, with highly developed gameplay and adventures that are competitive 

within today’s gaming world for massively-multiplayer games and role playing games (RPG). 

Addressing the gamer community dramatically increases the target audience and also 

provides a way that gamers can get into the crypto market seamlessly. Like other RPG 

games, Knight Lands has multiple ways people can enjoy the game or earn money on the 

platform. Gamers can join quests and raids, players who like to build in-game properties and 

crafted items can do that, and others can engage in different types of businesses and 

farming, similar to other RPGs.  

Anyone can join Knight Lands without having to pay up front, and without having pre-

registered for a crypto wallet. The game will include multiple types of tokens: in-game 

tokens, fungible tokens for play both in-game and exchange on crypto markets, and Non-

Fungible Tokens, both those supplied within the game and those created by the players.  

The team behind Knight Lands is experienced in game development, both within the crypto 

world and prior to the crypto world. The underlying philosophy motivating the development 

team is that that pay-to-earn needs to have sustainable, proven business models, and that 

these games can be as fun and exciting as any other online RPGs. As a result, the pre-

release initial game, Knights: Prologue, was tested to make sure the initial assumptions are 

sound. The prologue is already popular with our users in countries such as Japan and Spain, 

as well as with players in the Philippines, Brazil and Russia.  

https://knightlands.com/
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Background: Challenges and Opportunities 
Online gaming has been big business for years, with eSports audiences topping 474 million 

people in 20211, close to a billion dollars in revenue for the companies in the industry, and 

$4.5 billion in investments in 2018.2 But over the past year, riding on the huge crypto boom, 

play-to-earn games burst onto the scene, reaching market capitalization of close to $25 

billion for all of the companies in the play-to-earn business.3 Axie Infinity, the top game in the 

field, reached a $3 billion equity valuation and $30 billion fully diluted valuation.4 Much of 

the income for companies in the field comes from the NFTs needed for playing the games.5 

Play-to-earn combines the best and the worst of the crypto and gaming worlds. On the 

“best” side, people are earning money playing games, a trend that’s been going on for 

years, for example, with games such as SecondLife.6 Adventure games offer people 

challenges, ways to meet one another, and the ability to improve their skills. In fact, games 

are a much more satisfying way for people to spend their time than work is, as Jane 

McGonigal points out in her New York Times Bestseller, Reality Is Broken7.  

Another positive feature of these new games, leveraging Non-Fungible Tokens (NFTs), is the 

ability for people to create in-game items, develop characters, create artwork and develop 

virtual properties--and to own the rights to those creations.8 Finally, play-to-earn has literally 

been saving lives in some of the poorest economies in the world, and those who have been 

hard-hit by the economic impacts of the pandemic. In developing economies, people can 

 

1 The Incredible Growth of eSports, Werner Geyser, Influencer Marketing Hub, July 2021. 
https://influencermarketinghub.com/esports-stats/ 

2 Esports Ecosystem 2021: The Key Industry Companies and Trends, Insider Intelligence, August 2021. 
https://www.insiderintelligence.com/insights/esports-ecosystem-market-report/ 

3 Top Play to Earn Tokens by Market Capitalization, CoinMarketCap. 
https://coinmarketcap.com/view/play-to-earn/ 

4 Metaverse Heats Up: How Axie Infinity’s $3B Valuation Led Crypto Game Frenzy, Joseph Young, 

Forbes, October 2021. https://www.forbes.com/sites/youngjoseph/2021/10/06/metaverse-heats-up-

how-axie-infinitys-30b-valuation-led-crypto-game-frenzy/ 
5 Play to Earn Revolution, Richard Knight, Medium, September 2021. 
https://medium.com/geekculture/the-play-to-earn-gaming-revolution-623b336d69c4 

6 How to Make Real Money Playing Second Life, Freeupfinance.com, 2019. 
https://www.freeupfinance.com/how-to-make-real-money-playing-second-life/ 

7 Reality Is Broken: Why Games Make Us Better and How they Can Change the World, Jane 
McGonigal, 2011. 

8 NFTs are Spurring a Digital Land Grab—in Videogame Worlds, Marco Quiroz-Gutierrez, March 2021, 
The Wall Street Journal. https://www.wsj.com/articles/nfts-are-spurring-a-digital-land-grabin-
videogame-worlds-11616414401 

https://www.wsj.com/articles/nfts-are-spurring-a-digital-land-grabin-videogame-worlds-11616414401
https://www.wsj.com/articles/nfts-are-spurring-a-digital-land-grabin-videogame-worlds-11616414401
https://www.wsj.com/articles/nfts-are-spurring-a-digital-land-grabin-videogame-worlds-11616414401
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earn a living wage simply by playing games9. The promise of “bringing blockchain to the 

masses” is becoming a reality, as play-to-earn allows people to leapfrog from being 

practically unbanked to being able to earn cryptocurrency directly on their phones and 

computers from anywhere in the world. 

On the downside, many of these games are little more than crypto speculation. The 

tokenomics are based on artificial scarcity, where tokens are burned or NFTs are so limited 

that the tokens go up in value. While this may work in a bull market, during bear markets 

these tokens are going to end up dropping dramatically in value. Most of the games have no 

business model other than the hope that the token will continue to increase in value, which is 

highly speculative and may leave the founders with a large chunk of cash at the expense of 

the players and investors when the business model proves to be unsustainable long-term.  

Another concern in the industry is that while the top games are fun and provide intellectual 

stimulation, many are poorly designed. People play to earn and they choose the games that 

are popular, regardless of whether the game itself provides a quality experience. This 

creates volatility in the value of the game, the coin, and creates a transient industry. Play-to-

earn games have a long way to go before they can compete with the level of game design 

and strategy offered in the wider gaming world. This presents an opportunity for top level 

game designers.  

Finally, there’s the cost of playing these games. Joining play-to-earn games costs more than 

$1000 to purchase the in-game NFT characters and equipment,10 which is prohibitive for 

precisely those people who stand to make a living playing games. While the extreme 

scarcity of the NFTs provides a lucrative business for the creators of the games, it also limits 

the number of players who can get into the game. Because of this problem, players look for 

other games to play to earn. It’s difficult to strike the correct balance between profitable 

scarcity and exclusive scarcity, and to date, most of the games have not invested enough 

time in creating that balance. Therefore, the token economies are either fragile with 

hyperinflation or they are creating a high barrier to entry. 

To provide players a way to get into these high-priced games, companies such as YGG have 

emerged, creating “Guilds” which lend the NFTs to players, and in return the players pay as 

much as 50% of their earnings to pay off the cost of the NFTs. Yet, some of these guilds 

continue to take that 50% cut, even after the initial loan is paid off. This kind of exploitation is 

possible because the players simply cannot afford the price of entry, and there are always 

more players who will join if some leave because they don’t want to pay out 50% of their 

earnings to these rent-seeking guilds.  

Furthermore, even prior to cryptocurrency, in-game economies suffered from problems such 

as hyperinflation and fluctuating currencies.11 Proper planning of the economy, using limited-

 

9 Play to Earn: The Rise of NFT Gaming in the Philippines, Brontë H. Lacsamana, June 2021, Business 
World. https://www.bworldonline.com/play-to-earn-the-rise-of-nft-gaming-in-the-philippines/ 

10 Axie Infinity Is Really Expensive to Start Playing, Dane Williams, August, 2021, LeoFinance. 
https://hive.blog/hive-167922/@forexbrokr/axie-infinity-is-really-expensive-to-start-playing 

11 10 Ways Multiplayer Gaming Economies Reflect Real World Economy, Gwen Wendenheimer, 
Business Pundit, April 2018. https://www.businesspundit.com/multiplayer-gaming-economies/ 
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issue cryptocurrency, issuance policies, and in-game mechanics need to be carefully 

planned and monitored to maintain the value of the currency. Many of today’s games have 

not invested an appropriate amount of time and thought into the currency issuance and 

control mechanisms in the game, and they will suffer the consequences long term. 

Today’s game companies intentionally keep the NFTs rare and the prices high, and the 

guilds continue to charge high membership fees which are disingenuously called “loans” or 

“scholarships”. Considering that the daily earnings on these games are approximately $30, 

this is truly a case where people in rich countries, who can afford to invest in game 

development, are exploiting people in poor countries who are living on $15 a day from their 

game income rather than the $30 they could earn by playing the games themselves. 

Charging 50% of someone’s earnings as a membership fee (while calling it a “loan”) is not a 

sustainable long-term business model. It’s clear that these income models will soon be 

undercut by game companies who can charge less, creating a race to the bottom and 

ultimately undercutting any margins these Guilds thought they could gain by charging a 

huge 50% surcharge. Competition is already starting, with free-to-play games such as 

Splinterland and Gods Unchained.12 Players already have many options for play-to-earn, so 

it’s only a matter of time where companies will either have to drop their fees, or they will go 

out of business. Play-to-earn games will need to have legitimate business models to survive 

long-term, just like any viable business. As the gaming world is shifting rapidly, now is the 

time to invest in games that have long-term viability and can capitalize on this enormous 

trend.13 

 

 

12 Top Best NDT Games to Play & Earn Cryptocurrency in 2021, European Business Review, November 
2021. https://www.europeanbusinessreview.com/top-10-best-nft-games-to-play-earn-cryptocurrency-
in-2021/ 

13 How Play-to-Earn Is Changing the Business of Gaming, Randy Breen, NASDAQ, July 2021. 
https://www.nasdaq.com/articles/how-play-to-earn-is-changing-the-business-of-gaming-2021-07-06 
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Solution: The Knight Lands Game 
Knight Lands is an RPG game that can be played in any browser, designed as a play-to-earn 

game. Unlike other NFT-based play-to-earn games, Knight Lands is free-to-play and will 

remain so for basic players. In addition to its appeal as a play-to-earn game, Knight Lands is 

constantly adding functionality which appeals to gamers of all sorts, including ways for 

players to upgrade and make in-game purchases for faster and more sophisticated 

gameplay. By combining serious gaming functions for gamers with play-to-earn functionality, 

Knight Lands is able to have a self-sustaining business model, a sustainable tokenomics 

model and a long-term future in the global gaming market.  

The Knight Lands play-to-earn game will be the continuation of the adventures presented in 

the first release: Knights: Prologue, which is a functioning game with initial traction, 

developed by the Knight Lands Team. When players upgrade themselves from the Prologue 

to the full Knight Lands Game, they can take some of their assets with them. Players will start 

at level one--after all, it’s a whole new adventure--but they can take with them their in-game 

earnings, representation of their NFT assets, and other tokens and earned assets to redeem 

in the fully redesigned new adventures of Knight Lands. This means that the players and 

fans who have gotten involved in Knights: Prologue will have a high level of incentive to join 

immediately upon release of the Knight Lands adventure. 

Knight Lands will run off-chain and leverage the Terra blockchain for payments and asset 

minting. The current and similar Knights: Prologue system has already gained traction and 

people are playing regularly, with more than a thousand daily users. Several players are 

creating guilds and playing together, and the team regularly implements user feedback for 

improving the game. 

Knights: Prologue was developed to its current state by a dedicated but small team of game-

lovers who saw the opportunity in the market. Investment in Knights: Prologue isn’t just 

investment in an idea—the game already works and has traction. The team is working to 

develop more sophisticated visual assets, gameplay, new levels and challenges alongside 

the development of the upcoming Knight Lands game. 

Knight Lands will use Unity technology to introduce mobile and desktop versions of the 

game to capture as many players as possible. Using proven technology allows the team to 

build Knight Lands as efficiently as possible to avoid long development times. 

In addition to the crypto and NFT crowd, Knight Lands is targeted at any gamer anywhere. 

The games are both fun and have the potential for earnings. One of the goals of the project 

is to bring more gamers into the cryptocurrency industry in a zero-fee, zero-risk way. 

Through this platform, people can truly own the assets that they generate and develop in 

the game, earn tokens that can be traded for real money, and enjoy building guilds and 

connections with other gamers. For those who are curious about what’s coming, the lead-up 

to Knight Lands is the adventure game Knights: Prologue, and it’s possible to play already. 

To check out the premiere adventure in the series, try Knights: Prologue on the live server. 

Knights: Prologue is the first adventure leading to the upcoming Knight Lands release. 

https://knightlands.com/
https://unity.com/
https://play.knightlands.com/


 

Page 9 

Free-to-Play MMORPG 

The Knight Lands game allows anyone to enter the game for free, so there’s no barrier to 

entry. In the play-and-earn version, the earnings accrue only after the player has earned a 

certain amount of experience. Rather than having to do formal “training” or get a 

“scholarship”, all of the play-and-earn players learn by playing, as in most games.  

Earning first tokens will be very easy, just find an open order from other players, fulfill the 

requirements and get your first payment! 

For those players who are simply interested in playing for the excitement of the sandbox 

MMORPG will have numerous in-game activities such as: 

● Exploring vast world without loading screens 

● Participating in solo and group dungeons for an epic loot 

● Raising mounts and combat pets 

● Farming crops 

● Fishing 

● Capturing territories 

● Building guilds 

● Fight other players in arena or dangerous PvP areas 

Knight Lands carefully studied the tokenomics and game economics of a variety of games 

over the years, and the team has developed numerous games in the past. For that reason, 

we have created a sustainable business model based on in-game purchases for players who 

want to do that, as well as a crypto economic model, described below, that allows for 

expansion of the game in a way that maintains scarcity of certain items, but doesn’t create a 

tight market with inflation that excludes players. The Knights: Prologue game allows the 

development team to observe the actual game play and adopt the best practices from the 

Prologue into the Knight Lands adventures game. 

Knight Lands will offer several ways of earning in game: 

● Earning FLESH tokens 

● Minting NFTs from any in-game asset using scarce materials and KL payment 

● Earning KL tokens 

● Breeding and selling pets and mounts 

● Owning property 

● Building business empire 

● Capturing land with underlying real-world DeFi protocols 
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Knights: Prologue feature list 
Knights: Prologue is a mini-game introducing some of the concepts and gameplay of the 

Knight Lands series. The Knights: Prologue game available today allows players to earn 

FLESH tokens and NFT for future conversion into the Knight Lands game when it’s released. 

Playing Knights: Prologue is fun, and for anyone who wants to convert their tokens into the 

Knight Lands game when it’s released, those players will be starting with an initial 

advantage in terms of the resources they bring to the game. 

The following features are already built into the Knights: Prologue game: 

● Simple semi-auto gameplay 

● 300+ soldiers to collect and combine 

● Hundreds of items to gather and craft 

● Crafting system for creation of original in-game items 

● Monetization model with thousands of items and upgrades 

● Multiple levels, daily tasks and interesting adventures 

● Group raids 

● Browser support to run in any browser 

Special events and prizes 

Knight Lands runs regular events to draw in new participants, allow gamers to show their 

accomplishments on leaderboards, and provide special prizes. Events include: 

● Seasons where leading players share a pool of stablecoins based on in-game 

revenue. 

● Contests and events where people can earn the right to create NFTs. While anyone 

can create in-game NFTs, the scarcity is maintained by a quota of NFTs to be minted. 

Regularly scheduled contests and sweepstakes will award players with the rights to 

mint NFTs. 

Gameplay: Group raids 

One of the most fun and engaging features included in Knight Lands is the Group Raids, 

where people need to team up in order to win challenges in the game. Power players can 

summon or join a group raid and compete for 1000 daily FLESH payments. Unpaid accounts 

compete only for 35 FLESH. Power players have to pay a fee to summon or join a raid, and 

free players can join for free. This allows any team to form and for people to meet one 

another regardless of their status in the game, with the differential being in terms of the 

prizes they can earn based on their player status.  
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Migration from Knights: Prologue 
The Knighlands Prologue game already includes in-game purchases in cryptocurrency (with 

costs pegged to USD) as well as in-game earnings and asset accumulation. While the Knight 

Lands release adventure will be a completely separate game, all Prologue players will be 

fully compensated for their spending, earnings, and time on the platform. This serves as a 

bonus to our early adopters, provides important feedback as players continue on the KP 

game, and eliminates any risk to the players themselves as they invest time and money in 

the game.  

For the migration, all in-game spending will be transferable based on the dollar rate at the 

time of purchase. For every dollar spent on in-game purchases in KP, the player will receive 

a dollar for any purchase in the Knight Lands game when released. Likewise, in-game 

earnings and coins will be issued on a one-to-one basis for both FLESH and KL tokens from 

the Prologue. We will also create land, business, and asset conversions as appropriate.  

Every Knights: Prologue player will have appropriate rewards based on their progression in 

the game. More details will be available as soon as possible. 

When players move from Prologue, they will start at level 1 in Knight Lands, as it’s a 

completely new adventure.  
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Knight Lands official release developments 
The Knight Lands new adventure release will include upgrades to the look and feel of the 

game, upgrades to the artwork, improved UI/UX and additional content, levels and items. 

This section covers some of the investments we plan to make following a successful token 

issuance. 

Until the official release of Knight Lands, the team will be expanding and developing Knights: 

Prologue, maintaining the challenges and introducing elements that will be familiar to the 

gamers when they move to the full Knight Lands Release. Therefore, they will be able to 

continue to develop their skills to build up assets in Knights: Prologue which will be 

transferable to Knight Lands when the release is out. 

Better gameplay 

Knights: Prologue was completely bootstrapped by two founders. Additional funding will 

allow the transformation of Knight Lands into a modern and deeply engaging  game with 

many more adventures. The image shows a work in progress of one of one of the adventures 

under development.  

Knight Lands will feature uniquely designed 3D graphics for adventures, characters and in-

game items. While the 3D rendering will offer a beautiful and highly interactive in-game 

experience, Knight Lands will also include special optimization of the graphics for rapid 

display on low-tier devices such as mobile phones or systems with more limited bandwidth. 

The roadmap includes building a Knight Lands metaverse, where players can breed pets, 

raid, capture lands, submerge into dark dungeons, and explore other parts of the Knight 

Lands world. The metaverse will include different areas and adventure worlds that run in 

parallel.  

Multi-world Metaverse 

Knight Lands will include a multi-world metaverse, including “safe” and “risky” areas that 

have different game rules. In safer areas, play-to-earn might be slow, or even banned in 

some areas, but the players and in-game businesses have protection from raids and rogues. 

In the more risky areas, players and guilds can take on bigger challenges and earn faster, 

but there’s always a risk of raids from other players and guilds.  

The different worlds and regions will operate with real-world logistics: the game will not 

feature easy teleporting. Caravans will be needed to move goods from place to place within 

the world and cities. As with the real world, there will be safe and risky routes, and different 

transportation businesses--run by the players themselves. Logistics and transport are also 

paid services in-game and guilds and caravans can develop their reputation for safely 

transporting goods. Players can choose safer routes or riskier routes, faster and slower 

services, just as in a real-world economy. 
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Worlds will contain different types of businesses, including those run by non-player 

characters. In safe worlds, it will be impossible to attack these NPC businesses, but in the 

risky worlds, attacks will be possible. At the same time, the worlds will contain bounties and 

rewards for those who protect NPC businesses and prevent attacks on them. The team at 

Knight Lands will constantly be evolving these types of protective behavior bounties, in order 

to encourage in-game teams and guilds to enforce the law and order, rather than hard 

coding the behaviors. 

Creating worlds in which gamers take on the responsibilities for establishing the governance 

of their in-game worlds increases the possible game plays and the creativity in each world. 

The integration of cryptocurrency can also boost the evolution of in-game governance 

through use of crypto-governance capabilities such as DAOs. While some of the NFT-based 

games have been using DAOs for guild creation, purchasing of NFTs and distribution of 

funds, this is the tip of the iceberg in terms of how these new governance models can be 

used for in-game play.  

Because the Knight Lands team is committed to competing in the fast-moving world of 

MMORPGs, multi-world development is focused on innovation, fun and adventure, rather 

than the rent-seeking models that can come at the expense of the game dynamics users 

want the most. Creating exciting worlds for gamers is the best way to maintain a game with a 

sustainable active community and long-term financial viability. 

Land-based Economy 

Land ownership is central to the Knight Lands economy. The differentiator for Knight Lands is 

that land does not generate passive yields, but always needs to be developed. Landowners 

in Knight Lands are called “Game Masters” because they have a high level of agency to 

develop the land in a variety of ways. While a few types of establishments, such as auction 

houses, are limited by the game rules, most types of buildings and production facilities can 

be freely created by the Game Masters.  

Of course, because they need to create buildings on their lands to reap yields, create 

defenses and hire defenders for their land, Game Masters are dependent on skilled players 

to make any earnings. In that sense, there is a symbiotic relationship between the skilled 

players and the landowners, but Game Masters have a tremendous amount of power in 

terms of building up the virtual worlds and creating the parameters for many aspects of the 

game play.  
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Game Masters have a variety of special powers in Knight Lands that sets this game apart 

from other games. Game Masters function similar to moderators in a MMORPG, with powers 

that include: 

● Researching and respawning creatures on their properties. 

● Setting behavior of the creatures, such as levels of aggression, speed, boosts, etc. 

● Researching and respawning resources such as ore and trees. 

● Hosting and changing rules for events such as Raids and Tournaments. 

● Staking FLESH tokens to increase the probability of spawning dungeons on their 

property. 

● Taxation of dungeons and other buildings on their properties. 

As the game develops, additional activities will be added to the list. Every action requires KL 

tokens to execute. All resources, buildings and capabilities age over time and need to be 

repaired or re-spawned when the resource is exhausted. If monopoly or cartel power 

becomes an issue in the game, the Knight Lands gameplay will develop anti-monopoly and 

taxation methodologies. 

Game masters have a tremendous amount of flexibility in terms of their production power, 

therefore they can respond to market needs for resources, creating a true supply and 

demand market. By distributing the power out from the central game developers to the 

Game Masters, the game includes a built-in market mechanic for preventing oversupply and 

undersupply of resources as the landowners themselves answer the natural needs of the 

market.  

User-created Items 

Users in the game will have more opportunities for creativity in terms of purchasing, creating 

and farming rare NFT skins. Creation of NFTs will also be gamified. For example, users will 

need to complete quests to earn the rights to create new NFTs or get special ingredients. 

Requiring users to spend time in the game and accomplish certain missions means that NFTs 

remain rare. People can’t create items and flood the market, so these types of requirements 

maintain an appropriate level of scarcity. Rather than arbitrary caps and scarcity, the 

challenges maintain a steady ratio between the amount of gameplay and the amount of 

NFTs available on the market. 

Pets 

Owning, breeding and using pets is an exciting feature of NFT based games. Knight Lands 

will include a variety of ways for people to engage with pets and animals that serve different 

functions in the games. Players at any level can own and breed pets. We envision people 

who make businesses within the metaverse through pet breeding rather than playing the 

adventure part of the games. This type of flexibility provides different types of engagement 

for different people.  
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Crafts and Businesses 

As with similar games, Knight Lands will include businesses that are run by non-player 

characters and properties that are built into the game. At the same time, players can 

develop their own lands, build buildings and open up their own businesses and even 

compete with the NPC businesses. Businesses could include inns, blacksmiths, and other 

types of in-game services. 

Of course, as with any property, the owners of the businesses and buildings will need to 

defend themselves from attack from the other players in the game. To defend themselves, 

intruders can build dungeons and moats, place traps and monsters, and reinforce their 

defences by upgrading the monsters and defenders of the business. Because Knight Lands 

are open to the creativity of the users, the players might pay a fee to other players to defend 

their properties, or even go in together in a region to pay a guild for defending a town or 

neighborhood. Similarly, someone could become an expert defense builder, and get hired as 

a contractor from business owners who want them to build up their moats or provide the 

monsters who will defend the property. 

Guilds 

Working together in guilds is one of the most exciting elements of MMORPG games and 

egaming. The team has an elaborate plan for a variety of team-based play capabilities and 

prizes for successful guilds. In the future, tokenized guilds may allow people to outright own 

guilds and create forms of self-governing DAOs for their guilds. 

Land and Guild Combat 

The built-in quests and battles in Knights: Prologue have proven to be successful, and the 

initial launch of Knight Lands will include similar types of built-in adventures, which will be 

supplemented by the creativity of the players themselves. The game includes built-in quests 

and battles. The roadmap plan includes capabilities for guilds to choose to battle one 

another, conquer lands, capture territories and property of their rivals. The vision for the 

metaverse is to create a large-scale strategy game where people innovate within the game 

on their own. As the platform grows, guilds and lands could even create their own internal 

currencies and tokens for their virtual lands. 

DeFi investment and game funding 

A portion of Knight Lands tokens are allocated for staking in DeFi protocols outside of the 

Knight Lands game. With the earned money from these funds, the team allocates the shares 

to specific regions within Knight Lands, developing new quests and lands, with bonuses 

associated based on the yields from DeFi. Guilds can compete to capture the ownership of 

these yield-generating lands.  
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Bot protection 

As real money can be earned in these games, eventually people find ways to automate the 

earnings. The Knight Lands team will continually work on developing anti-bot protection to 

minimize the possibilities for exploiting the systems using automated bots rather than real 

players. 

Another way to stop bots is to implement bot-bounties and other types of enforcement 

incentives. The Knight Lands team will develop in-game incentives for players to chase 

down, destroy or report bot behaviors. Just as any other type of gameplay, bot-hunting can 

become a fun way for players and guilds to promote themselves and earn in-game coins 

and cryptocurrency. 

Business Model 

Revenue for Knight Lands follows a freemium model with different levels of players and in-

game purchases. Revenue sources include: 

● Sales of in-game cosmetic items 

● NFT creation fees 

● Transaction fees 

● Crypto-based earnings models 
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Marketing 
Silverblock Studios released the Knights: Prologue and did a small amount of promotion to 

draw the initial users on the platform. With one AMA on Yield Guild Games, a giveaway 

airdrop, and one banner advertisement, the game attracted close to 12,000 registered 

players. 

The game currently has between 120-200 online players constantly, with approximately 

1,200 unique daily users. The FLESH token is not yet tradeable so there is low retention of 

play-to-earn players, but the initial feedback has been very positive and quite a number of 

players have stuck around and continued to play.  

Current stats: 

● 1800 Discord members 

● 3200 Twitter followers 

● Presale of in-game boosters for Knights: Prologue = $60,000 

Events 

In game events are one of the most exciting ways to increase user engagement as well as 

bring in new users. Knights: Prologue has successfully leveraged events to date to improve 

the user experience, and we will increase the frequency and improve our events to drive 

activity on the platform. The games will have themed events for major holidays and known 

global events. Themed events will feature unique gameplay and earning opportunities for 

the players and newcomers to the game. 
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Tokenomics 
The Knight Lands Game is a two-token economy, with FLESH as the in-game token for 

specific in-game activities. Knight Lands is the crypto utility token hard currency in fixed 

supply, used as the primary currency in auction houses and for earnings in the Knight Lands 

game. A fixed supply of KL tokens are awarded to players on a daily basis, distributed 

proportionally to the earning activities of players in the game on that day.  

KNIGHT LANDS DUCAT (KL) TOKEN   

The Knight Lands token (KL) is the internal token used in the play-to-earn platform. The 

platform uses a limited supply cryptocurrency built on the BSC network for fast and low 

priced transaction fees. Initial token circulation is limited with tokens released based on 

player numbers, and in-game economy to produce an anti-inflationary economy. The token 

release is based on a five-year release schedule. 

● Ticker: KL 

● Blockchain Network: BSC 

● Token Supply: 100,000,000 

● Project Valuation: US$7,500,000 

● Initial Token Circulation: 8,420,000 

● Initial Market Cap: $589,400 

● Platform Raise: $140,000 

● Individual Allocation: $500  

USE CASES   

The Knight Lands Dukat (KL) utility token is a deflationary token used within the Knight Lands 

metaverse to access exclusive goods. The token can utilised also be used as follows: 

● Purchase of exclusive in-game goods and NFTs, such as Genesis Pets, pet food, rent 

for property, etc. 

● Discounts on in-game services when using KL instead of LUNA or other coin. 

● Creation of in-game NFTs with unique ingredients. 

● Changes of specific in-game parameters only accessible with KL. 

● Voting capabilities on certain aspects of the game and development of the 

metaverse. 

● Special privileges based on lock-up of tokens; 
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● Payment of platform / game fees for transactions on the platform. 

Token Allocation  

KL is an ERC20 token, with a maximum supply of 100 Million. The supply of Knight Lands 

Ducat (KL) is designated as follows: 

● Strategic Round — 5.00% 

● Private Round — 16.00% 

● Team — 20.00% 

● Gameplay Rewards — 29.00% 

● Partners & Advisors — 5.00% 

● Marketing & Growth — 8.00% 

● Liquidity, MM, and LP Incentives — 15.00% 

● IDO — 2% 

 

Flesh Tokens  

The Flesh tokens are in-game currency used for character progression, equipment, repair 

and other in-game activities. FLESH has no maximum supply hence inflationary currency.  

Despite being inflationary, Knight Lands provides a better inflation model inspired by DeFi 

and Ethereum - at the end of the day all players acquire FLESH tokens based on their 

cumulative daily activities, such as: 

● Daily Quests 

● Exploration 

● Raids 

● Rare creatures hunts 

● PvP 

● And more 

The following image shows FLESH token economy dynamics. 
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Knight Lands In-Game Economy  

The Knight Lands token economy reflects generally known economic principles, where there 

are two main ways to earn: by being a landowner or Game Master, and by having a trade 

where you play to make money. The land NFTs in the game are distributed around three 

virtual cities with different characteristics in terms of the natural resources and specialities of 

the region. The gameplay itself is based on the free market so the players determine what 

items are of value and what types of defences are needed in the play. 

KL tokens can be mined in specific mining portals in some particular geographies, hosted by 

the landowners (Game Masters). Like any other business, the Game Master has the potential 

to create the mining portal, but must invest in building materials and skilled workers to 

develop and maintain the mining portal in order for it to become functional. Anyone can 

mine KL but the land is controlled by the landowner, who can charge fees for use of the land 

or rent the land to miners or to players who want to build mining portals. 

The following image shows the KL token economy dynamics.  
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Landowners are required to develop and protect their land in order to produce any yield, 

and they will need to hire or partner with other players to yield those earnings. Knight Lands 

is an open world game, so players have a high level of freedom in terms of what they can do 

in the game and how they can develop their characters and land. 
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Rewards are set as a fixed amount each day, distributed to the players proportionally based 

on their work or rent earnings on any particular day.  

The Knight Lands economy will feature: 

● Lottery for landowners / Game Masters 

● Quests and dungeons built by the Knight Lands team 

● Ageing of equipment and buildings, with repairs possible up to a point 

● Auction houses, owned and built by players 

● Monopoly prevention mechanisms 

● Bounties for bot-hunting 

● Self-regulation of land use by game players 

● Risk-reward based earnings 

● Open ability for any player or guild to conquer any asset in the game 

● Managed service buildings manned by NPCs or acquired by players themselves 

● Fees for all transactions  funds the Knight Lands development efforts. 
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Roadmap  
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About the Knight Lands Team 
The founding team, Denis Ermolin and Andrey Pavlchev, have been working together in the 

blockchain space since 2017. Rather than raising money for vaporware, the two teamed up 

to build the Knights: Prologue, on the back of more than a decade of experience in game 

production. Their collaboration in 2017 resulted in a blockchain-based MMORPG running 

99.9% on chain. The video of the MVP can be viewed here.  

With the successful launch of Knights: Prologue, the team has recruited additional 

developers and is in the process of recruiting a full-time marketer/growth hacker.  

Core Team 

Denis Ermolin, Cofounder 

Denis is a Senior Software Engineer at Polygon Network. He has over 10 years of experience 

including experience at Animoca Brands and Coins & Steel. He is a developer by trade but a 

gamer at heart. Denis developed Knights: Prologue to its current state and then hand-

selected the team based on their passion for games and experience with game 

development.  

Andrey Pavlychev, Cofounder, Art and Design 

Andrey has over 14 years of experience as a 2D and User Interface artist, specializing in 

artwork production for mobile and social network games. Andrey has worked for notable 

companies and projects such as Gameloft and Coins & Steel. He oversees the overall design 

and graphics for Knight Lands.  

Hamilton Gilpin, CMO 

Hamilton is an expert in crypto marketing, with more than six years of experience in projects 

like eSports Org Management and Altcoin Investment. He is the founder of the Bitcoin Beats 

YouTube channel, running multiple successful conversion funnels. Hamilton is deeply 

involved in the low cap altcoin space as a marketing advisor. 

Denis Savin, Fullstack Developer 

Denis has 13 years of experience working with web technologies including both frontend and 

backend development.  

Vitaly Mikhailovsky, Project Lead 

Vitaly brings five years of project management for software development in the area of 

business process optimization. Prior to that, he worked for six years as a game designer, 

level designer. He has extensive experience project development management in the 

gaming industry. 

https://www.youtube.com/watch?v=EN1LuGdmGJA
https://www.linkedin.com/in/imyourm8%E2%80%8B
https://www.linkedin.com/in/imyourm8
https://linkedin.com/in/drawnpro%E2%80%8B
https://linkedin.com/in/drawnpro
https://www.linkedin.com/in/hamilton-gilpin-470538171/
https://www.linkedin.com/in/uniwertz/
https://www.linkedin.com/in/uniwertz/
https://www.linkedin.com/in/snekflimes/
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Dmitry Gontarev, Senior Game Designer 

Dmitri brings to the team four years of experience in mobile games development, including 

work on games such as Shadow Fight 3, The Secret Society. 

Sean Yan, Community growth 

Sean is a community builder by trade with a passion for DeFi, Games, and NFTs. His 

experience includes research and community growth for Coin98 Finance. 

 

https://www.linkedin.com/in/dmitry-gontarev-388423155/
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Disclaimer:  

The ownership of Knight Lands tokens does not represent any participation in 

Silver Studio’s nor any rights of payment, remuneration, profit distribution or 

money reward of any kind. This White Paper has been prepared in good faith 

to provide a comprehensive overview of the Silver Studio’s Knight Lands game 

and  Knight Lands token crowdsale and is for information purposes only.  

With the development of Knight Lands Platform and/or any Knight Lands 

mobile applications, it may be amended in the following. Please also note that 

the Knight Lands project itself may be redesigned or otherwise revised in 

future, if that would be required for any material reasons (including, but not 

limited to: commercial considerations, technical possibilities, or the need to 

ensure compliance with any (existing or future) applicable laws and 

regulations, or any other material reasons). Knight Lands tokens are not 

intended to constitute securities in any jurisdiction.  

This White Paper does not constitute a prospectus or offer document of any 

sort and is not intended to constitute an offer of securities or a solicitation for 

investments in securities in any jurisdiction. The contents of this document are 

not a financial promotion. Therefore, none of the contents of the Short 

Introduction Document serves as an invitation or inducement to engage in any 

sort of investment activity. 

U.S. Persons, as defined in Regulation S under the U.S. Securities Act of 1933, 

as amended (the “U.S. Securities Act”), are prohibited from accessing this Short 

Introduction Document and Knight Lands website. Nothing in this Short 

Introduction Document or Knight Lands website shall be deemed to constitute 

an offer, offer to sell, or the solicitation of an offer to buy, any securities in any 

U.S. jurisdiction. Each person accessing this White Paper or Knight Lands 

website will be deemed to have understood and agreed that: (1) he/she is not 

a U.S. citizen and he is located outside of the U.S.; (2) any securities described 

herein have not been and will not be registered under the U.S. Securities Act 

or with any securities regulatory authority of any state or other jurisdiction of 

the United States, and may not be offered, sold or delivered within the United 

States or to, or for the account or benefit of, U.S. persons except pursuant to 

an exemption from, or in a transaction not subject to, the registration 

requirements of the U.S. Securities Act and applicable state securities laws. 
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Do not contribute any money that you can’t afford to lose in the Knight Lands 

Token Sale. Make sure you read and understand this White Paper and TERMS 

AND CONDITIONS FOR PARTICIPATING IN THE KNIGHT LANDS TOKEN SALE 

or SAFT (including all warnings regarding possible token value, technical, 

regulatory and any other risks; as well as all disclaimers contained therein), as 

will be published on our website [LINK] (as they may be amended from time to 

time).  

Should you have any questions regarding the Knight Lands game, Knight Lands 

token, the contents of this White Paper or the sale of Knight Lands tokens, 

please, do not hesitate to contact [E-MAIL] or [TELEGRAM CONTACT INFO].  

 


