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ABSTRACT
Sport is something that everyone enjoys. It encourages us to push ourselves to
new heights, resulting in us being healthier, happier, and more passionately
motivated. Sport improves self-confidence and brings people together.
Nonetheless, today's sports sector is a massive, trillion-dollar business with
innumerable participants at all levels of the economy, where goods and services
are sold regularly all over the world.
Athletes, particularly those just starting in their professional careers, face
numerous challenges when it comes to paying for their training and participation
in international events. Many athletes are solely reliant on institutions that govern
sports financing and, as a result, own their image rights and career paths. Many
clubs and other sports organizations face financial and liquidity problems, as
well as a lack of ways to monetize their followers' attention. DSM is about to
change this.
DSM will make it easier for the rest of the world to invest in sports, allowing fans
and potential investors to directly participate in one of the world's largest and
fastest-growing sectors. DSM will allow the sports community to raise funds
independently around the world, establishing entirely new strategies for sports
investment, and challenging the traditional model of sports participation finance.
To achieve this, DSM will launch a Smart Manager Platform and a DSM
Professional Fund.
DSM public blockchain wants to fill the gap for blockchain-based applications in
the sports industry, which is a rising industry all around the world, thanks to the
increasing popularity of blockchain technology. DSM public blockchain will
release its native cryptographic token DSM Token for usage on the DSM public
blockchain, which integrates application and business scenarios of the DSM
industry and sports ecosystem chain.
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INTRODUCTION
Sports fans may crowd-manage their favorite teams and leagues with DSM. By
2022, we expect the sports landscape to be determined not only by which teams
and leagues attract the largest audiences, but also by whose teams and
leagues can most effectively activate and monetize that audience by putting
their fans in charge. It's referred to as "extreme fan engagement."
A worldwide sports crowd-control engine that allows fans to vote on
management and strategy decisions for some of their favorite clubs. With
blockchain technology, any league and team may be realized. Fans can become
influencers of any competitive entity with the help of DSM. In turn, teams, leagues
& events, from any corner of the sports world can then monetize the fan demand
for these voting rights.
DSM give the fans ownership rights to the club they have decided to manage.
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BLOCKCHAIN and DSM
Technology advancements have allowed sports fans to participate in ways other
than watching games on TV or cheering for their favorite teams at a physical
stadium. Sports fans can now communicate with one another via internet
platforms by expressing their thoughts, making predictions, or sharing personal
stuff such as photos and videos.
DSM seeks to strengthen this established community by creating a virtual
platform that allows individuals from all over the world to profit financially from a
shared enthusiasm for online sports using blockchain technology. The DSM coin,
a blockchain-based currency that compensates members for their contributions
to the community, is at the heart of the platform. Sports lovers will be able to take
management decision to the club, like substitution during match or transfers.
Our goal is to leverage blockchain technology to develop a global network for
sports fans that will engage them and allow them to profit in the long run. The
DSM token is the vehicle that improves the entire fan experience by bringing
diverse groups of people together and forging bonds over the one thing they all
share - a fierce love of sports.

THE IDEA BEHIND DSM
DSM can now actively participate in the
coming paradigm shift in the sports
business
thanks
to
the
blockchain
technology revolution, achieving previously
unattainable goals. DSM allows a revolution
in sports finance by establishing a direct
financial link between athletes, sports clubs,
and sports organizations on the one hand,
and fans, sports enthusiasts, and individual
businesses on the other. DSM will not only
be a new player in the sports sector, but it
will also create a new (sub)industry. It will
open up blockchain-based options that
were previously unavailable.
PAGE 03

DECENTRALIZATION
With all of the excitement around blockchain technology, there's no doubt that it
will transform a lot of businesses. Sports may appear to be one of the least likely
businesses to be revolutionized by blockchain, but when you consider the options
that blockchain gives for crowdfunding, it appears to be a distinct possibility.
Blockchain provides an unparalleled level of transaction transparency: you no
longer need to rely on an intermediary to ensure that a transaction occurred and
was handled appropriately. This enables the creation of a decentralized system
that facilitates crowdsourcing. So much so that athletes, particularly young ones,
will be able to strengthen their careers by gaining public support, and their
increasing professionalism will bring in more and more money.
DSM,
a
decentralized
sports
ecosystem, is poised to redefine
and facilitate transformation in the
sports funding business. It will be a
smart
ecosystem,
a
global
community that runs on the
Ethereum platform, utilizing smart
contract capabilities and other
blockchain revolution benefits to
reduce logistical issues and costs
and to maximize the potential for
low-overhead, secure, and instant
transactions between participants
in the sports economy, as well as
new ways for athletes and sports
entities
to
access
funding
opportunities.

PROBLEMS
Fans can only watch. They can’t make decisions or influence the
organizations they love.
Corruption in sports
Unhappy and disappointed fans
Monopol
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SOLUTION
Tokens
There are in circulation 100b
tokens. Each token will be equal
to 1 vote, and not one single
address shall not have more
than 0.1% or 1 mil tokens.
By this, corruption will be
avoided.

Voting system
All users can only vote with
the coins they own; the coins
will be locked while they are
being voted on, and they will
be released once the voting is
completed.

There are 2 types of sections for voting:

Suggestion voting
Here all users will come up with
suggestions on different themes, like
transfers, or changes during a game.
All suggestions will be displayed
under ranking type, with nr 1 being
the one with more suggestions. Here
will be chosen the first 10 for the next
step, which is voting.

Final Voting
The users will use their coin to vote
whatever they prefer from top 10
suggestion, as from suggesting
voting.
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TARGET MARKET
Our target market is made up of the world's
3 bil sports aficionados. All of their sports
and related commercial activities, including
online gaming, are worth almost $200
billion in this industry. The projection for
global profits includes fans of several
sports, prompting DSM to offer activities
and services for a range of sports,
including
football/soccer,
basketball,
baseball, and tennis. With the prevalence
of increasingly advanced technology and
the rising appeal of the virtual commercial
experience, this market is likely to grow
even faster in the coming years.
When we think of the ideal DSM target
client, we think of a millennial that uses
mobile apps and websites to get and
report updates on games and live stream
events.
Geographically,
potential
customers are found in Far East Asia, the
Americas, and Europe, with Africa thrown in
for good measure. They are committed to
their favorite teams and sports and are
active members of the sports community.
Sports fans establish various specialized
markets because there are so many
different sports to follow. Competitive
global sports competitions, online games,
commerce, media, and lifestyle sports are
among these markets. DSM ties various
marketplaces together to build a single
sports fan community, allowing many
people all over the world to profit
personally and financially from their virtual
connections.
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Token Structure
Soft-cap Budget Allocation
10% Product Development
Product development according to the roadmap.
10% Marketing, sales & partnerships
Expenses for attracting the retailers to the platform, making partnerships with
payment providers, website builders, loyalty programs services providers, and
other partners.
5% Operations
Operational costs, non-tech staff salaries.
5% Legal
Company and subsidiaries establishment, contracts with the retailers,
development of legal opinions about the entire stack of BitRewards services
and retailers’ operations, etc.
15% Management
C-level executives’ salaries.
5% Bounty, Airdrop
50% Asset/ Club Aquiring

Product Development
10%
Marketing, sales & partnerships
10%

Operations
5%

Asset/ Club Aquiring
50%

Legal
5%

Management
15%
Bounty, Airdrop
5%
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Roadmap

Oct 2021
WEBsite Publishing

Nov 2021
Whitepaper Publishing

Dec 2021
Start Token sale
for crowdfunding
Bounty and
Airdropping start
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May 2022
Complete the team and
advisors

June 2022
Start development and
integration of website and
mobile app

September
2022

Buying the first
asset/club

October 2022
Continually working for
better improvements
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