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VISION 
 
We believe in a world where children grow up empowered 
and are equipped (mentally and emotionally) to exercise 
their natural and nurtured powers. 
 
 
This business overview and technical guide provides a high-level overview of a 
blockchain-based game for good: C.A.P.E.S.. It leverages stunningly “inked” Non-
Fungible Tokens on top of blockchain protocols that drive a physical and mobile game.  
 
The C.A.P.E.S. Founders and Team are overjoyed to know you share our altruistic vision 
and love for superheroes, games, art, and trading cards! We are thrilled to present you 
our roadmap to make this fun and impactful vision a success. Thank YOU, for being our 
hero and helping us grow a SUPER and IMPACTFUL technology! 
 
This whitepaper covers our tech and business development, as well as design and 
implementation of blockchain technology. A buzz in the blockchain community has 
been stirring around C.A.P.E.S. because we are the first to use engaging physical AND 
digital trading cards within a gamified ecosystem with a social impact purpose. These 
technologies symbiotically fuel each other to create a cohesive experience, both online 
and offline.  
 
This introductory guide to C.A.P.E.S. is intended for blockchain, crypto, and NFT 
enthusiasts. It is also intended for partners, users, investors, and community members.   
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INTRODUCTION 
 
A perfect storm opened up a world of opportunity when innovation and empathy met 
the 2020 global pandemic. During and after the global pandemic, inspired technologists 
made massive advances in breakthrough technologies, manifesting an opportunity for a 
futuristic and philanthropic gaming experience that leverages unique pieces of fine art.  
 
Non-Fungible Tokens (NFT’s) obtained and traded within the C.A.P.E.S. ecosystem, 
align users with a monetization that replicates the tangibility of real-world assets and 
ownership.  
 
GIVE Nation launched the C.A.P.E.S. Game early 2021 in order to foster education and 
altruism through card playing. The C.A.P.E.S. Game is a blockchain powered game that 
uses rare and aesthetically inspiring digital playing cards (a.k.a. NFTs) to support global 
youth in developing social-emotional skills and philanthropic values.  
Built on the Tezos protocol, a top 25 blockchain and one of the most environmentally 
friendly and stable blockchain, the C.A.P.E.S. Game-for-good provides a decentralized 
and secure gameplay experience with stunning art that drives the story line.  
The technological innovations necessary for the C.A.P.E.S. Game may be ported in a 
second phase to other blockchains. In any case, our NFTs will always follow the ERC 
standards to improve portability across chains. 
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WHY C.A.P.E.S.? 
 
The majority of collectables, physical and digital, serve to connect people with shared 
passions. While collecting is an exciting hobby, it often lacks extrinsic benefits. Given 
the size of the global collector marketplace, and the global challenges humans face, we 
believe there is a better way to connect collectors’ and gamers’ passions with pressing 
societal needs (e.g., climate change, hunger, displacement).  
 
C.A.P.E.S. is the world’s first collectible NFT card game with a purpose. By gamifying 
philanthropy with NFT-powered assets, we empower players to positively impact the 
world. C.A.P.E.S. leverages tried and true game theory models to incentivize charitable 
contributions. C.A.P.E.S.'s mission is to empower global youth to have fun while 
changing the world together. 
 
C.A.P.E.S. provides youth a gamified learning environment 
where charitable giving is incentivized. This helps the players 
develop social-emotional skills as well as financial literacy. 
Side effects of such ongoing experiential learning are, 
amongst others: increased creativity, reduced 
depression, improved self-esteem, more kindness, and 
better long-term financial health.  
 
C.A.P.E.S. is the latest addition to the GIVE Nation 
ecosystem that is bringing powerful learning experiences 
to global youth, all based on blockchain technologies, that 
honor the values of the blockchain space - transparency, 
security, trust, responsibility and shared decision making.
   
 

  

Ennui 
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PREPARING TO FLY 
 
 
The C.A.P.E.S. team is finalizing the game, card designs, and the development of a 
dashboard for physical and online card trading. 
 
C.A.P.E.S.’ blockchain-based and in-person events, tools and platforms symbiotically 
create a cohesive experience for global players, collectors, educators, philanthropists 
and traders. Below is the roadmap that gets us from development of our team and 
technology, to the near future where C.A.P.E.S. becomes a physical and digital 
phenomenon being played by a diverse community of global users. 

 

ROADMAP 
 
Phase 0: Preparation 

● Secure Tech Partners - March 1, 2021 
● Secure Art Partners - March 31, 2021 

 

Phase 1: Genesis NFT Sale  à Q3-21 
Phase 2: Physical Game   à Q4-21 
Phase 3: Mobile Game   à Q1-22 
Phase 4: Market place   à Q3-22 
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GROW YOUR ASSETS 
 
C.A.P.E.S. is the latest addition to the growing GIVE Nation ecosystem of learning tools 
and activities geared towards learners in emerging economies.  
C.A.P.E.S.’ supporters are buying in a number of emerging trends and assets. The 
“Genesis” NFT sale is launched on the Ethereum blockchain, offering unique digital 
cards. Minting C.A.P.E.S. cards as NFTs is an exciting way to monetize the artwork and 
seed the creation of the C.A.P.E.S. Game on our initial target protocol, Tezos.  
  

“Within less than three months, the combined market cap of major NFT projects has 
increased by 1,785%. This explosive trend involving NFTs has led the sales volume of NFT 

marketplaces to skyrocket, alongside the valuations of NFT-related tokens. If this trend 
continues, two NFT sectors would likely benefit the most from it: NFT marketplaces, 

blockchain gaming studios, and layer one blockchains targeting NFTs.” 
- Joseph Young, Forbes Financial Analyst 

 
In C.A.P.E.S. game, the first players in the C.A.P.E.S. universe will be blockchain-related 
gamers and NFT Collectors. The next wave of adopters will be Fortune 500 employees 
and the GIVE Nation community of students and educators.  
 
Like “Magic: The Gathering,” the only barrier to play is knowing the rules and having 
some of the cards. Following the tried-and-true path of previous global phenomena 
collectable-based card game, some cards become more valuable over time. The 
C.A.P.E.S. Cards are all NFTs, making them far more liquid of an asset than previous 
card-based games and collector’s items. 
 
Early adopters of our NFTs may enjoy a healthy return on investment for their 
involvement in collecting, using, and trading the C.A.P.E.S. NFTs. We believe C.A.P.E.S. 
NFTs will be highly sought after by: ensuring that C.A.P.E.S. cards are inked by world-
renowned artists (limited editions), supporting it by a long-term build of the C.A.P.E.S. 
brand, providing important learning and development lessons (e.g., financial literacy, 
philanthropy, cooperation). 
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What Gives These NFTs Value? 
 

Phase 1 
C.A.P.E.S. NFTs are valuable because they feature world-class art by renowned artists. 

C.A.P.E.S. NFTs are valuable because they are limited. 
C.A.P.E.S. NFTs acquire value as they are designed for longevity  

(as brand’s notoriety grows). 
 

C.A.P.E.S. NFT’s offered in our “Genesis” NFT Sale may gain value as the C.A.P.E.S.  
brand gets recognized in different communities worldwide. In addition, as the C.A.P.E.S. 
Game platform is implemented, players may seek to acquire the initial NFTs that 
enabled the creation of their favorite game world. 
 
Thanks to a significant investment from our technology partner, The Blockchain Group, 
the C.A.P.E.S. Game is able to secure the next phases’ development. 
 
Thanks to this first NFT sale, proceeds will not only be used to support our children 
through GIVE Nation. Using innovative digital assets, C.A.P.E.S.’ Genesis event provides 
sale participants the chance to participate in an impactful, and important opportunity. 
 
The C.A.P.E.S. Genesis Event launches with 10 unique cards in 2-4 variations each. 
Below is an overview of how many, how much and what the genesis event NFT offerings 
will entail: 
 

Cards on Fixed Price (from 0.02 ETH) 
 

 Special Effects Issuance 

Mythic Full Color with 3D effects 3 

Legendary Full Color w/ movement FX 15 

Epic Full Color 75 

Rare Line Art with FX 375 

Uncommon Line Art 1,875 

Common 1 Special 3-Heroe Card 9,375 

Special series of NFT 
cards may be offered 
from time to time on 
special auction 
events. 
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Phase 2-3 
 

C.A.P.E.S. NFTs are valuable because they have utility (required for game play). 
C.A.P.E.S. NFTs are valuable because they are designed for longevity of use  

(current and future game play). 
 
As the C.A.P.E.S. Game is implemented in the market place, communities of players will 
embark on the C.A.P.E.S. world, purchasing our limited-series card decks and its 
corresponding NFTs. Through their use and collectability, our game-enabled NFTs may 
be sought after by collectors and players alike. Likewise, our early “Genesis” NFTs may 
follow the same pattern for potential trading opportunities. 

 
Phase 4 
 
As the C.A.P.E.S. Ecosystem grows, a proprietary trading platform will be launched, 
enabling the easy trade of the C.A.P.E.S. NFTs, fostering increased accessibility and 
growth for our ecosystem. 
 
  

The Awakened 
HQ 
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MARKETING 
 
C.A.P.E.S.’ game and its NFTs cards are of interest to many diverse communities such 
as Gamers & NFT fans, Art collectors, Curators, Non-profit Associations, Children and 
Education Supporters. 
 
C.A.P.E.S. Community will grow through the strategic placement of compelling physical 
and digital collectible assets, financial and sustainability literacy and rewarding 
experiences. 
 
Communication will be driven through social media, media (Fin tech and Art), events 
(art exhibits, Crypto Conferences, live tournaments, …) and Business Development 
(partnerships to engage employees and customers). 
Each audience will have tailored messages, deployed in appropriate venues with 
strategic calls-to-action (C2A) to ensure our limited market budget is effective and 
efficient.  
 
As more and more users come onboard, the value of the game and associated assets 
(e.g., cards, in game purchases) naturally increase. 
  

AUDIENCE 
ENGAGEMENT 

STRATEGY 
PLATFORMS TO 

ENGAGE 
CALL TO 
ACTION 

TIMELINE 

 
Investors: NFT collectors & 
socially conscious business 
proponents who are values 
aligned and passionate about 
creating a more sustainable 
economy.  
We will connect with networks of 
investors through personal 
contacts, professional 
association participation and 
marketing to known NFT 
investors via new media, niche 
influencer sponsored content.  
 
 

● Personal 
Network 
 

● Professional 
Associations 
 

● Influencer 
outreach 
 

● Financial & 
tech Medias 
 

● Partnership 
with French 
Corporates 

 
● Twitter 

 
● YouTube 

 
● Linkedin 

 
● Financial - 

trading 
chats/platforms 
 

● Virtual art 
gallery / exhibit 

 

Invest in 
C.A.P.E.S. 
NFTs! 

Q1-2, 
2021 
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Influencers: Artists and 
Celebrities (running charities) 
Blockchain-spokespeople and 
artists who promote C.A.P.E.S., 
and recruit new players.  
This audience is vital to both 
investor outreach and user 
acquisition. Our team has deep 
relationships with legacy-
marketplace influencers, as well 
as the largest names in the 
blockchain space. Leveraging 
these relationships, we will 
strategically partner with select 
influencers to begin increasing 
awareness of C.A.P.E.S. as an 
investment opportunity and a 
socially impactful game for youth 
around the globe. 
 
 

● “Become a 
C.A.P.E.S. 
NFT”! 
 

● Draw your 
NFT card! 
 

● Sponsored 
content 
 

● Events: Art 
Fair, 
blockchain & 
crypto 
conferences, 
festival, ... 

 

● YouTube 
● Telegram 
● Instagram 
● Gamers’ Chats/

Forum 
● Twitter 

 

Become a 
C.A.P.E.S. 
superhero, 
and get 
your 
community 
to compete 
and donate 
in our 
community 
of global 
change 
makers 
and game 
players! 
 

Q2-3, 
2021 

Young Gamers: Key demographic 
for early adoption leading to 
longtime players. Benchmark for 
rulebook and language choices. 
Excitable demographic that is 
open to trying new things. 
 
Teen Gamers: Important 
demographic for community 
development, growth and skillful 
play. Relatively few living 
expenses mean more options for 
spending limited income. 
Diverse, vocal demographic, with 
many different interests and 
desires. 
 
Adults: Largest section of card 
exchange economy. More life 
expenses, requiring validation 
before spending. Concerned with 
a variety of factors beyond 
gameplay. 
 

● Educational 
Partners:  

               Schools /     
game-tech clubs / 
Parents’ 
associations 
 
 

● Offer 
incentives to 
participate 
in the 
C.A.P.E.S. 
game and 
community 

 
 

● Event: in 
person 
tournaments
/ Play & 
Learn 

● Twitch 
● Discord  
● TikTok 

 
 

Download 
the App! 
 
Play in real 

Q3-4, 
2021, and 
after that, 
ongoing 
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GAME TIME! 
OVERVIEW 
 
The Creative Association of Peacefully Empowered Superheroes (C.A.P.E.S.) is 
impacting the physical world by uniting young collectors/gamers together, to learn 
about and solve earth’s challenges.  

 
C.A.P.E.S. is a collectible card game where daring heroes and heroines collaborate to 
take down the forces that threaten Earth. By discovering new powers, equipping 
powerful gear, calling in brave allies, and performing heroic actions they take on difficult 
scenarios in order to gain Heroism. These scenarios can be a wide range of challenges 
from stopping a raging forest fire to defeating a nefarious villain looking to destroy the 
world.  
 
The C.A.P.E.S. game is set in a comic-book-like environment, where players direct and 
interact with values-driven superheroes. The game rules are designed to let players 
cooperate, compete, collect, and connect in pursuit of the game's objective, requiring 
players to leverage social and financial skills.  
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C.A.P.E.S. is an engaging digital playing card video game. The Game Art will be done by 
AAA character designers / renowned graphic novel artists.  
 
The C.A.P.E.S.’ goal is to work with the other player to gain Heroism, which is 
represented by Heroism Cards. When the players have collected 15 Heroism cards in 
total between them, they win. If either player is reduced to zero Heroism both players 
lose. If the players are competing against one another, the player with the highest 
amount of Heroism at the end of the game is declared the MVP.  
 
Types of cards:  

● Hero Card: The hero card is the card representing the player’s character. A hero 
card includes the hero’s starting stats, (Mind, Body and Speed), and their tags, 
which affect the cards they play.  

● Origin Card: There are two different types of Origin Cards, mentors and flaws. 
Origin cards may give permanent bonuses to a hero’s stats.  

● Power Card: Power Cards come in two varieties, normal power cards and starting 
power cards. 

● Action Card: Action Cards are one-time use cards  
● Gear Card: Gear Cards are cards that stay on the field after being played.  
● Support Card: Support Cards are similar to Gear Cards in that they remain on the 

field after being played.  
● Scenario Card: A scenario card may have multiple different symbols for its 

completion requirement. Scenario cards include a danger value on them that 
represents how difficult of a challenge it is, and how much it drains a hero 
physically or mentally.  

● Heroism Card: Each player begins with a stack of 10 heroism cards. Heroism 
cards are used to keep track of points during the game, but may also be used by 
some cards as temporary tokens for various effects.  

 

 

HOW TO PLAY  
 
Setup:  At the beginning of the game, each player shuffles their draw deck and their plot 
deck. Each player then draws a number of cards equal to their hero’s current speed stat, 
and gains a number of Heroism Cards equal to their body stat. Then put in play the top 
card from each scenario deck.  
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Turn Structure: 
1. Draw Step: During the Draw Step 

each player draws a number of 
cards equal to the current speed 
stat of their hero. If at any point in 
the game a player’s deck runs out 
of cards and they must draw more, 
that player shuffles their discard 
pile and places it facedown as their 
new deck. Skip this step on the first 
turn.  

2. Activation Step: During the 
Activation Step each player may 
play any Action Cards from their 
hand by paying the card’s playing 
cost. In addition, they may activate any of their in-play Power Cards, Gear Cards, 
Support Cards, and Origin Cards by paying their activation cost. Once each player 
is finished playing and activating cards, the step ends.  

3. Issues Step: Beginning with the player whose hero has a higher speed stat, each 
player may attempt to resolve any Scenario Cards in play. In order to resolve a 
scenario your hero’s stat must meet or exceed the stats listed on the card - and 
be able to pay any required costs. When resolved, the player who completed the 
scenario gains the card’s “On Success” benefit. After the first player has finished 
attempting to complete scenarios, replace any of the completed ones with new 
ones. The other player may then attempt to complete any of the Scenario Cards 
now in play. Once the second player has finished completing scenarios, the step 
ends.  

4. Resolution Step: During the resolution step the negative effects of all Scenario 
Cards that were in play at the start of the turn and were not resolved this turn are 
executed. Each player suffers the “On Failure” effect of each of these scenarios. 
If the Scenario Card has an “Evade” option, either player may choose to pay that 
option’s costs in order to Evade the On Failure effect.  

5. Prepare Step: During the preparation step, either player may play any Power 
Cards, Gear Cards, or Support Cards from their hand by paying the card’s playing 
cost. They may also upgrade any of their powers by paying the card’s upgrade 
cost. At the end of this phase, if a player has a number of cards in their hand 
greater than their current mind stat, they must discard cards until their hand size 
matches their current mind stat. If the combined total of both players’ heroism is 
greater than 15, the game ends.  
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Stats 
 
Every hero has three primary stats: Body, Speed, and Mind. Throughout the game 
heroes will gain various bonuses to these stats, allowing them to complete harder plots. 
Stat bonuses come in two varieties, temporary and permanent. Temporary bonuses end 
at the end of the current turn, while permanent bonuses last until the card that gives it is 
removed from play. An individual stat can never be reduced to lower than 1. If card 
effects would cause a stat to go below 1, that stat is considered to be 1 until it goes 
back above 1.  
 
Body: The Body stat represents a hero’s physical might, endurance, and resilience. A 
character with a high Body stat may have powers such as super strength, invulnerability, 
or the ability to leap over tall buildings.  
 
Speed: The Speed stat represents a hero’s ability to move quickly, react quickly, and 
avoid danger. A character with a high-Speed stat is normally the first to get into the 
action, be it fighting a villain or rescuing people from a disaster.  
 
Mind: The Mind stat represents many of the abilities a hero might have that take brains 
rather than brawn. The Mind stat affects a hero’s ability to use powers like telepathy, 
clairvoyance, or super intelligence.  
 
Key Terms 

● Discard: Whenever a player must discard one or more cards, they place those 
cards from their hand face-up into their discard pile.  

● Destroy: Whenever a player must destroy one or more cards, they remove cards 
that are in play and put them face-up into the discard pile.  

● Card Cost: A card’s cost is represented by the () symbol on a card. In order to pay 
the cost of a card a player must discard a number of cards equal to the number 
listed in the cost. Once a card is in play, its initial cost does not need to be paid in 
order to retain it. For example, if a gear card costs 1 card to put in play, it remains 
in play until destroyed and does not need to be paid for again, unless it has an 
ability that has an associated cost.  

● Evade: When a player evades a scenario, they do not suffer the “Failure” effect on 
the scenario when it is triggered during the Resolution Step.  

● Tags: Most cards in C.A.P.E.S. have tags on them. Tags represent the types of 
powers, abilities, and other factors a card is associated with. In order to play a 
card with a tag on it, a hero must have at least one of the tags listed on the card. 
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Some cards will give a hero additional tags so they gain access to new cards. For 
example, Spanner has the Mechanical and Electrical tags, meaning he can use 
cards such as “Wrench Gun” and “Magnetic Rail Gun”. If Spanner plays the Gear 
Card “Hydro Bracelet” he can then use cards with the Water tag, such as 
“Riptide”.  If a card that gives a tag is removed from play, the cards with the now 
missing tag are not removed from play, but new cards with that tag may not be 
played until the tag is gained again. For example, if Spanner had “Hydro Bracelet” 
and “Big Kahuna” in play, and “Hydro Bracelet” is destroyed, “Big Kahuna” stays in 
play, but Spanner could not then play “Fishspeak” until he gained the Water tag 
through a card effect again.  

 

 
Storyline 
 
Our society is facing many daunting environmental or social challenges. However, when 
we collaborate, we actually get a chance to solve them. The C.A.P.E.S. card game 
invites teens and their parents, employees and their companies, donors and their 
charities to connect and engage. By playing together, using the NFT technology, we can 
reach the UN’s Sustainable Development Goals. 
 
By joining the C.A.P.E.S. community, players can engage with their friends, parents or 
colleagues to solve collectively GIVE Nation’s Earth Challenges Puzzles after raising 
their super heroes’ stats. While our Challenges are active, players and companies can 
increase the donation amount to the Challenge that will be unlocked once solved. 
 
Thanks to clues laid out on our Challenge web page and the partnering charities and 
companies, players find the way to solve the puzzle while playing the card game. 
Heroes and other card types have to be combined in a specific way and stat level to 
unlock an Earth Challenge Reward. Solving a Challenge may entail having specific 
Reward Cards that can only be obtained through winning other Challenges or 
purchasing a booster pack.  
 
Our heroes defend and fight for their favorite causes related to a specific Sustainable 
Development Goal. 
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Our Heroes 
 
The Youth 
 
Sparkler is 9 and of mixed heritage (caucasian/african). Sparkler’s costume looks 
exactly like what would happen if a 9-year-old girl was allowed to dress up with free 
range of clothing options. Wild, colorful, and a blend of many eclectic elements.  
Her hair is tied back with a hairband and she wears eye protection, but focuses entirely 
on what she finds to be cute or exciting when it comes to costume choices. Her shoes 
are always from two different pairs. Sparkler’s sparks can be emitted at different levels. 
 
Kickoff or Speedster is a young man, 15, from a Latino family. He’s a speed-based 
superhero who favors technology. His power lets him transform his lower body (and 
only his lower body) into a kangaroo. His costume consists of a specialized mask (eye 
protection from high-speed wind) that makes him appear more kangaroo-like, as well as 
a hoodie, elbow pads, and fingerless gloves. He wears specialized shorts under his 
jeans that prevent embarrassing situations. 
 
Ennui costume looks almost entirely as though it was purchased from materials found 
at Hot Topic. Dark and edgy. She favors purple as an accent color. In 
costume, she wears a cloth mask that obscures her face (light purple) 
and wears a dark hood. The “eyes” of her mask are actually a 
glowing affectation created when she uses her ability. 
Ennui is able to read a person’s emotional state. 
This is expressed by her seeing thought bubbles 
containing emoticons. The more complex the 
emotion, the more emoticons. She’s able to 
heighten or suppress those emotions. She 
maintains a very muted emotional state, as her 
emotional state can spill over into others.  

 
Faction’s Leaders and Archetypes 
 
Akasha is a taller figure - thin. Not muscular. He’s of 
Native American descent. It’s important to note his hair is 
long and well kept. He’s 60 years old.  
For his costume, he wears simple robes that allow for 
freedom of movement in a relaxed fit. His should 

Glimpse 
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be head tilted back slightly. His hands both reaching toward the camera invitingly, as if 
asking the view to take place their hand in his. 
Akasha’s eyes glow, and a halo of light appears around his head. He appears to be 
reminiscing or searching his memories.  
Akasha is the leader of the Awakened (Spiritualists). 
 
Glimpse is a 67-year-old black woman. She dresses in a sharp suit, and is often seen 
carrying a tablet in her amputated left arm (via a strap when not being held close to her 
torso). Glimpse has a prosthetic leg and usually wears modified slacks that make it 
easier to have access. 
In this image she’s standing, looking at the distance beyond the image frame. One eye 
glows with an trailing light that crosses over her cheek, dissipating into small flecks as 
it passes by her hair. Just beyond the reach of her outstretched hand, she can see a 
hovering technological device - translucent, as if ghostly and not fully of this world. 
Glimpse is the leader of the SUPER faction (Technologists). 
 
Militiamen is a 61-year-old white man. He’s bound to a wheelchair, and forced to be on 
an oxygen tank. He’s dressed in a superhero costume, reminiscent of old colonial militia 
attire in terms of color and design. The older superhero stares ahead ponderously, an 
expression of discontent and exhaustion on his face. 
Behind him is a younger man named Ceasefire, 46, of Korean descent. He’s wearing a 
superhero tights colored to be a combination of the Korean and American flags. The 
younger man looks down at the figure in the chair with reverence and care. 
Militiamen and Ceasefire are leaders of the Hero’s Call faction (Industrialists). 

 

GAME PLAY PILLARS 
 
Collectability: Players will work to collect cards for their playability and aesthetics. 
Curated card collections are unique pieces of art, have a narrative, and have a personal 
connection. Rewarding players with unique promotional cards will add value to a 
collection either as a useful tool or extra aesthetic element to gather. This also provides 
players with limited funds ways to increase their collections with tradable resources 
gained through action - as opposed to purely through purchase.  
 
Cooperation: Achievements in the C.A.P.E.S. universe require players to act 
cooperatively, instead of the standard head-to-head format. The game narrative 
encourages players to view their opponents as a resource instead of as an adversary. 
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Working together will be what helps players progress, which also allows the expansion 
of gameplay formats beyond the 2-player system. Since the game is cooperative in 
nature, metrics focus on individual success at completing the game’s goals. In addition 
to measuring skillful play, the game tracks actions that focus on the ideals of Altruism, 
Empathy, and Compassion to meet the secondary goals of the game in encouraging 
those actions within the player base. 
 
Connection: Localized play events will serve as moments of spectacle - enticing new 
players, and rewarding existing players who participate. Participation in local events will 
create change - players won’t just be playing with superheroes, they’ll be heroic in 
action. By ensuring a portion of tournament fees go towards charitable donations, and 
giving players the opportunity to weigh in on where that money goes - they can be 
heroes just by playing a game. Additionally, there will be a parallel version of C.A.P.E.S. 
that is a physical card game that can interact with the mobile app. Finally, this game will 
focus on developing a robust community of players that positively interact with each 
other. Local events will be opportunities for players to meet face to face, and build in-
person relations that will foster healthy online interactions, forums, engaging content, 
and accessible education for new players.  
 
Unique Selling Points 

● Interactive content that will correlate to and affect real world challenges. This 
begins with charitable giving of tournament fees to player-chosen charities, and 
in-game scenario cards that reflect real world issues (directly and 
metaphorically), and results that impact player and/or influencer actions.  

● Cooperative play that encourages teamwork and community interaction. In game 
play, this will look like ”allies of circumstance” scenarios that require players to 
work together in order to win. Furthermore, player growth and development over 
time will be recorded through avatar customization. 

 
 
 

STATE OF PLAY 

 
A combination of art market growth and higher valuation and prices have triggered 
more demand for art and more wealth allocated to art and collectibles. In addition to its 
financial attributes there is also strong emotional and social aspects associated with 
collectables. 
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Collectables have always been an element of great cultures; be it art, totems, symbols 
or goods. Combining Blockchain Technology (decentralized, permissionless, 
frictionless, unhackable and programmatic) with collectables turns the relationship of 
Store of Value on its head. 
  
With the rise of NFTs, we now have collectibles that have easily verifiable providence, 
authenticity and liquidity. 
Holistic wealth management practices allocated to art and collectibles are estimated to 
reach US$2.7 trillion by 2026 building a strong argument for wealth management firms 
to advise clients to include physical and digital collectables in their portfolios. In fact, 
more wealth is expected to be allocated to art and other passion assets in the next few 
years, coupled with a complex and uncertain global art market, a more sophisticated 
and dynamic approach to managing art. Creating unique pieces of art that have intrinsic 
value and utility is a powerful way we invite investment from the aforementioned 
growing market of collectors. 
 
Around the world, collectables of all kinds, especially trading cards, have enjoyed a long 
and loved history. In the 1950s, major companies started giving away trading cards with 
product purchase (e.g., Topps, The Cracker Jack). Humans around the world, interested 
in a variety of topics, have since been producing, securing, trading and investing in 
collectables for gaming, sports, fashion, music and beyond. 
 
Globally, the most active and valuable trading cards are Pokémon Trading Cards. In 
2016 alone, 17 years after the first deck of Pokemon cards was sold, 2.1B Pokémon 
Cards sold (Highfield, 2017). And, as the world began adopting more virtual 
experiences, we witnessed the rise of digital card games (which was an estimated 
$1.3B market in 2013) 
 
As of March 2020, 30.4B Pokémon Cards have been purchased (Wikipedia). With the 
launch of the Pokémon Go mobile game in 2016, the Pokémon experience was 
expanded, and now has over 600M active players who spent $1B on in-game assets 
alone in 2020. 
 
With recent innovation in the blockchain space, NFTs in 2021 are experiencing massive 
interest from legacy industry (e.g., NBA) as well as niche creators. In 2021 alone, many 
NFTs have sold for millions of dollars. Merging the world of trading cards with egaming 
presents a powerful opportunity to connect, empower and create increased utility for 
collectors and gamers alike. 
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With the growth of mobile gaming and streaming viewership, digital cards are now a 
significant part of the video game market.  SuperData estimated that digital card games 
will bring over US $1.5 billion in 2018, with a quarter of that from Hearthstone, and the 
potential to grow to US $2 billion by 2020. 
Blockchains are decentralized, immutable databases that can allow data to be stored 
securely to represent a digital form of a tangible asset. The result is that assets owned 
on a blockchain cannot be replicated or destroyed. This makes various forms of 
currencies viable use cases for being developed on blockchains.  

 

PARTNERS 
 
GIVE Nation 
 
GIVE Nation is the world leading non-profit ecosystem for children education which 
purpose is to foster philanthropy and sustainable financial literacy.  
Its main initiatives are: 

- Gamified GIVE Nation wallet and its GIVE Stable Coin to educate children 
and youth on Saving, Giving, Investing, Trading and Spending in a 
sustainable way; 

- Compassionate Classes for teachers throughout the world to educate on 
crypto financial literacy, using the Sustainable Development Goals and 
C.A.P.E.S. characters; 

 
Our partner GIVE Nation offers access and education content to the C.A.P.E.S. 
community, providing Challenges to our game. Thanks to GIVE Nation’s network of non-
profits, players can, for the first time in the world, apply their solving skills to real world 
challenges while being educated about Earth’s challenges. 
In other words, players, when solving Challenges in the C.A.P.E.S. game, are able to 
unlock donations to real world charities vetted by GIVE Nation.  
Such donations will proceed from sales of C.A.P.E.S. game decks, additional donations 
from Players and matching donations from companies and foundations seeking impact 
on the specific challenge. While the Challenge is unsolved, donations shall continue to 
accrue until the Challenge is solved.  
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The Blockchain Group 
 
The European listed company The Blockchain Group creates the world premiere 
innovation of leading edge NFT technology on the Tezos protocol for C.A.P.E.S. game. 
 
C.A.P.E.S. uses the NFT technology to give more collectable value (thanks to scarcity 
mechanism), personalize its metadata, and foster engagement. By continuously adding 
new characters in our game, we ensure a long-term longevity of the brand, matching the 
new challenges our society faces. 
 
As players use the C.A.P.E.S. game, they can collect different types of NFTs:  

- Card NFT: limited series of characters to be played with and collected, 
- Reward NFT ™: rare NFT unlocked when solving Challenges in C.A.P.E.S. 

game1, 
- Badge NFT ™: each stakeholder (players, donors – companies and 

individuals alike –, charities) will receive points related to the solved 
Challenge to provide social recognition in the C.A.P.E.S. community. 

 
Tezos utilizes the Proof-of-Stake consensus mechanism in which participants provide 
only the necessary computational resources to keep the network working, which 
provides a greener way to run the network, and aligned with our sustainable 
development goal orientation. In addition, Tezos possesses a modular architecture and 
formal upgrade mechanism. Or we can say that it is self-amendment that allows the 
network to propose and adopt new technological innovations smoothly as they emerge.  
 
All tokens, FT, SFT and NFT are all implemented using the FA2 multitoken standard. To 
coordinate the interactions with the blockchain, the TAG (Tezos API Gateway) is used, 
an open-source tool to handle interactions with the blockchain, supported by Nomadic 
Labs. 
 
In addition, these factors including its optimization of energy consumption per 
transaction and low transaction costs, led us to choose Tezos as the foundation upon 
which the C.A.P.E.S. ecosystem runs. As adoption grows, we may port existing 
development to other protocols. 

 
1 In addition to the rarity of the Reward NFT ™, it is assumed that the total amount of donation that was 
allocated to the NFT at the time of solving the Challenge may have a direct positive impact on the total 
value of the NFT. 
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C.A.P.E.S. game will use these open-source tools provided in the GIVE Nation 
ecosystem to provide a seamless experience to its players. 
 

 
 
C.A.P.E.S. assets will be fungible within the C.A.P.E.S. network via the C.A.P.E.S. 
Trading Platform. The trading platform is scheduled to be released in 2022, and will be 
web based.  
 
While our users might care about blockchain technology, we know they care about 
community, the environment and equity, and the Tezos blockchain allows us to provide 
a secure, private, distributed ledger that ensures scarcity and allows our players to use, 
own and trade their in-game assets. 
 
CAPES marketplace will allow all involved actors to acquire & trade their assets, and to 
interact with specific token dynamics that facilitate the philanthropic aspect of the 
game.  
 
 

BKMS (Music studio) 
 
BKMS brings their expertise designing unique audio experiences for C.A.P.E.S. game. 
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Art  
 
 
 
 
 

 
Peejay Catacutan 

 
 
 
 
 
 
Sudhanshu Pandey 

 
 
 
 
 
 
Anubhav Goswami 

 

 
Team 
 
Much like the superheroes that drive the C.A.P.E.S. game, our team is composed of 
powerful and caring individuals committed to tackling big problems with integrity and 
collaboration. 
 
Leadership Team: 

Arnaud St. Paul, CEO 
o Arnaud Saint-Paul is a serial entrepreneur, social entrepreneur, 

philanthropist, blockchain for social impact expert, CSO at Conscious 
Capitalism DC, and recipient of numerous innovation honors and awards 
that include Blockchain4Humanity, CTIA Startup Lab, AdTech, Innovation 
Prize of Paris, Janus, ... His blockchain based social impact projects 
include HealThruWords and its Heartfulness movement (2.5M members) 
targeting 1B people and the GIVE Nation to help kids support charities and 
learn financial literacy. 

o Twitter: twitter.com/arnaudsaintpaul 
o LinkedIn: linkedin.com/in/arnaudsaintpaul 

 
Alyze Sam, Blockchain Strategy 

o Alyze Sam is a refreshing blockchain strategist, a novel educator, award 
winning author, serial co-founder and a vehemently driven advocate. 
Sam’s book ‘Stablecoin Economy,’ was published by Don Tapscott at The 
Blockchain Research Institute in January 2021. The Bad Crypto Podcast 
developed a Blockchain Hero NFT inspired by her work: Mz. Stability. 

● Twitter: https://twitter.com/alyzesam 
● LinkedIn: https://www.linkedin.com/in/alyzesam 
● Facebook: https://www.facebook.com/AlyzeSamWiB/ 
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Daniel Weinzveg, MA, Strategy  

● Daniel is a human-centered design and strategic marketing consultant. 
Having launched over 10 blockchain projects, and raising over $180M is 
capital from international audiences, Daniel brings a powerful blend of 
strategic vision, hard work, humanistic values and 21st Century tools to 
help individuals and organizations create more effective programs, 
products and processes.  

● LinkedIn: https://www.linkedin.com/in/daniel-weinzveg-62b77621/ 
● Twitter: https://twitter.com/danielweinzveg 

 
Gael RN Leveque, CMO 

● Gaël joined Givenation.world and C.A.P.E.S. Game in March 2021 as CMO. 
She is behind several launches in fashion and art, and, more recently, 
innovative projects using blockchain technology. Its clients have very 
diverse and international profiles (Le Groupe Marie-Claire, Noble Club, 
Innovhealth, The Circle...). Gaël uses events as a full-fledged media, 
fostering "human" relationships. She is also strongly involved in education 
through nonprofits dedicated to the instruction of children. 

● LinkedIn: https://www.linkedin.com/in/gael-remy-neris-l-196504/ 
 

Gina Chiquillo, CTO 
● Gina is multi-skilled agile model driven software architect with 

comprehensive experience of designing, developing and deploying 
architectures and infrastructure for innovate software applications. 
Possessing a proven ability to lead project teams to successfully deliver 
agreed upon solutions of the highest quality. Highly motivated individual 
able to give timely and accurate advice, guidance and, support in a team 
spirit. 

 
Advisors Team: 

● Harish Rao, Game Producer 
 

● Frank Desvignes, Blockchain/Corporate 
 

● Rob Angel, Gaming (co-creator of Pictionary) 
 

● Keith Montgomery, NFT 



 

© Synch Media PBC 2021  26 

 

FAQS 
 
What you need to start playing C.A.P.E.S.?  
1. Your Hero  
Each player must have a Hero to play C.A.P.E.S. A Hero consists of three cards: a Hero 
Card, an Origin Card, and a Starting Power Card. Each of these begins in play face-up in 
front of you.  
2. Your Draw Deck  
Each player begins the game with a deck of 40 cards. These cards consist of Action 
Cards, Power Cards, Gear Cards, and Support Cards. The Power Cards in the deck may 
either be normal Power Cards or Starting Power Cards. A deck may have at maximum 3 
copies of any individual card, unless it has the “Unique” tag.  
3. Your Plot Deck  
Each player also has a small Scenario Deck consisting of 5 Scenario Cards. While these 
cards are yours individually, either player may complete them to gain Heroism.  
4. Your Heroism Cards  
Finally, each player must have 10 Heroism Cards. These cards are all the same and are 
used to track the score of the game.  
 
Is this also a physical card game?  
Yes, C.A.P.E.S. is both available as a physical card deck and as a video card game 
powered by our NFT technology on Tezos. 
 
What’s the age limit? 
Our game can be played by any age, from 7 to 77 years old. 
 
What is the “C.A.P.E.S. tournament” and when/where will these be held? 
In order to solve our Earth Challenges, you can choose to participate in our in-presence 
tournaments or use our video card game mobile app that will be soon available. 
On our mobile app, you will be able to select a quest and play with one or several 
players, or join a clan of players, to solve it together. You can then share your 
leaderboard and invite more people to join the challenge and donate to it. 
You can also participate to one of our physical tournaments if you are an employee of 
one of our C.A.P.E.S. Corporate Ambassadors, or, soon to be available, at your local 
C.A.P.E.S. Chapter. 
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How does the GIVE Coin interface with the C.A.P.E.S. game? 
All the C.A.P.E.S. NFT Cards will be tradable on our market place to be launched in 
2022. All transactions, buying and selling C.A.P.E.S. Cards, will be using GIVE Stable 
Coins. 

 

HISTORY 
 
Throughout the revolutionary 20th Century consumers sought 
innovation in nearly every industry. Some of the remaining 
vestiges of non-disrupted markets were art and finance, but 
blockchain wizards were banging at the gates. Some forward-
thinking entrepreneurs noticed the opportunities hidden in their 
trendy marketing giveaways of digital collectibles. A few months 
later, these digital collectables turned into a multi-billion plus 
dollar industry. Since most of us grew up bonded to some sort of 
trading cards (e.g., baseball, Magic, X-men, Pokemon), these 
digital collectables excited a market of young, old, fast, slow, rich, and poor to extend 
their physical collections into the virtual reality that occupies more and more of daily life 
for global citizens.  

 
In 1860, Baseball lovers began collecting physical 
representations of their favorite teams and 
players in the form of trading cards. Fast forward 
to 2021, and we see these trading cards of yore 
evolving into the emerging economy of digital 
assets and virtual realities.   
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1. Adrian C. Anson depicted on an Allen & Ginter cigarette card, c. 1887 
2. Sonic The Hedgehog Digital Card, 2012 
3. Topps Star Wars Digital Card, 2019 

 
Connect With Us! 

● C.A.P.E.S. FB: https://www.facebook.com/capesgame 
● C.A.P.E.S. FB GROUP: https://www.facebook.com/groups/capesgame/ 
● C.A.P.E.S. TWITTER: https://twitter.com/capes_game 
● C.A.P.E.S. REDDIT: https://www.reddit.com/r/CapesGame/ 
● C.A.P.E.S. Telegram: https://t.me/capesgame 
● C.A.P.E.S. LinkedIn: https://www.linkedin.com/company/capesgame/ 
● C.A.P.E.S. Instagram: https://www.instagram.com/capesgame/ 
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RISKS/DISCLOSURES 
 
The information set forth in the “Legal Considerations, Risks and Disclaimer” section may not be 
exhaustive and does not imply any elements of a contractual relationship. While we make every 
reasonable effort to ensure that all information: (i) in this White Paper; and (ii) available on the Website 
(all the information in the Light Paper and all information available on the Website hereinafter referred to 
as the “Available Information”) is accurate and up to date, such material in no way constitutes 
professional advice. 
 
GIVE Nation & C.A.P.E.S. does not recommend purchasing Tokens or NFTs for speculative investment 
purposes. Tokens and/or NFTs do not entitle you to any equity, governance, voting or similar right or 
entitlement in GIVE or in any of its affiliated companies. Tokens are sold as digital assets, similar to 
downloadable software, digital music and the like. Do not purchase Tokens/NFTs unless you have prior 
experience with cryptographic tokens, blockchain-based software and distributed ledger technology and 
unless you have taken independent professional advice. 
 
GIVE Nation & C.A.P.E.S. does not make or purport to make, and hereby disclaims, any representation, 
warranty or undertaking in any form whatsoever to any entity or person, including any representation, 
warranty or undertaking in relation to the truth, accuracy and completeness of any of the information set 
out in the Available Information. 
 
You should carefully consider and evaluate each of the risk factors and all other information contained in 
the Terms before deciding to participate in the NFT sale.   


