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This paper describes a protocol that is still being built. Section 14 lists what could go wrong.


1. The vision
GMYLD is infrastructure for skill competitions. Any skill can have a competition with real stakes.
Most skills have no competition with anything real at stake, because running one means guaranteeing a prize, holding players' money and building payments. So people who are very good at something rarely even think of competing as an option. GMYLD removes all three. Any competition that follows its rules gets a prize pool, payouts, backing and a public record of every result, ready to use.
Competition never had a market of its own. Billions of people compete at something, yet backing only reaches the few competitions a sponsor or a platform pays for. Competition markets give every official competition its own coins, so the people around it can back its players and grow what they compete for. GMYLD is the launchpad for them.
1.1 Why this keeps growing
Three things push in the same direction.
People already put money on themselves. Millions do it today on memecoins and perps, where chance and leverage decide most of the outcome. Real money skill gaming reached hundreds of millions of users before the way it was run held it back. Section 3 shows how. The demand is already here.
Competition among real people is worth more as automation grows. Chess engines have beaten the best players since 1997, and more people play and watch chess today than ever before. People watch people compete. The job market already shows why this matters more each year. In Romania, applications per job posting doubled in a year, from 32.8 to 63.7, while postings fell by 43%, and youth unemployment is the highest in the EU at 28.2%. In the US, Stanford economists found that employment of 22 to 25 year olds in the jobs most exposed to AI fell by 13%, while older workers in the same jobs held steady. As work needs fewer people, more people will look for places where their skills count.
Sources: OLX Romania and eJobs, 2026. Brynjolfsson, Chandar and Chen, "Canaries in the Coal Mine?", Stanford Digital Economy Lab, 2025 to 2026.
Every result builds the record. Each competition adds signed results to a public record. Over time that record shows who is good at what, across every competition on GMYLD. That is what a backer looking for talent needs, and no single competition can build it alone. The network gets more useful with every competition that joins.
Competition among real people is one of the few things the future is certain to keep, and GMYLD is the infrastructure for it. Playing is not a job, and nobody is promised an income. Competition markets give people who are good at something a place to be seen and backed, and give everyone around them a way to take part.
1.2 The problem
Even where competitions with prizes exist, people stop competing. They stop when they are not good enough at the one competition on offer, when they feel cheated, when they keep losing their own money, and when they never find the competition that suits them. Section 3 looks at each one.
1.3 How the protocol solves it
Make the prize a pool, and nobody has to guarantee it, hold the money or build payments. Players make the pool bigger by competing, because every entry burns the coin. Traders make it bigger by buying the coin, because a busy leaderboard makes the coin worth holding. Nobody has to carry the prize alone. For the first time, money can reach a prize from people who will never compete for it.
Two rules make this work. First, a board counts how many different people have played it, and money cannot change that number. Second, anyone who buys before a board graduates, which is its first settlement, cannot sell until it does. The only way for them to make money is to bring more people to play.
Coins run on competitions where people compete with their own results. Every entry is a new attempt by the person who made it: a run, a lap, a game. Backers can pay for a player's attempts in exchange for part of what they win. GMYLD approves each competition. Once a competition is official, anyone can launch a coin on it without asking anyone.
1.4 What GMYLD does, and what it does not do
	GMYLD provides
	Someone else decides

	The coin, the pool and settlement
	What the competition is, and how it is run

	Seven rules every competition must follow
	How each result is produced and signed

	Approval of competitions, and help designing their format
	The prize split, the payout rate and the entry price

	The roles, and how each one is paid
	Where each board lives. gmyld.com never hosts one.

	A list of official competitions on gmyld.com, and Explore, a list of every coin
	Where a board is shown, under which name, and in which country

	Open software anyone can use to build a website
	


The protocol does not hold anyone's money, does not place anyone in a game and does not decide any result. GMYLD decides which competitions are official. It does not decide who launches a board on them. Whoever launches a board is responsible for it, including whether it is legal where they are.


2. The competition coin
2.1 What it is
A competition coin is a token with a prize pool inside it. Every entry buys the coin and burns it, so the pool grows as people compete. When a round ends and enough different people have played, the board settles. The winners are paid, and the next round begins.
The launcher puts in the first money and opens the pool. From that moment, the prize is whatever is in the pool. There is no company promising an amount, and nobody holds the money for anyone else.
Traders can buy the coin too. That is how money reaches the prize from people who never compete. Until the board graduates, they cannot sell. So the only thing a buyer can do to help themselves is bring more people to play.
Everything else in this paper comes from these few sentences.
2.2 The seven rules
Three rules describe the coin. Four describe the competition it is attached to. The contract enforces the three coin rules on every board. GMYLD checks the four competition rules before a competition becomes official.
	The coin
	

	The coin is the prize
	The launcher opens the pool, and the prize is what is inside it. No company promises an amount.

	Entries burn it
	Every entry buys some coins and destroys them. The number of coins only goes down, and the pool grows as people play.

	A minimum must be reached
	Nothing settles until enough different people have competed. This stops money alone from finishing a board.



	The competition
	

	Skill decides, under the same conditions
	Results depend on what players do, never on chance. Everyone competing against each other in a round has the same level, the same course and the same rules.

	Every entry is a new attempt by one known person
	An entry buys an attempt that would not happen without it: a run, a lap, a game, a hand. Each attempt belongs to one player the operator knows, so nobody can fake the minimum with many wallets.

	Players can try again, and results can be ranked
	A player can make more than one attempt in a round. Every attempt gives a time, a score or a result that can be put in order. The best attempt counts, or the attempts add up.

	Results come from the competition itself
	A game server, a timing system or the competition's officials produce each result, and the operator signs it. No player reports their own result. Section 5 explains the standard.


2.3 Why every entry must be an attempt
If a player competes only once, an entry cannot change anything about the result. A rider rides the race whether or not anyone paid. Money placed on him buys nothing except a share of a result that one attempt will decide. So everyone puts their money on the favourite, and the board becomes a bet on who wins.
When an entry buys an attempt, money buys effort. On PumpCat, a backer pays for runs, and the player's time decides how many runs each backer gets. Nobody can absorb unlimited money, because nobody has unlimited hours. That is what keeps backing a partnership instead of a bet.
An entry must create an attempt. If the attempt would happen anyway, the entry is a bet.
So the final placings of a race, a match or a final cannot decide a board, and neither can a single race time. Most of those competitions can still join, with a format built on repeated attempts, such as a paid time attack on the same weekend. Section 11 explains how.
2.4 What is new here
	Idea
	Why it exists
	Section

	Every entry is an attempt
	An entry must buy an attempt that would not happen without it. This keeps backing a partnership, not a bet on the favourite.
	2.3

	Two counters
	A board counts the different people who finished it, and the entries that were played. Both must be full. Only playing fills them. Buying the coin fills neither.
	4.1

	The locked claim
	If you buy before graduation, you cannot sell until it happens, and part of what you buy is burned. Your only way to earn is to bring people to play.
	4.5

	The launcher is paid only at settlement
	The person who starts a board gets no coins at launch and takes nothing from entries. They earn a small share of the pool, in coins, only when the board settles. Their only way to earn is a board that real people keep playing.
	4.1

	A rising entry price
	Every entry costs a share of the pool, so buying many entries gets more and more expensive. Buying your way to the top loses money.
	4.6

	A growing payout
	If a board misses a settlement, the next one can pay more. A quiet board becomes a reward waiting to be claimed.
	4.4

	Official competitions only
	Every competition is approved, and every board shows who owns the competition and who signs its results. No page can fake it.
	5

	One deal, one place
	When someone pays for another player's entries, each deal gets its own place on the leaderboard. The maths stays simple.
	8.2

	Front end income that cannot be removed
	A website that shows boards earns from them through a contract. Nobody can switch that off, including us.
	9.3




3. Why people stop competing
People want to compete. The question is why they stop, and what a competition market changes.
3.1 Four reasons, and what changes
	Why people stop
	What changes

	They are not good enough at the competition on offer
	They can back a player who is, and share in what that player wins. Or they can move to a competition that suits them better.

	They feel cheated
	Results come from the competition itself, signed by its operator, with a record anyone can check. Nobody who holds the prize can play against them.

	They keep losing their own money
	When a pot is funded only by its players, most of them get back less than they put in once a fee is taken. On GMYLD, backers pay for players' attempts and traders add to the pool from outside, so the prize is not only the players' own money.

	They never find their competition
	Ten years of real money skill gaming produced mostly solitaire, bingo and dominoes. A competition market can open on any competition that follows the seven rules, from games to trading to sport.


The token lets people who will never compete add to the prize. A shared pot cannot do that. That is the whole reason the coin exists.
3.2 Real money skill gaming proved the demand
Real money skill gaming showed how much people want to compete for something real. What held it back was how it was run.
	
	What happened
	What changes

	Demand
	A paying player spends around $59 a month to compete. WinZO had more than 250 million users. India's market was worth about $3.5 billion a year until a new law closed it.
	The same demand, opened to every kind of competition.

	Decline
	Skillz earned about $384 million in 2021. By the second quarter of 2026, its skill gaming business earned $20.8 million a quarter. It had 117,000 paying users, down 8% each quarter, while its advertising business grew 75%.
	Players were losing their own money round after round. Backers and traders bring money from outside the players.

	Court cases
	A US court ordered Papaya Gaming to pay back about $730 million for putting bots against paying players. AviaGames settled a similar case.
	Results come from the competition and leave a record. Nobody who holds the prize runs the opponents.


Sources: company reports and US federal court records, 2025 to 2026.
Both problems come from how the industry was run: one company holding the money and running the games, and players paying for every prize themselves.
Removing the company in the middle stops people from cheating you. It does not change where the prize money comes from. The coin does.
3.3 The same problem outside of crypto
This is not only an online gaming problem. It is a problem with how prizes work.
1. Chess tournaments often advertise a prize fund "based on entries", and reduce it on the day if fewer players come.
1. Poker rooms promise a minimum prize and pay the difference themselves when not enough players enter.
1. Fishing competitions pay out according to how many boats register, so nobody knows the prize until registration closes.
1. Most competitions offer no prize money at all, because guessing the number of players wrong is expensive and nobody can share that risk.
In every case, someone is guessing how many people will come. If they guess wrong, they either lose money or have to lower the prize. A pool that anyone can add to removes the guess. Everyone can see the real amount, and the people who help fill the board are rewarded.


4. The board
A board is one competition coin attached to one leaderboard. It is the basic unit of the protocol.
Some parts of a board are fixed by the protocol, because changing them would break something else. Everything with a number is set by the operator for its competition, or chosen by the launcher within the range the operator allows, because a four minute browser game and a time attack on a race track need very different settings.
4.1 What the protocol fixes
	Fixed rule
	Why it cannot change

	The pool is the prize
	The prize is whatever is in the pool. If someone promised a fixed amount, they would have to guarantee it.

	Entries burn the coin
	This is what makes the pool grow as people play. Without it, nobody outside the competition has a reason to add money.

	Every entry costs a share of the pool
	So the price rises as the pool grows. The launcher chooses the share.

	Both counters must be full to settle
	The board counts different people and it counts entries. Each one alone can be faked, so both are needed.

	Only playing fills the counters
	Buying a claim or the coin never moves either counter. Every other rule depends on this one.

	Buys before graduation are locked
	A buyer who cannot sell has one way to earn: bringing people to play. The lock lasts until the board graduates.

	Buys before graduation burn part of the coins bought
	The share is set by the operator, or chosen by the launcher within the operator's range.

	The launcher is paid only at settlement
	No coins at launch and nothing from entries. Their share comes out of the pool after the winners are paid, in coins, and only when a round settles.

	Prizes are paid in full, in GMYLD
	The prize is the GMYLD amount the board shows. The same share of the pool's coins leaves with it and is burned, so paying winners does not change the price.

	An entry always costs something
	A free entry cannot count, or one person with many wallets could fill a board for nothing.

	Every board shows who stands behind it
	Who owns the competition and who signs its results. On the board, on every website and above every entry and buy button. See section 5.

	The protocol fee is 3% of every entry
	The same on every board and every website, so an entry costs the same everywhere. The other 97% goes into the pool.

	Every launch pays a small flat fee
	Paid to the protocol when the board is created.


4.2 What the launcher chooses
The operator sets these for its competition, or lets the launcher choose within a range. The protocol only sets a few limits, listed in 4.3.
	Setting
	What it controls

	Round timing
	A fixed cycle from launch, such as every hour, day or week. Or following an event's schedule. Or custom times. A board can also have a start time. A competition that runs in parts, such as race weekends or stages, can make each part its own round.

	Starting money
	The amount that opens the pool, and so the starting prize.

	Minimum number of people
	How many different people must play before a round can settle.

	Minimum number of entries
	How many entries must be played. Every retry counts as an entry.

	Entry share
	The share of the pool that each entry costs.

	Entries closing
	Players can retry until the round settles. Entries can close earlier, for example when a track session ends.

	Payout rate
	How much of the pool is paid to winners at each settlement.

	Prize split
	How the payout is shared between places. Mostly to the top, equally to everyone who finished, or all the way down.

	Launcher share
	The launcher's share of what is left in the pool after the winners are paid, at each settlement. Paid in coins, set at launch and never changed.

	Burn on early buys
	The share of coins burned on every buy before graduation.

	Fee for taking GMYLD
	The fee a winner pays to take GMYLD instead of coins. It goes back into the pool.

	Growing payout
	Whether a board that misses a settlement pays more next time, by how much, and up to what limit.

	Wait for results
	How long a round waits for the operator's signed results before it fails or carries over.

	Free next entry
	Whether a player's first clear earns them a free next entry on that board. Set by the operator.


4.3 The limits
The protocol sets only a few limits. Each one exists because going past it would break a fixed rule.
	Limit
	What it protects

	A minimum number of people
	A board that settles with two people is almost as easy to fake as one with one. The minimum is kept low enough for small competitions.

	Entries must be at least equal to people
	A board cannot need fewer entries than competitors.

	Payout rate below 100% while there is another round
	Something must stay in the pool for the next round.

	A launcher share between 1% and 3%
	Most of the pool has to stay the prize. The launcher earns from a board that keeps settling, not from one round.

	A minimum entry share
	Because an entry can never be free.


4.4 Graduation and settling
A round settles when its time ends and both counters are full. Settling means four things: the winners are paid, the launcher takes their share of what is left, the rest stays in the pool, and the next round starts. Filling the counters early does not end the round.
The first settlement is called graduation. At graduation, the board first moves its reserve into a locked Meteora pair. Then locked claims turn into coins, results are ranked, winners are paid from the moved pool, and the launcher's share is taken from what is left. After graduation the coin trades as a normal Meteora pair, with no lock and no fees. Winners can claim their prize at any time.
	
	First round (before graduation)
	Every round after

	Prizes and launcher share
	none
	none

	Entries
	refunded, minus the 3% protocol fee
	kept, they carry over

	Locked claims
	worth nothing, locked in the closed board
	not affected

	Starting money
	lost
	

	Results
	deleted
	kept

	Payout rate
	
	goes up, if the launcher chose that

	The board
	closes for good and never moves to Meteora
	starts another round


Only the first round can fail. When it does, players are refunded from their entry money, minus the 3% protocol fee, so they get back 97% of what they paid. Traders' money and the launcher's starting money stay locked in the closed board.
After graduation, missing a round loses nothing. If the launcher chose a growing payout, each missed round makes the next one bigger, so a quiet board becomes a reward waiting for someone to claim it.
If an event does not happen, for example a session is cancelled: before graduation, it counts as a failed first round. After graduation, the round carries over, like any missed round.
If results do not arrive before the wait set in 4.2 ends, for example because the operator's system fails, the same rule applies: before graduation the first round fails, after graduation the round carries over. Only results the operator signs count. Nobody can type them in.
4.5 The locked claim
Anyone can buy the coin before graduation. A buy does not give you coins you can trade. It gives you a claim, and part of the coins you buy are burned. The claim becomes coins, at the price you paid, when the board graduates. If the board never graduates, the claim is worth nothing.
	
	

	How long is it locked?
	Until graduation. Everyone can see when that is before buying. After graduation, the coin trades normally.

	What can you lose?
	You know before you buy. Either the board graduates and your claim turns into coins, or it fails and your claim is worth nothing. There is no third outcome.

	When does buying close?
	If entries close before the round settles, buying closes at the same moment. Anyone buying later would already know whether the minimum was reached.

	Who else takes the same risk?
	The launcher. If the first round fails, they lose their starting money and earn nothing. Nobody takes less risk than the person who started the board.


Why lock instead of letting people sell
If buyers could sell at any time, they would have two ways to profit. They could bring people to play, or they could wait for someone else to do it and sell when the price rises. Waiting is easier, so most would wait. Then they would sell to the players who are still trying to fill the board.
Take away the option to sell until graduation, and a buyer has only one thing left to do: find people to play. Every buyer helps fill the board, because there is nothing else they can do.
The burn has its own purpose. Every buy after yours burns part of its coins, which makes your claim worth more. The people who buy early, take the most risk and recruit the longest are rewarded by everyone who comes after them.
The lock has a cost. Fewer people will buy something they cannot sell for a while. We accept that. A smaller group of buyers all helping the board is better than a bigger group waiting to sell.
4.6 Entry price and retries
Every entry costs a share of the pool, so the price rises as the pool grows and resets at each settlement. Early in a round is always the cheapest time to enter. Late players can see the scores to beat, and the rising price makes that advantage cost something.
It also means that buying many entries gets expensive fast. Paying for every entry on a board to win a place costs more than the prize is worth. No rule is needed to stop it. The numbers stop it.
Players can retry as often as they like until the round settles, unless entries close earlier. Every retry is a paid entry and a new attempt. Each player's best attempt counts, or their attempts add up, as the competition's format says.
When two results are equal, whoever submitted that result first wins.
4.7 Collecting a prize
Every prize is paid in GMYLD, and the amount the board shows is the amount the winner gets. At settlement the prize leaves the pool together with the same share of the pool's coins. Those coins are burned on the spot, so the price does not move, and they are never part of anyone's prize. Winners then choose how to take it, whenever they claim. They can cash out in GMYLD, minus a fee that goes back into the pool. Or they can take coins: the whole prize buys coins from the pool, with no fee. The price rises while they hold, and if they sell at once they get their prize back and the price returns. Taking coins is better for everyone still holding, which is why it is free. The launcher claims their share the same way, always as coins.
4.8 Boards that end
	
	

	Boards with several rounds and a set end
	For example a season. When the last round settles, whatever it does not pay to winners is shared by everyone holding the coin.

	Boards that lose their competition
	When the competition is over for good, loses its official status (5.4), or sends no results for three round ends in a row. Players in the open round get their entries back minus the protocol fee, and whatever is left is shared by everyone holding the coin.




5. Official competitions and results
Only official competitions can have boards, and GMYLD decides which competitions are official. The contract only creates a board on an official competition. Once a competition is official, anyone can launch a board on it from its page, without asking anyone.
5.1 Becoming official
An operator applies with its competition. GMYLD checks the four points below, and it can still refuse a competition it does not want on its launchpad. Passing the checks is not a right to be approved.
	What GMYLD checks
	What it means

	The four competition rules
	Skill decides under the same conditions for everyone, every entry is a new attempt by a known player, players can try again, and results come from the competition itself. A competition decided by one final placing does not pass, however big it is.

	Who owns it
	The operator proves that it runs the competition, through its own domain or its official channels.

	How results are produced and signed
	The system or the officials that produce each result, and the wallet that signs them. Both must meet the standard in 5.2.

	What it is
	GMYLD does not approve competitions decided by chance, or competitions that reward harming yourself or others, put money on real people's deaths, injuries or misfortune, let minors compete for money, or involve illegal acts, harassment or sexual content.


Most competitions need a new format before they can join. A race, a match or a final is run once, so its result cannot decide a board (2.3). GMYLD designs the format with the operator during the application, usually around a part of the competition where people make repeated attempts. Section 11 has examples.
Approval is not a recommendation, and it is not a legal opinion about the places where a competition runs.
5.2 The results standard
Every official competition meets the same standard. There are no levels.
	Requirement
	Why

	No stake in the result
	Whoever produces and signs the results is not competing, not backing a player, and not holding the coin of its own boards.

	Produced, not reported
	The source creates the result itself. It does not accept a result a player sends in. Anything a player can claim, a player can fake.

	Can be checked again later
	Someone who was not there can rebuild a disputed result from a record kept at the time.

	Each result signed once
	A result is signed once, for one entry, and cannot be reused.

	Limits based on the competition itself
	Speed and plausibility limits come from what the competition physically allows. Bots then have to follow the same limits as everyone else.

	Same conditions confirmed
	The source confirms that everyone in a round faced the same conditions.


The standard does not require a particular technology. A game server, a timing system, race officials or a judging panel can all meet it. What matters is that the source has authority over the result and players cannot change it.
The operator signs every result. A launcher cannot enter results, and no player reports their own. Everything else on a board follows from the signed results.
5.3 What every board shows
Every board shows who owns the competition, the organisation that governs it when there is one, how its results are produced and which wallet signs them. It shows on the board, on every website, in Explore and above every entry and buy button. Nobody puts money in without seeing who stands behind the competition.
Official status is recorded with each board, so no page can pretend to be official. The check link on any board shows it in one tap.
gmyld.com never hosts a board. Every official competition brings its own page, and its boards are launched and played there. Explore, a page on gmyld.com, lists every coin and links to its pair and to its board's page. gmyld.com can hide a coin from Explore. The coin and the board keep working.
5.4 When something goes wrong
A protest about a result goes to the competition's own officials, under its own rules, before the operator signs. Once the operator signs, the result is final and the payouts follow it. GMYLD does not decide results and does not hear appeals.
Late, missing and cancelled results follow the rules in 4.4. Before graduation the first round fails and players are refunded minus the protocol fee. After graduation the round carries over.
If an operator breaks the standard, for example by signing results its own system did not produce, GMYLD removes its official status and publishes why. Its boards stop taking entries and end as described in 4.8. Players in the open round get their entries back minus the protocol fee, and whatever is left is shared by everyone holding the coin.
Today, GMYLD's server signs the payouts, exactly as the operator's results say. Step 7 of section 13 moves this into the contract.


6. Two examples
Sections 2, 4 and 5 describe the coin, its fixed rules, its settings and how results work. Here are two competitions following every rule and choosing their own settings.
6.1 PumpCat, rule by rule
PumpCat is a browser game and GMYLD's first official competition. Each player is placed in a small city with nine cats in it and has to catch seven. The time it takes is the result.
	Rule
	How PumpCat follows it

	Skill decides, under the same conditions
	Everyone in a round plays the same cat positions, so only how fast you catch them counts. The positions change at each settlement.

	Every entry is a new attempt by one known person
	Each entry is one run. No entry, no run. One wallet, one player.

	Players can try again, and results can be ranked
	Unlimited runs until the round settles. The time to catch seven of the nine cats is one number, and the best one counts.

	Results come from the competition itself
	GMYLD's game servers. They control the timer and the finish, check each player's position instead of trusting it, sign each result once, and keep a record the game can be replayed from.

	The coin is the prize
	The launcher's starting money opens the pool. Nothing else backs it.

	Entries burn it
	Each entry buys coins and destroys them.

	A minimum must be reached
	Both counters, as chosen in 6.2.


6.2 The settings these competitions chose
None of the numbers below are protocol rules. They are each competition's own choices. The second column is a regional motorcycle championship that added a time attack session to its race weekends: riders take paid flying laps, timed by the championship's own transponders.
	Setting
	PumpCat
	A motorcycle time attack

	Round timing
	Every 24 hours from launch
	One round per race weekend, ending when the time attack session closes

	Starting money
	$20 to $500, kept low so entries stay cheap
	Whatever the championship's sponsors put in

	Minimum people
	20 on the cheapest boards, so the leaderboard's paid places can fill. More on boards with more starting money
	Set directly, because the organisers know how many riders take part

	Minimum entries
	Twice the number of people, because players enter many times
	Several times the number of people, because every flying lap is an entry

	Entry share
	1% of the pool, within a 0.5% to 2% range PumpCat allows
	Whatever share suits the championship

	Opening price cap
	Each round opens at no more than three times the launch price
	Not needed

	Retries
	Unlimited until the round settles. Best time counts.
	Every flying lap is an entry, declared before the rider starts it. Best lap counts.

	Free next entry
	Yes, after a player's first clear
	No

	Burn on early buys
	5%
	The organiser's choice

	Fee for taking GMYLD
	3.5%
	The organiser's choice

	Payout rate
	35%
	Whatever suits one round per weekend

	Prize split
	Mostly to the top places, with a non money reward below them
	Paid down the field, if that is normal for the sport

	Launcher share
	3% of what is left after the winners, at each settlement
	Their choice, from 1% to 3%

	Growing payout
	5 points more per missed round, up to 80%
	Maybe none, if a weekend round rarely fails

	Results
	GMYLD's game servers
	The championship's transponder timing, signed by the championship


The retries row matters most. PumpCat players retry for a better time on a screen. Riders retry for a better lap on a real track. The race still decides the championship, but it does not decide the board, because the race happens whether anyone pays or not.
6.3 A third example, in short
A chess club runs a weekly online arena. For two hours every Sunday, players are paired with whoever is free, and every game is a new entry.
1. Every entry is an attempt: one more game, which only happens because the player entered.
1. Players can try again: as many games as fit in the two hours. Points from every game add up.
1. Results: the chess server the club uses, signed by the club.
1. Skill decides: the same time control and the same rules for everyone.
1. Backing: a backer pays for a player's games. One backer cannot back two players in the same round, because they could meet (8.2).
1. Settlements: one every Sunday.
The club did not invent a new game. It chose a format where every entry is an attempt.


7. The roles
People take part in four ways. These are ways of earning, not fixed identities, and one person often does more than one.
	Role
	What they do
	How they earn

	Operator
	Brings the competition: a game, a league, a time attack. Gets it approved, produces the results and signs them.
	A share of every entry on every board that uses their competition.

	Launcher
	Attaches a coin to an official competition, from that competition's page. Puts in the starting money, chooses the settings the operator allows, brings the first people, and often runs their own website.
	A share of the pool, in coins, every time their board settles, for as long as it runs. Plus a permanent share from every player they brought.

	Player
	Competes with their own attempts. Pays for their own entries, or a backer pays.
	Prizes, depending on their place.

	Backer
	Pays for another player's entries in exchange for part of what that place wins.
	Their agreed share. See section 8.

	Trader
	Buys the coin without competing.
	The coin, when the board graduates.


7.1 The fees on every entry
	Fee
	Default
	Who sets it

	Launcher
	0%
	Nothing from entries. Paid at settlement instead (4.2)

	Protocol
	3%
	Fixed. The same on every board and every website

	of which, to the operator
	1%
	Part of the 3%

	of which, to the website
	0.75%
	Part of the 3%

	of which, to whoever brought the player
	0.75%
	Part of the 3%

	of which, the protocol keeps
	0.5%
	Plus any part nobody claims

	Total taken out
	3%
	97% of every entry goes into the prize


Every launch also pays a small flat fee to the protocol. The launcher takes nothing from entries: they are paid a share of the pool at each settlement, after the winners (4.2).
Everything the network pays out comes from the protocol's fixed 3%. So nothing anyone does changes what a player pays.
An entry costs exactly the same on every website. If websites could add their own charge, the same board would cost different amounts in different places, and players would all move to the cheapest one.
7.2 Bringing players
Whoever brings a player earns 0.75% of every entry that player makes, on every board, for good. It is the share in 7.1 that goes to whoever brought the player, so it never changes what a player pays or what the prize holds.
1. Anyone can bring players. Their link is any board's address with their wallet added to the end.
1. A player is tied to whoever brought them at their first paid entry: the last link they came through, or the board's launcher if there was none. The tie never changes.
1. It pays on every entry the player makes, win or lose, including entries a backer pays for.
1. Earnings collect in GMYLD and are claimed from the account on gmyld.com.
1. A link with your own wallet does nothing. A second wallet of your own is a 0.75% discount, which is cheaper to allow than to police (9.5).


8. Backing
Every other part of this design turns money into prize. Backing turns money into players. That is the harder problem, and the one a new protocol faces first.
Backing works because every entry is an attempt (2.3). The backer's money buys the player more attempts, and the player's time limits how many attempts any one deal can get.
8.1 Why it matters
A board needs different people to finish it. A bigger prize does not create them. What creates them is people with the time and skill to compete. Often those people do not have money, and people with money do not have the time. A backer pays for someone else's entries in exchange for part of what that place wins.
It also helps competitions where players would never pay to enter. In an amateur league, backers can pay for every entry, and each entry still belongs to a real, known player who agreed to take part.
8.2 How it works
	
	

	The money never goes to the player
	It is held by the contract and can only be spent on entries, on the boards named in the deal, by the player named in the deal. Money that is not spent goes back to the backer automatically.

	One deal, one place
	A player with three backers holds three places on the leaderboard. Each place has its own entries and its own share. Two backers never pay into the same place, so a backer's share is simply their agreed percentage of what that place wins.

	The player sets the price
	The share is the backer's part of the prize, from 10% to 90%, 50% by default. The player publishes it and it is not negotiable. Backers compete on how much they offer and on what terms.

	A player can never owe a backer anything
	If a deal wins nothing, it ends at zero. There is no debt.

	Every backed place shows its backer
	Publicly, on the leaderboard. It cannot be hidden.

	One backer, one side
	In formats where players face each other, such as a chess arena, one backer cannot hold deals with two players in the same round. Otherwise one could lose on purpose to the other.


A player counts once toward the minimum number of people, however many places they hold. Backing cannot change the count of people, just as buying cannot.
8.3 The one conflict, and the answer
Each entry improves exactly one place, and only the player can choose which. A player with a 20% deal and a 70% deal keeps more from the 20% one. Nothing stops them from playing mostly for the cheaper deal and leaving the other backer with a weak result.
So a backer can set a minimum number of entries per round in their offer, visible before the player accepts. While any active deal on a board is below its minimum, the player cannot play for a deal that has already reached its own. This is a promise of effort, never of a result. The number of entries per deal is public, so a player who ignores expensive deals will be noticed over time.
8.4 Why this is not betting on someone
A backed player accepted the deal, set their own share, and keeps the bigger part of what they win. They are a partner in the deal, not the subject of a bet. That is the difference between funding a player and betting on one.


9. Websites that show boards
9.1 How this helps the protocol grow
A protocol with no company in the middle can grow in two ways that a company cannot.
1. Competitions bring their own systems. Ten years of real money skill gaming produced mostly solitaire, bingo and dominoes, because every game had to be built into one company's app and run on its servers. On GMYLD, a competition keeps its own game, server or timing system. Once GMYLD approves it, the protocol supplies the pool, the payouts and the backing.
1. Income cannot be taken away. Anyone who brings players to a platform depends on rules the platform can change at any time. Income written into a contract is a different kind of offer, and no company can make it.
9.2 The website is not the product
A board is a contract and a pool. A website is just a way to look at it. Anyone can build one, put it on their own domain, use their own brand, and show the same boards everyone else is using.
If a website closes, every board it showed keeps running, keeps filling and keeps paying. Nobody needs to be told, and nobody loses anything.
The counters are shared, so a board fills from every website at once. In traditional gaming, copies of a platform split players into separate groups that each stay small. Here, every new website makes every board easier to fill.
9.3 Two kinds of website
	
	Open
	Certified

	Who can join
	Anyone. No application and no approval.
	Any open website that adds the safety tools and asks.

	What it earns
	A share of every entry that comes through it, and a permanent share from players it brought.
	Exactly the same. Certification pays nothing extra.

	Can it be removed?
	No. There is no way to do it.
	Certification can be removed, with the reasons published.

	What is lost if removed
	Nothing, because it cannot happen.
	The badge and the listing. Not a single cent of income.


Certification is a safety signal. It is never a condition for getting paid. A website that loses it keeps all the income it had before.
9.4 The safety tools
Optional tools that keep an open network safe to use. The first one does most of the work.
	Tool
	What it does

	Payment addresses set by the contract
	A website can never choose where money goes. Every payment path is set by the contract and signed by the player's own wallet. The worst a dishonest website can do is show false information. It cannot take your money.

	Payouts calculated by the protocol
	Results and payouts are calculated by the protocol from the operator's signed results, never by the website. A website cannot change a result.

	Signed board information
	Prize, counters, timer and official status all arrive signed, so a certified website shows checked numbers, not numbers it typed.

	The check link
	Every board has a one tap link to its real record on the blockchain.

	Wallet connection only
	The website never holds any money. There is nothing it could fail to return.


9.5 Where this can be attacked
	
	What actually happens

	A website shows false information
	The contract is honest, but a website can display anything, including a prize or a status the board does not have. The check link shows the truth, and certification can be removed. That removes approval, not access.

	A fake page copies an official competition
	The most likely version of the problem above, and the one that uses GMYLD's name. Official status is recorded with the board and only the protocol can set it, so the check link shows the truth in one tap.

	A fake website asks for deposits
	This is fraud, not a protocol failure. No real board ever asks you to send money to an address, so the rule "we will never ask you to send funds to an address" has no exceptions.

	Referring yourself
	Limited, because the shares come from the protocol's own 3%, never from the prize. It is a small discount for people who bother, and cheaper to allow than to police.

	Certification becomes required
	This is the risk on our side. If certification were ever needed to earn money, the network would become a controlled programme. No removal can touch income, and any proposal to change that should be seen as the protocol becoming what it replaced.




10. The GMYLD token
10.1 What it does
	Use
	

	Base currency
	Every competition coin is paired with GMYLD. It is the main currency of the launchpad.

	Entries
	Every entry puts GMYLD into a pool, so demand for it grows with real activity.

	Prizes
	Prizes are paid from pools that hold GMYLD.

	Removed from use
	Boards that stop being used keep their GMYLD forever, which takes it out of circulation.

	Fees
	The protocol's fees are collected in it.


10.2 Entering must take one click
A player must be able to pay for an entry with a card, SOL or a stablecoin in one step. The conversion to GMYLD happens inside the same transaction and is shown as one line. A player should be able to reach a board without ever typing the word GMYLD.
10.3 Supply
	
	Amount
	Status

	Total supply
	100,000,000
	Fixed. No new tokens can ever be created.

	Circulating
	about 1,075,000
	The first liquidity, plus prizes paid out to players over time.

	Long term reserve
	90,000,000
	Locked in Streamflow. Released evenly over six years, starting May 2027. Anyone can check it.

	Treasury
	8,924,738
	Held. This is what remains of the old game reward funds.

	Liquidity
	
	Locked for one year on Meteora.

	Presale
	none
	There was no presale. Nobody bought at a discount.


About 1% of the supply is on the market. About 99% is held by the protocol, either locked or in the treasury. Anyone can work this out from the table, so we say it plainly. It is also why the next section matters.
10.4 How the protocol's tokens will be used
A large reserve that nobody explains looks like future selling. A reserve with a clear plan looks like a plan. So here is ours.
One rule does not change: the protocol never sells its tokens on the open market. Every token leaves in one of four ways. It is paid out over time to someone who earned it, added as liquidity together with outside money, sold directly to a partner who agrees to a lock, or kept.
Everything below this rule is a proposal. The amounts may change as the protocol grows, and every amount is a maximum, not a target. Tokens that are not needed stay held. The rule itself will not change.
Until May 2027
Only the treasury of 8,924,738 can be used before the long term reserve starts releasing. It will be used for:
1. A strategic sale. Sold directly to investors, with a lock. This is the fundraising, and its size depends on the round, not on the treasury.
1. Liquidity. Added to the market only together with money raised. Adding tokens alone does not create liquidity, it only sells them.
1. Operating costs. Held until needed.
From May 2027
About 15,000,000 tokens are released each year from the long term reserve. The proposed plan each year:
	Use
	Per year
	How it leaves

	Launcher Airdrop
	up to 2,000,000
	Paid out over twelve months. See 10.5.

	Liquidity
	up to 3,000,000
	Only together with new outside money

	Team
	up to 1,500,000
	Released slowly, with a waiting period

	Strategic partners
	up to 3,000,000
	Sold directly, with a lock

	Everything else
	the rest
	Kept


10.5 The Launcher Airdrop
Launchers are how the protocol grows, because one launcher with a community brings many players. The Launcher Airdrop pays launchers for boards that really work. It is paid from the long term reserve.
No prize on any board ever depends on this program. Prizes come from entries and traders. The Launcher Airdrop is money spent on growth, paid to launchers for results that can be checked.
Like everything else on GMYLD, it is itself a leaderboard. Launchers are ranked live, in public, by points.
	
	

	Who can earn
	Launchers only. Never players and never traders. Paying players for activity is the model that failed before. There is no sign-up: launching any board puts you in.

	Which boards count
	Every board that settles. A board that looks faked is counted out, as described below.


How points are earned
A board earns points every time it settles, not only the first time. The busier it gets, the more it earns.
	
	

	Base points
	The money that went into the pool during that round. Bigger, busier boards earn more.

	Streak bonus
	Grows each time the same board settles again, by at most one step per day. Boards that keep going earn more.

	Growth bonus
	Extra when more players took part than in the board's recent rounds. It is compared with the average of several recent rounds, so skipping a round on purpose does not help.

	Real players
	Extra for each player who has also played on another launcher's board. These players are the hardest to fake.

	Graduation bonus
	The same one time bonus for every board when it graduates, whatever its size. Small boards and big boards start equal.

	What earns nothing
	Rounds that do not settle, and boards that are counted out.

	Counted out
	Before each payout, GMYLD checks every board. A board is counted out when its players look faked: most of them got their first money from the launcher, the same wallets fill the launcher's other boards, or almost none of them play anywhere else. Its points are removed for that period, the launcher sees why in their account, and the board keeps working.


Streak and growth reward different things. A steady board that settles every day with fifty players earns the streak bonus. A board that grows from twenty players to fifty earns the growth bonus. A board that does both earns both.
Why growth is not measured against the minimum
Launchers choose their own minimum number of players. If going above the minimum earned points, every launcher would choose the lowest minimum allowed. So growth is measured against the board's own history, which the launcher cannot set.
Why faking does not pay
With enough wallets and money, players, entries and amounts can all be faked. So the program does not try to be impossible to fake. It makes faking expensive.
1. Who pays the entries. A real launcher's entries are paid by their players. Someone faking a board pays for every entry themselves, including the fees.
1. A fixed pool. The airdrop is shared by points, so every faked point makes every point worth less, including the faker's own.
1. A limit tied to fees. The airdrop paid in a period can never be more than half of the protocol's 3% fees collected in that period. Both are in GMYLD, so this does not depend on the price. It keeps the airdrop small compared with the fees that faked activity has to pay.
1. A check before payout. Points found to be faked are removed and shared among everyone else, so honest launchers have a reason to report cheating.
How it pays
1. Periods. The first period runs until May 2027. After that, one period per year.
1. A maximum announced in advance. Before each period, we announce the most it can pay, for example 2,000,000 tokens. If activity is low, less is paid because of the fee limit, and the rest stays held.
1. Your share. Your points divided by everyone's points.
1. Paid over twelve months. Never all on one day, so nobody receives a large amount at the same moment and the market is protected.
1. A bonus for building more. A launcher can take their share as starting money for their next board instead, and receive 25% more.
1. A fresh start each year. Points reset at the start of every period.
Points are provisional until the check before the airdrop is paid.


11. What can have a competition coin
Nothing in section 2 is specific to games. Online games are just the easiest place to start, because every run is already an attempt, results come from software, and everyone faces the same conditions.
11.1 Turning a competition into attempts
Most real competitions are run once: a race, a match, a final. Their final placings cannot decide a board (2.3). But many already have a part where people make repeated attempts, or can add one. GMYLD designs that format with the operator when the competition applies.
	Competition
	What one entry buys
	What counts

	Motorsport
	One flying lap in a time attack session, declared before the rider starts it
	The best lap of the round

	Chess
	One more game in an arena, against whoever is free
	Points from every game, added up

	Poker
	One seat in a short tournament the room runs all day
	Points from every tournament, added up

	Trading
	A fresh run with the same starting money
	The best growth of the round

	Online games
	One run or one match
	The best time or score of the round


The event stays the reason people care. The format decides how they compete.
A competition does not need to change what it is. It needs a part where every entry is an attempt.
11.2 The settings that shape a competition
Once the seven rules are followed, everything else is a choice. Each type of competition is a different combination of these.
	Setting
	Options
	What changes

	Who pays for entries
	The player, or a backer
	When players would not pay for themselves, backers can pay for everyone. Each entry still belongs to a known player.

	Retries
	Unlimited until settlement, or until entries close
	Where players retry often, the entries counter fills faster than the people counter.

	How winners are decided
	The best attempt, or attempts added up. The highest or the lowest wins.
	The protocol does not care which, as long as every attempt is an entry.

	Settlements
	Repeating, or repeating with a set end
	The most important setting. See 11.3 and 4.8.

	Prize split
	Anything the operator allows
	Mostly to the top, equally to all who finish, or all the way down.

	Round timing
	A fixed cycle, the competition's own schedule, or custom times, from minutes to months
	How long a round lasts, how many attempts fit in it, and how many people it can realistically expect.


11.3 Rounds and settlements
A competition does not arrive already divided. The operator decides where each round ends. A season of race weekends can settle after every weekend. A chess club can settle every Sunday. A browser game can settle every day.
A round must be long enough for several attempts. If one attempt takes a day, as in a trading run, a round of a week works and a round of a day does not.
A short event, such as a weekend time attack, runs as a board with a set end. It settles after each session and closes when the event does.


12. What the protocol is
GMYLD is infrastructure for competition markets where people compete with their own attempts. Players compete. Backers fund players who agreed to the deal. Traders buy the coin of a board, not a result. Nobody on GMYLD puts money on someone else's result without that person taking part.
GMYLD puts its name to two things: every entry is an attempt by the person who made it, and every result comes from the competition itself, signed by its operator.
12.1 Who is responsible for what
The protocol does not hold anyone's money. It does not place anyone in a game, and it does not decide any result. GMYLD decides which competitions are official, and nothing else about them.
	
	Responsible for

	The operator
	The competition, its format, and the results it signs.

	The launcher
	Their board, its settings, and whether it is legal where they are.

	A website
	What it shows, who it serves, and the laws where it operates.

	gmyld.com
	Which competitions are official, and Explore, which lists every coin and links out. It never hosts a board, and can hide a coin from Explore.

	The protocol
	The contracts, the rules, the open software and the public records.


A legal opinion on the protocol's own position is being prepared and will be published. It cannot cover anyone who launches on the protocol. Nothing in this paper is legal advice to a launcher about their own country.


13. The plan
Each step is tied to a condition, not a date. A step starts when the one before it has clearly worked.
	Step
	What happens
	When it is done

	1. First official boards
	The contracts go live. GMYLD's own competitions run as the first official boards.
	Boards settle correctly and anyone can check every result.

	2. Learning
	The first boards run with real settings and real players. Minimums, round lengths and defaults are measured, not guessed.
	There is a record of boards that settled, and the numbers match what really happens.

	3. Open launching
	Anyone can attach a coin to an official competition, from that competition's own page. The number of live boards is limited on purpose, because twenty boards shared between a hundred players means none of them fill.
	Boards started by other people settle often enough to raise the limit. The first Launcher Airdrop period is running.

	4. Other websites
	The open software is published. Websites other than ours start showing boards.
	A real share of entries comes through other websites.

	5. More competitions
	Operators apply to make their competitions official. GMYLD designs the format with each one, starting with competitions that already have repeated attempts: arenas, time attacks, short tournaments and trading runs.
	Boards on competitions GMYLD does not run settle as reliably as its own.

	6. Backing
	Backers and players can make deals, with a public directory.
	There are enough live boards for a player to compete on several.

	7. Settlement by contract
	Settlement moves into the contract, so nothing needs GMYLD's server. The contract checks the operator's signature on each result and pays from it.
	Boards settle without GMYLD's server.


The plan will bend where it needs to. The seven rules and the protections in 4.1 stay fixed, because players and traders rely on them. Everything else, from formats and settings to the way boards look on each competition's page, can change for each operator as adoption grows and as players, operators and launchers show what works.


14. What could go wrong
Listed from the most serious to the least.
14.1 Results are only as honest as the operator
The operator produces and signs every result. A dishonest operator could sign false results, or favour players it backs through other wallets. The defences are the standard in 5.2, the record kept for every result, and losing official status, which ends its boards and refunds the open round. They reduce the risk. They do not remove it.
14.2 There are not enough players yet
A board needs enough different people during its round to settle. Today the protocol does not have enough players to fill many boards at once. That is why the first boards are run by GMYLD and the number of live boards is limited. No rule can create players, and a launchpad that limits its own growth is unusual. It is still the right choice.
14.3 Few competitions fit as they are
Most real competitions are run once, so they need a new format before they can join. Designing one takes time with every operator, and growth depends on signing operators one by one. That is slower than letting anyone launch a board on anything. We accept it, because it is the price of every board being a real competition between real players.
14.4 The lock means fewer buyers
Fewer people will buy something they cannot sell for a round than something they can sell at any time. That is the cost of the choice in 4.5. If almost nobody buys, a board becomes a competition funded only by its players, minus the protocol fee, and the problem described in 3.1 comes back.
14.5 Thin liquidity
When there is little money on both sides of the market, normal activity moves the price a lot. That makes the chart lively. It also means a prize can look bigger than what it can really be sold for. Every prize is shown in GMYLD, which is exactly what the winner gets, with the dollar value as a live estimate. Telling someone they won $200 and paying them $130 would destroy trust immediately.
14.6 A few players could take most places
Prize places are a percentage of the players, so a bigger field adds paid places slowly. A player holding several backed places has several chances. If the launcher chose a prize split with unpaid places, every place they take is one a solo player does not get. We will measure the number of places per player and compare it with how many unpaid players come back. The answer, if needed, is a limit on places per player per board, set by the launcher up to a protocol maximum. Neither is set at launch, but the numbers are recorded from the first board.
14.7 Our name on other people's websites
An open network means websites nobody controls. Certification, the check link and payment addresses set by the contract reduce this to false information on a screen, not stolen money. But nothing can stop a fake website that takes money which never reaches a contract. That risk comes with being open.
14.8 Bots
Bots that can be seen are better than hidden ones, but they are still a problem. A board full of bots is a board people leave. The defence is limits based on the competition itself, applied to everyone, and an operator that knows who each player is.
14.9 Rewards being faked
The Launcher Airdrop gives people a reason to fake busy boards. With enough wallets and money, anything can be faked, so the defence is cost, not detection. Faked activity pays its own fees, every faked point makes every point worth less, and the airdrop can never be more than half the protocol fees collected.
The weakest case is a group that controls the competition, the board, the website and the referrals together. They get back most of the fees they pay, so the fee limit protects less against them. The main defences are the check before each payout and the checks behind official status. This reduces the risk. It does not remove it. GMYLD can count any board out before a payout.
14.10 Other risks
	Risk
	Details

	Short rounds may not fill
	A one hour board needs all its players within an hour. If that proves too hard, very short rounds should be discouraged.

	Attempts can cost money
	A lap on a track costs fuel, tyres and track time. Formats like these need entry prices that cover what an attempt really costs, so they will cost more to enter than an online game.

	Players who face each other
	In a chess arena or at a poker table, two players can agree a result between them. The operator's fair play checks apply, and one backer can never back both (8.2).

	The coin side of a pool only gets smaller
	Burns and payouts remove coins. Over many rounds, a pool becomes mostly GMYLD, and small trades move its price a lot.

	A quiet board looks flat, not empty
	Playing cannot push a board's price down, only selling can. So entries per hour must be shown as clearly as the chart.

	People come for prizes
	Players arrive for prizes and may leave when prizes stop. We do not assume they will stay just because they enjoy it.

	Laws
	Rules for competitions with prizes differ from place to place and keep changing. Each operator and launcher is responsible for where they run. Section 12.1 explains who is responsible for what.




15. The team
	Name
	Background
	Profile

	Emilian Ciocanea
	CEO. Founded Gold Fever, a web3 MMO built on Unreal Engine. Raised $4 million in 2021, hired 55 people and shipped a working game in under three years, when combining Unreal Engine and crypto was still hard. Gold Fever misjudged its audience and how mainstream players see games with a crypto layer. GMYLD starts from the other end: competitions people already want, with the coin underneath.
	LinkedIn

	Ngo Xuan Minh
	CTO. Senior full-stack engineer, formerly at Sotatek Vietnam. Has worked with Emilian for four years and leads GMYLD's engineering.
	LinkedIn

	Alina Ciocanea
	CMO. Leads marketing and retention, and covers behaviour analysis and regulatory work. Background in psychology and law.
	


They work with three developers: a front end developer, a blockchain developer and a game developer.


16. Words used in this paper
	Word
	Meaning

	Competition coin
	A token with a prize pool inside it. Entries burn it. It settles when enough different people have competed.

	Competition market
	Everything around one official competition: its players, its backers, its traders and its coins.

	Attempt
	What an entry buys: one run, lap, game or hand that would not happen without the entry.

	Board
	One competition coin attached to the leaderboard of one official competition.

	Round
	One cycle of a board, ending in a settlement. Its timing is set when the board is created.

	Graduation
	A board's first settlement. Before it, buys are locked claims. At graduation the board moves into a Meteora pair.

	Retry
	Another paid attempt by the same player. Allowed until the round settles, unless entries close earlier.

	Settle
	What happens when a round ends with both counters full: the winners are paid, the launcher takes their share, what is left stays in the pool, and the next round starts.

	The two counters
	The number of different people who finished, and the number of entries played. Both must be full when the round ends.

	Locked claim
	What you get if you buy before graduation. Part of the coins bought are burned. It becomes coins at the price you paid when the board graduates. It is worth nothing if the board never graduates, and it cannot be sold before then.

	Payout rate
	The share of the pool paid to winners at each settlement.

	Official competition
	A competition GMYLD has approved. Only official competitions can have boards. Its boards run on its own page, and its coins are listed in Explore.

	Explore
	The page on gmyld.com that lists every coin and links to its pair and its board's page. gmyld.com never hosts a board.

	Operator
	Whoever brings the competition, produces its results and signs them.

	Launcher
	Whoever attaches a coin to an official competition and puts in the starting money.

	Launcher share
	The launcher's pay: 1% to 3% of what is left in the pool after the winners, taken in coins each time the board settles. Nothing is taken from entries.

	Backer
	Whoever pays for another player's entries in exchange for part of what that place wins.

	Referrer
	Whoever brought a player to their first paid entry, through a link or as the board's launcher. Earns 0.75% of every entry that player makes, for good.

	Launcher Airdrop
	The program that rewards launchers with tokens for boards that keep settling with real players. Boards that look faked are counted out.


GMYLD Protocol, Whitepaper v24, October 2026. Where this paper describes something that is planned but not yet built, section 13 shows when it will happen.
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