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1. INTRODUCTION

;f fandom

fandom(CRTR): Creative ecosystem platform for creators and fandom

The Fandom Foundation recognizes the value and utilizes the contents containing unique personalities
produced on social platforms, including ‘short-form’, one of the ‘hottest’ social media in recent days. We
would like to establish a creative economy ecosystem that protects creators’ rights through NFT
technology, and operate platform that connects creators and fans, where anyone can consume contents

in ecosystem by allowing user to become suppliers of contents by becoming creators.

Beyond simple creation and sharing of content, we provide creators with protection against the risk of
duplication and forgery of their content, as well as a marketplace where they can commercialize their
products. We will also create an environment where fans and viewers have communications with their
creators and build close relationships by allowing them to own creators’ artworks and participate in
making content. The end purpose of our platform is creating a virtuous cycle of content creation by
establishing a sound order of content distribution and vitalizing the creative industry which leads to

another content creation.
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1.1. Problem

Despite the growth of the digital content industry, there were no platforms or services where digital
content can be monetized. Furthermore, content creators are not given fair value for their creations due
to the content platforms centering around large corporations or unfair fee and profit structure due to
content distribution led by only a few companies. Besides that, explosive growth of the network caused
endless plagiarism of content and ideas, illegal copying and distribution of them, increasing the need for

copyright protection and eradication of illegal distribution for digital content.

There are mainly three issues in the existing digital content ecosystem.

Infringement of Content Copyrights

Generally, digital data can be copied, reproduced, converted, and reproduced by anyone, and it is
impossible to distinguish between the original and copies. This raises the issues of content copyrights

and decreasing value of content.

As such, unauthorized copying and distribution of digital content is a huge issue since it decreases the

value of the content itself as well as the overall growth of the industry.

lllegal distribution of content continues to take place since anyone can use a file conveniently any time
via one upload or share, and save their own files online. The fact that there is practically no difference
between viewing an illegally copied content and the creator’s original content is also a big driver for the

illegal use of content.

In order for creators to continuously produce better content and for viewers to enjoy them, it is necessary
that a new system is built where creators’ copyrights are recognized and fair compensation is provided

that invests in new content production.
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Absence of a Monetization Platform for Content

A large platform that has led mass consumption of video content has strengthened the eligibility for
attaching ads to their channels and monetization to having over 1,000 subscribers and 4,000 hours of
overall watch time from February 2018. Also, the platform applied a changed rule of showing ads on all
videos even if creators don’t want them and take 100% of the profits if a creator is not a member of the

partnership program, to all markets including Korea.

Now creators don’t have a way for content distribution and monetization even if they have lots of fans or

followers since there’s no marketplace where they can trade their content.

Unclear Ownership

In addition, itis practically impossible for users to have an ‘exclusive right’ for the digital content that they

have purchased and have a ‘full ownership.’

If you look at terms and conditions of the games that are in service, it is specified that ‘the company owns
the copyright and other intellectual property rights for the content produced by the company provided
within the service” and ‘the company grants the member the right to use it only under the conditions set
by the company in relation to the game services. Game items are included in the intellectual property for
the game program, where the rights for them are owned by the service provider not the user who

purchased them, not granting the rights to the item producer or the user.

'_- fandom




1.2. Market Ability

Market Share of the ‘Short-form’ Platforms

TikTok, a global short-form platform, was recorded as #1 platform for downloads worldwide, reaching
over 59 million downloads as of April 2021.} It is available in over 150 countries and in 75 languages. The
platform is a market leader in ‘short-form’ videos with 1.9 billion monthly active users, where more than

1 million videos are uploaded per day.

In addition to the ‘short form" videos, TikTo [ NN
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