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1.Introduction

BeaTFreQ is an independent, creator-owned entertainment franchise centered on
music-inspired animation, storytelling, and immersive experiences. The project owns
100% of its intellectual property, including published books, a festival-ready pilot
episode, active TV series pitches for both the main BeaTFreQ series and the kids-
focused BeaTFreQ’s Juniors, a live merchandise store, and upcoming lines of toys,
collectible cards, a role-play board game, and a console/PC video game developed in
partnership with an experienced studio.

$BFS, the Frequency Pass, is the single utility token on Solana that serves as the access
and coordination layer for the ecosystem. Its primary economic function is to enable
fans to purchase fractional virtual exhibit space within the AR/VR Music Museum - a
virtual Hall of Fame dedicated to music legends, beginning with hip-hop icons. This
museum functions as the central demand engine, where spending $BFS triggers
transparent, activity-linked burns and where staking $BFS grants tiered access to
premium locations, VIP rooms, and enhanced experiences.

The economic modelis built around real-world franchise growth rather than speculative
mechanics. Revenue generated from book sales, early merchandise, YouTube episode
distribution, and future licensing deals is allocated toward production scaling, museum
expansion, marketing, charity initiatives (including Music to My Ears), and strategic
ecosystem support. Publishing success and TV show traction are expected to facilitate
partnerships with record labels and artists, enabling licensed music integration and
additional artist wings in the museum after Q1 2027 launch.

The core economic thesis is that sustained token demand and natural supply pressure
will emerge from persistent utility tied to an expanding entertainment IP. Museum
purchases create direct burns, staking provides temporary scarcity, and franchise
revenue supports development without relying on discretionary token sales or profit-
sharing mechanisms. No revenue participation, governance rights, or financial returns
are promised. The system is designed for long-term alignment between franchise
success and ecosystem health.
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This paper analyzes the monetary policy, demand drivers, supply mechanics, treasury
flows, incentive structures, and sustainability conditions of the $BFS token in the
context of the broader BeaTFreQ franchise.

2. System Overview

The BeaTFreQ ecosystem is structured around a single utility token - $BFS (Frequency
Pass) - that serves as the access and coordination mechanism for the AR/VR Music
Museum, while simultaneously acting as a participation token within a broader
entertainment franchise.

The franchise itself consists of multiple revenue-generating and audience-building
components already in motion or under active development:

Published books (two released, eleven scheduled for 2026)
Graphic novels and comics phased in from 2027

YouTube distribution of episodes from both BeaTFreQ’s (main series) and
BeaTFreQ’s Juniors (kids series) starting in 2026

Festival-ready animated pilot episode
Two full TV series pitches actively being shopped (main + Juniors)
Live merchandise store (apparel, accessories)

Upcoming physical product lines: toys, collectible cards, role-play board game,
kids’ figures

Console/PC video game in development with studio partner

AR/VR Music Museum (planned opening Q1 2027) as the central immersive utility
layer

The economic architecture is deliberately non-governance, non-extractive, and usage-
contingent. There is no protocol-level governance over creative decisions, canon, artist
selection, music licensing, or token policy. All creative and IP control remains with the
core team to protect long-term franchise integrity.
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$BFS has one primary economic purpose:

To function as the verifiable, portable key that enables fans to acquire, upgrade, and
hold fractional virtual exhibit space inside the AR/VR Music Museum.

Secondary functions include:

Staking thresholds for tiered museum access (larger plots, premium locations, VIP
backend rooms)

Unlocking first-look TV episode previews and hidden “secret scriptures” (non-
canon lore)

Qualification for tiered discounts on physical/digital collectibles and experiences
Eligibility for rare physical collector boxes at top tiers

Participation in the 12-month affiliate program (onboarding rewards paid in $BFS)

The modelis built on three interlocking economic loops:

Direct usage loop

Spending $BFS to purchase or upgrade exhibit space -> triggers transparent burns ->
reduces circulating supply.

Temporary scarcity loop

Staking $BFS to access higher museum tiers -> locks tokens for chosen periods ->
reduces available float.

Franchise revenue loop

Book sales -> YouTube monetization -> merchandise -> future licensing -> TV deals ->
generates treasury inflows -> funds production, museum expansion, marketing, charity,
and strategic ecosystem support (including potential burns and liquidity provision).
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After Q1 2027 museum launch, success in book sales, YouTube viewership, and early
TV distribution is expected to create leverage for partnerships with record labels and
artists. These partnerships would allow licensed music integration and additional artist
wings, increasing museum desirability and driving further $BFS usage.

The system avoids traditional DeFi mechanisms (yield farming, revenue share,
automatic buybacks, emissions) and instead ties token economics directly to real-
world entertainment activity and cultural participation.

3. Token Architecture

$BFS is a fixed-supply Solana SPL token with the following core specifications:

Total supply: 999,999,999.999997 tokens
Contract address: CTjJpG20jEQYBR5QC3MRCgtriCexJKgeNJFgNKeXpump
Launch date: 24 December 2024

Developer allocation: approximately 15% subject to 12-month linear vesting beginning
21 November 2025

Tokens sold from dev allocation to date: 0
Tokens burned to date: 0

Current unique holders: 10 (very early distribution)

The token has no mint authority and no mechanism for new issuance. The only ways
circulating supply can decrease are:

- Permanent burns triggered by user actions (museum purchases, plot
upgrades)
- Temporary removal via voluntary staking locks (access tiers)
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There are no scheduled emissions, inflationary rewards, rebases, or discretionary burns
controlled by the team. Supply dynamics are 100% usage-contingent.

The token performs only utility functions:

Payment token for fractional virtual exhibit space purchases

Staking requirement for tiered museum access (plot size, location quality, VIP
room eligibility)

Spend / hold threshold for unlocking first-look TV content and hidden canon
material

Qualification threshold for tiered physical merchandise discounts and rare
collector box eligibility

Reward currency for the 12-month affiliate onboarding program

No governance rights are attached. The token does not vote on artist selection, music
licensing, canon decisions, treasury spending, or any creative or operational
parameters. Creative control remains fully with the core team.

Secondary market trading of exhibit space NFTs is permissionless and occurs
independently of the $BFS spot price. This creates a parallel price-discovery layer but
does not affect the core utility mechanics of $BFS itself.

The architecture is intentionally minimal. There are no wrapped versions, bridged
versions, lending integrations, or leveraged derivatives. The token exists solely to
coordinate access to and participation in the AR/VR Music Museum and related
franchise touchpoints.
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4. Supply Mechanics

The supply of $BFS is fixed at 999,999,999.999997 tokens with no minting authority and
no ability to create new tokens.

Current status (February 2026):

Total supply: 999,999,999.999997
Developer allocation: ~15% (150,000,000 tokens approximate)

Vesting schedule: 12-month linear unlock starting 21 November 2025 (roughly 12.5
million tokens unlock per month)

Tokens released from vesting to date: ~3 months unlocked (~37.5 million tokens)
Tokens sold from developer allocation: 0
Tokens burned to date: 0

Estimated circulating supply: ~837-850 million tokens (depending on exact
unlocked but unsold portion)

Supply can only decrease through two mechanisms:

4.1 Permanent burns (irreversible reduction)

Triggered exclusively by user-initiated actions inside the ecosystem.

Main triggers:

Purchasing fractional virtual exhibit space (museum wings)
Upgrading plot size or location

Certain optional redemptions or boosts (to be finalized)

Burn percentage is fixed and transparent (exact rate to be determined post-audit and
published before museum launch).
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Burns are automatic and on-chain. There is no discretionary burn authority.

4.2 Temporary staking locks (circulating supply reduction)

Users stake $BFS to access higher museum tiers (larger plots, better locations, VIP
room access, rarer cosmetic badges).

Lock periods are user-chosen (example ranges: 30 /90 / 180 days).
Staked tokens are removed from circulating supply for the duration of the lock.

Upon unlock, tokens return to circulation unless re-staked.

4.3 No inflationary or emission mechanisms

There are no staking rewards, farming yields, airdrops, rebases, or scheduled token
releases beyond the developer vesting schedule.

The only new tokens entering circulation come from the linear developer unlock (which
is fully predetermined and non-discretionary).

4.4 Supply dynamics summary

Fixed cap -> no inflation possible

User-driven burns -> permanent deflation when museum activity occurs
Voluntary staking -> temporary, duration-weighted scarcity

Predictable developer unlock -> known monthly pressure (declining over time)

No team-controlled burns or emissions -> economic neutrality

The supply modelis 100% reactive to real usage. Circulating supply is expected to trend
downward over time if and only if the AR/VR Music Museum and broader franchise
generate consistent participation.
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5. Demand Drivers and Utility Conditions

Demand for $BFS originates from three distinct but interconnected sources. Each
source is tied to measurable user actions rather than external sentiment or narrative
momentum.

5.1 Functional demand (direct utility spend)

The largest and most predictable component is spending $BFS to acquire or upgrade
fractional virtual exhibit space inside artist wings of the AR/VR Music Museum.

Every purchase is a direct burn event (fixed percentage of spent tokens removed
permanently)

Larger / premium plots require higher absolute spend or staking threshold
VIP backend rooms are gated by staking tiers

First-look episode previews and hidden canon material require holding or staking
thresholds

This creates a direct price-to-utility relationship: higher perceived value of museum
access -> more spend -> higher burn rate -> lower circulating supply.

5.2 Behavioural demand (status and participation incentives)

A second layer comes from voluntary staking and repeated engagement.

Staking removes tokens from circulation for the lock period

Longer locks unlock better cosmetic badges, priority event access, and rarer
status markers

Weekly faction quests generate redeemable points that offset future museum
spend or unlock discounts
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Highest-tier holders qualify for rare physical collector boxes (one-off distribution,
no monetary redemption)

These mechanisms reward time preference and repeated interaction without paying
yield or revenue share.

5.3 Structural demand (franchise flywheel)

The third and ultimately dominant driver is franchise-level growth feeding back into the
museum.

Book sales and YouTube episode distribution build audience and cultural
relevance

Merchandise velocity and toy/card launches create physical touchpoints

TV series traction (BeaTFreQ’s + BeaTFreQ’s Juniors) and eventual licensing deals
increase brand visibility

Successful pitches/partnerships (targeted Q4 2026 onward) enable record label
collaborations -> licensed music integration -> new artist wings -> higher museum
desirability

Each step increases the perceived value of owning exhibit space in existing and future
wings. This creates a compounding effect: franchise revenue grows -> production and
marketing accelerate -> audience expands -> museum traffic rises -> $BFS spend and
staking increase.
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5.4 Demand elasticity considerations

Demand is expected to be relatively inelastic in the early phase (pre-Q1 2027 museum
launch) because utility is limited to staking perks and affiliate rewards.

Post-launch elasticity should improve as:
Museum becomes the primary spend sink
New artist wings open (post-label partnerships)

TV episodes and game milestones act as recurring catalysts

5.5 Conditions for sustained token demand

Long-term demand requires four concurrent conditions:

- Consistent monthly museum purchase volume (target steady state 12,000-20,000
transactions after 2027 ramp)

- Staking ratio stabilising above 30-40%

- Franchise revenue reaching at least $20-30 million annually by 2028-2029
(conservative benchmark)

- Periodic catalyst events (new artist wings, TV season drops, game launch, major
merch drops)

Absent these conditions, demand reverts to low-velocity holding. The architecture
accepts that outcome rather than introducing artificial incentives.
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6. Incentive Structures

The incentive design deliberately avoids yield farming, staking rewards in new tokens,
revenue sharing, or any form of direct financial payout to holders. All incentives are non-
monetary and tied to experiential or status-based outcomes inside the ecosystem.

6.1 Primary incentive: positional ownership and status in the
museum

The strongest incentive is the ability to permanently claim and upgrade fractional exhibit
space in artist wings.

Larger plot size or better location = higher visual prominence in the wing

Higher staking tier = access to private VIP rooms, rarer cosmetic badges, and
priority event queuing

Permanent name/avatar display on supporter wall creates lasting social proof

This incentive rewards long-term holding and staking because position upgrades
become more expensive and competitive as more artists and wings are added.

6.2 Participation incentives (quests and affiliate program)

Weekly faction quests offer redeemable Echo Points. These points offset future
museum spend, unlock minor discounts, or grant cosmetic upgrades. Points have no
cash value and cannot be traded.
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The 12-month affiliate program pays capped $BFS bonuses (percentage of referred
user's first museum purchase). Rewards are participation-based, time-limited, and
capped to prevent abuse. The incentive is onboarding-driven, not profit-driven.

6.3 Holding and staking incentives

Staking is the main holding incentive.

Minimum staking thresholds unlock higher tiers
Longer voluntary locks give access to better locations and rarer badges

No APY or token rewards are paid - the benefitis purely access and status

This structure creates a classic time-preference dynamic: users who lock longer gain
positional advantage in the museum.

6.4 Franchise-level incentives (indirect)

Stronger franchise performance (book sales, YouTube views, merch velocity, TV
traction) increases museum desirability.

More audience -> more museum visitors -> higher competition for space -> higher
$BFS spend needed for desirable plots

New artist wings (post-label partnerships) -> more purchase opportunities -> more
burns

This creates an indirect incentive to hold or stake during franchise growth phases, as
the relative value of early positions increases.

6.5 Absence of extractive incentives

There are no:
staking rewards paid in new tokens

revenue share to holders
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automatic buybacks or burns from treasury
governance tokens with decision power

referral commissions paid in fiat or from revenue

Allincentives are bounded, rule-based, and non-extractive. They favor users who
participate in museum activity and support franchise growth over short-term extractors.

6.6 Incentive compatibility summary

The system is incentive-compatible under the following conditions:
Museum access and positional ownership remain desirable
Franchise growth continues to add new artists, wings, and content

Participation (purchases, staking, quests) remains the only path to better
outcomes

If these conditions hold, incentives align users toward long-term holding, staking, and
active engagement rather than dumping or front-running.

7. Game-Theoretic Considerations

The $BFS system is intentionally designed with minimal strategic complexity compared
to many token ecosystems. It avoids repeated prisoner's dilemmas, zero-sum staking
races, front-running opportunities, and governance power games. Instead it creates a
coordination game with low conflict and high alignment between long-term participants
and the franchise itself.

7.1 Strategic interaction framework

Most participant decisions fall into one of three categories:

Spend $BFS now to acquire/upgrade exhibit space (irreversible burn + positional
gain)
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Stake $BFS for a chosen duration to access better tiers (temporary lock +
positional advantage)

Hold without staking or spending (free option, no direct benefit but preserves
flexibility)

There is no direct way to extract value from other participants' actions. No one gains at
another's expense in a zero-sum manner. The dominant strategy for any rational
participant who values museum position or status is to stake or spend when the
perceived value of the position exceeds the opportunity cost of holding liquid tokens.

7.2 Participation incentives and strategic response

The system rewards:

Early adopters who stake or buy during low-competition periods (cheaper plots,
higher relative status)

Long-term participants who lock for extended periods (better tier access, rarer
badges)

Active users who complete quests and refer others (redeemable points, affiliate
bonuses)

There is no mechanism that punishes non-participation beyond missing out on
positional and status benefits. This creates a soft commitment game: the cost of
inaction is opportunity cost rather than active loss.

7.3 Competition and coordination

Competition exists only over finite positional goods (exhibit space locations, VIP room
slots, rare badges).

The total pie expands over time as new artist wings are added after label partnerships.

This turns the game into a positive-sum coordination problem: more overall
participation -> more franchise visibility -> more partnerships -> more wings -> more
desirable positions for everyone.
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7.4 Incentive compatibility and exploit resistance

The design resists common exploits:

No front-running possible (commit-reveal or timed purchase windows for high-
demand drops)

No whale dominance via governance (no voting power)
No extraction via yield farming or revenue share (none exist)

No multi-account farming advantage (staking is per wallet, affiliate rewards are
capped)

No sybil attack incentive (rewards tied to real museum spend, not headcount)

7.5 Dynamic stability under varying conditions

The system is stable under both low and high adoption:

Low adoption: low burn rate, low staking ratio, supply pressure minimal -> token
remains liquid, low velocity

High adoption: high burn rate, high staking ratio, supply pressure significant ->
token becomes scarcer, velocity decreases

The model does not break under extreme conditions. There is no death spiral risk
because there are no leveraged positions, no forced liquidations, and no dependency
on continuous inflows to maintain pegs or yields.

7.6 Summary of game-theoretic outcomes

The $BFS token creates a low-conflict, positive-sum coordination game.

Rational participants who believe in the long-term value of the franchise and the
museum are incentivized to stake and spend.

Participants who do not believe in the franchise have no reason to hold - they simply exit
with no systemic penalty.

This self-selecting dynamic favors genuine fans and long-term supporters over short-
term opportunists.
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The architecture does not rely on game-theoretic trickery to sustain itself.

It relies on the underlying franchise delivering increasing real utility and cultural
relevance over time.

8. Market Dynamics and Liquidity Framework

8.1 Liquidity formation

Liquidity for $BFS currently exists only on decentralized exchanges (primarily Raydium
on Solana). Initial liquidity was bootstrapped during the Pump.fun launch in December
2024 and has not received significant additional LP deposits since.

Current depth is very thin (typical 24h volume < $10k, bid-ask spread wide). This is
expected in the pre-museum-launch phase (February 2026).

Liquidity is expected to form organically through:
museum purchase volume (users swapping into $BFS to buy exhibit space)
staking unlocks (periodic re-entry of tokens into circulation)
affiliate rewards (new users receiving $BFS and selling or holding)

franchise milestone announcements (YouTube episode drops, merch launches, TV
pitch updates)

No centralized exchange listing is assumed in 2026. Potential CEX listings are
considered only after museum launch and sustained on-chain activity (likely 2027+).

8.2 Price sensitivity and market depth

At current low volume and holder count (~10 unique holders), price is highly sensitive to
even small trades. Slippage on $10k orders is already substantial.
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Post-Q1 2027 museum launch, depth should improve if monthly purchase volume
reaches 5,000-10,000 transactions. At that point, typical daily volume could range $50k-
$200k (conservative estimate), reducing slippage and improving price discovery.

The system does not depend on deep liquidity to function. Utility demand (museum
spend) is the primary price support mechanism, not secondary market trading.

8.3 Velocity and circulation

Velocity is expected to be low to moderate.

Pre-launch (2026): very low velocity - most holders are either early believers or
waiting for museum utility

Post-launch (2027+): moderate velocity - users spend to acquire space, stake for
tiers, and hold for status / future wings

High velocity is not desired. The architecture favors lower circulation velocity (longer
holding / staking periods) because that maximizes temporary scarcity and positional
competition inside the museum.

8.4 Market participant segmentation

Core holders (long-term fans): stake for tiers, buy exhibit space, participate in
quests. Low sell pressure.

Speculative early buyers: hold or trade based on franchise milestones (YouTube
drops, TV pitches, potential partnerships). Higher sell pressure.

Utility buyers: enter specifically to purchase exhibit space or qualify for
discounts/boxes. Medium velocity.

Affiliate participants: receive $BFS rewards, may sell immediately or hold for
museum access. Short-term velocity.

Segmentation is expected to shift toward core holders and utility buyers as the museum
becomes operational and franchise content scales.
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8.5 External market integration

$BFS has no cross-chain bridges, wrapped versions, or integrations with lending
protocols at launch.

Future integrations (if any) are limited to:

potential NFT marketplace listings for exhibit space NFTs (secondary price
discovery)

simple staking dashboard UX improvements

No leveraged products, perpetual futures, or options are planned or supported.

8.6 Liquidity risk considerations
Main risks in 2026-early 2027:

extreme illiquidity -> large slippage on even modest sells

developer vesting unlocks -> predictable monthly supply pressure (~12.5M
tokens/month)

low initial holder count -> concentration risk

Mitigations already in place:
no dev sales from vested allocation to date
no team market-making or artificial liquidity promises

museum launch as primary organic liquidity catalyst

The model accepts early illiquidity as a feature of its pre-utility phase. It does not
attempt to manufacture depth through incentives or subsidies.
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9. Stability Mechanisms and Risk Mitigation

The architecture incorporates structural and behavioural controls to reduce volatility,
extraction risk, and systemic fragility. These mechanisms are passive, rule-bound, and
do notrely on active team intervention.

9.1 Structural stability mechanisms

A. Rule-bound monetary behaviour

Burns are automatic and fixed-percentage on every qualifying spend (museum
purchases, upgrades). No discretionary burns exist.

Staking locks are voluntary and time-limited; tokens return to circulation at the end of
the lock unless re-staked.

Developer vesting follows a fixed linear schedule with no acceleration or extension
clauses.

These rules eliminate human discretion from supply changes and create predictable
behaviour even under stress.

B. Activity-driven supply adjustment
Supply only contracts when real usage occurs.

In low-activity periods, burn rate approaches zero and staking ratio declines ->
circulating supply stabilizes or slowly increases from vesting unlocks.

In high-activity periods, burn rate rises and staking ratio increases -> circulating supply
contracts meaningfully.

The system self-regulates: weak participation -> low deflation pressure -> low sell
pressure from frustrated holders; strong participation -> strong deflation pressure ->
reinforced holding incentive.

C. Controlled velocity

No high-yield incentives exist to drive rapid circulation.
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The dominant holding motives (positional ownership, status, future wing access) favour
low velocity.

This reduces the amplitude of boom-bust cycles common in high-velocity tokens.

9.2 Market integrity mechanisms

A. Extraction resistance

No revenue share, no automatic buybacks from treasury, no governance power to
redirect funds.

Affiliate rewards are capped, time-limited (12 months), and paid only in $BFS.

No team market-making, no insider liquidity mining, no pre-launch private sales.

B. Liquidity fragmentation mitigation
Only one token exists - no dual-token battles, no wrapped versions, no bridged copies.

Exhibit space NFTs trade separately but do not fragment $BFS liquidity directly.

C. Prevention of dominant players
No governance voting power exists.

Positional advantage in the museum is capped by plot size tiers and staking
requirements.

Large holders can buy bigger plots but cannot block others from participating or alter
rules.

9.3 Behavioural risk controls

A. Anti-volatility bias
No leverage, no lending markets, no derivatives.
Utility is experiential (position, access, status) rather than financial (yield, revenue).

This reduces reflexive price spirals driven by fear or greed.
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B. Reduced information asymmetry

All burns, staking totals, plot occupancy, vesting unlocks, and treasury inflows are on-
chain and publicly trackable.

No hidden team wallets, no off-chain deals.

C. Incentive compatibility under stress

In a prolonged low-adoption scenario, the only loss is opportunity cost (missing
museum position).

There is no forced liquidation, no collapsing yield loop, no cascading sell-off trigger.

9.4 External shock absorption

A. Participation decline

If museum traffic drops, burn rate falls -> deflation pressure eases -> token remains
liquid.

Franchise content (YouTube episodes, books, merch drops) continues independently,
providing external catalysts.

B. Liquidity contraction
Low volume is accepted as a pre-utility phase feature.

No protocol depends on constant deep liquidity.

C. Narrative volatility
The system does not rely on constant hype or story momentum.

Core value is positional ownership in a growing virtual Hall of Fame plus access to
franchise touchpoints.

Even if narrative sentiment swings, utility remains as long as new content and artist
wings are added.
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The overall design prioritises antifragility over short-term resilience.

Itis built to survive long periods of low activity without collapsing, and to strengthen
mechanically when activity increases.

10. Governance Framework

The $BFS token carries no governance rights of any kind. There is no DAO, no proposal
system, no voting power, and no mechanism for token holders to influence creative,
operational, or economic decisions.

10.1 Governance-free core

All decisions regarding:
artist selection and onboarding
music licensing and record label partnerships
canon, narrative direction, and TV episode content
museum design, wing layout, and exhibit rules
treasury spending priorities
burn rates, staking parameters, and affiliate program details

remain fully under the control of the core team. This design choice is intentional and
permanent.

10.2 Rationale for zero governance

Governance tokens introduce several economic and operational risks that are
incompatible with the franchise-first model:

Decision-making becomes politicized and short-term focused
Large holders gain disproportionate influence over IP and creative direction

Proposals can be used to extract value (e.g. treasury diversions, forced burns,
emission changes)
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Participation bias favors active speculators over long-term fans

Legal and regulatory exposure increases significantly

By removing governance entirely, the system eliminates these vectors. Token holders
participate through utility actions (spend, stake, quest) rather than through political or
financial power.

10.3 Decision transparency and community input channels

While formal governance is absent, the team maintains structured, non-binding input
channels:

Public dashboards showing museum occupancy, burn totals, staking statistics,
vesting unlocks

Community feedback forms and milestone AMAs

Discord / Telegram polls for non-binding preference signals (e.g. next artist wing
theme)

These channels provide visibility and voice without granting enforceable control. Final
decisions remain with the team to protect long-term IP integrity and economic
neutrality.

10.4 Governance of economic parameters

Burn percentages, staking lock periods, affiliate reward caps, and treasury allocation
ranges are set as fixed or narrowly banded rules before museum launch. Any future
adjustments (if ever needed) will be:

announced with at least 90-day notice
justified by measurable on-chain data (e.g. extreme under/over-utilization)
limited to small, incremental changes

never used to introduce yield, revenue share, or emission mechanisms

Even these limited changes are not subject to token-holder vote.

26|Page $BFS Economic Architecture Paper V1.0



10.5 Summary

The absence of governance is a deliberate economic feature, not an omission.

It ensures that $BFS remains a pure utility and access token whose value proposition is
tied exclusively to franchise execution and museum usage - never to political outcomes
or collective decision-making.

This maximizes creative freedom, reduces coordination failure risk, and aligns
incentives around real participation rather than power accumulation.

11. Treasury and Fiscal Policy

The treasury is the central financial engine that converts real-world franchise revenue
into ecosystem sustainability and production scaling. It operates under strict,
transparent allocation rules with no discretionary revenue sharing to token holders.

11.1 Revenue sources

Book sales (physical + digital, two released, eleven planned for 2026)
Early merchandise (apparel, accessories)

YouTube monetization (BeaTFreQ’s main episodes + BeaTFreQ’s Juniors kids
episodes starting 2026)

Future licensing and distribution deals (targeted Q4 2026-2027 negotiations with
Amazon Prime, Sony, Dishey, etc.)

Physical product lines (toys, collectible cards, role-play board game, kids figures)

Museum transaction fees (small percentage on exhibit space purchases and
upgrades)

Potential console/PC game revenue share (post-launch)
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11.2 Treasury allocation bands (indicative, fixed ranges)

Production and content | 45-60% TV series production, game development,

creation animation, museum content

Marketing and 15-25% Promotion, YouTube growth, partnerships,
community growth affiliate program support

Ecosystem support 15-20% Strategic burns, liquidity provision, staking

dashboard UX, bug bounties

Charity (Music to My 5-10% Kids music programs, music education
Ears + aligned) initiatives
Operational and legal 5-10% Audits, legal compliance, team overhead

These ranges are fixed policy bands. Exact splits within the bands are set quarterly
based on actual inflows and roadmap priorities, with public reporting of major
movements.

11.3 Fiscal neutrality principle

No portion of treasury revenue is distributed directly to $BFS holders as dividends,
buybacks, or revenue share.

Ecosystem support (burns / LP additions) is the only mechanism that can indirectly
benefit token economics, and even then only through increased scarcity or improved
trading conditions - never as ayield or cash payout.

11.4 Reinvestment flywheel

Franchise revenue -> treasury inflows -> increased production and marketing spend ->
more content (episodes, books, merch drops) -> larger audience -> higher museum
participation -> more $BFS spend and staking -> higher burn rate and temporary
scarcity -> stronger ecosystem health.
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This flywheel is the primary long-term value accrual mechanism.

Itis deliberately slow in 2026 (books + YouTube + early merch) and accelerates after Q1
2027 museum launch and potential Q4 2026-2027 licensing/partnership deals.

11.5 Treasury transparency

All material inflows and outflows are tracked on-chain or via public reports (quarterly
summaries).

No off-chain slush funds or hidden wallets are permitted.

Major spending decisions (e.g. large production commitments, partnership deals) are
announced publicly before execution.

The treasury exists to fuel franchise execution and ecosystem utility - not to create
token-holder windfalls.

Its success is measured by the pace of content delivery and museum adoption, not by
short-term token price action.

12. Long-Term Sustainability Conditions

Sustainability of the $BFS token depends on four measurable, interdependent
conditions being met over a multi-year horizon. These are not promotional targets - they
are the minimum thresholds required for the system to avoid stagnation or degradation.

12.1 Condition 1 - Sustained museum activity floor

Monthly museum purchases must reach and hold at least 8,000-12,000 transactions by
end-2027, rising to 15,000-20,000 steady-state by 2029.

This level is required to generate consistent burn flow that offsets natural sell pressure
from vesting unlocks and secondary market exits.

29|Page $BFS Economic Architecture Paper V1.0



Below this floor the deflationary pressure becomes negligible and the token reverts to
low-utility holding.

12.2 Condition 2 - Staking ratio floor

Average staked / locked percentage must stabilize above 30-35% by 2028 and ideally
reach 40-45% in later years.

This creates permanent-to-semi-permanent supply reduction that supports positional
scarcity inside the museum.

If staking ratio falls below 20-25% for extended periods, the temporary scarcity effect
disappears and holding incentives weaken significantly.

12.3 Condition 3 - Franchise revenue threshold

Annual non-token revenue (books, YouTube, merch, licensing, toys, game) must reach
at least $20-25 million by 2028 and $30-40 million by 2030.

This level is required to fund ongoing production, museum expansion (new artist wings),
marketing, and ecosystem support (burns / LP) without forced token sales from
treasury.

Revenue below $15 million annually by 2028 creates funding pressure that risks either
reduced output or unsustainable token drawdown.

12.4 Condition 4 - Periodic catalyst cadence

The franchise must deliver at least 2-3 meaningful on-chain-relevant catalysts per year
after 2027. Examples include:

New artist wing openings (post-label partnerships)
Major TV season drops or licensing announcements
Console/PC game launch or beta

Large physical merch / collector box drops

These events drive spikes in museum traffic, staking, and purchases, which compound
burn and scarcity effects. Without regular catalysts the system risks entering a low-
activity equilibrium.
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12.5 Equilibrium scenarios

Sustainable equilibrium (desired outcome)

All four conditions met -> cumulative burns 15-25% of supply by 2030 -> staking ratio
40%+ -> low velocity -> stable or slowly appreciating utility value tied to franchise
growth.

Low-activity equilibrium (acceptable but suboptimal)

Museum transactions < 8,000/month + staking < 25% + franchise revenue < $20M/year -
> burns near zero -> supply pressure minimal ->token becomes a low-liquidity
collectible/holding asset with minimal economic activity.

Degradation path (failure mode)

Revenue stalls < $10M/year + museum activity collapses + staking < 15% -> vesting
unlocks dominate supply -> velocity rises -> downward price pressure without recovery
mechanism.

The architecture accepts the low-activity or degradation paths as natural outcomes if
the franchise underperforms.

It does not introduce artificial supports (emissions, forced burns, revenue share) to
mask failure.

Sustainability is therefore binary and downstream of real execution - not token
engineering.
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12.6 Quantitative sustainability thresholds (summary table)

Condition Minimum Threshold Target Range Failure Signal
(2028-2030) (2030+)

Monthly museum 8,000-12,000 15,000-20,000 | <5,000 sustained

purchases

Average staking / 30-35% 40-45% < 25% sustained

locked ratio

Annual franchise $20-25M $30-40M < $15M sustained

revenue

Major catalysts per 2 3+ <1 peryear for 18+

year months

These thresholds are not guarantees - they are the observed break-even points from
comparable utility + IP projects adjusted for conservative growth assumptions.
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13. Conclusion

The $BFS token is structured as a pure utility access key whose economic properties
are entirely downstream from the real-world execution of the BeaTFreQ franchise.

The system deliberately excludes:
yield mechanisms
revenue sharing
governance rights
inflationary emissions

discretionary burns or treasury distributions to holders

Instead it relies on three mechanical relationships:

- Museum spend -> fixed-percentage burns -> permanent supply reduction

- Voluntary staking -> temporary, duration-weighted scarcity -> positional
advantage inside the museum

- Franchise revenue -> treasury inflows -> production and ecosystem funding -
> more content -> higher museum desirability -> increased $BFS spend and
staking

These relationships are usage-contingent and non-extractive. Supply can only contract
when fans actively participate. Demand can only persist when the AR/VR Music
Museum and broader franchise continue delivering new artists, wings, episodes, books,
merch drops, and cultural relevance.

The model accepts three possible long-term equilibria:

Sustainable path - museum activity 15,000+ monthly transactions, staking ratio
>40%, franchise revenue >$30M/year -> cumulative burns 15-25% of supply by 2030 ->
low velocity, stable utility token
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Low-activity path - museum activity <8,000 transactions/month, staking <25%,
revenue <$20M/year -> burns near zero -> token becomes a low-liquidity
collectible/holding asset

Degradation path - prolonged failure to deliver content or partnerships -> vesting
unlocks dominate -> velocity rises -> downward pressure without recovery mechanism
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