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DISCLAIMER FOR THE PURCHASE OF CRYPTOCURRENCY

CRYPTOCURRENCIES ARE A HIGH RISK INVESTMENT AND MAY NOT BE SUITABLE FOR ALL 
MEMBERS OF THE PUBLIC AND ALL TYPES OF INVESTORS.

BEFORE PURCHASING CRYPTOCURRENCY, YOU MUST ENSURE THAT THE NATURE, COMPLEX-
ITY AND RISKS INHERENT IN THE TRADING OF CRYPTOCURRENCY ARE SUITABLE FOR YOUR 
OBJECTIVES IN LIGHT OF YOUR CIRCUMSTANCES AND FINANCIAL POSITION. YOU SHOULD NOT 
PURCHASE CRYPTOCURRENCY UNLESS YOU UNDERSTAND THE EXTENT OF YOUR EXPOSURE 
TO POTENTIAL LOSS.

CRYPTOCURRENCY EXCHANGE RATES HAVE EXHIBITED STRONG VOLATILITY TO DATE AND YOU 
UNDERSTAND THAT THE EXTENT OF EXPOSURE TO POTENTIAL LOSS COULD EXTEND TO YOUR 
ENTIRE CRYPTOCURRENCY INVESTMENT.

MANY FACTORS OUTSIDE OF THE CONTROL OF DILITHIUM COIN WILL EFFECT THE MARKET 
PRICE OF CRYPTOCURRENCIES, INCLUDING, BUT NOT LIMITED TO, NATIONAL AND INTERNA-
TIONAL ECONOMIC, FINANCIAL, REGULATORY, POLITICAL, TERRORIST, MILITARY, AND OTHER 
EVENTS, ADVERSE OR POSITIVE NEWS EVENTS AND PUBLICITY, AND GENERALLY EXTREME, 
UNCERTAIN, AND VOLATILE MARKET CONDITIONS. EXTREME CHANGES IN PRICE MAY OCCUR 
AT ANY TIME, RESULTING IN A POTENTIAL LOSS OF VALUE OF YOUR ENTIRE INVESTMENT IN 
CRYPTOCURRENCIES, COMPLETE OR PARTIAL LOSS OF PURCHASING POWER, AND DIFFICULTY 
OR A COMPLETE INABILITY TO SELL OR EXCHANGE YOUR DIGITAL CURRENCY.

DILITHIUM COIN SHALL BE UNDER NO OBLIGATION TO PURCHASE OR TO BROKER THE PUR-
CHASE BACK FROM YOU OF YOUR CRYPTOCURRENCY IN CIRCUMSTANCES WHERE THERE IS NO 
VIABLE MARKET FOR THE PURCHASE OF THE SAME.
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Disruptive technologies break current models and redefine work and play. 
Over the past forty-plus years, the digital age saw a remarkable number of 
disruptive technologies that changed how people communicate, conduct 
business, and consume information. Starting with the invention of the 
personal computer in the 1970s and leading to the explosion of personal 
devices that have become ubiquitous in today’s life, there is not a single 
aspect of human existence that hasn’t been transformed by the digital age.

Throughout the transformation to today’s modern Internet and portable 
devices, each advance in technology has presented opportunities to radi-
cally change how people integrate those advances in their day-to-day lives. 
Web browsers provided new ways of consolidating data into a simple and 
readable format, smart phones moved web access to devices that could 
be carried at all times and to remote locations, wearables took portability 
to an even higher level and created micro-applications, and blockchain 
now threatens to change how the entire financial world conducts business. 

If we look forward to the next set of technological advances that will likely 
change our everyday lives, one technology stands out for its potential to 
disupt such huge industries as entertainment, health care, communications, 
transportation, and even real estate.  It is a technology that is expected 
to become as ubiquitous over the next decade as smartphones are today, 
and as such, will cause a profound transformation for how people work 
and play.  This technology, with almost unimagineable potential, is known 
as “AR” or Augmented Reality.

Vision: The Technology of Disruption
Advances that will transform life, business, and the global economy

“Disruptive technologies are 
those that significantly alter 
the way businesses or entire 
industries operate. Often 
times, these technologies force 
companies to alter the way they 
approach their business, or risk 
losing market share or becoming 
irrelevant.” ~ Investopia
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“Augmented reality is the integration of digital information with the user’s 
environment in real time. Unlike virtual reality, which creates a totally 
artificial environment, augmented reality uses the existing environment 
and overlays new information on top of it.” ~ Whatis 

Although Augmented Reality is still in its infancy, early applications of the 
technology have already reached into today’s popular culture.  Anyone who 
has downloaded and played the popular game Pokémon Go saw augmented 
reality superimpose fantasy creatures onto real-world landscapes. Most 
people are also aware of the name “Google Glass” which was a pilot for a 
Augmented Reality hardware plaform.  Any Instagram users who have given 
themselves mouse ears and a funny noses have also used the earliest ap-
plications of augmented reality.

So, exactly how does Augmented Reality work?

Augmented Reality simply overlays images and data onto a user’s field of 
view; either through the use of a camera in the case of mobile devices, 
or with a transparent screen that covers a user’s eyes.  Depending on the 
AR application, the information displayed will vary, but the data is always 
added to users’ view of their current environment.

Currently, mobile devices are the preferred platform for AR applications, but 
as new and better hardware platforms are brought to market, Augmented 
Reality data will become something most people simply take for granted as 
enhancements to their normal vision.  The ubiquitous nature of AR and its 
adoption will then lead to a significant impact on many industries.

How Significant?

According to recent research by Lumus Vision, while AR video games are 
expected to reach potential revenues of $11.6 billion by 2025, other industries 
are not far behind. By 2025, the AR and virtual reality space in the health-
care industry is predicted to reach $5.1 billion, engineering $4.7 billion, real 
estate $2.6 billion and retail $1.6 billion.

The Dilithium project has been created to help manage both the flow of 
information to new AR devices, and to facilitate commerce in this new and 
exciting ecosystem. While augmented reality device manufacturers currently 
provide mostly proprietary access to their hardware for applications they 
create, the Dilithium Team is developing a standard that will allow creators 
to serve their content to all future devices while avoiding the concentration 
of control over that content by a few “information gatekeepers”. 

Similar in philosophy to how the Hypertext Markup Language (HTML) created 
a common method for browsers on many operating system and hardware 
platforms to consume information in a uniform way, the Dilithium Team is 
working to provide a common path from creators to the upcoming array of 
new AR devices as they come to market. Our goal is to allow consumers to 
pick and choose what they see from a vast selection of service providers, 
and to provide a mechanism to allow those providers to receive compensa-
tion for their content and services.
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“TECHNOLOGY RELATED TO VR AND AR IS EVOLVING AT A RAPID PACE, AND 
THE CURRENT STANDARDS BEING DEVELOPED BY OTHERS ONLY COVER 
A SMALL PORTION OF THE VRAR LANDSCAPE, WHILE WE ARE MAKING A 
LOT OF PROGRESS AND HAVE GARNERED WIDE-RANGING SUPPORT AND 
GLOBAL PARTICIPATION, WE ARE JUST BEGINNING OUR EFFORTS TO AC-
TIVELY IDENTIFY STANDARDIZATION NEEDS IN THE TECHNOLOGY SPACE.” ~ 
YU YUAN, IEEE WORKING GROUP CHAIR

At the most basic level, Augmented Reality hardware/software displays virtual 
data and graphics; overlaying those elements as if they were displayed on a 
transparent screen that hovers in front of the user’s eyes.  These elements 
can be almost anything, ranging from incoming text messages to driving 
directions to stock market tickers.  The data displayed is highly dependent 
on the application being run, and management of the virtual display is 
mostly left to the hardware platform or its proprietary software.

Because this management of virtual screens is limiting, several organizations 
that include IEEE and multiple gaming companies are working to establish 
a set of standards for video quality, user interfaces, and file formats that 
abstract the hardware layer so content can have broad compatibility be-
tween AR headsets and peripherals.

EXAMPLES OF CURRENT AUGMENTED REALITY CATEGORIES AND APPLICA-
TIONS

Before describing how Dilithium plans to enhance the AR user experience, 
it’s important to examine some current uses of the technology:

• Archaeology: Display ancient ruins as they looked at a particular 
site the way they existed in history.

Part One - A New Approach to the  
Delivery of Augmented Data
An henit nulputat augiatincip euguero dolor incillamet nullandrer augait, sisl in ulla feugait iuscil.

“If Apple launches smartphone tethered 
smartglasses in 2020 as Digi-Capital 
forecasts, the smartglasses market 
could grow from a few hundred thousand 
enterprise users last year to several tens 
of millions of mass-consumers by 2022.  All 
told, the combined AR/VR headset market 
could reach an installed base in the high 
tens of millions to over 100 million by 
2022...”  
~ Tim Merel, Managing Director, Digi-Capital
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“I’m excited about Augmented 
Reality because unlike Virtual 
Reality, which closes the world 
out, AR allows individuals to be 
present in the world but hopefully 
allows an improvement on what’s 
happening presently.“ ~ Tim Cook, 
CEO, Apple Computer

• Art: Enhancing user experience when viewing art by providing 
information about a piece of art, it’s history, and its creator.

• Commerce: Show multiple customization options or additional 
information for a product.

• Education: Superimpose text, graphics, video and audio onto a 
student’s real-time environment.

There are a lot of issues that it 
opens up like for example who is 
allowed to place an augmented 
reality object where. Can someone 
from Burger King walk into a 
McDonald’s and place a Burger 
King ad there? What are the rules? 
It’s a whole new kind of field of 
consideration. ~ Scott Belsky
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• Fashion: Show what different makeup or hairstyle options might 
look like on a person.

• Gaming: Allow users to experience and interact with a game using 
a real-world environment.

• Medical: Show patients’ internal organs superimposed over their 
skin via virtual X-rays.

“Virtual reality and augmented 
reality will change the way we 
shop.” ~ Michio Kaku

“QR codes have always been a 
kind of half-measure, a useful but 
inelegant transitional technology; 
the ultimate goal is augmented 
reality.” ~ Om Malik
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• Military: Use AR goggles in real time to show people and various 
objects and mark them with special informative indicators and to 
warn soldiers of potential dangers.

• Navigation: Label road and street names along with other per-
tinent information on a real-world map or display on your wind 
shield showing destination direction, weather, terrain, road condi-
tions and traffic information as well as alerts to potential hazards.

• Sports: Show the first-down line on football games, the flight of a 
golf ball after it’s hit or puck tracking during hockey games.

“I do think that fashion may 
end up being the ‘killer app’ for 
wearable augmented reality 
systems. This is in part because 
it’s not simply task-oriented - like 
finding a restaurant or where your 
friend is currently lounging about 
- but experience-oriented. It 
becomes part of your life.” ~Jamais 
Cascio

“VR and AR will eventually 
converge, and smart glasses will 
take over our digital interactions.” 
~ Carlos López (Founder @ Oarsis)
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• Television: Display weather visualizations and images.

• Engineering/Manufacturing/CAD: Create and test virtual versions 
of equipment without having to manufacture prototypes.

WHERE DILITHIUM FITS IN THE AUGMENTED REALITY LANDSCAPE

After completing an in-depth review of existing Augmentd Reality software 
applications, the Dilithium team identified a weakness in the architecture of 
the ecosystem, and exploration of that weakness led to an exciting market 
opportunity.  That weakness lies in how applications control the user’s virtual 
screen. While each application provides unique and interesting content, 
almost all applications require exclusive use if the virtual screen space.   
In effect, all existing AR applications are information silos; requiring users 
to switch applications to view different types of data.

While a silo approach to content delivery may be appropriate for some ap-
plications, we believe there is an enormous opportunity for an architecture 
that allows users to combine data from multiple providers at the same time.  
For AR to become ubiquitous as a technology, it needs to become an always 
on companion for users; providing instant access to users’ important data, 
and the Dilithium architecture is designed to accomplish that task.

I do think that a significant 
portion of the population 
of developed countries, and 
eventually all countries, will have 
AR experiences every day, almost 
like eating three meals a day. It 
will become that much a part of 
you. ~ Tim Cook

What most excites me about 
augmented reality’s future is 
its role in the arts. It has heaps 
of potential in this way, to scale 
cultural experience and make it 
accessible to broader audiences at 
lower costs. Imagine, for instance, 
a live AR performance of Hamlet, 
that is simultaneously beamed 
into people’s living rooms across 
the world. ~ Catherine Allen
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The Dilithium Platform will be a system that allows users to pick and choose 
which data they consume at once, and will enable users to quickly switch 
between more traditional silo applications.  If the user’s virtual screen is 
analagous to a television screen, the Dilithium platform will manage the 
data and provide an interface to allow users to quickly “change channels” 
to switch between applications.  

More importantly, the Dilithium Platform will also support the custom in-
tegration of micro-applications or data widgets that will share a common 
or home layer that is always on. These data widgets will be similar in form 
to complications on Apple Watch wearables; adding tiny bits of information 
to existing watch faces.  Data widgets will necessarily be minimal in foot-
print, since they will be designed to always be available in the user’s view 
without blocking a user’s normal field of vision. As mass adoption of new 
AR hardware moves forward, we believe micro applications will become an 
increasingly important part of the user experience.  The Dilithium Platform 
will allow users to choose from available widgets, and place those widgets 
onto their home screens. 
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Part Two - Creating an Economy for 
the Augmented World
Service Nodes will be the key to delivering advanced services to users.

INTRODUCTION

Beneath the display management layer introduced in Part One of this paper, is 
the Dilithium Services Manager (DSM).  The DSM, essentially a micro-services 
accounting system, will track which services are consumed by users, and 
will be able to provide fractional payments for the use of those services.  
Services will be delivered for free, through the use of a subscription, or on a 
per-use basis.  All three payment models will be supported by the DSM, and 
Dilithium Coin will act as the unit of exchange across the entire ecosystem. 

BACKGROUND - WHAT IS CRYPTOCURRENCY, AND HOW DOES IT WORK?

Cryptocurrency is best thought of as digital currency (it only exists on com-
puters). It is transferred between peers (there is no middleman like a bank). 
Transactions are recorded on a digital public ledger (called a “blockchain”). 
Transaction data and the ledger are encrypted using cryptography (which is 
why it is called “crypto” “currency”). It is decentralized, meaning it is con-
trolled by users and computer algorithms and not a central government. It 
is distributed, meaning the blockchain is hosted on many computers across 
the globe. Meanwhile, cryptocurrencies are traded on online cryptocurrency 
exchanges, like stock exchanges.

THE ADVANTAGES OF BLOCKCHAIN-BASED CRYPTOCURRENCIES

• Unlike fiat currency, cryptocurrency is a scarce digital asset.

• Cryptocurrency is deflationary, meaning the value of many coins in-
creases over time.

• Cryptocurrency is digital cryptographic currency whose payment net-
work facilitates the transmission of value from one person to another.

• The “peer-to-peer” aspect of blockchain technology is similar to cash 
and vastly different from using credit card payment processors or 
remittance companies like Western Union to send payment.

• Because cryptocurrency payments are peer-to-peer, they are quick and 
easy to do since they don’t have to be routed through and wait for the 
approval of a third party.

• For the most part, no one can prevent you from sending crypto to 
anyone you want.

• Crypto is a hedge against volatile, government-controlled fiat currency 
that is entrenched in political turmoil.
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“The first generation of the 
digital revolution brought us 
the Internet of information. The 
second generation — powered 
by blockchain technology — is 
bringing us the Internet of value: a 
new platform to reshape the world 
of business and transform the 
old order of human affairs for the 
better.” ~ Don Tapscott

• The “decentralized” nature of cryptocurrencies means that no one 
person, entity, or central party controls it - it is controlled by the entire 
network and there is not a single, central point where it can be shut down.

• Transactions are irreversible once confirmed by the network

• Because cryptocurrency does not require banks, there isn’t a lot of KYC 
information one has to provide in order to hold or exchange it.

REACHING CONSENSUS - PROOF OF WORK VS PROOF OF STAKE

Both Proof of Work and Proof of Stake are algorithms for reaching consen-
sus among the many participants on the blockchain, but they go about it 
in different ways. Since anyone can, in theory, create a block, there needs 
to be a way that everyone on the blockchain can reach consensus, deciding 
together what block accurately represents recent transactions across the 
network. Without a central authority, trust comes from creating consensus 
algorithms that are very, very hard to cheat.

Proof of Work (PoW) happens through miners trying to solve exceptionally 
difficult math problems. Finding a solution is basically a guessing game, 
but checking if a solution is correct is easy. Miners aren’t able to cheat the 
system because it takes real-world resources to work out these solutions. 
The oldest and largest coins (Bitcoin, Ethereum, Monero, etc.) use Proof of 
Work to achieve consensus, but the enormous number of computers and 
the incredible amount electricity needed to power them are an increasing 
source of waste on a global scale.

Proof of Stake (PoS) happens by a miner putting up a stake, or locking up 
an amount of their coins, to verify a block of transactions. The cryptographic 
calculations in PoS are much simpler for computers to solve: you only need 
to prove you own a certain percentage of all coins available in a given cur-
rency. For example, if you somehow owned 2% of all Ether (ETH), you’d be 
able to mine 2% of all transactions across Ethereum.

PoS is generally thought of as a more fair system than PoW, as technically 
anyone can become a miner. PoS offers a linear scale regarding the percent-
age of blocks a miner could confirm, since it’s based on that person’s stake 
in the cryptocurrency. That means someone with ten times more coins (e.g. 
- $10,000 vs. $1,000) would only mine ten times more blocks.

MASTERNODES 2.0 – THE DILITHIUM POWER PLATFORM

For Dilithium to properly assist the huge number of worldwide clients 
anticipated as Augmented Reality reaches mass adoption, it needs a fast, 
powerful, and reliable services layer that is connected to the blockchain 
but separate from typical wallets.  Fortunately, Dilithium has such a layer 
already built into its architecture – its network of masternodes.

First introduced by Dash, masternodes are special versions of wallets running 
on servers that are available in an always on configuration.  Masternodes 
were originally designed to provide additional services to the blockchain, 
and are paid for those services with a percentage of every block reward. For 
a masternode to join the network, it has to be attached to a locked address 
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with a certain number of coins (called the collateral amount), have its own 
IP address, and not be absent from the network for more than an hour.

Unfortunately, in their current incarnation, masternodes fall far short of 
their potential, and in many ways, have become more of a marketing gim-
mick to lock up coins from circulation and provide a separate rewards pool 
for investors.

To enable a more powerful and scalable service layer, Dilithium is working 
to implement a Masternode 2.0 architecture, which we call the Dilithium 
Power Platform.  The new architecture will radically extend the functionality 
and reach of current masternodes by introducing a delegated work system 
via our Decentralized Delegated API (ddAPI).  This API, when backed by 
an army of verified and powerful network servers, will make up the core 
functionality for allowing features and data to flow through the Dilithium 
Display and Service Managers to each end user.  In the Dilithium network, 
masternodes will fully earn their rewards and provide levels of scalability 
that will be able to keep pace with the enormous number of transactions 
required by our Augmented Reality services platform.

The rationale for this expansion is simple - Augmented Reality and the 
associated accounting for services are computationally expensive. By de-
ploying a worldwide network of service nodes, the Dilithium services layer 
will do the work that allows light clients like phones, tablets, and wearables 
to have full access to the content and services offered across the network.

Key Features of the Dilithium Power Platform

• Deterministic Masternode Lists – Dilithium will be introducing new 
on-chain technology to record masternode activations directly to the 
blockchain; creating a single source for consensus regarding the list 
of valid masternodes.

• Proof of Service Architecture – Without a central authority enforcing 
network rules, the problem of ensuring the proper behavior of master-
nodes is critical to network stability.  The Dilithium Proof of Service 
system will define a suite of tests for masternode reliability and a set 
of rules that allow masternodes to police each other’s performance; 
punishing deficient servers until they meet required specifications.

• Decentralized Delegated API – A delegated work system designed to 
offload heavy computational and blockchain activities to the master-
node network.

Note – A detailed technical whitepaper describing these features will be 
published later this year.
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DILITHIUM COIN – THE UNIT OF EXCHANGE

Dilithium Coin is one of the next-generation cryptocurrencies that lever-
ages new and advanced technologies to solve many of the problems first-
generation currency systems suffer from; while maintaining the advantages 
of all blockchain currencies.

The initial features of Dilithium Coin include:

• Proof of Stake Consensus - Ecologically friendly, and rewards users 
who actually have a stake in Dilithium.

• Masternodes – See description above

• Fast Confirmation of Transactions - Dilithium has a target block time 
of 1 minute, meaning new transactions receive confirmations much 
faster than first generation coins.  Additionally, Dilithium will support 
InstantSend transactions, allowing the masternode network to lock 
and instantly provide confirmations for transactions.

• ZeroCoin - ZeroCoin is a privacy feature that will provide anonymity 
through the introduction of a separate mixing service (known as ze-
rocoin) that is stored in the Dilithium blockchain.

• Decentralized Governance (masternodes govern, while the blockchain 
funds development). Masternode owners will have voting rights on 
proposals that affect the network, and will be able to direct payments 
for selected proposals.

THE ECONOMICS OF CRYPTO AND DILITHIUM COIN’S PHILOSOPHY

Anyone who has invested in new cryptocurrencies over the past year, es-
pecially masternode currencies, has seen over 99% of new coins fail within 
two to three months. There are many reasons for these failures, so the 
Dilithium Team broke these reasons down into three primary categories 
and used them to create policies that will give our coin the best chance for 
sustained long term growth.

• Money Supply - Dilithium is intentionally limiting the money supply to 
10 million coins to avoid the problems of inflation that plague many 
new coins.

• ROI - Too many new coins launch with astronomical rewards that inflate 
the money supply and overwhelm demand. Dilithium will maintain far 
more reasonable block rewards that will temporarily increase to cover 
anticipated growth and demand, but will decrease over time to provide 
upward pressure on coin value.

• Use-Case - Many coin systems launch without a legitimate use for the 
currency, so following the initial purchase of currency by investors 
wanting to create masternodes, demand plummets and drags down 
values with it. Other coins are attached to projects that service only 
users within the cryptocurrency community, which dramatically limits 
demand. Dilithium’s platform solves this problem by providing service 
to a much larger marketplace.
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PHASE 0 1 2 3 4 5 6 7 8
Block Start 0 1 400 262,800 525,600 788,400 1,051,200 1,314,000 1,576,800

Block End 0 399 262,799 525,599 788,399 1,051,199 1,313,999 1,576,799 1,839,599

Block Reward 80,000 425 1.20 0.84 0.58 0.75 0.97 1.28 1.65

Daily Added 
Circulation 80,000 169,575 1,728 1,210 835 1,080 1,397 1,843 2,376

Phase Added 
Circulation 80,000 169,575 314,880 220,752 152,424 197,100 254,916 336,384 433,620

Total Circulation 80,000 249,575 564,455 785,207 937,631 1,134,731 1,389,647 1,726,031 2,159,651

Masternode 
Reward % 80% 80% 80% 80% 80% 80% 80%

Masternode 
Reward 0.96 0.672 0.464 0.6 0.776 1.024 1.32

Staking Re-
ward % 15% 15% 15% 15% 15% 15% 15%

Staking Reward 0.18 0.126 0.087 0.1125 0.1455 0.192 0.2475

Developer 
Reward % 5% 5% 5% 5% 5% 5% 5%

Developer 
Reward 0.06 0.042 0.029 0.0375 0.0485 0.064 0.0825

Notes Prem-
ine

Network 
Start

Dilithium Coin Emission Schedule (1)

Dilithium Coin Specification

Coin Name Dilithium

Ticker XDH

Algorithm Double SHA256/POS

Block Reward 0.25-2.16 (see rewards schedule)

Masternode Collateral 1,000 XDH

Masternode Reward 80%

Staking (POS) Reward 15%

Block Time 1 Minute

Coin Maturity 170 Blocks

Total Supply 10 Million XDH

Premine 250,000 (2.5%)
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PHASE 9 10 11 12 13 14 15

Block Start 1,839,600 2,102,400 2,365,200 2,628,000 2,890,800 3,153,600 3,416,400

Block End 2,102,399 2,365,199 2,627,999 2,890,799 3,153,599 3,416,399 27,594,000

Block Reward 2.16 1.51 1.06 0.74 0.52 0.36 0.25

Daily Added Circulation 3,110 2,174 1,526 1,066 749 518 360

Phase Added Circulation 567,648 396,828 278,568 194,472 136,656 94,608 6,044,400

Total Circulation 2,727,299 3,124,127 3,402,695 3,597,167 3,733,823 3,828,431 9,872,831

Masternode Reward % 80% 80% 80% 80% 80% 80% 80%

Masternode Reward 1.728 1.208 0.848 0.592 0.416 0.288 0.2

Staking Reward % 15% 15% 15% 15% 15% 15% 15%

Staking Reward 0.324 0.2265 0.159 0.111 0.078 0.054 0.0375

Developer Reward % 5% 5% 5% 5% 5% 5% 5%

Developer Reward 0.108 0.0755 0.053 0.037 0.026 0.018 0.0125

Dilithium Coin Emission Schedule (2)



Dilithium Project Roadmap

Blockchain Launch

Mar 7, 2019

Wallets released for download

Blockchain Explorer

Mar 8, 2019

Electrum Wallet Release

Q2, 2019

Masternodes 2.0 

(Power Platform)

Q3, 2019

Proof of Service

Q3, 2019

Delegated Work

Q4, 2019

Network Scaling via Shard-
ing Consensus

Q2, 2020

Platform Team Recruitment

Ongoing

Register with Standards Groups

Apr, 2019

Accounting Platform 
Protocol Design

Q2, 2019

Accounting Platform Prototyping

Q3, 2019

Display Manager Requirements

Q3, 2019

Merchant Gateway Launch

Q4, 2019

Project Formation

Oct, 2018

Website Launch

Feb 28, 2019

Presale Launch

Mar 8, 2019

Community Outreach

Mar, 2019

Marketing Campaign Launch

Mar, 2019

First Exchange Listing

Apr, 2019

Coin Listing Sites

Apr, 2019

Second Exchange Listing

May, 2019

Coin Market Cap

May, 2019

BLOCKCHAIN PLATFORM PROJECT

19

THE DILITHIUM PROJECT



Dilithium Project Links

Bitcointalk Announcement: https://bitcointalk.org/index.php?topic=5121714.0

Discord: https://discord.gg/3Vmc9Hm

Facebook: https://www.facebook.com/DilithiumCoin/

Twitter: https://twitter.com/DilithiumCoin

Web Site: https://dilithiumcoin.io/

Github: https://github.com/dilithium-coin/dilithium

Block Explorer: https://explorer.dilithiumcoin.io/

Instagram: https://www.instagram.com/dilithiumcoin/

Youtube: https://www.youtube.com/channel/UCJtwPMW-S0NPHUUiJNbNhnw
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