FRANKINU // EXPERIMENT 402

PROGRESSIVE TECH
& SOCIAL EXPANSION ROADMAP

From memecoin launch to a growing utility layer for mass social engagement.

Core thesis. Frankinu should evolve as a social technology product: every
new release must create a reason to interact, create, share, compete,
invite, build, or automate - turning attention into measurable community
activity.
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01/ VISION

The Product Thesis

Frankinu is not designed as a static token with a website. It is designed as an expandable social operating system

wrapped in a strong character IP. The roadmap progressively adds real software utilities that increase distribution,
participation and retention.

01 CREATE 02 COMPETE 03 DISTRIBUTE 04 AUTOMATE
Give holders and fans Leaderboards, raids, Referral loops, Telegram Al assistants, Market
tools to generate memes, streaks, achievements, bots, creator kits, share Brain, scheduled content,
cards, clips, avatars, seasons, game loops and mechanics and social x402/API access and
guests and shareable community missions. propagation tooling. machine-driven workflows.
artifacts.

Roadmap rule: narrative launches features, but product metrics decide whether they survive. Each utility ships as an
experiment, gains telemetry, then either evolves, merges into the core stack or gets removed.

WHAT FRANKINU SHOULD BECOME WHAT IT SHOULD NOT BECOME

A recognizable meme IP with a real toolkit beneath it: social
creation, community coordination, Telegram-native
experiences, lightweight gaming, reputation, analytics and
programmable agent utilities.

A pile of disconnected gimmicks, fake “utility”, unusable
dashboards, speculative promises or features that exist only to

justify token demand. Every release must solve a behavioral
problem.
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02 / GROWTH LOOP

The Mass Social Engagement Engine

The entire product stack should reinforce one repeatable loop. The objective is not “more features”; it is more
high-quality social actions per active community member.

DISCOVER JOIN

SHARE CREATE

EARN STATUS

1. DISCOVER

Content, memes, creator posts, raid
waves, partner activations and game
invites create the first touch.

4. REPUTATION & PROGRESSION

Points, ranks, streaks and seasonal status reward useful

actions without requiring financial promises.
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2. JOIN

One-click entry through
Telegram/X/website. The system
immediately gives the newcomer a
mission.

3. CREATE & SHARE

Generators, templates, bots and
game moments turn users into
distributors instead of passive
viewers.

5. REACTIVATION

Bots, quests, content drops and personalized missions bring

inactive users back into the loop.
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03 / ROADMAP OVERVIEW

Four Progressive Technology Phases

( N
PHASE| Launch the social OS foundation: telemetry, official bot, STAGE GOAL
creator tools, referral loops, content engine.
AWA K E N I N G Distribution infrastructure
first.
~ J
( N
PHASEII Add gamification: quests, reputation, raid coordination, viral STAGE GOAL
assets, creator analytics, community APIs.
MUTATION Turn members into
operators.
N J
( 2
Fhnse Ship the Telegram game, Market Brain, social graph, STAGE GOAL
advanced automation and x402-backed utility experiments.
DOM I NATION Retention + intelligent
automation.
\ y
( N
PHASE IV Open the ecosystem: SDK/API, third-party mini-apps, agent STAGE GOAL
payments, persistent identity, seasonal game universe.
IM MORTAL ITY Community-built expansion.
~ J
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04 / FOUNDATION + LAUNCH

Phase | - Awakening

Goal: launch with a measurable social infrastructure from day one. The first phase should make Frankinu easy to
discover, join, share and track.

BUILD

Official Telegram bot with onboarding, commands,
links, alerts and mission delivery.

First-party analytics: source, referral, join, click, quest
and share attribution.

Viral Card Generator: branded share cards, meme
templates, profile badges and “Experiment 402"
identity assets.

Referral links and invite trees with anti-abuse
controls.

Creator kit: transparent PNG assets, banners,
stickers, social templates, launch clips and content
prompts.

Raid coordination primitives: campaign brief, target
post, contribution logging, cooldowns and quality
rules.
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OPERATE

Launch dashboard: live community activity, social
velocity, referral growth and content output.

Wallet-optional reputation profile so engagement can
begin before any on-chain feature is required.

Content scheduler / ops console for Cabal posts,
Telegram broadcasts and campaign drops.

Official link hub with signed/configured contract,
explorer, socials and safety status.

Mod/admin tools: user notes, bans, anti-spam, rate
limits and campaign controls.

Post-launch measurement window before adding
more complexity.
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05/ SOCIAL TOOLS + REPUTATION

Phase Il - Mutation

MISSION ENGINE

Daily/weekly missions, campaign quests, streaks, seasonal
objectives and role-specific task paths.

RAID BOT

Coordinated X/Telegram engagement with links, timing,
contribution confirmation and anti-spam quality limits.

CREATOR ANALYTICS

Track posts submitted by creators, referral impact, clicks,
joins and downstream engagement.

UGC CHALLENGES

Theme competitions, Halloween drops, remix contests and
community voting.
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REPUTATION

Non-financial XP, ranks, badges, contribution score, creator
score and trusted-member tiers.

MEME FACTORY

Prompted meme generation, caption ideas, image remixes,
card templates and one-tap sharing.

COMMUNITY GRAPH

Represent invite relationships, collaborators, creators and
high-signal community clusters.

SOCIAL API LAYER

Internal APIs for missions, profile, score, content cards and
referral events to support future mini-apps.
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06 / RETENTION ENGINE

Telegram Game - Experiment 402: Outbreak

The Telegram game should not be a detached mini-game. It should become a social retention layer that converts
community actions into progression, content and invitations.

CORE LOOP

Enter lab -> complete missions ->

collect mutation resources -> evolve
Frankinu -> unlock social abilities ->
invite allies -> climb seasonal ranks.

Example systems

® Seasonal “Containment Events” synchronized with X and Telegram campaigns.

SOCIAL LOOP

Squads, friend invites, collaborative
boss events, timed raids, creator
missions and shareable victory
cards.

Energy / action economy designed around sessions, not pay-to-win pressure.
Mutation tree with cosmetic, narrative and social-status unlocks.

Squad missions where progress requires several real community members.

Anti-bot checks, cooldowns, behavioral anomaly detection and referral-quality scoring.

CONTENT LOOP

Game moments automatically
produce meme-worthy screenshots,
rank cards, mutations and
“containment reports”.

Optional wallet linking only when useful; the game must remain accessible without a wallet.

Game rewards emphasize identity, access, status and utility - not guaranteed financial returns.

Design principle: every game mechanic should generate one of four outputs: retention, social proof, shareable

content, or network growth.
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07 / INTELLIGENCE + MACHINE COMMERCE

Market Brain + x402 Utility Layer

These features should mature from visual narrative into real services only when they provide measurable value. They
are the bridge from meme IP to programmable digital organism.

MARKET BRAIN V1

Real dashboard combining public market data, social
velocity, community activity and content performance. No
fake “Al predictions”; start with transparent signals.

x402 EXPERIMENTS

Use machine-payable endpoints for selected API resources:

intelligence snapshots, premium automation actions, media
rendering or third-party tool calls.

Progressive implementation path

MARKET BRAIN V2

Add model-assisted summaries, anomaly detection,
campaign insights and personalized operator briefings after
data quality is proven.

AGENTIC UTILITIES

Frank Al or external agents can request -> pay -> access ->
act. Keep spend limits, audit logs, rate limits and explicit user
controls.

® 1. Ship deterministic data products first: dashboards, APIs, social metrics and campaign reports.

® 2. Add Al for summarization and workflow assistance - not opaque promises of trading performance.

® 3. Gate advanced compute or API usage with credits/permissions where it improves product economics.

4. Introduce x402 only on endpoints where machine-to-machine payment is genuinely useful.

® 5. Publish usage, limits and cost clearly. No hidden token mechanics or artificial utility.
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08 / AUTOMATION + NETWORK EFFECTS

Phase Ill - Domination

SOCIAL COMMAND CENTER

Launch and monitor multi-channel campaigns from one
dashboard: X, Telegram, website, game and creator network.

FRANK Al OPERATOR

Drafts posts, raid briefs, memes, summaries and campaign
variants; humans approve high-impact actions.

LIVE SOCIAL GRAPH

Identify network hubs, top inviters, creator clusters, dormant
segments and cross-community propagation paths.

APl /WEBHOOKS

Publish stable hooks for campaign events, profile
progression, quests, game outcomes and content generation.
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SMART MISSION ROUTING

Different users receive different missions based on behavior,

trust level, interests and prior contribution.

CREATOR MARKETPLACE

Briefs, bounties, remix contests and measurable attribution
for creators. Payments only where compliant and explicitly
defined.

GAME + SOCIAL SYNC

Telegram events trigger web missions; web campaigns
unlock game events; creator challenges produce game
cosmetics.

BOT ECOSYSTEM

Specialized bots: onboarding, moderation, raids, alerts,
game, creator ops and support - coordinated by shared user
identity.
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09 / OPEN ECOSYSTEM

Phase IV - Immortality

Goal: the Frankinu ecosystem can expand without every feature being built by the core team.

DEVELOPER SDK PLUGIN LAYER AGENT ECONOMY

Documented APIs, auth, webhooks, Approved extensions can add quests, Scoped autonomous agents can

Ul primitives and examples for data sources, game modules, content access paid or permissioned services

community-built mini-apps. generators or campaign actions. with budget controls and x402 where
appropriate.

PERSISTENT IDENTITY SEASON UNIVERSE COMMUNITY BUILDS

Unified profile across Telegram, web, Recurring lore arcs, game seasons, Grants/bounties for tools that prove

game and community tools with mutations, creator drops and usage. Promote what compounds

privacy-aware linking. community-wide live events. activity; remove what does not.

Immortality is not “more hype”. Itis the point where Frankinu has durable software, recurring reasons to return, a
recognizable IP, developer surfaces and a community capable of producing new experiences around the project.
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10/ UTILITY DESIGN

Token Utility - Progressive, Optional, Real

The token should not be forced into every interaction. Utility is strongest when it reduces friction, unlocks scarce
resources, coordinates incentives or grants access to something users already value.

Utility Layer Early Later Design Rule

Identity Profile badge / verified holder state Persistent cross-app identity Never block basic onboarding

Access Selected community areas / drops Advanced tools, events or API tiers Access must correspond to real cost/value

Game Cosmetics / optional boosts Season items, crafting, gated events ~ Avoid pay-to-win dependence

Creators Eligibility for specific campaigns Bounties / creator tools / analytics tiers Use transparent rules

Automation Optional credits or permissions API / agent usage / x402 services Charge only for measurable resource use

Governance Feedback / polls Scoped product decisions Do not pretend governance is decentralization if it is no

Utility principle: the project should be compelling even before token ownership. The token becomes more
useful as the software ecosystem grows; the software must not exist only to manufacture artificial token “utility”.

FRANKINU / EXPERIMENT 402 11



11/ EXECUTION SYSTEM

Stage Gates, Metrics & Risk Controls

The roadmap is milestone-driven, not calendar theater. A phase advances when usage proves the previous layer is

working.
ACQUISITION METRICS ENGAGEMENT METRICS
Referral conversion, source quality, DAU/WAU, missions completed,
join rate, invite depth, shares per active, game sessions,
creator-attributed joins. creator output.
QUALITY METRICS UTILITY METRICS
Spam ratio, fraud referrals, bot Tool adoption, API calls, automation
abuse, low-quality raid actions, usage, paid-resource conversion,
support burden. x402 endpoint usage.

Required controls before scaling

® No fabricated scarcity, fake metrics, fake users or guaranteed investment outcomes.

RETENTION METRICS

D1/D7/D30, streak continuity,
seasonal return rate, dormant-user
reactivation.

ECONOMIC METRICS

Infrastructure cost/user, creator cost
per qualified join, tool margin, support
cost.

® Rate limits, anti-sybil checks, moderation tooling and abuse monitoring before public rewards scale.

® Clear disclosure of simulations vs. live functionality, especially Al/Market Brain features.

® Privacy-aware identity linking; collect only the data needed for product operation and attribution.

® Security review for bots, webhooks, wallet linking, payment endpoints and admin privileges.

® Feature kill-switches and staged rollouts for automation, game rewards and external integrations.
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12 / NORTH STAR

The Expansion Blueprint

01 P ieipa 3o TooLS

A memorable Experiment 402 identity. Creation, cards, memes, links, bots.
03 MISSIONS 04 STATUS

A reason to act now. A reason to keep acting.

05 GAME 06 INTELLIGENCE

A reason to return. A reason to use the product seriously.
07 AUTOMATION 08 PLATFORM

A reason to integrate it into workflows. A reason for others to build on top.

EXPERIMENT 402 IS NOT A CAMPAIGN.
ITIS ASYSTEM THAT KEEPS MUTATING.
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