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Abstract: TradeStuff revives the oldest method of trade, moneyless barter, by 
introducing solutions to challenges affecting the practical application of peer-to-peer 
barter today. Such challenges include a lack of trade security, inefficient trade 
negotiations, limited trade options, a lack of accessible information, and platform usage 
fees. A new type of system is required to successfully support solutions to these 
challenges. In this paper, we introduce TradeStuff, a decentralized application built on 
top of a robust blockchain architecture that uses scalable distributed ledger technology 
to support proposed solutions, while providing a user experience similar to those 
currently provided by centralized applications. TradeStuff secures trades by utilizing 
smart contracts that make trade agreements legally binding and require dispute 
resolution through arbitration. They are further secured by a conditionally required 
“stake”, a user reputation system, and prevention of double spending. TradeStuff makes 
trade negotiations efficient by introducing systematic silent trade negotiations, a method 
of sending and receiving nonverbal negotiations that can be executed in parallel and 
potentially scale to millions of transactions per second while maintaining zero user fees. 
Trade options, otherwise limited by a required coincidence of wants, are expanded by 
allowing owned goods “Stuff” to be traded individually or in bundles, bilaterally or 
multilaterally, and directly or indirectly. Information on user’s Stuff, “wants”, and “likes” is 
pseudonymously transparent and accessible by search, and used by algorithms to 
formulate trade suggestions. The resulting application gives users an efficient and 
secure way to acquire a wide range of Stuff in the TradeStuff marketplace without 
having to use money as a medium of exchange, effectively giving owned Stuff 
purchasing power in the TradeStuff marketplace. 
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DISCLAIMER: THIS WHITE PAPER IS A WORK IN PROGRESS AND IS FOR 
INFORMATION PURPOSES ONLY AND SHOULD NOT BE CONSIDERED AS A 
GUARANTEE OF BUSINESS ACTIVITIES IN THE FUTURE. TRADESTUFF AND ITS 
AFFILIATES DOES NOT GUARANTEE THE CONCLUSIONS REACHED IN THIS 
WHITE PAPER OR THE ACCURACY THEREOF, AND DOES NOT MAKE ANY 
REPRESENTATIONS AND WARRANTIES, WHATSOEVER. TRADESTUFF AND ITS 
AFFILIATES SHALL HAVE NO LIABILITY FOR DAMAGES OF ANY KIND ARISING 
OUT OF THIS WHITE PAPER OR ANY OF THE CONTENT CONTAINED HEREIN. 
TRADESTUFF RESERVES THE RIGHT TO CHANGE, MODIFY, ADD, OR REMOVE 
PORTIONS OF THIS WHITEPAPER AT ANY TIME, FOR ANY REASON. THIS WHITE 
PAPER DOES NOT CONSTITUTE AN OFFER OR SOLICITATION TO SELL TOKENS, 
SHARES, OR THE SERVICES OFFERED THERETO.  
 

Background 
 
Barter without the use of money as a method of exchange is the world's oldest method 
of trade, known to have originated in prehistoric times, dating as far back as 150,000 
years ago.   Silent trade, which we reintroduce here in a systematic way, was a 1

nonverbal method of conducting trade negotiations by people who could not speak each 
other’s language or did not want confrontation. With silent trade, one party would leave 
offered goods and retreat, returning later to find what the other party had left as an offer 
to exchange. The parties would negotiate silently by adding and removing offered items 
then retreating, ultimately indicating acceptance by taking the others’ things or declining 
by taking back their own.  With advances in civilization, verbal communication has taken 2

precedence and silent barter has lost practical use.  
 
Moneyless “barter” is inhibited by limited trade options, resulting from a required 
“coincidence of wants” in which each party involved in a trade must want the other’s 
offering for a successful trade to happen.   The use of money as a medium of exchange 3

was introduced to solve this problem. Although impossible to trace the true origin of the 
invention of money, in 350 B.C., Greek philosopher Aristotle contemplated that the 
assignment of monetary value to an otherwise insignificant object, such as a note, could 
be used to solve the coincidence of wants problem and move away from a bartering 

1 Peter Watson 2005 - Ideas: A History of Thought and Invention, from Fire to Freud 
2 https://global.britannica.com/topic/silent-trade 
3 Ostroy, Joseph; Starr, Ross M. (1990). The Transactions Role of Money. Handbook of Monetary 
Economics. 

 



 

society.  Since then, an economic transition has taken place, moving from a system of 4

barter to a system of money as a medium of exchange and establishing the basis of our 
modern day monetary system.  
 
With the advent of the internet, moneyless trade has made a limited comeback as a 
result of instant communications, accessibility, and visibility of participants in the trade 
marketplace. 
 

The International Reciprocal Trade Association estimates 2015 annual retail 
trade volume to be in the 2.4 to 2.8 billion dollar range.  5

 
Nicholas Negroponte, founder and Chairman Emeritus of MIT's Media Lab, 
stated:  “A parallel and more intriguing form of trade in the future will be barter. 
Swapping is a very attractive form of exchange because each party uses a 
currency that is devalued for them, i.e. an unwanted possession, that otherwise 
would be wasted. The most stunning change will be peer–to–peer, and 
peer–to–peer–to–peer- ...”  6

 
 
In 2005, a man by the name of Kyle MacDonald managed to trade one red paperclip to 
kick off a series of fourteen trades, ultimately trading up to become a homeowner. Kyle 
placed an ad on Craigslist, a classified ads website, with the intention of trading for 
something better. He began by trading his red paperclip for a “fish pen”, then the pen for 
a door knob, the door knob for a camping stove, and so on, continuing to trade up in 
value until he ultimately bartered for a house in Kipling, a small town Canada’s 
Saskatchewan province.  7

 
In 2003, our founder, Cesar Diaz, had the vision of creating an efficient, systematic 
barter system under the name TradeGoodies, and development efforts began. A year 
later, the project was left unfinished from lack of funding.  By 2008, the project 8

rebranded as TradeStuff.com and a Simple Machines Forum was established, intended 
as a temporary solution until development efforts could resume. Unexpectedly, by 2014, 
the forum had grown to more than 80,000 registrations organically, without any 

4 https://en.wikipedia.org/wiki/History_of_money#Non-monetary_exchange 
5 https://www.irta.com/about/the-barter-and-trade-industry/ 
6 http://www.tdx.cat/bitstream/handle/10803/6658/01DCcb01de01.pdf?... 
7 http://oneredpaperclip.blogspot.com/ 
8 https://web.archive.org/web/20040904010326/http://www.tradegoodies.com:80/ 

 



 

marketing or promotion.  Due to inefficiencies, security issues, and lack of an economic 9

model, support was discontinued and the website forum crashed in 2015. 
 
While demand for barter is evident through a number of internet-based barter forums, 
directories, and socially powered applications in use today, the practical application and 
widespread use of today’s barter systems are constrained by challenges that require a 
new system architecture to support robust solutions. 
 

Challenges with Today’s Peer-to-Peer Barter Systems 
 

● Lack of Trade Security - Current applications require that parties trust each 
other enough to enter into a trade. There is no security against breach of 
agreement, misrepresentation, or  “double spending”, in which one party may 
enter a trade agreement with multiple parties for the same items. With 
negotiations often verbally arranged, no recorded proof of agreement might exist. 
There are no established methods of dispute resolution, making conflicts difficult 
to sort out and subject to hearsay, and there are no ways to accurately discern 
the reputation of a person involved in a trade, leading to increased trade risks.  

● Inefficient Trade Negotiations - Today’s barter systems require verbal 
messaging and collaborative communication between two parties, resulting in 
inefficient back-and-forth messaging. Personality differences, human emotions, 
and misinterpretations may interfere with otherwise successful trades. There is 
no transparency as to whether offers received are still valid or whether items are 
still available for trade. 

● Limited Trade Options - In peer-to-peer trade systems, trades are limited to 
bilateral parties with a coincidence of wants, resulting in limited options and lower 
chances of successful trading. A user’s success may depend on how much effort 
is put into finding a counterpart to trade with.  

● Lack of Accessible Information - Without available information about user’s 
“haves” and “wants”, users must make individual inquiries by message to obtain 
such background, greatly reducing efficiency and chances of trade success.  

● Platform Usage Fees - Current barter systems must charge users subscription 
and/or transaction fees to cover the operational costs of hosting servers, support 
staff, marketing, and other expenses. 

9 https://web.archive.org/web/20140208002614/http://tradestuff.com/ 

 



 

● System Constraints - Platforms hosting today’s barter systems are unable to 
fairly and efficiently support asynchronous, multithreaded, parallel, large-volume 
trading due to limitations at the protocol level. 

 

Requirements  
In order to gain widespread use, trade applications need to support the following 
requirements. 

Scalable, Parallel, Asynchronous Silent Trade Negotiations 
Inefficient verbal offer negotiations are replaced with the ability to send, receive, accept, 
and decline trade offers efficiently, employing smart contracts to process systematic 
silent negotiations in parallel and potentially scale to millions of transactions per second. 
This reduces time and effort spent searching for a coincidence of wants and increases 
chances of successful trade. 

Complex Multilateral Indirect Trades 
In bilateral peer-to-peer trade (see Figure A), two parties trade items with each other, 
and only occurs if each party has things the other wants.  
 
Figure A: Bilateral, Direct Peer-to-Peer Trade 

 
To expand user trading options, otherwise limited by the “coincidence of wants”, a 
platform must be able to support multilateral indirect trading. In multilateral trade, a user 
does not need to own things reciprocally wanted by the owner of wanted items.  
  
Figure B illustrates a multilateral trade. In this example, the owner of Stuff A was able to 
make a trade to receive Stuff C, without having to possess any items wanted by User C. 
 
 

 



 

  
Figure B: Multilateral, Indirect Trade 

 
 
To expand trade options, TradeStuff allows recipients of trade offers to also see the 
Stuff offered in exchange for the wanted Stuff by other users. As illustrated in Figure C, 
if User C makes trade offer for the Stuff of User D, User D has the option to trade for the 
Stuff of User A, B or C. 
 

 



 

Figure C: Expanded Trade Options

 

Individual and Bundled Trades  
Users can trade Stuff in different relative quantities and/or value; a trade that would 
otherwise likely prove impossible. In the below example, all users send and receive the 
same total value of Stuff, but the transactions involve different users and different 
quantities & values of individual Stuff. This gives liquidity to the value of Stuff, unlocking 
its purchasing power. 

 



 

 

Information Accessibility and Transparency  
Pseudonymous (not personally identifiable) information regarding users’ haves and 
wants is accessible by search to fellow users, and algorithms use this information to 
suggest trades. Without pertinent information available, market participants have to 
blindly search the marketplace for a coincidence of wants.  
 

Trade Security  
Trades are secured in a variety of ways. Trustless blockchain distributed ledger 
technology at the protocol level prevents double spending and is provably fair and 
transparent. Staked collateral and a reputation system disincentivize bad actors. Smart 
contracts make trades binding and enforceable, and a dispute resolution system is used 
to settle disputes online through arbitration. 

Zero User Fees  
TradeStuff is free to sign up and trade on. No user or trading fees are charged by the 
application, allowing feeless transactions. Accounts are only rate-limited based on User 
Stake balance.  

 



 

Simplicity and Ease of Use 
TradeStuff is designed to provide a user experience similar to those of centralized 
platforms. Users do not need to be familiar with blockchain technology to use this 
application, given its intuitive and user-friendly interface. 

Robust Blockchain-Based Infrastructure 
TradeStuff is built using EOSIO blockchain technology,  a powerful open source 10

infrastructure for building and deploying decentralized applications with smart contracts 
that can potentially scale to millions of transactions per second. The applications can be 
deployed on a public blockchain governed by its users and maintained by independently 
operated block producers that are geographically distributed around the world and are 
elected by EOS token holders. 

10 https://github.com/EOSIO/Documentation/blob/master/TechnicalWhitePaper.md 

 



 

Flowchart Diagram 

 
 

1 Signing Up with TradeStuff 
Users need to sign up in order to be able to participate in trade. Users can sign up 
manually through a sign-up form or automatically through an EOS browser wallet such 
as Scatter . A “ship to” name and address is required for trades involving shipping. 11

11 http://scatter-eos.com/ 

 



 

2 Staking EOS.IO Tokens  
Trade Collateral, staked in EOS.IO tokens, is used as a way to ensure security in a 
trade; these tokens may be awarded to other parties to settle a dispute through a 
dispute resolution process (see Dispute Resolution). Stuff cannot be added unless a 
Stake is added in an amount equal to, or greater than its listed value. A user can add 
any additional Stuff whose value does not exceed the current Stake amount without 
requiring additional Stake. If a user is attempting to add Stuff whose value is greater 
than the current Stake, the user will be prompted to add more Stake, equal to or 
exceeding the value of the Stuff being added. In order to send or accept trade offers, a 
user must have enough Stake to equal or exceed the value of the Stuff being offered. 
When a trade is accepted, Stake is locked in an amount equal to the Stuff involved in 
the open trade. While Stake is locked during a trade, it cannot be used as Stake for 
other Stuff. After a trade completes, a short inspection period is given to each party 
involved in the trade, and, if no dispute is filed, the relevant Stake is unlocked and made 
available for trading other Stuff.  
 
The Stake serves three purposes:  
 

1. As collateral for stuff involved in trade (see Dispute Resolution) 
2. For allocation of computational resources for use in application (see 

Computational Resources) 
3. To generate income by leasing the unallocated computational bandwidth of 

staked tokens (see Token Leasing Income) 

 



 

3 Adding Stuff 

Users are able to add as much Stuff for trade as desired as long as Staked Trade 
Collateral is equal to or greater than the value of the individual Stuff being added. The 
value of Stuff being added is assessed by the user. The free market should encourage 
fair value assessments. For example, if a user overestimates the value of added Stuff, it 
will result in fewer offers received and accepted, and will require a Stake higher than it 
would if it were properly valued. If a user underestimates the value of added Stuff, it will 
result in lower “purchasing power”; additionally, other users may find that the Stake is 
too low relative to the true market value and may not want to engage in trade. By 
assessing a fair value for added Stuff, the chances of successful trade are increased.  

4 Promoting Stuff 
Stuff can be promoted by users at a cost and will appear above non-promoted Stuff in 
search, suggestions, and browse. Promotions can be paid for using both EOS and Stuff 
tokens, which can be used to offset inflation (see Worker Proposal Inflation).  

5 Wants 
“Wants” can be attached to specific Stuff, or can be attached to a user at an account 
level. Wants can be viewed by users for the purpose of formulating offers. Together with 
Likes, Wants can also be accessed by algorithms for the purpose of formulating 
Algorithmic Suggestions.  

6 Search and Browse 
Users do not need to create an account to search and browse Stuff. Stuff added by 
users is searchable by title. Stuff can be filtered by category, price, geographic area, 
and by owner interests (Wants and Likes). For example, a user can search items whose 
owner wants a bike. If a user has an account, Stuff suggestions are made based on 
their wants and likes (see Algorithmic Suggestions). 
 

 



 

7 Algorithmic Suggestions  
Personalized, algorithmically based suggestions are made to users who have added 
wants and/or likes to their account. These suggestions factor all that a user has, wants, 
and likes to formulate trade suggestions, thereby increasing chances of trade success. 

8 Likes 
Users can “like” Stuff as an indication of interest, which serves as a data point for 
formulating Algorithmic Suggestions. Users’ likes are publicly visible to other users and 
help increase the chances of trade success. 

9 Asking Questions 
Users can post publicly visible questions pertaining to Stuff for clarification. No trade 
offers should be made in the question sections. Trade offers and other inappropriate 
content posted in question sections can be flagged by users for removal.  

10 Sending Offers  
Systematic silent trade offers can be formulated by selecting an item of interest and 
Stuff being offered in exchange. Offers can be formulated as one-for-one, one-for-many, 
and many-for-many. When formulating offers, users specify whether trade is offered via 
shipping, or “in person.” Offers stay active until declined or until Stuff is accepted in a 
trade, preventing double spending.  

11 Receiving, Accepting, or Declining Offers 
Users are notified when trade offers are received, and offers can be accepted or 
declined. Trades are “locked in” only when accepted within X hours of being sent; of 
which the value of X is determined by the TradeStuff application. Trades that are 
accepted after the alloted time are sent back to the sender for renewed acceptance. 
Renewed acceptance must be made within X hours to be locked in, or will continuously 
be sent to counterparty(ies) until an offer is accepted by the involved parties within the 
allotted time.  

 



 

12 Conducting Trade 
Trades accepted by all involved parties within the allotted time will be “locked” and 
committed in a binding trade per smart contract agreement and terms of use. Upon 
trade lock, users are required to deliver Stuff involved in the trade. Trades involved in 
indirect bilateral trades are algorithmically mapped and users are simply informed where 
to ship Stuff without the need to keep track. Participants involved in indirect trade may 
need to send Stuff to a different user than the user from whom they will be receiving 
Stuff. 

13 Dispute Resolution  
 In the event a user involved in locked trade does not receive Stuff or if Stuff is not as 
described in the original listing, a user can attempt to resolve the issue via direct 
communication or can open a formal dispute. 

14 User Feedback and Reputation 
A user reputation system based on trade feedback is used to increase trade confidence 
and help eliminate bad actors. After a trade is completed, users have the opportunity to 
leave User Feedback related to the sender of the Stuff received.  
 
Feedback consists of a short comment along with a positive, negative, or neutral rating. 
User reputations are based on all the User Feedback ratings left by their trading 
partners and serve as an indication of trust. This information is available in user profiles, 
and helps prospective trading partners assess trade risk. 

15 Computational Resources 
A fraction of Stake is allocated toward computational resources needed to power the 
application in terms of CPU, RAM, disk space, and bandwidth. Once computational 
requirements are met, Stake is leased (see Staked Token Leasing). 

16 Liquidity Reserves 
A percentage of staked EOS tokens can be kept in a liquid reserve account to allow 
trusted users to withdraw without a delay period. This target percentage “N” is 
maintained by adding and reducing the balance by allocating from newly added Stake 
or withdrawing from leased tokens if necessary. Without this liquidity reserve, a user 

 



 

would need to wait for an unstaking period resulting from EOS protocol-level 
requirements. A withdrawal frequency limit can be implemented to avoid abuse. 

17 Staked Token Leasing 
The capacity of staked EOS tokens in excess of the Computational Resources and 
Reserve Account requirements is automatically leased through token leasing platforms 
such as Chintai.  The income from leased EOS token resources can be used to offset 12

Stuff token inflation (see Worker Proposal Inflation). 

18 Native Stuff Tokens 
Stuff tokens are native to the TradeStuff application and serve to cast votes on 
governance (see Governance Module) and fund Worker Proposals. Stuff tokens are not 
required to use the TradeStuff application. Stuff tokens may be awarded back to users 
for participating in trade and through referral programs to incentivize use. For more on 
Stuff tokens, see Token Module. 

19 Worker Proposal Inflation 
Stuff token quantity is inflated to fund Worker Proposals that Stuff token holders can 
propose and vote on to benefit the community and application. Selected proposals will 
receive Stuff tokens of up to a configured maximum percent of inflation. These 
proposals will receive Stuff tokens proportional to the votes each proposal has received, 
up to the amount requested.  
 

12 https://chintai-eos.io/ 

 



 

TradeStuff Modules 

TradeStuff proposes a three “smart contract”-based module systems consisting of a 
token module, a governance module, and a Stuff module. These modules work together 
to allow users to maintain the network. 

 

Stuff Module 
Similar to Steem , the Stuff module serves as a public publishing platform from which 13

any internet application may pull and share information about Stuff, and each user can 
control the information regarding owned Stuff. This serves as a publicly accessible 
database for immutably stored stuff available for trade in the Stuff Marketplace. The 
Stuff module contains immutably stored information about Stuff in the form of plain text, 
as well as IPFS hashes pointing to related files such as pictures and videos. 

13 https://steem.io/steem-bluepaper.pdf 

 



 

Governance Module 
The governance module allows Stuff token holders to vote on changes to all three 
modules, excluding the ability to change database information on token balances and 
Stuff. The governance module allows user to changes to the community of token 
holders for approval. Token holders manage the governance of the network’s political 
and technological matters by voting. Discussions on governance can take place 
between community members off-chain, where users can then cast votes on relevant 
issues.  

Token Module 
The token module is responsible for making changes to the Stuff token balances of 
addresses by transferring tokens, minting tokens, and locking tokens as required by the 
governance voting process.  
 
Initial Token Distribution 
 
No Stuff token sale is planned to enable token distribution; rather, tokens are minted 
and distributed to users every time a successful trade is made to incentivize use.  
 
1 token is issued per 1 successful trade (positive feedback, no filed disputes) 
 
Stuff tokens can also be distributed daily to fund Worker Proposals such as referral 
programs, as voted by Stuff token holders, subject to the inflation rate cap. 
 
Inflation Rate 
 
There is no limit on the inflation rate for issuing new tokens per successful trade until a 
total token supply of 100,000,000 is reached. Once this amount of supply is reached, 
tokens are no longer issued per successful trade, although users can choose to 
continue a similar incentive by funding it through the Worker Proposal system, subject 
to an inflation cap.  
 
The inflation rate of the network is capped at a rate of 5% of to match that of EOSIO, 
and Stuff token holders can vote to change this cap through Governance. 
 

 



 

Conclusion 
TradeStuff allows users to monetize otherwise devalued stuff by unlocking its 
purchasing power and using it to acquire other stuff in the Stuff marketplace, without 
using money as a medium of exchange. By utilizing innovative blockchain technology, 
trading stuff becomes easy, efficient, and secure.  
 

 


