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The QUDO! ecosystem by Block Bastards? represents
an innovative step in the evolution of digital games
by exploring how blockchain-based assets can move
beyond collectability and become functional across
different game environments. Rather than treating non-
fungible tokens (NFTs) as static items with speculative
value, QUDO proposes interoperable gaming assets
(IGAs) that can be created, owned, and reused by
players across titles within the same ecosystem.

Two components sit at the centre of this innovation:
Garage3, a creation tool, and Tribes4 (Figure 1), a
game developed within the QUDO ecosystem. Garage
operates as a creation environment where players
can design their own unique assets, while The Tribes
demonstrates how those same assets can be activated in
gameplay. This process is supported by QUDO's technical
infrastructure [1], including the IGA framework, API, SDK,
AtomicAssets-based smart contracts, and decentralised
IPFS storage.

The study of asset creation and use within the QUDO
ecosystem informed a conceptual framework [2]
for designing interoperable game assets (Figure 2),
outlining both the stages of asset design and the
conditions required for cross-game use. It emphasises
how efficiency, uniqueness, and personalisation/
authenticity shape asset interoperability across
connected gaming environments.

Preliminary findings [2] indicate that players value the
possibility of customising and using their own assets,
while also pointing to the need for further improvements
in usability and accessibility, particularly in creation
interfaces such as Garage. Overall, QUDO’s interoperable
model offers a relevant contribution to Web3 gaming by
demonstrating how such innovation can expand both
game design possibilities and player experience.
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FIGURE 1

From creation in Garage (top) to
gameplay in The Tribes (bottom),
the asset moves across the QUDO

ecosystem.

FIGURE 2

Conceptual framework for
interoperable game assets,
outlining design stages and the
progression from monolithic to
cross-platform assets.
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