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b-token was founded in Retie, Belgium, in 2006 as manufacturer of personalised plastic 
tokens. Our products are mainly used as money alternative at events. However they also make 
a good marketing tool for promotions or even to unlock shopping carts. 

In order to keep exploring new markets, we decided to engage in the digital era with the 
Smart Token. This is a physical token in combination with a digital platform. The Smart Tokens 
can be used on three different levels. 

Gaming level
At the moment we regularly produce tokens that are used in traditional games by both chil-
dren as well as adults.  As games are more and more digitalised, we believe the Smart Token 
can build a bridge between traditional, physical games on the one hand and digital games 
on the other, combining the strongest aspects of both. Traditional games bring people around 
the table and are all about social interaction, while digital games also encourage connectivity 
and mobility. 

Educational level
The ‘Smart Token program’ can easily assist children in their learning process of how to read, 
write and count. This is also a perfect tool to introduce money and bank affairs to young ones.

Payment level
Last but not least, our token combined with a digital platform can be a reliable payment and 
access control system. Furthermore they are the perfect advertising tool since they can be 
personalised with your logo or your sponsor’s. 

OUR ULTIMATE GOAL WITH THE SMART TOKEN:  
WE WANT TO SHARE THE B-TOKEN MAGIC WITH THE WHOLE WORLD!

B-TOKEN
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We believe in hybrid solutions. Everyone likes physical items - like tokens - but the digital world 
is so deeply integrated in our daily lives that we can’t live without it.

Combining the physical with the digital offers the consumer the best of both worlds: the token 
is the key to a digital experience. This unusual combination inspires people with surprise and 
amazement. When it comes to promotions, we think the hybrid solution is the future.
 

WHY SMART TOKEN?

WHICH TECHNOLOGIES DO WE OFFER?

1. IMAGE RECOGNITION

How does it work?
Image recognition can be used to identify certain images or items, based on visual comparison 
or decoding. There are many different ways in which this can be used, the most common being 
QR-codes. 

A less common but more advanced way of using this technology is the actual recognition of 
visuals. In other words, image recognition’s the app’s way of doing what your eyes do: seeing 
an image and recognizing it. By identifying the images or patterns on the token and compar-
ing those with the images stored in the application or server, the app can identify the image 
in front of the camera. 

2. AUGMENTED REALITY

How does it work?
In augmented reality the user gets an extra experience that appears to be happening in real 
life. By looking through the camera of the device the user sees his own settings and environment 
but by scanning the token something magic happens. The app recognizes the image on the 
token and unlocks a 3D image that appears as an enhancement to the perception of reality.

As with image recognition, multiple images can be recognized simultaneously and multiple 3D 
images can interact with each other.
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What and how?
• Any image on the token that contains enough recognition points and contrast can be rec-

ognized. Images with lots of details, like photos, work best.
• This technology is available for iOS and Android, for all devices with a camera.
• Up to five tokens can be recognized simultaneously (depending on the quality and capac-

ity of the device).
• Users get an instant experience.
• Image recognition works on all mobile devices with a camera.

Take into account
• Images need to be tested first before we can guarantee they will be recognized.
• Images with angles are a better basis for recognition than round shapes.
• Certain external conditions, like light reflection, may influence the recognition.

TECHNICAL SPECIFICATIONS

Token Sizes
Diameter: 38 mm 
Thickness: 2 - 2.5 mm

Platforms
iOS
Android
Windows (on demand)

Devices
Tablet
Smartphone

Price
Available on request

Minimum Order Quantity
25.000 tokens
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Does augmented reality sound futuristic to you? Not to us! By using image recog-
nition you can create an augmented reality experience from a simple image on 
a token.  Scan your token with the lion image and your app will recognize it. Tap 
the lion to make him roar and swipe in any direction to make him walk. Look at 
the lion from a different perspective by holding your tablet in another position.

LION
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Feeling like a Rolling Stone? By playing this 
game you can create your own music band. 

You get three different tokens with a guitar, 
a drum and a bass. Show your token to the 
camera and the app will recognize the instru-
ment with it’s unique sound. By showing multi-
ple tokens, the app will let them interact with 
each other. You can place the drum in front of 
the camera, add the guitar and the bass to 
let them play all together. 

Do you want a guitar solo? Take the drum 
and bass out of the camera’s sight and listen 
to the solo! 

THE MUSIC STUDIO



Collecting physical items has always been popular. But now you can 
create both a physical and a digital collection! Collect tokens, scan 
them and make your own virtual collection. Going digital has several 
extra advantages. You can give more information about the collec-
tion, give access to a game, allow people to exchange tokens, etc.

In this case you create a virtual collection of soccer players where 
more information is given about the collected players.

DIGITAL COLLECTION
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Who has the most monstrous monster of all? 
Collect tokens with monsters and compare 
them with the monsters of your friends. By 
showing two tokens to the camera, the app 
will recognize the monsters. This way the 
players find out which monster is the strong-
est, fastest and most energetic. 

In this battle it becomes clear which monster 
wins!

MONSTER FIGHT
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Crack the code of the safe and find the gold! 

Here you have a token with a combination 
lock. On the back of the token you will find the 
correct code to open the lock. 

CRACK THE CODE

Place the token on the table, scan it with your 
device and make sure it is in the right position 
on the screen. Remember the code and turn 
the lock to form the combination. 

Did you use the correct code? The safe will 
open and you get the gold!
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Combining the physical token with a mobile 
app provides an extra enhancement for the 
user. 

In this example you place a token with a UFO 
on the tablet. This gives the impression that a 
UFO is flying over the streets. Swipe on the 
screen to let it float. You can swipe faster to 
give the illusion that the UFO is taking off. To 
let it descend you just stop swiping. Simple, 
but it gives the people a magical experience!
 

UFO
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Steer your pimped racing car! Scan the token with the wheel and your 
racing car will appear. To personalise your car, you can collect tokens 
to change it’s colour, wheels, etc. 

Now you can drive your car on a racing track using the buttons on the 
screen. Choose a different racing track by scanning a new token with 
a track. Of course this won’t be as easy as it sounds! You have to reach 
the finish in time. The time can be extended by scanning a token with 
extra time. So finish in time and become the best racer!
 

RACING CAR
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Playing petanque is always fun, and now you 
can play it with your tokens! 

In this game every player gets a token with a 
specific image. Place the white, target token 
on the table and shove the tokens as close 
as possible towards the white token. While 
doing this you film the game with your tablet. 
Using image recognition the app will detect 
the tokens and give a score to every token. 
The token the closest to the target gets the 
highest score!

PETANQUE
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Everybody knows the educational game 
where children have to fill in the gap in a 
series. Now it is even more fun as digital is 
linked with physical! In this game the child 
gets 5 tokens. The app will show a series of 
symbols with a missing symbol that needs to 
be filled in. 

When you have found the missing link, you 
scan the token with the correct symbol to see 
if your solution is correct. This is the perfect 
brain trainer!

FILL IN THE SERIES
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Create a true festival quest and give your visitors a fun experience! 
Challenge them by letting them search for tokens. When they have a 
token, they need to scan it with the app to get puzzles and riddles for 
the next step.

In the next step they will find another token with another hint. This way 
they get closer and closer to the ultimate point, the prize! No doubt 
your visitors will never forget the festival!

FESTIVAL
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