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T H E  P R O B L E M

Getting things done is hard.

To-do lists are boring — there's no reward for
finishing, so people give up.

Motivation fades fast when progress feels
invisible.

Existing "gamified" apps feel fake or hide
everything behind confusing systems.
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O U R  S O L U T I O N

Questly rewards your
time.
You create your own tasks and set how long
they'll take.

Finish a task and earn tokens — a currency you
actually control.

Spend tokens on real rewards, build streaks, and
level up.
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H OW  I T  W O R K S  —  T H E  C O R E  L O O P

Time in, tokens out.

Create a task
e.g. "Study math"

→ Set the time
how long it takes

→ Complete it
do the work

→ Earn tokens
1 minute = 1 token

The reward scales fairly with real effort — the clock decides, not guesswork.
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F A I R  B Y  D E S I G N

Difficulty scales with time.
T IME INVESTED DIFFICULTY

5 – 10 min ★★★★★

10 – 20 min ★★★★★

20 – 35 min ★★★★★

35 – 60 min ★★★★★

60 – 120 min ★★★★★
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S T A Y  M O T I V A T E D

Rewards & streaks.
Shop: spend tokens on rewards you set for
yourself.

Daily streaks: keep the flame alive by showing
up every day.
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L I V E  D E M O

See Questly in action

Add a task → Complete it → Tokens + streak
update → Spend in the

shop

The satisfying loop — done live.
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Turn your tasks into a game.

Create · Complete · Earn · Repeat.

Thank  you


