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THE SPIRE :: v3 :: MAY 2026

A Cyber punk Sol ana Shooter —Play. Learn. Stay Rebel.

>> THREE- TI ER PLAY MODEL — FREE - PREM UM - BREACH PASS. Crypto |ayer is
opt-in.

>> DUAL TOKEN —NO SWAP — OFFGRI D earns in-run. ONGRI D buys BRI BE + PERVA
gear. No AWM

>> PERVA GEAR ECONOW —Drones, Biochips, Upgrades. O d gear sells for
OFFGRI D.

>> 100% ONGRI D TO TREASURY —Every ONGRI D spent on BRI BE or PERVA flows to
pl ayer rewards.

>> 4 2026 LAUNCH —AIl 4 floors conplete. Public launch on Sol ana Seeker.

>> SELF- SUSTAI Nl NG TREASURY — Funded by Bri bes, PERMA purchases, and Pass
sal es.

>> STAY REBEL —The gane teaches privacy, self-custody, and digital
sovereignty through play.

$OFFGRI D 12BDDhXhv3vZKY3HyZdbgbd9pTPekuXdHnIhQ6zN3sgh

Sol ana mai nnet :: 9 decinmals

$ONGRI D DYLYyec1f e9nFpf RBRRITDy 1gVoKvmAi G8YdV23PBAGS

Bags mmi nnet :: 9 decinals

[ MLESTONE | Floor 1 (QUTSIDE) shipped as Col osseum Frontier Hackathon entry, My
2026.

X: @anocommando :: WEB: nanocommando. app :: RUN. GUN. L-EARN.
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EXECUTIVE SUMMARY

Nano Commando: The Spire is a cyberpunk arcade shooter where the entire
economy runs on Solana. Built native for Sol ana Seeker, the ganme delivers two
real on-chain tokens ($OFFCRI D and $ONGRI D), on-chain behavioral Bribes,
per manent gear purchases, and proof-of-play nmnting that structurally prevents

bot farm ng

The core thesis: Wb3 ganes have fail ed because they treat tokens as the
product instead of the ganeplay incentive. Nano Commando flips this. The gane

must be fun first. Tokens are the econonic |ayer underneath, not the reason to

pl ay.

Beyond the econony: Nano Conmmando is a digital literacy tool. In a world where
surveillance is the default and data | eaks are routine, the ganme teaches
pl ayers how to stay soverei gn —through sel f-custody, privacy nechanics, and

Al NPCs that explain real concepts through ganepl ay.

WHAT SEPARATES NANO COMMANDO

>> Three-tier play nodel. FREE (on-ranp) - PREM UM ($2.99) - BREACH PASS
(0.05 sO., full econony).

>> Free tier playable without a wallet. No conmitnment until the player

chooses.

>> Anti-bot tokenom cs. $OFFGRID only nmints at boss CLAIM Bots cannot farm
what they cannot beat.

>> (| ean dual -token | oop. Earn OFFGRID in-run - Spend ONGRID for gear +

Bri bes (treasury).

>> Sel f-sustaining treasury. Bribes (100%, PERMA gear (100%, Pass sal es

fund pl ayer rewards.
>> Adaptive difficulty. D. A S scales enenies |live based on player behavi or

>> Skill-based D.A.Srelief. 4 in-Spire arcade m ni-ganes reduce signa

wi t hout payi ng.

>> Privacy education. NPCs teach custody, validators, transparency,

privacy —by playing.
>> 100% on-chain verifiable. Every treasury flow auditable on Sol scan.

>> BAGS holder utility. Hol ders pay 25% 1 ess on Bribes, forever.
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THREE-TIER PLAY MODEL

Most Web3 ganes force the wallet on every player. We don't. The crypto layer is
opt-in. Three tiers cover three player types: the curious, the ganmer, and the
Web3 nati ve.

FREE :: RECRUIT — $0

>> Floor 1 OQUTSIDE + Floor 2 LOBBY —full access, no run cap
>> Final boss CHAI RVAN —I ocked

>> Al NPCs in educational nbode —teach custody, validators, transparency,
privacy

>> Al 4 arcade mini-ganes —full access
>> D. A S signhal system —active (so they feel the nmechanic)

>> No wal l et required. No tokens. No crypto pressure.

PREMIUM :: OPERATIVE — $2.99

>> Al 4 floors + final boss CHAI RVAN

>> All Al NPCs in conbat/banter node (no crypto required)

>> Ful |l arsenal —chips, power-ups, weapons, grenades

>> Full arcade access - D.A S signal system . Cosnetic skins

>> No wal l et, no tokens, no CLAIM Pure arcade shooter.

SPIRE BREACH PASS :: GHOST — 0.05 SOL
>> Everything in PREM UM tier

>> $OFFGRID earn during runs + CLAIMnmint at boss kill

>> BRI BE panel —pay $ONGRID to reduce SIGNAL fines

>> PERVA gear tab —Drones, Biochips, Upgrades that persist across runs
>> Treasury rewards eligible —daily wheel, first-clear-of-day

>> Tournanent prize pools + gl obal |eaderboards

>> BAGS hol der di scount on Bribes (25% off)

>> Magi cBl ock private rollup access (planned post-1aunch)
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UPGRADE PATH: FREE — PREM UM ($2.99). PREM UM - BREACH PASS (pay the difference). No
tier is wasted.
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TREASURY & FAIRNESS POLICY

The treasury is self-sustaining —funded by rmultiple in-gane flows that
al ready happen as part of nornmal play. No additional asks from players. No
hi dden studi o cut on ONGRI D spend.

TREASURY FUNDING SOURCES

>> BRI BES —100% of all $ONGRID Bri be paynents route directly to the
treasury wall et.

>> PERVA GEAR —100% of all $ONGRI D PERMA tab purchases route to the
treasury wall et.

>> PASS SALES —a portion of every SPI RE BREACH PASS sale flows to the
treasury wall et.

Note: No swap fees. W renmoved the AMM Players earn OFFGRID i n-run and spend ONGRI D

for permanent progression and BRI BE fines. Every ONGRI D spent funds player rewards.

WHAT THE TREASURY PAYS OUT

>> Tour nanment prize pools

>> Daily wheel spin rewards
>> First-cl ear-of-day bonuses
>> Leaderboard rewards

>> P| ayer airdrops

TRANSPARENCY COMMITMENTS

>> 0% hi dden al |l ocations —every flow is docunented in this whitepaper.

>> 100% on-chain verifiable —audit treasury inflows and outfl ows on
Sol scan.

>> Multi-sig mgration scheduled for post-Ilaunch update.
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PERMA GEAR ECONOMY

The PERMA tab inside the NPC shop gives players gear that persists across
runs. Unlike consumable itens (paid in OFFGRID), PERVA itens are paid in

ONGRI D and becone part of the pernmanent | oadout.

PERMA ITEM TYPES

>> DRONES —Aerial support units. Different nodels, different attack
patterns. One active per run. Swap at any NPC PERMA t ab.

>> Bl OCH PS —Passive stat buffs. Stack with other biochip types. Arnor,

regen, grenade capacity, novenent speed.

>> PERVANENT UPGRADES —Core stat increases. Once unl ocked, always acti ve.
Cannot be unequi pped.

EQUIP / UNEQUIP / SELL MECHANIC

When you buy a new PERVA itemreplacing an old one, the old itementers
inventory for resale. Selling a used PERVA itemreturns OFFGRID —fair sal vage

value, not a full refund. This creates a secondary market | oop.

PERMA TAB FLOW

ACTION PAYMENT RESULT NEXT STEP TREASURY

BUY PERNMA Pay ONGRI D I'tem equi pped Persi sts runs 100% ONGRID i n
UNEQUI P Oditemstored Slot open Buy repl acenent —

SELL OLD — OFFGRI D back Use in shop Consunabl e | oop

OFFGRI D consunabl es: chi ps, health packs, grenades, ammo. One-run itenms —do not

persi st on death.
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THE ARCADE — SKILL-BASED D.A.S RELIEF

Inside the Spire, players find 4 retro arcade machi nes. Each plays a
fully-functional retro mni-gane. Beating any one of themreduces your D. A S
signal —wi thout paying a single $ONGRID in BRIBE. Third path: SKILL.

GAME GENRE OBJECTIVE SIGNAL

NANO COMVANDO Boot | eg Feed the server. Route signals through -2 to -3
Ar cade the conduit before tine runs out.

VO DBREAKER Arcade 1979 Ast eroi ds-style. Thrust through waves. -2 to -3

Boss at 39/50 kills. 3 waves.

Cl RCUI T BREACH Net Intrusion Trace the circuit path. Two junction -2 to -3
traps per level. 3 circuits.

SPACEDOG Si gnal Gal aga-styl e shooter. Survive waves of -2 to -3
Condui t alien enem es. H -SCORE run.

TWO WAYS TO CLEAN YOUR RECORD
>> Pay BRI BE (costs $ONGRID, instant) OR Beat ARCADE (skill-based, free, ~2

m n per gane).

Both paths are valid. Skilled players can keep signal clean w thout ever

spendi ng a token.
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PRIVACY LAYER — ONGRID PUBLIC :: OFFGRID PRIVATE

The two-token architecture is designed around a public/private split. Players

choose which side they prefer to operate on.

$ONGRID — PUBLIC $OFFGRID — PRIVATE
NETWORK Sol ana nmi nnet ( Bags) Magi cBl ock rol lup (pl anned)
VI SIBILITY Publ i ¢ bal ance + spend H dden bal ance + spend
EARNED VI A Ext ernal buy + drops Boss CLAIM + in-run
SPENT ON Bri bes, PERMA gear Consunabl e shop itens
HOLDER CHECK Live via Helius RPC In-rollup state (planned)
BOT RI SK Vi sible —yes risk H dden —no risk

THE FLOW
>> 1. PLAY WTH OFFGRID. Earn in-run. Spend on consumabl es. C aimat boss.
>> 2. HOLD ONGRID. Buy externally on BAGS. Use for BRI BE + PERVA gear.
>> 3. CLAIM PUBLIC. Beat boss - $OFFGRID mints to mainnet. Wthdraw from
Magi cBl ock

MAGICBLOCK — PLANNED POST-LAUNCH

>> Epheneral Sol ana rollup - sub-50ns | atency

>> Verifiable settlement back to mainnet

>> P| ayer-control |l ed deposit and wi thdraw (only those are public)
>> In-rollup transactions hidden from public Sol ana i ndexers

At |aunch, OFFCRID operates on Sol ana mai nnet. Magi cBl ock private |ayer is post-I|aunch.
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FLOOR STRUCTURE — 1 MISSION :: 4 FLOORS :: 1 FINAL

BOSS

The Spire is a single nmission with four ascendi ng fl oors.

Each fl oor

i ntroduces an Al -powered NPC who teaches a Sol ana concept through ganepl ay.

The m ssion ends at the top with the final boss: THE CHAl RVAN

FLOOR

FLOOR 01 QUTSI DE

FLOOR 02 LOBBY

FLOOR 03 ELEVATOR

FLOOR 04 TOP

NPC

DI SPENSO

RUG

BLI NK

PRI NI O

THEME

Bri bes, PERVA gear, vendi ng nachine
econony

Cust ody, ATM sel f-custody thenes

Val idators, security cameras, network

t henes

Transparency, printer, on-chain audit
t hemres

STATUS

[ SHI PPED ]

[ I N PROGRESS
]

[ I N PROGRESS
]

[ I N PROGRESS
]

BOSS :: THE CHAI RVMAN —3- phase encounter. Defeat triggers $OFFGRID CLAIM m nt (Breach

Pass hol ders only).

NANO COMVANDO : :

THE SPIRE ::

VWH TEPAPER v3
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REBOLIAN — REBEL FLYING CAR
The REBOLIAN is a rebel flying vehicle encountered across the Spire —a naned

NPC encounter, not just an eneny type.

>> FLUX WEAPON —onboard energy cannon that overheats at full charge.

Manage heat or |ose the weapon mi d-run.

>> GROUND DETECTI ON SYSTEM —det ects player position on |ower terrain.

Forces vertical play.

>> WRECKABLE —permanently danmaged in a run. Crashed state changes attack

patterns.

WHY 4 FLOORS, NOT 40

One tight mission. Four focused floors. One nmenorable boss. Every systemis

| ocked. Every NPC has a purpose. Every floor teaches sonething.

M ssion 02 and 03 ship as expansion content after [aunch —once Mssion 01 is

pol i shed, bal anced, and proven fun.
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STAY REBEL — THE DIGITAL FRONTIER

Nano Commando is nore than a shooter. It is a survival guide for the coning
digital world. The Spire is a surveillance state. The D.A.S is your social

credit score. NEXUS is the system You are the rebel

THE REALITY — DATA IN 2025

>> 22 billion records | eaked in 2023 alone. A new breach hits every 39
seconds.

>> Your data is bought and sold over 1,000 times per year without your
know edge.

>> 86% of people say they have | ost control of their personal data.
>> Only 1 in 10 breaches are ever reported publicly.

>> Your | ocation, purchases, social graph, sleep pattern —all traded as
product .

>> The default setting for every app and service is: share everything.

WHAT THE GAME TEACHES

>> CUSTODY —RUG teaches sel f-custody. Your keys, your data. Not your keys
—not your identity.

>> VALI DATORS —BLI NK teaches network trust. Not all nodes are neutral.

>> TRANSPARENCY —PRI NI O t eaches on-chain auditing. Verify power, don't
just trust it.

>> PRI VACY —$OFFGRI D noves wi thout a public trace. Invisible value is
rebel val ue.

>> BRIBES —D.A. S fines are the surveillance tax. The system charges you

for existing visibly.

THE SYMBOLISM
GAME ELEMENT REAL WORLD PARALLEL

D. A S SI GNAL Soci al credit score —behavioral profile built from your
every action

NANO COMVANDO :: THE SPIRE :: WH TEPAPER v3 PACE 11



GAME ELEMENT REAL WORLD PARALLEL

NS Pl atform al gorithns, ad networks, data brokers —the system
wat chi ng you

BRI BE Payi ng to reduce your digital footprint: VPNs, opt-outs,
privacy tiers

$OFFGRI D Val ue that noves privately —cash, zero-know edge proofs, off
t he | edger

$ONGRI D Your public econonmic identity —visible, trackable, permanent

REBOLI AN The rebel vehicle —stays off the grid, hard to kill, harder
to track

ARCADE Skill as alternative to paying the system —know edge is the

cheat code

THE CHAI RVAN The final surveillance boss —beat him claimyour freedom
CLAI M $COFFGRI D

The gane does not lecture. It lets players feel what surveillance costs —in
signal, in bribes, in freedomof novenent. Then it gives themthe tools to push
back.

RUN. GUN. L-EARN. STAY REBEL.
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ROADMAP

PRE-LAUNCH :: NOW - Q4 2026

>>

>>

>>

>>

>>

>>

>>

>>

Fl oors 2, 3, 4 build-out

RUG + BLI NK NPCs (DI SPENSO + PRINI O |ive)

Val | et HUD [ DONE ]

End- of -run sunmary screen [ DONE ]

Three-tier paynent system (FREE / PREM UM/ BREACH PASS)
PERVA tab fully wired (drones, biochips, pernmanent upgrades)
BRI BE panel wired to ONGRID (100%treasury)

Tokenom cs flywheel fully on-chain —no swap, clean dual token

>> 4 arcade m ni-ganmes (NANO COMVANDO - VO DBREAKER - Cl RCUI T BREACH -
SPACEDOG)
>> REBOLI AN vehi cl e encounters wired across floors

>>

>>

Daily wheel spin U

Econom ¢ bal ance audit + third-party security audit

POST-LAUNCH :: Q1 2027

>>

>>

>>

>>

>>

>>

DRONES —new aeri al eneny class across all floors

M NI - BOSSES —ni d-fl oor encounters in LOBBY + ELEVATOR
Daily login streaks + streak rewards

Daily tournanents + gl obal | eaderboards

Multi-sig treasury mgration

Magi cBl ock private rollup integration (OFFGRI D private |ayer)

EXPANSIONS :: 2027+

>>

>>

>>

>>

>>

MECHA —heavy eneny variants, new boss patterns

ENDLESS MODE — post - Chai rman survi val node

NG+ —harder difficulty with drone/ necha density

PSGL / EchCS consol e port - Sval Guard hardware wall et integration

Cross-game $OFFGRID utility (conpanion ganes)
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ECONOMIC FLYWHEEL

The dual -t oken econony is a closed flywheel. Every action feeds back into the

system —sustaining treasury growth and player rewards w thout inflationary

pressure.

SIE ACTION TOKEN WHERE IT GOES

P

1 Kill enem es $OFFGRI D ear ned Pl ayer wallet (in-run)

2 Buy consunabl es $OFFGRI D spent Shop (consumabl e —gone)

3 Beat boss - CLAIM $OFFGRI D m nt ed Sol ana mai nnet (Magi cBl ock
pl anned)

4 Hol d $ONGRI D Ext ernal purchase Pl ayer wal |l et (persistent)

5 Pay BRI BE $ONGRI D spent 100% - Treasury

6 Buy PERMA gear $ONGRI D spent 100% - Treasury

7 Sell old PERVA $OFFGRI D ret urned Back to consunmabl e | oop

8 Treasury distributes Rewar ds pai d out Pl ayers earn back via contests

WHY NO SWAP?

Swaps create an arbitrage |loop that |ets players extract val ue w thout
playing. Wth no swap, OFFGRI D stays earned-only (boss CLAIM, ONGRID stays

purchase-only. Sinpler, cleaner, harder to exploit.
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KEY ADDRESSES

MAINNET TOKENS

$OFFGRI D
12BDDhXhv3vZKY3Hy Zdbgbd9pTPekuXdHnJhQ6zN3sgh

Sol ana mai nnet :: 9 decinmals
$ONGRI D
DYLYyec1f e9nFpf RSRRATDy 1gVoKvmAi G8YdV23PBAGS

Bags nminnet :: 9 decimals

WALLETS

DEV (mi nt authority)
FbV63BZ3QFj Ndvdk7alR3Xoi x1d7j V84My2U2QmlJIWc

TREASURY (receives 100% of ONGRI D spend)
GoHpWASEZL S1NexyqE4dnTgY7y5gyopnsuTNn6JW QbB

CLOUDFLARE WORKER
URL

https://of fgrid-mnt-relay. hiurbanpri smworkers. dev

HEALTH

https://of fgrid-mnt-relay. hiurbanprismworkers. dev/health

DEVNET (EDUCATIONAL)

$OFFGRI D DEVNET
DKsc3t 8ecFJj t w2L79zUXi KnDdki HCs94KYccVAaMyc8

VWHI TEPAPER v3 :: MAY 2026

RUN. GUN. L-EARN. STAY REBEL.

@anocomrando :: nanoconmando. app
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