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QAkRS & $SOAK STRUCTURE

SUPPLY

Fixed Supply: 100M (Hard
Cap)

Soft Cap: 10B (Controlled
Inflation)

UTILITY

- Buy in-game currency
($DROPS) at a discount -
Purchase exclusive NFTs
(skins, cosmetics, weapons) -
Stake to unlock premium
perks - Access NFT battle
pass tier - Voting power (game
direction, events) -
Tournament rewards for top
players

- Buy loot boxes, upgrades,
power-ups - Pay for revives,
extra missions, entry fees -
Transaction fees on in-game
marketplace

MEC

7. 20% of all
permanently b

7 10% of
premium i




QAkﬁS@ - Precise Economics for In-Game Currency ($DROPS) 1.

DROPS EARNED DAILY LIMIT

(PVE/PVP) 100-500 DROPS Soft cap per day to preven

ily Missions 500-1,500 DROPS Hard cap per day
100-200 DROPS per ad Max 5 ads per day
gression 5,000-10,000 DROPS per tier Premium Pass earns 2x m

tems (Common Skins, Dynamic (market-driven) No Limit




SQAkﬁS@ - Precise Tokenomics for In-Game Currency ($DROPS) 2.

(Demand Mechanics)

ACTION DROPS COST

5,000 DROPS

m) 10,000 DROPS

pgrades 3,000-15,000 DROPS

2,500-7,500 DROPS

20,000-100,000 DROPS

I|U!

3,500 DROPS
50,000 DROPS (or $SOAK equivalent)

100,000 DROPS (or $SOAK equivalent)

I

10% Burn
10% Burn
10% Burn
10% Burn
10% Burn

10% Burn

No Burn

10% Bur




OAkRS $ DROPS: CONTROLLED INFLATION

upply is dynamic but
d by burn mechanisms
premium purchases is

OPS is spent than
1suring continuous




