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INTRODUCTION 

MegaWorld is on-line multiplayer Web3 game taking place in a 
virtual world with real economics built on top of the 
MegaCryptoPolis dApp running since 2018.    

 

The original MegaCryptoPolis decentralized city builder launched 
in May 2018 with 2D gaming map and a strategy gameplay that 
formed what is now called the “Macroeconomy” layer.  

December, 2019 the 3D version of the MegaCryptoPolis was 
launched to bring, besides significant visual improvements a 
whole new layer of “Microeconomy” on top of existing gameplay.  

MegaCryptoPolis 3D allowed players to use their buildings to 
produce materials those are required by other buildings to 
operate, create new generations of citizens, collect proceeds 
from the funds, offer services to other players, just to name a 
few. 

In March 2020 with all the Districts on Ethereum blockchain were 
sold out and MCP3D (short for “MegaCryptoPolis 3D”) opened on 
the TRON Network with a new gaming map.  

Later that year in December 2020 core game mechanics were 
moved to Layer 2 – Poylgon (formerly “Matic”) was chosen as 
scalability solution to maintain operations on both Ethereum 
and TRON Networks that made transactions free and instant. 

In the very beginning of 2021, the MegaWorld concept was 
introduced to transform the MCP3D into a “megavese”. 
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The core idea behind “MegaWorld” is to achieve mass adoption 
for complex MCP3D mechanics through easy and involving 
gameplay. Players will be able to walk down the streets of the 
decentralized city with Avatars and complete daily tasks to 
receive rewards facilitating production in the Microeconomics. 

 

A new type of buildings will allow to create custom structures 
and experiences in the city so every player will be able to own 
and decorate an apartment or a studio in the vibrant virtual city.  

As a part of the transition process, Citizens were converted to 
Avatars, making them perfect PFP NFTs on top of the crucial role 
in the Microeconomics.  

Three versions of the MegaWorld were already released to 
demonstrate the ongoing development process (Demo, Intro 
and the Tour). The next milestone is The Builder to allow for 
custom structures on the gaming map, and soon after that the 
Alpha is planned to be followed by Beta and Gamma releases to 
present the final functionality of the MegaWorld project.  

Implementation of the MegaWorld concept will impact the 
Microeconomics as a part of the so called “Evolution” process.  

Please refer to the project development roadmap for details. 

MegaCryptoPolis MEGA token was initially launched in October 
2018 to liquidise resources trading through conversion to 
Resources in the Vault. This functionality was depreciated during 
the Evolution Stage I, and the Evolution Stage II made MegaWorld 
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MEGA the core requirement for every action in the game. The 
MegaCryptoPolis MEGA was transformed to MegaWorld MEGA – 
the swap process granting 10 MegaWorld MEGA for each 1 
MegaCryptoPolis MEGA started on August 31, 2022 and has no 
time limitations to be accomplished until the total supply will be 
merged. 

Please refer o Appendix I for MEGA smart contract addresses. 

 

Early adopters witnessed MCP growing from 2D map with flat 
buildings to 3D strategy game with one of the most complicated 
economics ever built on a blockchain, and now transforming to 
the full-featured virtual world with their flat buildings now having 
interiors to enter and missions to accomplish.  
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Gaming World 

MegaWorld is represented by several gaming maps - “cities” 
minted on different blockchains. Each gaming map has its own 
set of Macroeconomics assets (Districts and Land plots), its 
Funds, Natural Disasters and Corporations.  

 

The first gaming map was launched on Ethereum blockchain in 
May 2018 with 58,272 Land plots and 55 Districts. The next map 
was minted on TRON Network back in March 2020 with 55,380 
Land plots and 45 Districts, only 28 Districts are opened at the 
moment of writing.  

Once minted, no new land plots will be created on the existing 
gaming maps, ever. 

Selected Microeconomics assets like Citizens and some 
Resources will be interoperable so could be freely transferred 
between cities.  

Players will be able to travel from one city to another with their 
Avatars using Airport. A United Account implemented to allow 
for single Avatar and a nickname on all the chains.  
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GAMEPLAY 

Every asset in the MegaCryptoPolis is a cryptographically unique 
ERC-721 token stored in a player’s wallet. Game logic runs 
entirely on smart contracts with every action rendering a verified 
transaction on the blockchain. 

There are three layers of gameplay in the MegaWorld. The first 
two (Macro and Micro economy) are inherited from the MCP3D 
concept, the third one is a new “free-to-play” layer to be 
implemented within the final release of the MegaWorld. 

There is no actual division between those layers in the game and 
a player may not even notice the difference between macro and 
micro transactions. However, it may be important to understand 
the classification as it defines how game assets are stored and 
operated.  

Macroeconomics 

The core gameplay layer with Districts and Land 
plots as immutable game assets forming the unique 
landscape of the virtual world. 

Each gaming map consists of land plots those are united into 
Districts and minted on a certain blockchain. The game start 
from players bidding for owning a District, and after the winner 
is defined and a District is opened everyone will be able to 
acquire a Land plot. District owners govern the rules on their 
territory and are able to collect taxes from every action within. 

Players acquire land plots to construct buildings — Functional 
(MCP3P “legacy”) for Microeconomics or Custom (available only 
in the “MegaWorld”) to be used by Avatars in Nanoeconomics.  
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ASSETS 

Macroeconomics assets are ERC-721 Tokens (NFTs) minted on 
Layer 1 blockchain. 

 Districts 

 Land plots (including buildings constructed on them) 

These asserts could be freely traded on the internal game 
market or any external marketplace.  

Microeconomics 

A whole layer of gameplay built on top of the 
Macroeconomy assets. There are several types of 
Functional buildings, each with its unique role: 

 Residential buildings produce Citizen tokens those are 
required to maintain operations in other buildings; 

 Offices will give Citizens jobs to earn MEGA from the 
Funds; 

 Commercial buildings help Citizens restore their Stamina 
and will allow for Avatars customization and selling 
nanoeconomics times (converting them to NFTs); 

 Municipal buildings give Insurance for other buildings to 
protect in a case of a Natural Disaster in a District ; 

 Industrial buildings produce basic materials required to 
construct new buildings; 

 Production buildings make complex materials required 
to construct and upgrade buildings; 

 Energy buildings requires a Resource spot to be 
constructed, produces Electricity and Water those are 
required for other buildings to operate. 

In order to operate under the Microeconomy concept a Citizen is 
required to be appointed into a building. Citizens define the 
overall performance of the building along with a number of 
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Influence Points a building have. Number of Citizens required by 
a building to operate on the full power depends on the building 
level and type.  

ASSETS 

Represented by ERC-721 Tokens (NFTs) minted on Layer 2. 

 Citizens 

 Vehicles (Cars and Helicopters) 

 Pets 

 Appliances 

 Resources and Materials 

Resources and Material are countable numbers on players’ 
balances, could be packed in Packs, those represent NFTs on 
Layer 2 to be traded on the market. 

Nanoeconomics 

Free-to-play layer that allows to explore the world and interact 
with objects on a gaming map with an Avatar.   

ASSETS 

Initially created and tracked on ZKR scalability solution. 

 Items 

 Objects 

 Consumables 

 Tools 

 Outfits 

Interior Objects and Outfits could be minted on Layer 2 
networks in the form of ERC-721 Token. 
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GAME ASSETS 

$MEGA Token  

MEGA is a utility Token used to facilitate operations in the 
game.  It has a fixed supply and is planned to be used for 
governance. 

Mint * No 
Burn No 
Staking Yes 

 
Total supply — limited by 10 000 000 on every chain. 

* No new MEGA Tokens will be created on existing chains. Only when a new city on a new 
blockchain opens that normally requires at least ½ of Districts opened on the previous chain. 

$MEGA USE CASES 

After the “Evolution Stage II” upgrade was implemented on 
September 7, almost every action in the game requires MEGA:  

 Produce Resources – run operations in Energy, Industrial, 
Production buildings to collect Resources and Materials 

 Construct a new building – will requires a tax for Global 
and District’s Fund in MEGA 

 Upgrade an existing building – leveling up requires tax in 
MEGA 

 Create new Avatars – run operations in Residential 
buildings to collect Citizen tokens 

 Get Insurance – protect your building from a Natural 
Disaster 

 Rest Citizens – restore Citizen’s Stamina in a Commercial 
building for MEGA 

 Unlock a Perk in a District – stake MEGA in a District to 
unlock bonuses for all the buildings of a certain type 
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All the operations with MEGA in the game results in transferring 
MEGA to another players or a Fund (which is then also 
distributed to players) with a commission that may be taken by 
District owners and developers to maintain the game.  
No MEGA is burned in the game. 

The only actions in the game that does not require MEGA are 
purchasing Land plots and Districts as well as trading on the 
open market (prices for assets could be named in native 
blockchain cryptocurrency or MEGA).  

GETTING MEGA IN THE GAME 

MEGA can be received in the game from operational Office, 
Municipal and Commercial buildings. MEGA in the game can be 
received from the Funds (Office buildings) or from other players 
(Municipal and Commercial buildings, trading on the market). 

 Collect MEGA from Funds in Office buildings 

 Get MEGA for Stamina restoration services in 
Commercial buildings 

 Get MEGA for Insurance purchased in Municipal 
buildings   

GOVERNANCE 

The final development milestone to transform MegaWorld to a 
DAO ecosystem will allow to vote for changes and adjustments 
to be made in the game.  

1. Voting for a Mayor, for a year  

2. Mayor adds/selects Proposals for players to be voted for 

3. Developers consider Proposals with enough votes to be 
implemented in the game * 

* - there might be no guarantee each and every Proposal will be implemented. 
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Districts 

Districts are basically the older and larger siblings of blocks that 
feature on the game map. All blocks are contained within a 
district, and all of which may vary in size, form and geographical 
position. 

 

 

Districts are also ERC-721 tokens that are stored in players 
wallet as ensured by a blockchain immutable ledger to verify 
the right for the district owner to receive benefits from their 
operations. 

DISTRICT OWNER  

The benefits of owning a district are as follows: 

 District Owner’s Ante — part of the price paid by players 
to purchase land plots in the District in a native 
blockchain cryptocurrency (ex., ETH or TRX); 

 Tax — part of MEGA collected from core actions those 
players preform in the District’s land plots (building, 
upgrading, production etc.) during every game cycle. 

District owner has the power to define the initial price of land 
plots in a specified range. Price increase can range from 0% 
(0.01 ETH initial land plot) to 100% (0.02 ETH initial land plot 
price). Every other land plot in this area will have a higher price 
value after each land plot is sold. 
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ACQUIRING DISTRICTS 

There is a limited number of Districts available on a gaming map. 
After one District is sold, another one will become available for 
acquisition.  

Any player can participate in an auction to acquire an 
uninhabited District. Auction starting price is named by game 
developers. Every new bid prolongs an auction for additional 7 
days from the moment the bid was made. 

In order to participate in an auction, player transfers the amount 
of native blockchain cryptocurrency to a smart contract, where it 
will be locked until the auction end date or a higher bid occurs. 
In the event of a player not being successful with a bid, all the 
cryptocurrency will be refunded to the same address where it 
came from. 

After a new bid is made, any player can make another bid within 
7 days, otherwise a District will be awarded to the player who has 
the last bid. That way, the person with the highest bid will be 
considered the winner and have the right to own and operate a 
District. 

Once a District auction finished, a District owner sets the initial 
conditions in a Control Panel and names the opening date. On 
the day the District opens players will be allowed to start 
acquiring land plots contained within on the first-came first-
serve basis.  

Districts can be freely traded on the market or transferred to 
another wallet within the same blockchain. Districts are 
Macroeconomy assets those are stick to a certain blockchain 
gaming map and can't be transferred to another network. 

Initial Districts and Land Plots distribution is performed using a 
native blockchain cryptocurrency (ex. ETH for Ethereum, TRX for 
TRON Network). 
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DISTRICT OWNER’S CONTROL PANEL  

District owner is of control of all the conditions for different types 
of buildings to operate on its territory: 

 General Tax – for construction and upgrading buildings; 

 Consumables Tax – for producing Energy and Water 

 Production Tax for producing simple and complex 
resources and Factories; 

 Residential Tax (on every new Citizen produced); 

 Commercial Tax – for every action requested in the 
Commercial buildings; 

 Initial price for land plots in the District; 

 District’s Fund distribution period – part of the District 
Fund to be distributed on a daily basis (from 1/30 to 1/90); 

 Insurance Commission – Insurance pricing in MEGA. 

 
Taxes will define the price for every operation within a District 
from acquiring a land plot and constructing a building to 
producing materials and new Citizen tokens. 

The lower the taxation level is the more players will be willing to 
develop certain type of activities in the District, the less income a 
District owner (as well as Office and Municipal building owners) 
will be able to receive and vice versa.  

Taxation conditions can be changed by a District 
owner only once in 30 days. 
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Land Plots 

The MegaCryptoPolis game map consists of land plots that unite 
into districts. A land plot is the core game asset — this is a non-
fungible ERC-721 token that is stored in players wallet as ensured 
in a blockchain immutable ledger. Every land plot has its own 
unique ID, coordinates (X and Y position on the map) and the 
district. 

ACQUIRING A LAND PLOT 

Players acquire land plots to construct buildings then. Initially all 
the land plots are considered spare (has no ownership). When 
someone purchases a spare land plot, there are then two major 
events that will follow: 

  

Every block of land that is 
sold will raise the price of 
the surrounding 24 
blocks within a 7x7 field 
radius. 

Part of the price paid to 
acquire a block of land goes 
to the surrounding 
landowners that are situated 
within a 7x7 field radius. 

 
The minimum initial price of land on Ethereum blockchain is set 
by a District owner in a specified range. The last land plot price 
in an abstract 7x7 field (without roads and parks) is hardcoded 
to rise up to X1000. 

Land plot is required to construct a building in the 
MegaCryptoPolis. Land plot and the building is the same asset 
and is always transferred and traded as a single token. 
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FUNCTIONAL BUILDINGS 

All the Microeconomics buildings (could also be referred to as 
“legacy” or “MCP3D” buildings) have special functionality 
depending on type. 

Residential 

   

Modern House, Condominium, Villa 

Residential buildings will be able to create new generations of 
Citizen tokens. Offspring qualifications depend on a building 
level, influence points and Citizens appointed to the building.  

Certain building types have a bonus for certain qualifications: 

 Villas are best for Intelligence and Agility; 

 Modern House best for Charisma and Endurance; 

 Condominium best for Luck and Strength. 

 
At least a couple of Citizens is required for a Level 1 Residential 
building to operate in that manner. For higher levels it will be 
always be a Maximum amount of Citizens as the basic 
requirement for tokens production.  

The higher the level is the higher is the chance for an offspring 
to match best qualifications of all the Citizens appointed to this 
building, combined. The lower the level is the more dispersion 
and a less chance to get a good qualification is granted.  
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Office  

  

Business Center, Office Block 

Office buildings will allow for collecting Ether from the Global and 
Districts Funds on a regular basis. 

 Business Center works with the Global Fund; 

 Office Block gets the Districts Funds. 

 

Amount of Ether to be received depends on the building’s 
Influence Points and qualifications of Citizens appointed. 

Commercial  

   

Supermarket, Trade Center 

Commercial buildings allows for instant restore of Citizens’ 
Stamina and appearance changes. Other players can use 
services offered in the building on a pay-per-use basis – paying a 
small fee in Ether transferred directly to Commercial building’s 
owner wallet along with District and Federal Taxes. In case a 
player restoring Stamina for his own Citizens it’s just taxes to be 
paid.  
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Maximum amount of Stamina points that can restored in a 
Commercial building depends on the Building Level and 
appointed Citizens qualifications. 

Supermarket and Trade Center will have different sets of haircut 
styles and clothes* selection for customers. Variety of options for 
the Citizens appearance changing will depend on the Influence 
points a building have. 

* - to be featured in the “Avatar Mode”. Most likely, Supermarket will have all the hair styles 
then (for Icon design) and Trade Center will be more specific on clothing (Avatar design). 

Energy  

   

Water Plant, Power Plant 
Produces Water and Energy those are required for any other 
building to maintain operations. These buildings can be 
constructed only near a Resources Spot (see Page 14).  

 

Amount of Electricity or Water produced by a building depends 
on several factors: 

 Building’s Influence Points; 

 Land Plot’s Resources Abundance; 

 Appointed Citizens’ qualifications. 
 

Energy buildings can operate only within 11x11 field around 
Resource Spots. The higher the Resource Abundance 
parameter of a land plot is (describes the distance from the 
Resources Spot), the more resources will be produced. 

Most likely, Electricity will be required to produce Water. 
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Industrial 

    

Smelter Plant, Mixing Plant  

Produces Basic Materials: Wood, Stone, Metal and Sand. 

 
Amount of resources depends on the building level. This type of 
production will require a lot of Water and Electricity.  

Production  

     
 

Brickworks, Glassworks, Steelworks  
Will allow for Complex Materials production that requires Basic 
Materials as well as some Water and Electricity. 
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 Bricks production requires Wood and Stone; 

 Glass production requires Sand and Metal; 

 Steel production requires Metal and Stone. 

 

Factory 

Factory produces Appliances that requires a little Steel, Water 
and Energy.  

                 

The power of Appliance produced by Factory is limited by Factory 
level and depends on the Influence Points and qualifications of 
Citizens appointed to the building.  

Municipal  

   

Hospital, Police, Fire Station 

Provides surrounding buildings in a range with Insurance paid by 
MEGA to protect from Natural Disasters and reduce upkeep. 
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UPGRADING A FUNCTIONAL BUILDING 

Levelling up a building allows for higher performance and faster 
production times. Higher levels also require more Citizens and 
Resources to operate and collect production results. 

An opportunity to construct a unique Mega or Huge building is 
perhaps one of the game’s most interesting features. 

Level 6 (Huge) and Level 7 (Mega) upgrades require adjacent land 
plots merging thus grants outstanding results for a building of 
any type. It grants the best Resources or Materials production 
results in Energy, Industrial and Production buildings, the 
highest Influence Points in Municial and Office buildings, top 
Stamina Points restoration and Styling unlocks in Commercials, 
the best qualifications for the new generations of Citizens in 
Residentials. For Energy, Industrial and Production Huges and 
Megas also have the best production times. 

The major Materials required for Mega and Huge upgrades are 
Steel and Concrete. Steel is required on Ethereum Network, 
Concrete is required on TRON Network. 

  

Huge Building (Level 6) 

Huge building upgrade requires 2x Level 5 buildings of the 
same type built on adjacent land plots. Merging will create a 
new token uniting 2x1 land plots block. 

Mega Building (Level 6) 
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Mega building upgrade requires 2x Level 6 (Huge) buildings of 
the same type built on adjacent land plots. Merging will create a 
new token uniting 2x2 land plots block. 

Every Mega or a Huge building is an ERC-721 token that can be 
traded or transferred just like any other building or a land plot 
token. 

RENT A FUNCTIONAL BUILDING 

There is an option to rent a building. Building owner sets the 
daily rent price, minimum and maximum period for a building to 
be available for rent. After someone pays the price, the building 
can be used as described above.  

Building will be rented without Citizens and Cars. Renter can 
appoint his own Citizens and park his Cars to. Renter can’t 
upgrade or modify a building as well as install or remove any 
Appliances.  

CUSTOM BUILDINGS 

A Custom Building can be anything you want it to be — a bar, a 
penthouse, a Car dealership, a Corporation’s office, a rooftop 
club, a casino… thanks to customizable Blocks they are built 
from. 

Blocks 

Custom Buildings are constructed from Blocks — each forms its 
own interior that can be visited by other players. 

 

In the MegaWorld players will be able to craft NFT items 
(“Objects”) those can be placed around a Custom Building or 
inside any contained Block. 
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Each Block represents a dedicated space with customizable 
interior, a place that other players will be able to visited by 
actually entering a building with a Citizen as avatar. While a 
Citizen approaches a building a list of available Blocks will be 
presented: 

 

Each Block within a Building may have its own policy to be 
accessed by other players. Creators will be able to make a Block: 

 Public — everyone is allowed to visit; 

 Private — only the Block owner is allowed; 

 Corporate — all the participants of a Corporation are 
invited; 

 Locked — only an NFT Key holder may enter. 

Blocks may vary in size (that will also define the size of its interior) 
and form. Player will be able to select wall styling, a number of 
windows and an entrance. Blocks could be placed one over 
another to form a new storey. 

Blocks could be used to store, collect and display in-game items, 
gather with friends, hang out or as a storefront to sell NFTs. 
Some objects might have special functions and mini-games like 
a Phone to throw a party, a Banner to advertise another location 
or an Easel to draw an NFT picture — placing them inside Blocks 
will add fun and functionality to Custom Buildings. 
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Decoration 

A huge variety of decoration elements and styles will help in 
creation of a unique look for your Custom Building. Columns, 
roofs, cornices, entrances, stairways, balconies, bay windows, 
shopwindows, just to name a few. 

A land plot territory around the Blocks can be decorated with 
crafted objects and used to display NFTs for sale. Objects 
presented that way will have an advantage over ones located 
inside Blocks as they are visible on the global gaming map 
without entering a Building. 

Every Block and every decoration element will require Resources 
to be constructed. Certain amounts may vary dramatically 
depending on the Block size, styling and rarity of the element. 

At least one land plot is required to construct a Custom Building. 
Players will be able to connect adjacent land plots to create a 
bigger building. The more land plots are united the higher a 
building can tower. Adjacent land plots could be connected in 
any configuration, from traditional 1x2, 2x2 to any L, T, or H 
shape without limitation. 

United land plots with a Custom Building will always represent a 
single unique NFT and will be treated as such. 

TRANSPORATION 

Navigating around the world is a crucial part of the MegaWorld. 

Transportation system defines the routes players will take in 
their adventure from the very start of their free-to-play career. 
These routes will describe the way for traffic to be distributed 
throughout the gaming map distinguishing trendy spots from 
suburbs. 

Constructing Bus Stops and Subway Stations allows to aggregate 
traffic in the megaverse around important objects, define 
custom names for locations on the gaming map, and enable 
convenient navigation for Avatars. 
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Multilevel system to enable convenient navigation for Citizens 
will consist of: 

Public Transport 

• Subway — fast travel between Districts, 

• Bus rapid transit — roam within a District, 

• Airlines — travel to another city (network), 

• Taxi — get quick to any desired location. 

Individual Transport 

• Hoverboard — levitating board used to race the streets of 
the metaverse; 

• Cars — the convenience of a Taxi without fare; 

• Helicopters —a faster form of personal transportation 
with a view. 

Players started building Subways and Bus Stations on 28th of 
September 2021. Districts owners were given 30 days prior right 
to build a Subway in their District. 

Entering a Subway Station or a Bus Stop with an Avatar in the 
MegaWorld will open a Public Transport menu with the list of all 
the Stations and Bus Stops available. 
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Subway Stations 

Subway enables fast travel between Districts. 

 

Every District is allowed to have only 1 Subway Station. A Subway 
Station requires 4 land plots (2x2 field) and a lot of Resources to 
be constructed. A Subway Station can be constructed by any 
player. 

A Subway Station can be constructed by any player. After a 
Subway Station is constructed in a District no other player is able 
to construct a Subway Station in that District unless the first one 
is demolished. 

Constructed Subway Station allows giving a name to a District on 
a public transportation map. 

Bus Stop 

Bus rapid transit allows a seamless roam within a 
District. 

A Bus Stop can be constructed on a sidewalk near the building 
located on a road. 
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These a limit on a minimum distance between two Bus Stops - 
no new Bus Stop can be constructed in 15x15 land plots / 
20x20 fields close to around already constructed Bus Stop. 

Requires a Commercial building Level 3 or Higher to be 
constructed. As the Bus Stop requires a sidewalk to be 
positioned on, sadly, there is no way to add one on a parking lane 
located Commercial. 

Bus Stop can only be built near the straight road, there should 
be no obstacles such as road turns, crossroads, crosswalks. 

Airport 

Airport will allow for seamless passenger flow between cities (ex. 
Ethereum and TRON gaming maps). 

Airport is also the place where a new player arrives when first 
starting the game. A route from the Airport to the Main Tower 
will become the core part of a new player tutorial to introduce 
the MegaWorld. 

Airports are publicly owned objects, just like Main Towers on 
both maps. For bad or good, no single player will be able to 
control one. 
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Taxi & Personal Transport 

As it was mentioned before, Vehicle tokens along with the 
upcoming Helicopters will be used to travel with convenience in 
the Mega World. Taxi is just a type of Vehicle for hire to be used 
by a single Citizen for a small fare. 

POINTS OF INTEREST 

POIs are represented with Landmark and Monument buildings 
that can be constructed by players on their land plots for a bonus 
to a certain type of buildings constructed around while in 
operation. 

POIs affect all buildings of the same type (like Residential, Offices 
or Production) on the gaming map in a certain radius as defined 
by a POI building (from 7x7 up to 11x11 zones). Unlike Appliances 
those modify building's Influence Points, POI's bonuses are local 
and are not able to impact established production outside the 
field. 

All the POIs are one-level buildings with no upgrades available. 
No Citizens are required to operate, Cars and Appliances can not 
be applied. 

Landmarks 

Allows for careful territory planning with significant boost for 
every building type. 
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Requires 2x2 adjacent land plots owned by a player to be 
constructed. Grants a bonus for all the buildings of a certain type 
in 5 land plots range (11x11 field) and removes negative 
Influence Points impact from buildings of the same type 
constructed around in 3 land plots range (7x7 field). 

Can be used as a tool for zoning a District - combined with 
policies and taxes for specific building types, that makes POIs a 
perfect incentive for new buildings to emerge. 

Monuments 

 

Refines your adjacent buildings of a same type for a better 
performance. 
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Requires a single spare land plot, grants a bonus for all the 
buildings of a certain type in 3 land plots range (7x7 field). 
Removes negative Influence Points impact from buildings of the 
same type constructed around in 3 land plots range (7x7 field). 

Bonus power is way less then for a Landmark, but still 
reasonable considering the construction and operational costs. 

Appointing a POI to a Corporation 

A Landmark building can be assigned to a Corporation that will 
make all the bonuses from the POI available only to buildings 
owned by members of the Corporation.. 

 

Landmark can be re-assigned to another Corporation after a 
Grace period ends. 

A Landmark can also be used without a Corporation — that will 
grant a bonus to all buildings constructed around. 

Zone Intersection 

A POI building can’t be constructed in operation zone of another 
POI of the same type. That said, a Landmark to boost Residential 
buildings is not allowed in a zone of another Residential 
Landmark, but still can be constructed in a zone of Industrial 
Monument or Industrial Landmark. 

When a Monument is constructed inside the Landmark zone of 
the same type, a building in described range will get only 50% 
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from the Monument, and all the bonuses provided by the 
Landmark. 

At least one land plot of a Mega or a Huge building is required to 
be in a POI zone to receive an effect. 

 

Effects 

POI grants a bonus for operation results to a certain type of 
buildings constructed in POI's range. Specific effect depends on 
a building type and kind of a POI constructed. 
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RESOURCE SPOTS  

Every land plot around the Resources Spot will have its 
Resources Abundance level depending on the distance from the 
nearby Resources Spot. 

Resources Abundance is one of the major factors defining the 
amount of Electricity or Water a constructed Energy building will 
produce. Building performance is also influenced by qualification 
of Citizens appointed to the building as well as amount of 
Influence Points a building possess. 

 

Energy and Water will be required by almost every building to 
operate in the Microeconomy that will makes them one of the 
most wanted resources in the game. 

Most importantly, players will be able to construct a building 
right on the Resources Spot in the MCP3D that will grant the 
maximum Resources Abundance possible. 

IN THE EARLY DAYS, RESOURCES SPOT WAS THE MOST WANTED PEACE OF 
LAND WHEN A NEW DISTRICT OPENS, MAINLY BECAUSE THAT DID NOT 
REQUIRE A BUILDING TO BE CONSTRUCTED. IN THE MICROECONOMY, THEY 
WILL BE THE MOST VALUABLE SOURCES FOR CONSUMABLE RESOURCES, BUT 
WILL NO LONGER GENERATE INFLUENCE POINTS WITHOUT A BUILDING. 
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Citizens and Avatars 

Citizens are digital collectible tokens required to manage 
operations in the MegaCryptoPolis 3D Microeconomy buildings.   

 

 

 
Every Citizen has its unique genotype that defines appearance 
and qualifications. More often than not, genotype is inherited 
from parents.  

Number of citizens that can be applied to a building vary from 1 
to 20 depending on building’s level. For example, a couple of 
Citizens will be enough for Level 1 building to perform on 
maximum, but a Huge building may require up to 14 of them.  

Any Citizen can be applied to any building. However, one will 
perform better in a certain type of building, depending on 
qualifications.  
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QUALIFICATIONS  

Citizens’ qualifications define their ability to perform better in a 
certain type of building. Qualifications are given on birth and can 
be boosted while pairing with a Pet.  

 Strength → primary for 
Industrial, secondary for 
Production; 

 Endurance → primary for 
Energy, secondary for Industrial; 

 Charisma → primary for 
Commercial, secondary for 
Office; 

 Intelligence → primary for 
Office, secondary for Municipal; 

 Agility → primary for Production, 
secondary for Energy; 

 Luck  → primary for Municipal, secondary for 
Commercial. 

 

Each qualification ranges from minimum of 1 up to maximum 
of 10 points. Having at least one qualification with 8 points 
makes Citizen a ”Top Manager”, 9 points - “Professional” and  
10 points qualification grants an “Executive” badge. Citizen with  
10 points in two qualifications in matching fields (like Strength 
and Endurance for Industrial) adds a “Top Executive” title.  

 Manager ― all qualifications from 1 to 6 points; 

 Top Manager ― at least one qualification with 7-8 points. 

 Professional ― at least one qualification with 9 points. 

 Executive ― at least one 10-points qualification. 

 Top Executive ― at least two 10-points qualifications 
within a matching field. 
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Qualifications determine salary in Offices, prices of services for 
customers in Commercials, share of the insurance fund to be 
received by Municipal building in the case of natural disaster, 
amount of Materials to be produced in Industrial, Energy and 
Production buildings.  

Primary qualification has the most impact on the building 
performance with a secondary one being just as much 
important. However, all other qualifications in their combined 
average value also impacts the results. 

GENIUS CITIZENS  

Citizens featuring 3 or more qualifications with at least 8 points 
are considered Genius. There are also unique Citizens those 
can be obtained only during special events. 

The most exclusive type of genius Citizen is an Astronaut with all 
10/10 qualifications. Only 10 Generation A Astronauts will be 
created during the Microeconomy Pre-order event.  

APPOINT A CITIZEN 

Building starts its operation after the first Citizen is appointed. 
Whenever a new configuration of Citizens is applied (ether by 
appointing a new Citizen or releasing a Citizen from a building) 
current production progress will be terminated and started all 
over again (for Energy, Industrial and Production buildings).  

Building Level Minimum amount of 
Citizens 

Maximum amount 
of Citizens 

1 1 2 
2 3 4 
3 5 6 
4 7 8 
5 9 10 
6 (Huge) 11 14 
7 (Mega) 15 20 

 
Please be informed that these values may undergo changes in the final release of the game. 
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GENERATIONS  

Generation affects Citizen’s Stamina that defines how long can 
a Citizen work in a building before he will need a rest and how 
much Citizen tokens in can produce during the lifetime.  

Generation Stamina 
Points 

Amount of Citizen tokens it 
will be able to produce 

A ~1000 ~50 
B ~900 ~45 
C ~800 ~35 

… 
G ~400 ~10 

… 
K ~50 0 

 
Please be informed that these values may undergo changes in the final release of the game. 

Citizen token can be created in Residential buildings. Every next 
Citizen token created in the game will have the succeeding 
number to the oldest Generation from all the citizens appointed 
into a certain Residential building. 

MAXIMUM OF 15 000 GENERATION A CITIZENS WILL BE CREATED DURING THE 
MCP3D MICROECONOMY PRE-ORDER EVENT. THAT IS ROUGHLY ¼ FROM 
WHAT IS REQUIRED BY CURRENTLY CONSTRUCTED BUILDINGS TO OPERATE 
ON THEIR MAXIMUM PERFORMANCE UNDER THE MICROECONOMY 
CONCEPT. ALL GENERATION A CITIZENS COMES WITH UNIQUE ALL-WHITE 
LOOK THAT IS AVAILABLE ONLY FOR THAT GENERATION.  

That said it is always a good idea to have all the Citizens of the 
same Generation with matching qualifications in the single 
Residential building for better results.  

STAMINA  

Every operation in the Production, Industry and Energy buildings 
slightly decreases Citizen’s Stamina as well as every day in the 
Office, Municipal and  that can be restored during time or 
instantly for a small fee in a Commercial building.  

Generation A Citizens will have the biggest Stamina while older 
Generations may require restoration more often.  
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AVATARS 

Avatars — unique 3-Dimensional NFTs with distinctive traits and 
characters to represent their owners in the megaverse and all 
across the exciting new world of Web3. 

TRAITS 

Traits are unique characteristics, they can be either inherited or 
obtained. Most Traits will become crucial for Microeconomics — 
affecting production speed and effectiveness, reducing 
buildings maintenance costs or damage received from Natural 
Disasters; some are good in the F2P megaverse gameplay — 
making your Avatar more effective in a certain types of Tasks. 

Traits may not only be helpful (like Hardworking reduces the 
time spent at the Workbench) but also negative (ex. a Bumbling 
citizen breaks tools faster, a Pessimistic one restores less 
stamina while eating and a Lazy citizen has a smaller amount of 
energy for F2P Tasks). Some Traits could be visual only — 
unique Traits will give a special and unique appearance to the 
Avatar. 
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Pets 

Pets are collectible non-fungible tokens those are created during 
special events and promotions. Pairing a Citizen with a Pet 
boosts Citizen’s qualification. Pet tokens can’t be created or 
changed in the game. 

THE MOST PETS WERE DISTRIBUTED DURING THE MICROECONOMY ASSETS 
PREORDER EVENT WITH QUALIFICATIONS BOOST AS FOLLOWS: 

• Mastiff — Strength 

• Whippet — Endurance 

• Bulldog — Charisma 

• Parrot — Intelligence 

• Labrador — Agility 

• Korgi — Luck 

 

THERE IS ALSO LIMITED AMOUNT OF EXCLUSIVE PETS SERIES: 

• Lions – to celebrate the 1st Year Anniversary of the game, 

• Kitties – issued during the CryptoKitties collaboration, 

• Turtles – in celebration of partnership with the OpenSea. 
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Vehicles 

Vehicles reduce Citizens’ Stamina consumption in the building. 
That means less restoration required by Citizens for more 
operations and more effectiveness in the building. Cars and 
Helicopters are visible on the gaming map. For the “Avatar Mode” 
players will be able to use them to drive the city streets. 

CARS 

 

Different types of Cars suits different types of buildings: 

Building Type Cars 
Residential Pickup, Hatchback 
Commercial Ice Truck, Food Truck 
Municipal – Police Station Police, 
Municipal – Hospital Ambulance 
Municipal – Fire Station Fire 
Production Container Lorry, Box Lorry 
Energy Cargo Lorry, Bus 
Offices Sedan, Coupe 
Industry Wagon, Van 

HELICOPTERS 

 

Helicopters are super vehicles with the most benefit to Stamina 
redemption. They can be applied only on Huge (Level 6) and 
Mega (Level 7) buildings and have no restriction on the type of 
the building to be applied to. Only one Helicopter can be applied 
to a building.  
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The number of Cars to be parked near the building depends on 
the building level: 

Building Level Number of Cars 
1 1 
2 1 
3 Up to 2 
4 Up to 2 
5 Up to 2 
6 (Huge) Up to 3 + 1 Helicopter 
7 (Mega) Up to 3 + 1 Helicopter 

 
Please be informed that these values may undergo changes in the final release of the game. 

There will be Car Plant building that will allow for making Car 
tokens inside the game. Most likely, this production will require 
a lot of Energy, Water and Steel. 

Appliances 

Pieces of hardware those can increase building performance 
with a permanent bonus to Influence Points. There is a limit on a 
number of Appliances that can be installed on one building.  

Leveling up the building will demolish all the Appliances installed. 
Most Appliances can be produced in the Factory building. Every 
Appliance is an ERC-721 token that is burned while installed on 
the building. 

                                  
 

Appliance Influence Bonus 
Satellite 2.5% 
Air Conditioner 2% 
CCV 1.5% 
Wi-Fi Router 1% 
Fire Alarm 0.5% 
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Materials 

Materials are required to construct and upgrade a building. 
Complex Materials are produced from Basic ones. Any operation 
in a building (like materials production or service offering) will 
require Consumables (Electricity and Water). 

 

 
Basic Materials 

 

 

Wood 

 
Stone 

 
Sand 

 

Metal 

 

 
Complex Materials 

 

 

Brick 

 

Glass 

 

Steel  

 

 
Consumabl  

 

 

Wate  

 

Elect   

 

  
 

One can produce Materials in buildings of a certain type or 
acquire them on the open market from other players. 

Produced resources are kept on players’ balances those can be 
topped up by materials supplies found in the preorder Packs.  

Any resource can be wrapped in a material supply to be freely 
traded then on the internal market or external exchange in the 
form of ERC-721 token. Supplies can be also transferred to other 
chains just like any other Microeconomy token. 
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Packs 

In order to incentivize the Microeconomy a very limited supply of 
game assets was distributed during MegaCryptoPolis 3D Pre-
order event presented in Packs. 

 

Microeconomy Packs are containers with game assets those are 
not produced in the game, initially distributed during the pre-
order event. A pack shall be opened for game assets to be 
revealed.  

Every Pack is an ERCC-721 token that can be transferred or 
traded independently. That said, some packs acquired during the 
event may be opened the same day and still circulation on the 
second market even after the final official Pack was minted.  
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GAME FEATURES 

Influence Points 

Buildings effectiveness and funds allocation depends on each 
player’s share of influence points generated by a building. 

 

 The core parameter of a player’s success relies on the number of 
influence points they buildings possess. Influence points defines 
buildings operation effectiveness and shares a player receives in 
the Funds. 

DEPENDENCIES 

The amount of influence points generated by a building 
depends on the level of the building and the surrounding 
buildings. 

• In Office and Municipal buildings Funds allocation 
depends on each player’s total share of Influence Points 
generated within a given game cycle. 

• In Residential, Production, Industrial and Energy buildings 
Influence Points defines the results of building production 
— number of Resources received or a power of 
Appliances produced. 
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• In Commercial buildings Influence Points defines the 
variety of styles offered to Citizens. 

The main factor that defines the number of influence points 
that can be generated by a building within a gaming cycle is the 
impact of the building's structure and its surroundings. 

 

The amount of influence points generated by a building depends 
on the level of the building and the surrounding buildings. 

RESIDENTIAL 

from Municipal around 
from Commercial around 
from Office around 
from First 10 Residential around 
from >10 Residential around 
from Industrial around 
from Energy around 
from Production around 



 
 
45 

OFFICE 

from Residential around 
from First 10 Offices around 
from >10 Offices around 

COMMERCIAL 

Residential around 
from First 5 Commercial around 
from >5 Commercial around 

MUNICIAPAL 

Residential around 
the first 5 Municipal around 
>5 Municipal around   

PRODUCTION 

the first 5 Office around 
the first 5 Industrial around 
the first 5 Production around 
the first 5 Energy around 

INDUSTRIAL 

Offices around 
the first 5 Industrial around 
>5 Industrial around 
the first 5 Energy 

ENERGY 

>5 Energy around 
the first 5 Industrial around 
the first 5 Production around 

For example, a commercial zone that is located next to a large 
residential development zone will have a positive impact. But if 
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there is a factory built next to a residential building, this will have 
a negative impact on the amount of influence points generated 
by that particular construction. 

 

Funds & Taxes 

Almost every operation in the Microeconomy is due to Taxes 
payment to the Federal and District’s Funds that is paid in the 
original blockchain cryptocurrency. 

Those taxes will form the Local Budget (of a certain District) and 
the Federal Budget (the whole gaming map). The taxes budget is 
then distributed every game cycle (daily at 0:05 UTC time) 
between the Office building owners. 

Every time a player constructs or upgrades a building, collects 
produced Materials, Appliances or Citizen tokens, claims a 
service in a Commercial building or collects income in Office or 
Municipal building will transfer a small amount of MEGA directly 
to the Funds of certain network with a small commission for the 
District owner and the developers to maintain the game. 

These Funds will be then distributed between Office buildings 
and occasionally (in the case of a Natural Disaster in a certain 
District) Municipal buildings every game cycle (24 hours). 

Amount of Taxes to be paid are defined by Districts owners. That 
way each District may have its own policy on actions performed 
on its territory. 

DISTRICT FUNDS 

Every District has its own Fund filled by every action in the 
District. District owner defines an amount of taxes collected from 
every operation - rules are defined in the District Control Panel 
and are publicly available to anyone in the District info. 
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Some Districts may specialize on resources production and give 
no space for Residential and Commercial properties the same 
time some others will host the most convenient conditions for 
workers to have a rest. 

Local funds distribution may vary from 90 to 365 days. 

GLOBAL FUND 

Global Fund is formed by every action performed in the game. 
Global Fund daily distribution is 1/365. 

District owners are not be able to tax trading operations as most 
of them may happen on external exchanges and there is no way 
we can control these transfers for an additional commission to 
any third party. From the other hand, every land plot sold on the 
internal marketplace will grant a small commission for the 
District owner. 

The amount of taxes received by each player depends on their 
share of total Influence Points within every game cycle and 
qualifications of Citizens appointed in the Office buildings. 

Every game cycle (after the game starts) taxes are distributed 
between block and district owners as described below*: 

Collected in Offices (Wage / Share) 
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Building Maintenance 

Starting with the Evolution Stage I upgrade every functional 
building received the Condition bar. Measured in points, with 
100 being the maximum, Condition will influence the building’s 
results in production. 

Condition is worsened a bit over time or with every production 
cycle. Severe damage can result from a Natural Disaster in a 
District, if a building does not have active protection by 
Municipals. 

Restoring Condition by repairing a building will require 
Resources depending on the building level and type. The more 
expensive it is to construct a building, the more Resources are 
required to restore the building’s Condition. The restoring price 
is deducted depending on Current condition points and Base 
price of repair as well. 

With every lost Condition point the performance of any given 
building slightly decreases. However, the decline is not linear — 
the first missing 10% of Condition points affect the efficiency 
much less than the last 10% do. When the Condition falls to 10% 
or less the building stops all operations. 

Natural Disasters will do significant damage to all buildings in a 
District not protected by Municipals. Players can purchase 
insurance to protect their buildings: from a Storm in a Police 
Station, a Fire in Fire Station, or a Flood in a Hospital. 

Insurance also reduces the Condition decline by building 
operation production, depending on amount of Insurance types: 

1 active insurance - 5%, 

2 active insurance - 15%, 

3 active insurance - 30%. 
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Corporations 

Corporations is a new upgrade released in the MCP3D 
decentralized city builder game that allows forming coalitions to 
be registered by the smart contract. 

A player can be a member or a founder of only one 
Corporation. A founder of a Corporation can't become a 
member of another Corporation or incorporate a new 
Corporation. A member of a Corporation can't become a 
member of another Corporation or incorporate a new 
Corporation. 

Corporation ownership rights can be transferred to another 
player. However, Corporations or roles in Corporations can't be 
traded on the market. 

Creating a Corporation 

Every player is able to open a new Corporation in the 
decentralized city. 
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In order to do so a player fills a form with some important 
fields: 

• Name for the Corporation — can't be changed then. 

• Form — Open (anyone can join) or Private (only by 
invitations) 

• Entry Fee — required for a Member to join the 
Corporation, can be zero (free entry) 

• Daily Fee — subscription for a Corporation Member, can 
be zero (free participation) 

• Logotype — an image associated with your management 
style 

• Manifest — core values and policies for all the members 
to obey 

• Grace period — a period the management will not be 
able to kick you from the Corporation 

Logo will be placed on all the in-game objects (like POI 
Landmarks) controlled by a Corporation on the gaming map. 

A small incorporation fee will be required that goes entirely to 
the Global Fund. 

Joining a Corporation 

Every player can join an open Corporation with an Entry Fee (if 
there is any) or may be invited to join a private Corporation by 
it’s Manager (no Fee required in this case). 

Some Corporations has a Daily Fee that is required to be a 
Member of a Corporation. 

When joining a new Corporation a participation in the current 
one shall be terminated. 

Managing a Corporation 

A Player created a corporation becomes its Supervisor. 
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Supposedly there will be four different roles available in a 
Corporation: 

• Founder — a creator or an owner, has all the rights in the 
Corporation; 

• Partner — one who has access to the Corporation’s Fund. 

• Member — one that uses all the bonuses from 
Corporation’s POIs; 

Managing Roles and assigning Rights allows for adjusting a 
structure for different tactics a Corporation may be used for. 

A Founder can transfer a Corporation governing rights to any 
other player. However, a Corporation is not a token an can’t be 
traded on the open market. 

A Partner can also enjoy POIs bonuses while his membership 
fee is paid (or not required). Partner will still have all the rights 
granted by that role even if the fee is not paid (just no access to 
POIs bonuses). 

Partner is assigned by a Corporation Founder. That position 
can't be sold or transferred to another player. Partner’s share is 
a NOT a security, commodity or a swap. It can't be offered, sold 
or treated as a financial instrument. That is NOT a share in any 
legal instance, real company or institution. 

There may be several players willing to unite their power to 
create a powerful Corporation. That way, assigning Offices to a 
Corporation will generate a Fund that can be used to attract POI 
builders and maintainers by granting them a part in that Fund 
(also filled by membership fees). 
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ASSIGNING OFFICES TO A CORPORATION 

 

Assigning Offices to a Corporation will, besides a massive logo 
on all the buildings, make a part of ETH or TRX generated by 
Offices to flow into a Corporation Fund. 

A player will be able to select a part of Funds to flow in the 
Corporation’s Fund. Offices could be assigned to only one 
Corporation and the player is required to be a Member / 
Partner / Owner of that Corporation. All the Offices buildings 
are assigned at a time, both Business Centers and Office Blocks 
(Global and Local Funds)— there will be no way to select a 
certain Office building to be assigned to a Corporation. 

Office buildings will still be owned by players and just like with 
POIs there will be an option to resign a Corporation (after a 
grace period). 

Fund going from Office to a Corporation will not require 
Resources to collect… until you will collect it from the 
Corporation Fund. 

ASSIGNING A LANDMARK TO A CORPORATION 

Landmark buildings will have a feature to be assigned to a 
Corporation. That’s the main reason a POI release got delayed. 

POI Landmarks still could be used as independent structures 
(not assigned to any Corporation) to empower a District and 
engage players to build more as well as Monument POIs will be 
used by sole-strategy players not willing to cooperate. 
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Natural Disasters 

There are 3 types of Natural Disasters that may happen in a 
District: Flooding, Fire and Storm. That happens twice a day in 
both Etherium and Tron, although in TRON it can even happen 
in a closed District. The information on the past disasters can be 
found in game notifications. 

Natural Disaster damage can be prevented by municipal 
buildings insurance. When a Natural Disaster happens in a 
District, all operational buildings receive damage. That can be 
prevented if a building has an Insurance purchased from 
Municipal buildings in range. 

 

Each Municipal building protects from a corresponding type of 
Disaster: 

 Hospital protects from Flooding 

 Police protects from Storms 

 Fire station protects from Fires 

INSURANCE 

Insurance is acquired by depositing MEGA in a building owned 
by a player and selecting which Disasters to be protected from. 
The list of Disasters available to provide protection from is 
defined by Municipals having the buildings in their range. For 
example, if there are no Police Stations in a range containing the 
building, protection from Storm will not be possible. 

The basic price for a certain disaster protection will be set by a 
District owner. The estimated interval of prices will be 0.005 -0.5 
MEGA. Each level of building will add an extra price to the basic 
one. To protect a building, a player should stake some MEGA to 
the account of a building and choose the disaster type 
protection. The protection may not cover the full damages: it will 
depend on the levels of both the municipal building and the 
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protected one. If the building is upgraded, the insurance cost will 
remain the same until the end of the day, the new rates will be 
applied the next day. 

In order to collect MEGA paid by other players for Insurance, a 
Municipal building owner shall use a certain amount of Water & 
Electricity depending on a building’s level. 

Condition Points & Citizens’ Stamina are deducted on a daily 
basis depending on a number of buildings purchased Insurance. 

When a Municipal building owner collects proceeds from its 
operations a 5% tax is applied, with 2.5% going to the District 
owner and 2.5% to the future funds. Please be informed, this 
formula could be modified prior to the Mega World Alpha 
release. 

Municipal buildings always receive fixed damage from the 
disasters of corresponding types e.g. a flooding deals damage to 
a hospital. Other types of disaster don’t deal any damage, 
therefore municipal buildings can’t have an Insurance. 

MEGA paid by a building owner to receive protection will be 
distributed between Municipal Buildings having the building in 
its range based on IP. The characteristics of Citizens appointed 
to a Municipal will define the income. 

The range of protection is represented by a square covering 
buildings. Its size depends on the level of a municipal building. 

To protect a building from a certain disaster, it should be located 
within the range of a municipal building of a certain type. If 
there’re no municipal buildings in the range, the building won’t 
be protected. 

If there are more than one municipal building of a certain type, 
the protection level will be defined according to the one with the 
higher level. 
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ROADMAP 

MegaWorld development roadmap: 

 

 ✅ Demo – Main Tower lobby and Storefronts; 

 ✅ Intro – Walking down the streets, entering buildings, 
Public Transport and The Fellowship Towers; 

 ✅ Tour – Citizens as Avatars, Meet other Avatars, 
Camera mode, on-line chat, tutorial mission, Alpha 
Tickets; 

 The Builder – construct custom structures;  

 Alpha – deploy custom buildings on the map; 

 Beta – tasks for Avatars facilitating production; 

 Gamma – interiors, crafting and customizations. 
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DISCLAIMER 

IMPORTANT INFORMATION! PLEASE READ THIS 
INFORMATION CAREFULLY AND IN ITS ENTIRETY! 

THIS DOCUMENT IS OF A DESCRIPTIVE NATURE ONLY AND NOT BINDING. 
THERE IS NO WARRANTY, EXPRESSED OR IMPLIED, THAT THIS 
FUNCTIONALITY WILL BE DEVELOPED OR RELEASED. MEGACRYPTOPOLIS 
GAME IS PROVIDED ON AN “AS IS” BASIS. USE THIS SOFTWARE ON YOUR 
OWN RISK. 

1. DESCRIBED FEATURES MAY NOT BE RELEASED OR MAY BE RELEASED NOT 
AS DISCRIBED.  

2. NOT AN INVESTMENT / SECURITIES. GAME ASSETS MAY HAVE NO VALUE. 

3. GAME ASSETS MAY HAVE NO RIGHTS, USES, PURPOSE, ATTRIBUTES, 
FUNCTIONALITIES OR FEATURES, EXPRESS OR IMPLIED, INCLUDING, 
WITHOUT LIMITATION, ANY USES, PURPOSE OR ATTRIBUTES.  

4. PRODUCT MAY CONTAIN BUGS AND SERIOUS BREACHES IN THE SECURITY 
THAT MAY RESULT IN LOSS OF YOUR GAME ASSETS OR THEIR IMPLIED VALUE. 

5. THE PRODUCT MAY CEASE TO EXIST. 

6. PRODUCT DEVELOPERS ARE NOT RESPONSIBLE FOR ANY MONETARY LOSS, 
PROFIT LOSS OR ANY OTHER LOSSES DUE TO USE OF DESCRIBED PRODUCT.  

7. THIS DOCUMENT IS NOT FINAL. CHANGES COULD BE MADE BEFORE AND 
AFTER THE RELEASE OF THE PRODUCT. NO PRIOR NOTICE MAY BHE GIVEN. 

8. ALL TRANSACTION ON A BLOCKCHAIN ARE FINAL. NO REFUND, 
COMPENSATION OR REIMBURSEMENT POSSIBLE. 

9. ALL THE CRYPTOCURRENCY TRANSFERRED TO GAME SMART CONTRACTS 
MAY BE LOST. 

YOU ACKNOWLEDGE AND AGREE THAT IT IS YOUR RESPONSIBILITY TO 
REVIEW THE PROJECT WEBSITE, TERMS & CONDITIONS PRIOR TO USING 
THE PRODUCT.  
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