PROVISIONAL PATENT APPLICATION

Title: Fractional-Projection Architecture for Real-Time Kinematic Synchronization, Spatial Venue Emulation, and Verified
Digital Asset Injection
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1. Cross-Reference to Related Applications

This application incorporates by reference the entirety of the disclosures containad in U.S. Patent No. 12,333,564 {Issued
lune 17, 2025} and the previously filed U.S. Provisional Patent Application pertaining to the tetherad loT closure
apparatus.

2. Abstract

The present disclosure relates to a system and method for Virtually Augmented Intelligent Reality Systems (VAIRS) that
enable real-time social interaction, kinematic synchronization, and secure digital asset injection during live or recorded
events. By utilizing an omnidirectional comparison engine, the system ingests telemetry signals from live entities and
synchronizes them with remote user inputs. The system employs a "Soft-SIM" graphical overlay to superimpose
interactive elements onto broadcast feeds. To ensure the security and verification of the injected digital assets {such as
30 advertising tokens and holographic avatars}, the system utilizes a Photonic Optical Filtration and Fractional Projection
protocol. This protocoi splits visual data between a public physical display and a verified remote user interface
apparatus, ensuring that the complete interactive image is optically formed only within the authenticated user’s field of
vision, thereby facilitating a secure, bidirectional, and dynamically monetized data exchange.

3. Background of the Invention

Traditional simulation environments and video game platforms suffer from static, pre-scripted GUls that limit player
engagement to passive states. Current online experiences isolate users from the immediacy of live-action reality.
Furthermore, existing advertising models in online media are highly vuinerable to non-human engagement (bot fraud)
and fail to capitalize on the physical retention patterns of remote participants. Finally, current augmented reality {AR}
and physical venue displays lack a secure method to project exclusive, monetizable interactive assets into public spaces
without vulnerability to unauthorized viewing or optical piracy {screen-recording).



This invention overcomes these limitations by establishing a unified architecture that integrates artificial intelligence
{Al}, virtual reality {VR), kinematic telemetry, behavioral tokenization, and physical optical encryption into a proprietary
network.

4. Detailed Description of the Apparatus and Methods
4.1. System Architecture and VAIRS Implementation

The Virtually Augmented Intelligent Reality System (VAIRS) comprises a networked computing apparatus configured to
manage bidirectional telemetry between a live broadcast event and a remote user environment. The system ingests
multi-source telemetry data {e.g., MEMS-based accelerometers, gyroscopes, GPS) directly from a Live Action Interactor
{(LAl). The system implements a "Soft-SIM" layover, wherein the server superimposes a lightweight graphical overlay
onto existing high-bandwidth live video feeds, rendering digital assets precisely onto the coordinate system of the
broadcast feed.

4.2, Kinematic Comparison Engine

Central to the VAIRS methodology is the Omnidirectional Kinematic Comparison Engine, which executes real-time
comparisons of a Movement Signal {actual physical action from the LAl) versus a Control Signal {user intent from the
Remote Gamer). The system computes a "delta” variance score based on accuracy, which is transmitted to a reward
gateway, triggering an immediate token-based incentive.

4.3, Fail-Safe Telemetry Handoff Protocol

To ensure continuous interactive sessions, the apparatus utilizes an autonomous telemetry handoff protocol. if a
primary Movement Signal is lost, the network controller autonomously executes a "Handoff Sequence,” switching the
telemetry feed without interruption to the next proximate active Interactor and re-synchronizing the Remote Gamer's
Control Signal.

5. Monetization Logic, Advertising Injection, and Network incentive Architecture

5.1. Behavioral Token Reward Gateway

The system communicates natively with a hierarchical monetization gateway. The central processor executes a real-time
feedback loop converting successful kinematic matching actions and visual retention into verifiable digital assets. Three-
dimensional, interactive advertising assets are injected into the "Soft-5iM" layer, allowing users to exchange verified
behavioral data for localized commercial incentives.

5.2. Premature Disconnection Penalty Protocol ("Click-Away Penalty”)

The server-side Al architecture executes a session persistence monitoring algorithm. Upon detecting a voluntary session
exit by the user before reaching a critical temporal threshold, the system Al actively withholds the delivery of specific in-
game tokens. The user must resume interaction to mitigate the penalty.

5.3. Interactive Screensaver Mechanism

Upon triggering a technical inactivity threshold {idle state}, the processor redirects the graphical interface to a
proprietary interactive screensaver. This state broadcasts continuous, geolocated 3D brand icons and maintains

peripheral sensory input recognition {voice, gesture), allowing the user or physical observers to capture reward tokens
without reactivating the primary game engine.

6. Spatial Venue Emulation and Active Kinematic Sports Synchronization

6.1. Bidirectional Spatial Venue Emulation {"Real Crowd" Architecture)



The system executes a "Reverse Holographic injection” protocol. Remote users capture real-time biometric and
kinematic data, which the central server aggregates and transmits to a physical venue's integrated display infrastructure.
The system projects 1:1 representations of the remote users directly into the physical environment occupied by the Live
Action Interactor.

6.2. Active Kinematic Sports Emulation Protocol
The system utilizes a real-time kinematic emulation engine allowing a remote user, utilizing local peripheral apparatuses,
to execute a physical action within the exact temporal window of a live athletic broadcast event. The system computes

the accuracy of the remote user's action against the live professional telemetry for talent identification and competitive
simulation.

7. Photonic Optical Filtration and Fractional Projection Security

7.1. Split-lmage Rendering and Hardware Encryption

To secure the digital asset injection {Section 5} and the venue emulation {Section 6} against piracy, bot-farming, and
unauthorized viewing, the architecture integrates a fractional projection protocol. A primary static display {e.g., a
stadium screen or public projector) broadcasts a fractional visual data stream or a visual masking layer.

7.2. Optical Decryption via Remotie interface

The remote user's specialized interface apparatus {e.g., AR/VR eyewear or smart device camera) projects the remaining
fractional visual data. The complete 3D high-definition image is decrypted and rendered only when the two distinct light
sources optically combine in real-time within the authenticated user's direct field of view.

7.3. Biometric Verification Trapdoor

To unlock the pixel-cipher of the fractionally projected assets, the system requires a localized biometric trapdoor input
{e.g., a specific vocal cadence or haptic response match), guaranteeing 100% verified human engagement for the
behavioral token reward gateway.

7.4. 10T Packaging Decryption Gateway

The system logic is configured to accept localized hardware triggers to initiate the optical decryption sequence. The
biometric trapdoor may be bypassed or augmented by an external Near Field Communication {NFC) signal generated by
an interactive physical asset, such as a smart-packaging tethered closure mechanism. The physical actuation of the

closure transmits an authentication handshake to the user's mobile device, triggering the visual decryption of the spatial
augmented reality assets.

8. Claims
What is claimed is:

1. A method for executing a Virtually Augmented Intelligent Reality System (VAIRS) for real-time kinematic
synchronization, the method comprising:

e receiving, via a networked central processor, a real-time omnidirectional movement signal from a physical
sensory apparatus coupled to a Live Action Interactor during a live broadcast event;

e receiving a realtime control signal from a remote user interface apparatus operated by a remote user;



comparing, via an algorithmic comparison engine, the movement signal to the control signal to compute a
kinematic variance score in real-time;

executing a fail-safe telemetry handoff protocol, wherein if the primary movement signal drops below a
predetermined stability threshold, the processor autonomously intercepts a secondary movement signal from 3

proximate Live Action Interactor without interrupting the remote user’s interactive session; and

triggering a hierarchical reward gateway to distribute a digital behavioral token based upon the computed
kinematic variance score.

2. The method of claim 1, further comprising a "Soft-SIM" superimposition protocol, wherein:
the processor ingests a live video broadcast feed of the live event; and

superimposes a lightweight, interactive graphical overlay natively onto the coordinate system of the broadcast
feed without locally rendering the full spatial environment.

3. The method of claim 1, further comprising a Bidirectional Spatial Venue Emulation protocol, wherein:
the remote user interface apparatus captures real-time biometric and kinematic data of the remote user; and
the central processor transmits said captured data to an integrated display infrastructure at the physical location
of the live broadcast event, rendering a 1:1 projection of the remote user directly into the physical space occupied

by the Live Action Interactor.

4. The method of claim 1, further comprising a Premature Disconnection Penalty and Passive Monetization
protocol, wherein:

the processor monitors the temporal engagement of the remote user;

upon detecting a voluntary session exit prior to a critical temporal threshold, the processor actively withholds
requisite digital behavioral tokens from the remote user; and

upon detecting a user idle state, the processor transitions the remote user interface to an interactive screensaver
configured to stream geolocated 3D advertising assets responsive to peripheral acoustic and spatial gestures.

5. A networked kinematic hardware apparatus for executing the method of claim 1, comprising:
a structurally enclosed physical simulation pod containing biometric sensors and localized output displays; and
an automated physical-state reset mechanism communicatively coupled to the central processor, configured to
actuate physical resets within the pod in precise temporal synchronization with the digital progression of the live
broadcast event.

6. The method of claim 1, further comprising an Augmented Vision Overlay protocol, wherein:
the processor intercepts non-entertainment live telemetry during severe environmental occlusion; and
generates a real-time, daylight-equivalent 3D topographical overlay projected onto a head-mounted display.

7. The method of claim 1, wherein the Live Action Interactor generating the real-time omnidirectional movement

signal is explicitly defined as any dynamically tracked real-world entity, comprising a live human participant, a
biological entity, or a mechanical apparatus.



8. The method of claim 1, further comprising a Photonic Optical Filtration and Fractional Projection protocol to
secure the digital behavioral tokens and graphical overlays, wherein:

an integrated display infrastructure at a physical venue projects a first fractional optical data stream comprising a
visual masking layer;

the remote user interface apparatus projects a second fractional optical data stream; and

the first and second fractional optical data streams dynarmically combine within the remote user’s optical field of
view to decrypt and render the digital assets, rendering said digital assets invisible to observers lacking the
synchronized remote user interface apparatus.

9. The method of claim 8, wherein the dynamic combination of the optical data streams is initiated by a hardware
authentication handshake, said handshake triggered by a Near Field Communication {(NFC) signal transmitted
from a physical smart-packaging tethered closure apparatus actuated by the remote user.
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The following are for the record as my personal ideas that may or may not be incorporated into the forthcoming
non-provisional application based on the above submission —

PROVISIONAL PATENT APPLICATION

Title: Fractional-Projection Architecture for Real-Time Kinematic Synchronization, Spatial Venue Emulation,
and Verified Digital Asset Injection

1. Abstract

The present disclosure relates to a system and method for Virtually Augmented Intelligent Reality Systems
(VAIRS) that enable real-time social interaction, kinematic synchronization, and secure digital asset injection
during live or recorded events. By utilizing an omnidirectional comparison engine, the sysiem ingests telemetry
signals from live entities and synchronizes them with remote user inputs. The system employs a "Soft-SiM"
graphical overlay to superimpose interactive elements onto broadcast feeds. To ensure the security and
verification of the injected digital assets (such as 3D advertising tokens and holographic avatars), the system
utilizes a Photonic Optical Filtration and Fractional Projection protocol. This protocol splits visual data between
a public physical display and a verified remote user interface apparatus, ensuring that the complete interactive
image is optically formed only within the authenticated user's field of vision, thereby faciiitating a secure,
bidirectional, and dynamically monetized data exchange.

2. Background of the invention

Traditional simulation environments and video game platforms suffer from static, pre-scripted GUls that limit
player engagement to passive states. Current online experiences isolate users from the immediacy of live-
action reality. Furthermore, existing advertising models in online media are highly vulnerable to non-human
engagement (bot fraud} and fail to capitalize on the physical retention patierns of remote participants. Finally,
current augmentad reality (AR) and physical venue displays lack a secure method to project exclusive,
monetizable interactive assets into public spaces without vuinerability to unauthorized viewing or optical piracy
{screen-recording).

This invention overcomes these limitations by establishing a unified architecture that integrates artificial
intelligence (A, virtual reality (VR), kinematic telemetry, behavioral tokenization, and physical optical
encryption into a proprietary network.

3. Detailed Description of the Apparatus and Methods
3.1. System Architecture and VAIRS Implementation

The Virtually Augmented intelligent Reality System (VAIRS) comprises a networked computing apparatus
configured to manage bidirectional telemetry between a live broadcast event and a remote user environment.
The system ingests multi-source telemetry data (e.g., MEMS-based accelerometers, gyroscopes, GPS) directly
from a Live Action Interactor (LAD). The system implements a "Soft-SIM” layover, wherein the server
superimposes a lightweight graphical overlay onto existing high-bandwidth live video feeds, rendering digital
assets precisely onto the coordinate system of the broadcast feed.

3.2, Kinematic Comparison Engine

Central to the VAIRS methodology is the Omnidirectional Kinematic Comparison Engine, which executes real-
time comparisons of a Movement Signal (actual physical action from the LAl) versus a Control Signal (user
intent from the Remote Gamer). The system computes a "delta” variance score based on accuracy, which is
transmitied to a reward gateway, triggering an immediate token-based incentive.

3.3. Fail-Safe Telemetry Handoff Protocol



To ensure continuous interactive sessions, the apparatus utilizes an autonomous telemetry handoff protocol. If
a primary Movement Signal is lost, the network controller autonomously execuies a "Handoff Sequence,”
switching the telemetry feed without interruption o the next proximate active Interactor and re-synchronizing
the Remote Gamer’'s Control Signal.

4. Monetization Logic, Advertising Injection, and Network incentive Architecture

4.1. Behavioral Token Reward Gateway

The system communicates natively with a hierarchical monetization gateway. The central processor executes
a real-time feedback loop converting successful kinematic matching actions and visual retention into verifiable
digital assets. Three-dimensional, interactive advertising assets are injected into the "Soft-SIM" layer, allowing
users to exchange verified behavioral data for localized commercial incentives.

4.2. Premature Disconnection Penalty Protoco! {"Click-Away Penalty™}

The server-side Al architecture executes a session persistence monitoring algorithm. Upon detecting a
voluntary session exit by the user before reaching a critical temporal threshold, the system Al actively
withholds the delivery of specific in-game {okens. The user must resume interaction o mitigate the penalty.

4.3. interactive Screensaver Mechanism

Upon friggering a technical inactivity threshold (idle state), the processor redirects the graphical interface to a
proprietary interactive screensaver. This state broadcasts continucus, geolocated 3D brand icons and
maintains peripheral sensory input recognition {(voice, gesture), allowing the user or physical observers o
capture reward tokens without reactivating the primary game engine.

5. Spatial Venue Emulation and Active Kinematic Sports Synchronization

5.1. Bidirectional Spatial Venue Emulation {"Real Crowd"” Architecture)

The sysiem executes a "Reverse Holographic Injection” protocol. Remote users capture real-time biometric
and kinematic data, which the central server aggregates and transmits to a physical venue's integrated display
infrastructure. The system projects 1:1 representations of the remote users directly into the physical
environment occupied by the Live Action interactor.

5.2. Active Kinematic Sports Emulation Protocol

The system utilizes a real-time kinematic emulation engine allowing a remote user, utilizing local peripheral
apparatuses, 1o execute a physical action within the exact temporal window of a live athietic broadcast event.
The system computes the accuracy of the remote user's action against the live professional telemetry for talent
identification and competitive simulation.

6. Enclosed Kinematic Hardware Apparatuses and institutional Emulation

6.1. Enclosed Kinematic Simulation Apparatus ("SIM-Pod"}

To facilitate safe, high-exertion kinematic synchronization, the system includes an enclosed physical apparatus
featuring automated physical-siate reset mechanisms (e.g., automated projectiie retrieval) communicatively
coupled to the digital simulation state, triggering physical resets in precise synchronization with the digital
progression of the game.

6.2. Augmented Vision Overlay Engine {"Light Saver”}

The system includes an augmented reality rendering engine configured to ingest real-time vehicular or
institutional telemetry during severe environmental occlusion. The processor generates a daylight-equivalent



3D topographical overlay projected onio a head-mounted display, enabling safe navigation despite
environmental darkness.

7. Photonic Optical Filtration and Fractional Projection Security

7.1. Split-image Rendering and Hardware Encryption

To secure the digiial asset injection (Section 4) and the venue emulation (Section 5) against piracy, bot-
farming, and unauthorized viewing, the architecture integrates a fractional projection protocol. A primary static
display (2.g., a stadium screen or public projector) broadcasts a fractional visual data stream or a visual
masking layer.

7.2. Optical Decryption via Remote Interface

The remote user's specialized interface apparatus {e.g., AR/VR eyewear or smart device camera) projects the
remaining fractional visual data. The complete 3D high-definition image (comprising the APE-X tokens or VIP
holographics) is decrypted and renderad only when the two distinct light sources opticaily combine in real-time
within the authenticated user's direct field of view.

7.3. Biometric Verification Trapdoor

To uniock the pixsl-cipher of the fractionally projecied assets, the system requires a localized biometric
trapdoor input {e.g., a specific vocal cadence or haplic response maitch), guaranteeing 100% verified human
engagement for the behavioral token reward gateway.

8. Claims

What is claimed is:

1. A method for executing a Virtually Augmented Intelligent Reality System {(VAIRS) for real-time
kinematic synchronization, the method comprising:

e raceiving, via a networked central processor, a real-time omnidirectional movement signal from a
physical sensory apparatus coupled to a Live Action interactor during a live broadcast event;

s receiving a real-time control signal from a remote user interface apparatus operated by a remote user;

+ comparing, via an algorithmic comparison engine, the movement signal to the control signal to compute
a kinematic variance score in real-time;

s execuling a fail-safe telemetry handoff protocol, wherein if the primary movement signal drops below a
predetermined stability threshoid, the processor autonomously intercepis a secondary movement signal
from a proximate Live Action Interactor without interrupting the remote user's inferactive session; and

« iriggering a hierarchical reward gateway to distribute a digital behavioral token based upon the
computed kinematic variance score.

2. The method of claim 1, further comprising a "Soft-SIM" superimposition protocol, wherein:
+ the processor ingesis a live video broadcast feed of the live event, and

e superimposes a lightweight, interactive graphical overlay natively ontc the coordinate system of the
broadcast feed without locally rendering the full spatial environment.

3. The method of claim 1, further comprising a Bidirectional Spatial Venue Emulation protocol,
wherein:



» the remote user interface apparatus captures real-time biometric and kinemaiic data of the remote user,;
and

+ the central processor transmits said captured data to an integrated display infrastructure at the physical
jocation of the live broadcast event, rendering a 1.1 projection of the remote user directly into the
physical space occupied by the Live Action Interactor.

4. The method of claim 1, further comprising a Premature Disconnection Penalty and Passive
Monetization protocol, wherein:

+ the processor moniters the temporal engagement of the remote user;

« upon detecting a voluntary session exit prior to a crifical temporal threshold, the processor actively
withholds requisite digital behavioral tokens from the remote user; and

+ upon detecting a user idle state, the processor transitions the remote user interface to an interactive
screensaver configured to stream geolocated 3D advertising assets responsive to peripheral acoustic
and spatial gestures.

5. A networked kinematic hardware apparatus for executing the method of claim 1, comprising:

o a structurally enciosed physical simulation pod containing biometric sensors and iocalized output
displays,; and

« an automated physical-state reset mechanism communicalively coupled to the central processor,
configured to actuate physical resets within the pod in precise temporal synchronization with the digital
progression of the live broadcast event.

8. The method of claim 1, further comprising an Augmented Vision Overlay protocol, wherein:

» the processor intercepts non-entertainment live felemelry during severe environmental occlusion; and

e generaies a real-time, davlight-equivalent 3D topographical overlay projected onto a head-mounted
display.

7. The method of claim 1, wherein the Live Action interactor generating the real-time
emnidirectional movement signal is explicitly defined as any dynamically tracked real-world
entity, comprising a live human participant, a biological entity, or a mechanical apparatus.

8. The method of claim 1, further comprising a Photonic Optical Filtration and Fractional
Projection protocol to secure the digital behavioral tokens and graphical overiays, wherein:

+ anintegrated display infrastructure at a physical venue projects a first fractional optical data stream
comprising a visual masking layer;

s the remote user interface apparatus projects a second fractional optical data stream, and
» the first and second fractional optical data sireams dynamically combine within the remote user’s

optical field of view to decrypt and render the digital assets, rendering said digital assets invisible to
observers lacking the synchronized remote user interface apparatus.

Section 3: Detailed Description of the Apparatus and Methods, incorporating the VAIRS architecture, the
Kinematic Comparison Engine, and the signal-switching protocols.



PROVISIONAL PATENT APPLICATION

Section 3: Detailed Description of the Apparatus and Methods
3.1. System Architecture and VAIRS Implementation

The Virtually Augmented Intelligent Reality System (VAIRS) comprises a networked computing apparatus
configured to manage bidirectional telemetry between a live broadcast event and a remote user environment.
The system utilizes a central server architecture comprising a processor, system memory, and a dedicated
network controller. The system is designed o ingest mulli-source telemetry data—including but not limited to
MEMS-based accelerometers, gyroscopes, GPS, and high-frequency optical sensors—directly from a Live
Action Interactor (LAD.

The system implements a "Soft-SIM" layover, wherein the server architecture superimposes a lightweight
graphical overlay onto existing high-bandwidth live video broadcast feeds. This overiay is renderad in real-time
by the processor to map digital assets (e.g., Avatars, interactive icons) precisely onto the coordinate system of
the broadcast feed, thereby minimizing bandwidth consumption while maintaining high-fidelity interactivity.

3.2. Kinematic Comparison Engine

Central to the VAIRS methodology is the Omnidirectional Kinematic Comparison Engine. The system
architeciure is configured to execute the Tollowing logic:

1. Signal Acquisition: Receiving a "Movement Signal” from the LAl apparatus.

2. Control Input: Receiving a "Conirol Signal” from the Remote Gamer's local computing device (e.g.,
Emart instrument, VR/AR controller).

3. Real-Time Delta Computation: The processor executes a real-time comparison of the Movement
Signal (actual physical action) versus the Control Signal (user intent).

4. Scoring & Feedback: The system computes a "delta” or variance score based on the accuracy of the
comparison. This score is transmitted {0 the APE-X reward gateway, triggering an immediate token-
based incentive or scoring event.

3.3. Fail-Safe Telemetry Handoff Protocol

To ensure continuous, uninterrupted interactive sessions, the apparatus utilizes an autonomous telemetry
handoff protocol. The system monitors the signal-to-noise ratio and latency of all tracked physical entities
within the broadcast field. If the primary Movement Signal (from a primary Interactor) is lost or drops below a
predetermined stability threshold, the network controller autonomously executes a "Handoff Sequence.” The
system switches the telemelry feed, without interruption, to the next proximate active Intergctor (e.g., from
Musician A to Musician B) and re-synchronizes the Remote Gamer's Conirol Signal to the new input stream,
maintaining session integrity.

3.4. Hybrid Telemetry Navigation

The system includes a proprietary Hybrid Remote application operating on a secondary user interface. This
apparatus acts as a live-telemeiry rouier, allowing the user to swilch between disparate event telemetry
streams (e.9., from a high-speed sports race to a musical performance) instantaneously. The hybrid remote
facilitates the selection of specific camera-angle streams from the LAPs multi-camera studio array, allowing the
user {0 designate which perspective of the live reality they wish to overiay their interactive simulation upon.

Does this technical grounding satisfy the "sharks” at the door, Commander? This language—specificaily
the definitions of "Delta Computation,” "Signal Acquisition,” and "Fail-Safe Telemetry Handoff"—is exactly what
the USPTO examiners look for {0 prove an invention is a "tangible, operative improvement in computer
functionality .”



SIDOG MASTER LEDGER (Version 1.0)

Project Designator: Target 27 (Spatial Music, Gaming, and Interactive Venues)
Foundation: Operates natively under the APE-X (USPTO #12,333,564) monetization architecture.

1. The "APPdaptable” Interoperable Ecosystem

o Core Claim: A dynamically integrated software suite consisting of multiple autonomous modules (Instant
tdol, Real Crowd, Coach Potato) that synchronize fluidly under a unified monetization hierarchy (APE-X).

o Mechanic: The system is "APPdaptable,” meaning these modules can cross-communicate across
platforms (VR, AR, Mobile, Console, Hologram) to layer gamification, e-commerce, and live participation
over any existing broadcast or streaming media.

2. Instant idol™ (Live & Spatial Music Gamification)

o Core Claim: A real-time, interactive performance system that transforms passive music streaming (live
concerts or recorded videos) into a competitive, head-to-head multiplayer environment.

o Mechanic (SIDOG Al): Users interact with the live broadcast using "Smart instruments” (guitars,
keyboards, drums, homns, vocals). The proprietary SIDOG Al analyzes and scores the user's timing,
accuracy, and performance in real-time against the actual live artist.

o Tokenomics {The "Online Gate"): Introduces a decentralized "pay-to-play” micro-transaction system.
Competitors pay a nominal eniry fee (e.g., $5) to join the live virtual stage. The accumuiated "Online
Gate" is dynamically distributed among the top performers, the original artists, and the platform.

o Crowd-Sourced Judging: Passive viewers are incentivized to become active participants by voting for
competing "Instant Idols.” Voling triggers the APE-X reward gateway (vielding branded swag, discounts,
or VIP physical access), driving massive audience retention.

3. Real Crowd™ & Hooligan Pub Crawl™ (Spatial Venue Emulation)

o Core Claim: A dual-directional virtual presence system that bridges the Metaverse with physical
entertainment venues.

o Physical integration {Real Crowd): Captures real-time audio and visual reactions from remote VR/AR
users and broadcasts them directly into physical stadiums using integrated 4K/HD video strips and the
venue's existing PA infrastructure, simulating the pressure and energy of a live, sold-out crowd.

o Metaverse Emulation {Hooligan Pub Crawl}: A tiered, immersive digital viewing hub {e.g., an emulated
European Pub for FIFA fans). It utilizes graded interaction layers (Rated K for Kids, T for Teens, X for
"Hooligans") allowing fans to socialize, react, and even engage in simulated, contained "fanatical”
physics {e.g., virtual pub interactions) without real-world consequences.

4. Coach Potato™ (Live Sports Predictive interaction}

o Core Claim: A real-time predictive and interactive analytics overlay for live sporis broadcasts.

o« Mechanic: Enables remole viewers to shadow coaching staff in real-time, analyze formations, and
submit predictive play calls or strategic suggestions.



Scouting/l.adder System: High-performing users can be mathematically tracked, effectively acting as
an open-source scouting mechanism for emerging global coaching talent.

5. "Opt-in to Cash In"” (The Gamified Data Engine}

Core Claim: A decentralized, transparent data-exchange mechanism that replaces infrusive advertising.

Mechanic: Users legally and explicitly volunteer their behavioral and preference data in exchange for
direct access to the APE-X reward ecosystem. By interacting with unobtrusive, gamified 3D brand icons
during gameplay (in Instant idol or Coach Potato), users are rewarded directly, creating an
"uninterrupted” entertainment l0op.

Assessment & Next Steps:

SIDOG MASTER LEDGER (Version 2.0)

Project Designator: Target 27 (Spatial Music, Gaming, and Interactive Venues)

Foundation: Operates natively under the APE-X (USPTO #12,333,564) monetization architecture.

1. The "APPdaptable” interoperable Ecosystem

Core Claim: A dynamically integrated software suite {instant Idol, Real Crowd, Coach Potato, Signature
L.ong Drive) that synchronizes fluidly under the APE-X monetization hierarchy.

Mechanic: Cross-communicates across VR, AR, Mobile, Console, Hologram, and Proprietary physical
SiM-Pods.

2. Instant idol™ {Live & Spatial Music Gamification)

Mechanic (SIDOG Al}: Users interact with live/recorded broadcasts using "Smart Instruments” {MIDI,
Bluetooth-enabled, featuring custom-printed interactive controllers) or external physical stimul
{whistling, tapping, hand gestures). The SIDOG Al scores timing and accuracy in real-time.

Tokenomics {The "Online Gate” & Pay-to-Play): Decentralized micro-transaction system for
competition entry.

New - The "Treasure Hunt" Al Ad Engine: An embedded system that gamifies video consumption. The
Al dynamically delivers localized, language-specific interactive ad tokens {0 users based on their
geophysical location.

New - The "Click-Away Penalty”: The system tracks continuous engagement. If a user "clicks ocut” of a
performance early, the Al actively penalizes them by withholding the specific digital token needed {0
complete a set, requiring them to watch/interact with more content {o recover.

3. Real Crowd™ & Hooligan Pub Crawl™ (Spatial Venue Emulation)

Mechanic: Bridges the Metaverse with physical entertainment venues via bidirectional audio/video
feeds, simulating live crowd pressure. Features tiered immersion ratings (K, T, X).

4. Coach Potato™ & Sports Book Integration

Mechanic: Real-time predictive analytics for live sports.



New - The SIDOG Sports Book Portal: Integrated betting architecture allowing users to place micro-
wagers on specific in-game events, integrating chance and skill-based prediction natively into the UL

5. Physical "SIM-Pod"” & XR Sports Extensions (e.g., Signature Long Drive / Skydogging)

Core Claim: The extension of SIDOG software info seif-enclosed, biomefric-tracking physical hardware
pods for public spaces (casinos, arcades).

Mechanic (Hardware/Software bridge): The system utilizes internal cameras and sensors to map the
user's physical form onto a digital Metaverse Avatar.

Mechanic (Automated Physical Retrieval): The pods feature automated physical reset mechanisms
{e.g., autcmated goif ball teeing/retrieval) tied o the digital software state, ensuring seamiess transition
between physical action and digital rendering.

6. Educational APl Hook {The Edutainment Layer)

Mechanic (Standardization): The game engine is architected to be SCORM and xAP! compliant. This
allows the APE-X and SIDOG interaction/reward ioops {o function as native piug-ins for enterprise
Learning Management Systems (LMS) like Docebo or Moodle, gamifying corporate fraining and music
education.

SIDOG MASTER LEDGER (Version 3.0)

Project Designator: Target 27 (Spatial Music, Gaming, and Interactive Venues)
Foundation: Operates natively under the APE-X (USPTO #12,333,564) monetization architecture.

1. The "APPdaptable” Interoperable Ecosystem (SIDOG/SIDOBLE)

Core Claim: A dynamically integrated software suite that bridges physical and virtual worlds ("Social
Interaction During Online & Broadcast Live Events™).

Mechanic: Cross-communicates across VR, AR, Mobile, Console, Hologram, and Proprietary physical
SiM-Pods.

2. Instant idol™ {Live & Spatial Music Gamification)

Mechanic: Users interact with live/recorded broadcasts using Smart Instruments or external stimuli. The
SIDOG Al scores timing and accuracy in real-time.

Tokenomics {The "Online Gate"): Decentralized micro-transaction system for competition entry.
The "Treasure Hunt" Al Ad Engine: Gamified, localized 3D brand icon integration.

The "Click-Away Psnalty”: Al actively penalizes users by withholding digital tokens if they click cut of a
performance early.

3. Real Crowd™ & Hooligan Pub Crawl™ (Spatial Venue Emulation)

Mechanic: Bridges the Metaverse with physical venues via bidirectional audio/video feeds, simulating
live crowd pressure. Tiered immersion ratings (K, T, X3,

4. Active Sports Emulation (Signature Long Drive & Bulipen)

Core Claim: Real-time physical pariicipation synchronized with live televised sporting events.



Mechanic {(Live Kinematic Syncing): Enables a remote user (via VR/AR or SIM-Pod) to perform
physical actions (e.g., swinging a qoif club or baseball bat) precisely synchronized with a live-broadcast
professional athlete (e.g., a live MLB pitcher or World Long Drive competitor).

Health/Anti-Sedentary Protocol: By requiring physical exertion and kinematic matching, the system
inherently combats sedentary gaming and obesity, turning passive broadcast viewing into an active
fitness environment.

5. "Replay Mode” & The Secondary Ad Loop

Core Claim: A tiered engagement system that protects live prize pools while maximizing long-tail
advertising revenue.

Mechanic: While the primary system mandates "live, no-pause, no-rewind” gameplay for cash/crypto
prizes, it features a distinct "Replay Mode." Users can record the telemetry of the live event to practice
later.

Ad Injection: During Replay Mode, the Al injects rofaling, updated embedded advertising that differs
from the live broadcast, providing sustained, long-tail reach for APE-X advertisers without risking the
integrity of the live prize pools.

6. Physical "SIM-Pod” Hardware Extensions

Mechanic: Seif-enclosed, biometric-tracking pods for public spaces featuring automated physical
retrieval mechanisms (e.g., auto-teeing golf balls) tied to the digital sofiware state.

7. Institutional Emulation (Aviation & Medical)

O

Mechanic (Live Telemetry Piggybacking): The SIDOG/SIDOBLE architecture can intercept live data
feeds from non-enterfainment sources.

Aviation {("Puddle Jump"): Ingests live flight felemelry allowing users to virtually sit in the cockpit and
mirror the controls of actual commercial flights in real-time.

Medical: Ulilizes live holographic or VR feeds of actual surgical procedures, allowing medical students to
virtually perform the surgery in real-time alongside the live surgeon, learning stress-management
without patient risk.

SIDOG MASTER LEDGER (Version 4.0)

Project Designator: Target 27 (Spatial Music, Gaming, and Interactive Venues)
Foundation: Operates natively under the APE-X (USPTO #12,333,564) monetization architecture.

1. The "VAIRS" Architecture & Soft-SIM Layover {Core Technology)

Core Claim: "Virtually Augmenied Inteiligent Reality Systems” (VAIRS) bridging physical broadcast and
virtual interaction.

Mechanic (The "Soft-SIM” Layover): To overcome the massive bandwidth and processing constraints
of rendering full 3D environments, the system does nof render the world. Instead, it ingests existing
2D/3D live television or internet simulcast feeds, and superimposes a lightweight, interactive "Soft-SiM"
graphical overlay directly on top of the broadcast feed.

Mechanic (Actor Designation}: The system formally networks a “Live Action interactor” (the
professional athlete/musician broadcasting the core telemetry) with the "Remote Gamer” (the user
reacting to the telemetry).



2. Instant idol™ {Live & Spatial Music Gamification)

o Mechanic: Users interact with live broadcasts using Smart instruments or external stimuli. The SIDOG
Al scores timing and accuracy in real-time.

o Tokenomics {The "Online Gate"): Decentralized micro-transaction system for competition entry.

o The "Click-Away Penaity”: Al actively penalizes users by withholding digital tokens if they click out of a
performance early.

3. Real Crowd™ & Bidirectional Holographic Projection

o Mechanic {Venue Emulation): Bridges the Metaverse with physical venues via bidirectional audio/video
feeds.

o New - Mechanic {Reverse Holographic injection): The system not only broadcasts the venue to the
user, but it projects holograms of the high-scoring Remote Gamers and interactive Sponsor Products
back into the physical stadium (e.g., directly into an MLE bullpen). This allows live, ticketed fans and
traditional TV cameras {0 view the Metaverse participants interacting with the physical space in real-time.

4. Active Sports Emulation (Signature Long Drive & Bulipen)

o Mechanic {Live Kinematic Syncing): Enables a Remote Gamer to perform physical actions
synchronized with a Live Action Interactor (e.q., swinging a bat precisely as a live MLB pitcher throws a
fastbail).

o Scouting/Recruitment Al: High-performing users interacting with actual MLB/PGA telemetry are
mathematically tracked, turning the game into a legitimate, open-source recruiting and scouting tool for
professional leagues.

5. The APE-X Secondary Ad Loops {Replay Mode & ldic Mode)

o RMechanic (Replay Mode}: Gamers can record the telemetry of a live event to practice later. During
Replay Mode, the Al injects rofating, updated embedded advertising that differs from the live broadcast.

o New - Mechanic (The Interactive Screensaver): When a user's device or game state goes idle, the
system transitions to a proprietary screensaver mode. This mode continuously streams dynamically
targeted, 3D brand icons. Because they are integrated into the APE-X reward loop, users can interact

with these idle ads via voice command, hand gesture, or hovering to collect rewards without actively
playing a game.

6. Physical "SIM-Pod” Hardware Extensions

o Mechanic: Self-enclosed, biometric-tracking pods for public spaces featuring automated physical
retrieval mechanisms tied to the digital software state.

7. Institutional Emulation (Aviation & Medical)
o Mechanic {Live Telemetry Piggybacking): Intercepts live data feeds from non-entertainment sources

(Aviation flight telemetry for "Puddle Jump" or Medical holographic feeds for "Operation” surgical
training), allowing students {c emulate high-stress environments with zero real-world risk.

SIDOG MASTER LEDGER (Version 5.0)

Project Designator: Target 27 (Spatial Music, Gaming, and Interactive Venues)



Foundation: Operates natively under the APE-X (USPTO #12,333,564) monetization architecture.

1. The VAIRS Architecture & The Signal Comparison Engine {The Core Algorithmic Claim)

o Core Claim: "Virtually Augmented Intelligent Reality Systems” (VAIRS) bridging physical broadcast and
virtual interaction via a "Soft-SIM" graphical overlay.

o New - Mechanic {The Kinematic Comparison Engine): Exfracted directly from ‘572 specifications. The
system actively receives a "Movement Signal” (telemetry indicating the actual physical movement of a
live professional/amateur Interactor) and simulfaneously receives a "Control Signal” (input from the

Remote Gamer). The core server architecture compares these two signals in real-time, computes a delta
{score), and triggers the APE-X reward gateway based on the accuracy of the physical match.

2. Instant idol™ {Live & Spatial Music Gamification)

o Mechanic: Users interact with live broadcasts using Smart Instruments. The SIDOG Al scores timing
and accuracy in real-time using the Kinematic Comparison Engine.

o Tokenomics {The "Online Gate"}: Decentralized micro-transaction system for competition entry.

o The "Click-Away Penality": Al actively penalizes users by withholding digital tokens if they abandon a
performance early.

3. Real Crowd™ & Bidirectional Holographic Projection
o Mechanic {(Reverse Holographic Injection): Reinforced by '572 specs. The sysiem captures
video/audio of the Remote Gamers and dynamically interjects them as live holographic projections
directly into the physical environment cccupied by the Live Action Interactor {e.g., beaming avatars infc a
physical MLE bullpen or concert stage).
4. Active Sports Emulation {Signature Long Drive & Bulipen)

o RMechanic: Enables a Remote Gamer to perform physical actions synchronized with a Live Action
Interacior (e.q., swinging a bat precisely as a live MLB pitcher throws a fastbali).

o Scouting/Recruitment Al: High-performing users interacting with actual MLB/PGA telemetry are
mathematically tracked for professional recruitment.

5. The APE-X Secondary Ad Loops {Replay Mode & ldie Mode)

o Mechanic {Replay Mode}: Gamers record live event telemetry to practice later. The Al injects rotating,
updated embedded advertising that differs from the live broadcast.

o Mechanic (The interactive Screensaver): When idie, the system transitions {o a proprietary mode
streaming dynamically targeted, 3D brand icons that users can interact with for rewards without actively
playing a game.

6. Physical "SiM-Pod"” Hardware Extensions

o Mechanic: Self-enclosed, biometric-fracking pods for public spaces featuring automated physical
retrieval mechanisms tied to the digital software state.

7. Institutional Emulation {Aviation & Medical}



o Mechanic {Live Telemetry Piggybacking): Intercepts live data feeds from non-entertainment sources
{Aviagtion flight telemetry or Medical holographic feeds), allowing studenis to emulate high-siress
environments with zero real-world risk.

8. NEW - "Call Alert” Audio Recognition Input Layer

o Core Claim: An augmented hearing/socund recognition protocol integrated into the SIDOG ecosystem.

o Mechanic: Utilizes ambient envircnmental audio or specific physical audio cues (e.g., a whistle, a
specific vocal cadence, or crowd noise) as an actionable "Control Signal” within the game engine, further
bridging physical world stimuli with digital game states.

9. NEW - Adaptive Intelligence / Global Machine Learning Protocol

o Core Claim: A self-evolving gameplay loop.

o Mechanic: The SIDOG Al does not rely on static game programming. It utilizes "adaptive intelligence,”
learning from the aggregate kinematic data of all users and Live interactors to continuously generate

"unexpected protocols'—meaning the system autonomously alters the virtual environment, difficulty, or
digital obstacles based on real-time global player behavior.

SIDOG MASTER LEDGER (Version 6.0)

Project Designator: Targst 27 (Spatial Music, Gaming, and Interactive Venues)
Foundation: Operates natively under the APE-X (USPTO #12,333,564) monetization architecture.
1. The VAIRS Architecture & The Signal Comparison Engine

o Core Claim: "Virtually Augmented Intelligent Reality Systems” (VAIRS) bridging physical broadcast and
virtual interaction via a "Soft-SIM" graphical overlay.

o Expanded Mechanic {The Kinematic Comparison Engine): The system actively receives a
"Movement Signal" (telemetry) and compares it with a "Control Signal” (Gamer input).

o CRITICAL UPDATE - Broadened Scope of "Interactor”: The patent explicitly removes the limitation of
a "human sports player.” The system covers telemetry derived from any "Live Human Participant” or
"Live Action Interactor” involved in a real-time live or recorded event, encompassing musicians,
educators, pilots, emergency responders, and civic targets.

2. Live Broadcast Entity Superimposition {The "Blast-Car” Mechanic)

o Core Claim: Real-time superimposition of user-controlled digital assets into live physical broadcast
spaces.

o Mechanic: Utilizing live broadcast feeds integrated with real-world sensor data (MEMS, GPS,
Accelerometers on the physical Interaciors), the system allows Gamers to inject a customized, digital 3D
vehicle/avatar (e.g., a digital NASCAR) directly onto the live broadcast frack. The Gamer navigates the
physical track virtually, reacting to the live physical cars in real-time, effectively racing against reality.

3. Instant Idol™ & Virtual Pro DJ Services (Live Music Gamification)

o Mechanic: Users interact with live broadcasts using Smart Instruments. The SIDOG Al scores timing
and accuracy in real-time.



o New - Virtual DJ Integration: Extends the audio architecture {o bidirectional, interactive "Virtual DJing,”
where remote musicians can broadcast to physical venues, managing localized audio mixes, receiving
real-time digital requests, and triggering localized APE-X gamified rewards (i-shirts, drinks) directly 1o the
venue's attendees.

4. Real Crowd™ & Bidirectional Holographic Projection

o Mechanic: Captures video/audio of Remote Gamers and dynamically interjects them as live holographic
projections directly into the physical environment occupied by the Live Action interactor.

5. Active Sports Emulation {Signature Long Drive & Bulipen)

o Mechanic: Enables a Remote Gamer to perform physical actions synchronized with a Live Action
Interactor (e.g., swinging a bat precisely as a live MLE pitcher throws a fastbali).

8. Institutional Emulation & "Reality Check” {Emergency Simulation)
o Core Claim: The utilization of live telemetry {0 simulate high-stakes emergency scenarios for training.
o Mechanic: Intercepts live data feeds from non-entertainment sources {(e.g., a commerciail flight
experiencing engine failure, or a live surgical complication). Users ("Emergency Pilots" or "Surgeons”)

act as real-time secondary responders in a virtual sandboy, attempting to safely resolve the live
emergency using the actual incoming telemetry data without risking real-world lives.

7. Gamified Civic & Social Utility ("Internet's Most Wanted”)

o Core Claim: The application of the SIDOG ad-hoc networking system {o crowdsourced public safety.

o Mechanic: Transforms passive viewers of crime/news broadcasts into active participanis. Users utilize
the interactive platform 1o analyze real-time data, recognize patterns, or report localized sightings,
integrating civic duty with the ARPE-X tokenomics and reward structures to incentivize public safety
engagement.

8. The "I-TAG" (Intuitive Targeted Ad Game) & idie Loops
o Mechanic: Gamers record live event telemetry {o practice later. The Al injects rotating, updated

embedded advertising that differs from the live broadcast. Includes an Interactive Screensaver mode for
idle monetization.

9. "Call Alert” Audio Recognition Input Layer

o Mechanic: Utilizes ambient environmental audio or specific physical audio cues as an actionable
"Conirol Signal” within the game engine.

10. Adaptive Intelligence / Global Machine Learning Protocol
o Mechanic: The SIDOG Al utilizes "adaptive intelligence," learning from aggregate kinematic data to

continuously generate "unexpected protocols,” autonomously altering the virtual environment based on
giobal player behavior.

SIDOG MASTER LEDGER (Version 7.0)

Project Designator: Target 27 (Spatial Music, Gaming, and Interactive Venues)
Foundation: Operates natively under the APE-X (USPTO #12,333,564) monetization architecture.



1. The VAIRS Architecture & The Signal Comparison Engine

Core Claim: "Virtually Augmented Inteiligent Reality Systems” (VAIRS) bridging physical broadcast and
virtual interaction via a "Soft-SIM" graphical overlay.

Expanded Mechanic {The Kinematic Comparison Engine}: The system actively receives a
"Movement Signal" (telemetry) from any Live Human Participant and compares it with a "Control
Signal" (Gamer input).

NEW - Mechanic {(Dynamic Proximity Telemetry Switching): During a live event (e.g., a concert), as
the Live Human Participant moves dynamically across a stage or field, the system autonomously
switches the telemetry inpul feeds, camera angles, and audio feeds to the sensors most proximate to the
Participant. This ensures the Remote Gamer experiences a seamiess, uninterrupted first-person or third-
person emulation without data latency or perspective drops.

2. Hybrid Telemetry Navigation & Ad-Hoc Networking

NEW - Core Claim {The "Internet Television Hybrid Remote"”): A proprietary navigation application
{housed on a secondary mobile/smart device) that controls the primary interactive display.

Mechanic: It functions not just as a channel surfer, but as a live-felemetry surfer. Users can instantly
switch their interactive immersion from a live surfing event direcily inio a live music concert. Features
programmable alarms that alert Users when specific live interactive broadcast streams are gbout o
begin.

3. Live Broadcast Entity Superimposition & Reciprocal AR

Core Claim {Reciprocal Augmented Reality): Two-way superimposition of user-controlled digital
assets into live physical broadcast spaces.

Mechanic {(1:1 Avatar Overlay}: The system allows Gamers to inject a customized digital 3D avatar
directly onto the live broadcast feed, superimposed precisely over their real-world counterpart (e.g.,
placing the Gamer's digital avatar directly over the live MLB batter they are emulating).

Mechanic {(Reverse Holographic Injection): Captures video/audio of Remote Gamers and dynamically
interjects them as live holographic projections directly into the physical environment {(e.q., a bullpen or
concert stage).

4. Instant idol™ & Virtual Pro DJ Services {Live Music Gamification)

Mechanic: Users interact with live broadcasts using Smart Instruments. The SIDOG Al scores timing
and accuracy.

Mechanic: Virtual DJ Integration extends the architecture to bidirectional, interactive "Virtual Dding" for
physical venues.

5. Active Sports Emulation {Signature Long Drive & Bulipen)

Mechanic: Enables a Remote Gamer to perform physical actions synchronized with a Live Action
interactor.

6. Institutional Emulation & "Reality Check”™ {Emergency Simulation)

Mechanic: Intercepts live data feeds from non-entertainment sources (aviation, medical). Users act as
real-time secondary responders in a virtual sandbox, attempting to safely resclve the live emergency
using the actual incoming telemetry data without risking real-world lives.



7. Gamified Civic & Social Utility ("Internet's Most Wanted™)

o Mechanic: Transforms passive viewers of crime/news broadcasts into active participants, integrating
civic duly with APE-X tokenomics to incentivize crowdsourced public safety engagement.

8. The APE-X Secondary Ad Loops {Replay Mode & ldic Mode)

o RMechanic (Replay Mode}): Gamers record live event telemetry to practice later. The Al injects rotating,
updated embedded advertising that differs from the live broadcast.

o Expanded Mechanic (The interactive Screensaver): When a user's device goes idle, it transitions to a
proprietary mode streaming upcoming live interactive programming embedded with dynamically
targeted, 3D brand icons. Users can interact with these idle ads via voice command, hand gesture, or
hover to collect rewards without actively playing a game.

9. "Call Alert” Audio Recognition Input Layer

o Mechanic: Utilizes ambient environmental audio or specific physical audio cues (whisties, claps, vocal
cadences) as an actionable "Control Signal” within the game engine.

10. Adaptive Intelligence / Global Machine Learning Protocol
o Mechanic: The SIDOG Al utilizes "adaplive intelligence,” learning from aggregate kinematic data to

continuously generate "unexpected protocols,” autonomously altering the virtual environment based on
giohal player behavior.

SIDOG MASTER LEDGER (Version 8.0)

Project Designator: Target 27 (Spatial Music, Gaming, and Interactive Venues)
Foundation: Operates natively under the APE-X (USPTO #12,333,564) monetization architecture.

1. The VAIRS Architecture & The Omnidirectional Comparison Engine

o Core Claim: "Virtually Augmented Intelligent Reality Systems” (VAIRS) bridging physical broadcast and
virtual interaction via a "Soft-SIM" graphical overlay.

o Expanded Mechanic (The Kinematic Comparison Engine): The system actively receives an
omnidirectional "Movement Signal” (telemetry) and compares it with a "Control Signal” (Gamer input).

o CRITICAL UPDATE - Universal Telemetry Scope: The patent explicitly covers telemelry generated by
any dynamic real-world entity. This includes:

o Live Human Participants (Athletes, Musicians, Surgeons, Pilots).

o Biological Entities (Animals, 2.9., tracking a dog, whale, or eagle in a live nature breadcast).

o Paraphernalia & Vehicles (Race cars, airplanes, smart guitars, surfboards).

o NEW - Mechanic (Fail-Safe Telemetry Handoff}): If the primary telemetry signal (e.g., the movement of
Musician A} is iost, obscured, or drops offline during a live event, the system aufonomously and
seamiessly ceases that feed and switches 10 the movement/output signals of Musician B (or the next
proximate tracked entity), preventing any interruption in the Remote Gamer's experience.

2. Hybrid Telemetry Navigation & Ad-Hoc Networking



o Core Claim {The "Internet Television Hybrid Remote”): A proprietary navigation application that
controls the primary interactive display, allowing "live-telemetry surfing” between disparate interactive
events.

3. Live Broadcast Entity Superimposition & Reciprocal AR

o Mechanic {1:1 Avatar Overlay}): The system allows Gamers to inject a customized digital 3D avatar
directly onto the live broadcast feed, superimposed precisely over their real-world counterpart.

o NEW - Mechanic (User-Generated Studio Feed Injection): The system allows the Remote Gamer to
utilize a localized, multi-camera array (their own "home studio”). The Gamer can dynamically choose
which of their own camera feeds/3D environments to fransmit as their "output signal” to be interjecied
back into the live physical venue as a holographic or video projection.

4. Instant idoi™ & Virtual Pro DJ Services (Live Music Gamification}

o Mechanic: Users interact with live broadcasts using Smart Instruments. The SIDOG Al scores timing
and accuracy in real-time. Includes Virtual DJ bidirectional venue integration.

5. Active Sports Emulation {Signature Long Drive & Bulipen)

o Mechanic: Enables a Remote Gamer to perform physical actions synchronized with a Live Action
Interactor.

8. Institutional Emulation & "Reality Check” {Emergency Simulation)

o Mechanic: Intercepts live data feeds from non-entertainment sources {aviation, medical) to simuiate
high-stakes emergency scenarios for zero-risk real-time training.

7. Gamified Civic & Social Utility ("Internet's Most Wanted")

o Mechanic: Transforms passive viewers of crime/news broadcasts into aclive participants, incentivizing
crowdsourced public safety engagement via APE-X tokenomics.

8. The APE-X Secondary Ad Loops {Replay Mode & ldic Mode)

o Mechanic (Replay Mode): Gamers record live event telemetry to practice later, triggering rotating,
updated embedded advertising that differs from the live broadcast.

o Mechanic (The interactive Screensaver): Idle transition mode streaming upcoming live programming
embedded with dynamically targeted, 3D brand icons.

8. "Call Alert” Audio Recognition Input Layer

o Mechanic: Utilizes ambient environmental audio or specific physical audio cues as an actionable
"Control Signal” within the game engine.

10. Adaptive Intelligence / Global Machine Learning Protocol
o RMechanic: The SIDOG Al utilizes "adaptive intelligence,” learning from aggregate kinematic data {o

continuously generate "unexpected protocols,” autonomously altering the virfual environment based on
giobal player behavior.

FINAL SIDOG MASTER LEDGER (Version 8.0)



Project Designator: Target 27 (Spatial Music, Gaming, and Interactive Venues)

Foundation: Operates natively under the APE-X (USPTO #12,333,564) monetization architecture.

1. The VAIRS Architecture & Hardware Apparatus {The Core Method Claim}

Core Claim: "Virtually Augmented Inteiligent Reality Systems” (VAIRS) bridging physical broadcast and
virtual interaction via a "Soft-SIM" graphical overlay.

The Hardware Grounding: The system is explicilly tied {0 a networked computing apparatus comprising
dual-core MEMS gyroscopes, accelerometers, GPS sensors, and real-time network controllers to
capture both the Live Action Interactor and the Remote Gamer.

The Omnidirectional Comparison Engine: The server actively receives universal telemetry (from
humans, vehicles, or animals) and compares it with a Remote Gamer's input signal in real-time to
compute an accuracy score.

Faii-Safe Telemetry Handoff: Autonomously switches tracking o the next proximate live entity if the
primary signal drops, ensuring zero interruption.

2. The "immutable Time"” Protocol {(No Reset / No Rewind)

Core Claim: A synchronous live-action gaming state governed strictly by real-world physics and time.

Mechanic: Unlike traditional simulators with "reset” or "save” states, SIDOG enforces a strict live-action
protocol. The Gamer experiences the exact same unscripted anxiety, physical consequences (within the
simulation), and temporal reality as the Live interactor. No two moments can ever be duplicated.

3. Institutional Emulation & The "Light Saver” Protocol

Core Claim: Real-time interception of live telemetry for high-stakes emergency simulation and
resolution.

New - "Light Saver” AR Overlay: Ingesis live telemetry (GPS, aliitude, velocity) from an aircraft flying in
blinding/dangerous conditions. The sysiem renders an exact 3D daytime graphical overlay of the terrain
and broadcasts it to the pilot's VR/AR display, allowing them to navigate a pitch-black/snowbound
environment as if it were a clear sunny day.

Medical / Aviation Training: Allows secondary users (students) to act as real-time responders in a
virtual sandbox, safely attempting to resolve live emergencies using actual incoming telemetry.

4. Instant idol™ & Bidirectional Venue Holographics

Mechanic: Users interact with live music broadcasts using Smart Instruments or exiernal audio stimuii
(via the "Call Alert" recognition layer). The SIDOG Al scores timing and accuracy.

Tokenomics: Decentralized micro-transaction system for competition entry ("The Online Gate"),
distributing revenue to Gamers, Artists, and the platform.

Reverse Holographic Injection: Gamers utilize user-generated muiti-camera studio feeds to broadcast
their own 1:1 digital avatars/holograms directly back into the live physical venue (e.g., onto the concert
stage).

5. Active Sports Emulation {Signature Long Drive & Blast-Car)



o RMechanic: Remote Gamers perform physical actions synchronized with Live Action Interactors (e.q.,
swinging a bat precisely as a live MLRB pitcher throws a fastball).

o Blast-Car (Entity Superimposition): Gamers inject a customized, digital 3D vehicle directly onto a live
broadcast frack, navigating the physical frack virtually and reacting to live physical cars in real-limse.

6. Hybrid Telemetry Navigation & Ad-Hoc Networking

o Mechanic: A proprietary "Internet Television Hybrid Remote” application that controls the primary
interactive display, allowing users to "live-telemetry surf’ between disparate interactive events {(e.g.,
switching from a live race {o a live concert instantly).

7. The APE-X Secondary Ad Loops (ldle, Replay, & Click-Away)

o Mechanic (Replay Mode}: Gamers record live event telemetry to praciice later. The Al injects rotating,
updated embedded advertising that differs from the live broadcast.

o Mechanic {Interactive Screensaver): Idie transition mode streaming upcoming live programming
embedded with dynamically targeted, 3D brand icons.

o The "Click-Away Penalty”: Al actively penalizes users by withholding digital tokens if they abandon a
live performance early, enforcing sustained engagement.

8. Gamified Civic Utility {"Internet's Most Wanted™)

o Mechanic: Transforms passive viewers of crime/news broadcasts into aclive participants, incentivizing
crowdsourced public safety engagement via APE-X tokenomics.

9. Adaptive intelligence Engine

o Mechanic: The SIDOG Al utilizes global machine learning, analyzing aggregate kinematic data from
millions of users to continuously generate "unexpecied protocels,” autonomously altering virtual
environments based on global player behavior.

SUBLIMA-VIEW ANALYSIS (Batch 1)

Project Designator: Sublima-View (USFTO #5,491,425)
Core Classification: Hardware Projection & Fixel-Level Cryptography

1. The Core Mechanic: Pixel-Level Encryption and Deconsfruction

o The Patent Claim: Sublima-View is a method for projecting a scrambled image that requires a specific
"key" {cipher) to reassembile into a legible format. It takes an image, encrypts the specific coordinate of
every single pixel (e.q., pixel A-1 is moved o position U-3245), and transmits it as visual noise.

o The Decryption Trapdoor: The cipher required to unscramble the pixels is not just a mathematical key;
it can be tied to unigue biclogical or environmental markers, such as a localized frequency modulation or
a specific human voice print acting as the primer.

2. Hardware Grounding: Electromagnetic Radiation & Micro-Projectors

o The Apparatus: The patent explicitly covers deconstructing the image using electromagnetic radiation,
laser light sources, mirrors, lenses, and filters. This fies the software encryption directly io physical
projection hardware, specifically Pico-projectors (Micro Video Projectors) integrated into mobile devices
or SiM-Pods.



3. Accessibility & Haptic Feedback (The "Visually Impaired” Module)

o The Concept: Expanding the visual decryption into a sensory decryption. By linking the pixel encryption
to a haptic feedback system (vibrations in a mouse or mobile device), visually or hearing-impaired users
can "feel" the encrypted data or receive alerts that an encrypted asset is available.

integration Strategy: How Sublima-View Fits into SIDOG (Target 27)
Commander, here is how we weaponize Sublima-View within the SIDOG Provisional Application:
A. The "Secure ViP/Hooligan” Projection Layer

in the Real Crowd and Hooligan Pub Craw/ modules, you are projecting holographic avatars and live video
feeds into physical stadiums. By integrating Sublima-View, you can broadcast a "scrambled” holographic
projection info the stadium. Only fans in the stadium who have the APE-X/SIDOG app on their phones (acting
as the decoding lens/filter) can see the frue image or the VIF avalars. To everyone else, it looks like ambient
light.

B. The "Treasure Hunt” Anti-Piracy & Verification Engine

in your ARPE-X advertising model, users "Opt-in to Cash in" by finding 3D brand icons. Sublima-View allows
you to encrypt these 3D icons. A bot or a screen-scraper cannot see the ad or claim the reward because the
pixel coordinates are scrambled. The ad only unscrambles when the human user provides the biometric
trapdoor (e.g., speaking a voice command to unlock the pixel cipher). This proves o advertisers that a rea/
human interacted with the ad.

C. The Haptic "Call Alert” Expansion

We already established the "Call Alert" audio recognition layer in SIDOG. Sublima-View's haptic feedback
perfectly complements this. When a remote user is synchronized with a live athlete, the system can send
encrypted haptic vibrations to their coniroller, allowing them 1o feef the live telemeatry (2.g., the vibration of the
bat hitting the ball) without relying purely on sight or sound.

Assessment & Next Steps:

Sublima-View is the ultimate security and delivery mechanism for the APE-X token economy. It prevents bots
from farming your rewards and creates a highly exclusive, encrypted visual environment for live events.
Whenever you are ready, drop the remaining 8 files onto the Grid. Let's see what other capabilities we can
extract from this encrypiion engine!

TARGET 27 - PROVISIONAL PATENT ADDENDUM

Iintegration of Sublima-View (US #3,491,425 / W02014011156)
The "Fractional Projection & Photonic Filtration” Protocol

o The Core Mechanic (Split-image Rendering}: The system does not just scramble an image on a single
screen. instead, a primary static display {e.g., a stadium Jumbotron or a public PICQO projector)
broadcasts only a fraction of the required visual data, or broadcasts a "masking layer” (e.g., standard
MPEG-2 video or visual noise).

o The Hardware Trapdoor: The remote user's specialized eyewear (AR/VR fransceiver) or mobile device
projects the remaining fraction of the visual data.

e The Optical Combination: When the user looks at the public screen through their transceiver, the two
distinct light sources optically combine in real-time, decrypting the visual data to form a complete, secure



3D/HD image. To the naked eye of a non-user, the screen simply looks like a standard advertisement or
random static.
How it Fortifies SIDOG 7 APE-X:

1. Public Venue VIP Overlays {The Hidden Metaverse): During a live concert or sporting event, the
venue's public screens can broadcast standard video. However, SIDOG users wearing AR glasses will
see the hidden "Sublima-View" layer—revealing live holographic avatars of remote gamers, hidden VIP
statistics, or exclusive AFE-X 3D Treasure Hunt tokens fleating right in the middle of the stadium.

2. Absolute Anti-Piracy: Because the visual image is literally split between a physical public projector and
a personal wearable device, i is impossible to illeqally screen-record or pirate the VIP interactive stream.
The full image never exists on a single digital screen; it only exisis in the physical optical space between
the lens and the projector.

FINAL CLAIM ADDITION (To be added to Section 7)

9. The method of claim 1, further comprising a Photonic Optical Filtration and Fractional
Projection protocol to secure the augmented graphical overlay, wherein:

o anintegrated display infrastructure at the physical venue projects a first fractional optical data stream
comprising a visual masking layer;

o the remoie user interface apparatus, comprising an optical transceiver or wearable head-mounted
display, projects a second fractional optical data stream; and

o the first and second fractional optical data streams dynamically combine within the user’s optical field of

view o decrypt and render the digital behavioral tokens and bidirectional venue holographics, rendering
said digital assets invisible {0 observers lacking the synchronized remote user interface apparatus.

PART 1: The Unified Integration Strategy
Layer 1: The Engine {(SIDOG/SIDOBLE)

This handles the ingestion of real-time telemetry from live athletes, musicians, or vehicles, computing the
"Kinematic Variance Score" to synchronize the remote user with live reality.

Layer 2: The Economy {FanAdClic / APE-X}

This takes the synchronized interaction from Layer 1 and monetizes it. it injects the 3D brand icons, manages
the "Click-Away Penalty,” and distributes behavioral {okens to verified users.

Layer 3: The Armor (Sublima-View)}

o Encrypted Live-Action: When a live MLB pitcher throws a ball, the SIDOG telemetry sent to the remote
user is pixel-encrypted. The user must be wearing an authorized AR headset or looking through their
APE-X mobile app (the optical decryptor) to see the pilch and swing against it.

o Holographic Anti-Piracy: In the "Real Crowd" venue emulation, the holograms of remote users
projected into the physical stadium are fractionally projected. Only fans with the Sublima-View lens can
see the metaverse layer. Screen-recording the Jumbotron captures nothing but static.

o Biometric Ad-Verification: To claim a FanAdClic token, the Sublima-View pixel-cipher requires a
localized biometric trapdoor (2.9., the user's specific vocal cadence or haptic feedback). This completely
giiminates bot-farming, guaranteeing advertisers 100% human engagement.
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