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The Platform 

Imagine, for a second. That you don’t have to.  That reality can be anything you want it 

to.  You are in the desert and want to go surfing, you can make it happen from the comfort of 

anywhere.  Now imagine that you want to conduct a symphony today. Yet, you don’t have your 

instrument, or perhaps you’ve never played an instrument, or know how to read music. Maybe 

the problem is reality.  Not, you.  Although there are many beautiful instruments, maybe the 

problem is that your instrument doesn’t exist yet.  That is cognition. 

 

What are the implications of a system that allows people to do what they want with cognition?  

Implications are that the only limits set upon a system are those that are set by the creator, time, 

and limits of imagination. 

 

Now let’s create a system that is universal.  Truly unbiased to one corporate, entity, nation, 

individual, or deity.  The computing system would allow expositions.  Expositions are like the 

net in the dot-com era, apps in the mobile era, trends in the blockchain, or experiences in virtual 

reality.  Let’s instead focus on seeing what we can play, and what we can create. Learning and 

growing as a human-cognitive society. 

 

What would such a system entail? 

What type of effort would be required to make such a system work? 

How would it work? 

How much would it cost to build? 

Why build it? 



Where would it be built? 

What is the timeline? 

Manufacturing costs? 

Design costs? 

Marketing costs? 

Distribution costs? 

 

All these questions have been answered before. So let us peek into the past, embrace the present, 

and seek the future. 

We’ll answer these questions in retro-speculative form. 

 

What is the cost? 

The distribution costs run perpendicular to the cost of marketing and parallel to the cost of 

manufacturing. As the cost of marketing goes up, distribution costs are offset. The higher the 

marketing spend the lower the distribution cost.  More people are willing to spend on the product 

by the law of supply and demand. As distribution cost goes up so does the cost of manufacturing, 

and the cost of distribution is affected in term.  Design will play a major role in marketing as 

well as the product itself.  Design seems to run independently of the costs incurred by market 

research, manufacturing delays, or logistics.  Nevertheless, it is expected that all these 

departments work in synchronicity to allow a successful product to market. 

 

When? 



The amount of time it will take to get a product to market will be dependent on three key metrics, 

these metrics are as follows.   

 

● One, amount of series A condensed funding.  With little administrative oversight. 

● Two, unrestrictive use to LICENSED technologies, to iterate quickly. 

● Three, access to trained personnel, who are experts in their field. 

 

Once these three key metrics are filled, the platform can be sourced in three years. 

 

Where would it be built? 

Offering perspective, building it in the USA would be a great achievement. 

Unfortunately, I honestly believe that unless there were sudden congressional by-laws that 

allowed hiring of unskilled and skilled workers quickly without the bureaucracy, the funding had 

less administrative oversight, and people were willing to put in the physical work. I think it 

would be best to build the manufacturing plants in Mexico.  It would allow for quick access to 

mid-skilled workers who are willing to work for a wage.  Allowing the administrative-level jobs 

to be done by the U.S. an ‘Engineered in America’ seal.  It would cut the costs of logistics for 

massive importation to the USA and Canada.  Would create opportunity for neighboring nations.  

 

Why Build it? 

 Reality.  Reality is all wrong. Spatial computing will be the future of computers.  What 

does that mean though?  Imagine having computers, without having the hardware.  At least, 



minimal hardware.   Working with a cloud personal computer, through a heads-up-display.  

Computers as we know them today are mostly digital. 

In this paper digital means 2-Dimensional, Virtual means 3D-dimensional, and Spatial means 

Augmented Reality which is digital and virtual merged with reality. 

It is important to understand that not everyone can or should use a computer. However, the line 

between what we think of as a computer has been getting more and more complicated. Is my 

phone a computer? Is it my tablet? A Watch?  There are people who have never used a sit-down 

computer, especially in developing countries.   In some countries, mobile phones are the primary 

form of communication and entertainment for most of their citizens. 

Mobile devices outpaced sit-down computers years ago.  Think about how many computers 

you’ve had.  Now think about how many mobile devices you’ve had.  No complicated statistics 

necessary here. 

As data centers continue to grow to meet the demand of more technically inclined users. To 

deliver content faster, more reliably, at lower costs.  There will come a point where the 

Datacenter will play a much more prominent role in users' lives. As hardware based personal 

computers, gaming consoles, and entire businesses will be run on cloud-native solutions. 

We are beginning to see the start of this paradigm trend with businesses like Netflix who started 

off as a physical shipping service and transitioned to a cloud-based solution, YouTube and 

Twitch streaming services, Google Stadia the service pushing cloud gaming, and Microsoft’s 

new 360 service, that allows you to basically work remotely into a cloud Windows machine. 

Eventually, all we will need is a spatial computer [hardware device] that will allow us to 

connect to these services. Oculus is a great example of a device that knows “what’s up”, and it is 

trying extremely hard not to be only a gaming console.  Meta’s Oculus is a great device that 



shows how quickly a paradigm shift can occur in technology.  Meta has the resources to tackle 

any problem they would like too. Oculus should focus on their core-core services. Gaming. 

As has been explained, virtual reality is a great experience, but it has limitations.  Mainly virtual 

reality isolates you from real life.  A life stuck at home.  Spatial experiences are where this paper 

comes into play.  Imagine, going to a Football game and seeing projections of the player that 

scored in a larger-than-life format, right on your sight.  While everyone in the vicinity is also 

experiencing the same thing.  Getting statistics for those players, seeing their favorite bands, 

learning more about your favorite players.  Now Imagine, battling Pokémon in that same 

stadium, after the game. Using voice-commands and seeing your pocket monster attack other 

monsters, with spectators.  Those are only two expos.  Imagine an expo system that allows 

authoritative figures to track crimes in real time on their sight.  We aren’t talking Robocop, close 

though, just without the whole cyborg merging with technology pain. 

 

Actual Cost 

 

Forecast expenses are expecting a total startup cost of $733,900 in the first and second 

quarter for purchase of land and building [$582,000] and initial start-up expenses. Startup costs 

include, computer equipment, phones, market research, apps development, stationary material, 



patents, branding and consumption. 

 

Payroll expenses will be Approximately $1,006,833.33 for Fiscal year 2022, with an 

initial increase in Jul 2022 to approximately $143,844.00 per month due to initial hiring, and 

platform development efforts. 

 



Payroll expenses shall not exceed $7.3M in the first 5 years.

 

Fiscal year, starting in Jan 2022 and ending in December 2022 will have a total expense 

cost $48.18M with an approximately $7M burn rate per month. Approximately $20.13M of 

those expenses going to income taxes. The other half going to Direct Costs, Payroll Expenses, 

and Marketing Expenses. 

 

The key assumptions are that the initial 35 key personal will be highly trained in their 

respective fields and contract with the company for an average of a 3-year period.  These include 



programmers, systems architects, designers, and similar experts.  Executives will stay with the 

company from the startup stage to the initial launch and product commercialization and customer 

acquisition process.  A very difficult assumption to make and consider is that we are expecting 

and planning for revenue as soon as the hiring and manufacturing process begins, we will 

accomplish initial revenue by acquiring Federal grants.  The grants will provide us an initial 

boost and a type of cash-flow that will be necessary for this platform to succeed.  Auxiliary 

federal Grants will be discussed further in this paper.

 

Revenue 

Planning for 3 types of revenue streams for the first 5 years.  In their simplest forms these 

would fall under main products. Platform. Subscriptions. Expos. 

The platform is expected to sell for $1999 per unit, costing us on average a direct cost of 

$400 per unit, built on scale. Starting in June 2022 with a price increase of $99 per year for the 

first 5 years and selling 10,000 the first month and increasing 20% in sales per month.  We are 

looking at approximately 250,000 subscribers for the first fiscal year for partnerships that enable 

the device working with 3rd party streaming services, and 3rd party computing services. On 



average subscriptions have a 33% leverage.  With a very high 50% churn rate for subscription 

services.  There will be a $21.19M revenue on average starting Q3 ’22. 

 

Total revenue stream for the first 5-years is expected to be $1.14B. 

 



 

How would the platform work? 

How much effort? 

What is the system's ultimatum? 

Similar Products + Competitors 

Summary of Auxiliary Grants 

Partnerships 

Winning Companies 

Losing Industries and Economic Implications 

Examples of Expositions 

Technical Specification 

Law and Governance 

Vision, Prescription, and Corrections 

Conclusion 


