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1. THE PROBLEM: THE NEWTONIAN CEILING

Current game development is trapped in a Standard Geometry, treat space as a static. Despite advancements in GPU
hardware, physics engines are not evolved at he "Maximum Strength” yet.

e Static Environments: Most "open worlds" are actually static meshes with limited destructibility. Environments
cannot fold, loop, or expand dynamically without breaking lighting and physics "baking."

e Linear Processing: Standard engines cannot handle true "n-body" gravity simulations without crashing frame rates.

e Centralized Logic: Players have no stake in the physics engines they inhabit; the "rules of reality" are owned by
corporations.

e Computational Friction: Standard engines simulate every atom, wasting power on things the player isn't even

looking at.
2. % FIRST SOLUTION: ANTIGRAVITY-INSPIRED RENDERING

We introduce Quasar Core, the world’s first non-Euclidean engine built on principles derived from high-level research
into gravitation and informational entropy.

e Recursive Neural Feedback: Leveraging evolved NPC behaviors that adapt to changing physical constants.

e Void Render Technology: Real-time path tracing designed specifically for higher-dimensional geometries and non-
standard gravity fields.

e Antigravity Algorithms: By treating gravity as "informational density" rather than a simple downward force, we
allow for emergent gameplay previously impossible in traditional engines.

* SECOND SOLUTION: Metric Engineering & Non-Euclidean Fabric

We introduces the Vector-V Engine, a proprietary framework born from the principles of Google’s Antigravity
research.

e Metric-Steerable Inertia: We replace standard Newtonian physics with a "Vector Gravity" field. Objects don't just
"fall"; they move according to a programmable spatial metric.

e Sub-Spatial Rendering: Using 4D coordinates, we render non-Euclidean spaces where the internal volume of a
structure can be larger than its exterior footprint—with zero performance hit.

e The Metric Layer: A decentralized protocol that validates physics calculations as "Gravitational Proofs, "ensuring

100% synchronization across all global nodes.
3. % TOKENOMICS: THE $METRIC UTILITY

The $METRIC token is the "fuel” for the Consortium'’s decentralized pipeline and also "Computational Mass" within
the ecosystem.

e Governance (The Nodes): Holders vote on which "Consortium Nodes" (Sigma, Phi, or Omega) receive R&D, grants
and earn $METRIC for processing high-order physics calculations.

o Asset Scalability: $SMETRIC is used to pay for decentralized asset rendering across the "Void Render" network.

e Spatial Leasing: Developers stake $METRIC to "anchor" their non-Euclidean worlds to the mainnet.



e The Gravity DAQO: Token holders vote on the "Universal Constants” (e.g., the speed of light or the strength of

gravity) within the shared Project Metric multiverse.

Deflationary Burn: 1% of all simulation-compute fees are "sent to the void" (permanently burned), ensuring scarcity as

the network grows.
4. %X THE DREAM TEAM: ARCHITECTS OF THE VOID

v The Consortium is led by visionaries with direct experience in Google's products, LLM's, good understanding of
Blockchain technology, Advanced programmers(C++, Python, etc.) that embrace and enjoy the Prompt engineering
as well with all the spikes of Al.

v Anyone can join the team from the early stage or later if: comes with brilliant ideas that will be analyzed and
discussed openly on our Web3 forum.

v The Google Connection: We bring "Big Tech" precision to the decentralized world, applying proprietary insights

into gravity-warping physics to consumer-grade gaming hardware.

v Decentralized Nodes: A network of labs specializing in Physics Optimization, Recursive Lore, and Spectral Visuals.
5.2026 ROADMAP: INITIALIZING THE SEQUENCE

Q1 - Singularity Phase: Completion of the $METRIC Smart Contract audit and Seed Round.

Q2 - Event Horizon: Public ICO launch via the integrated "Initialize Sequence" web portal.

Q3 - Quasar Alpha: First playable tech demo of the procedural universe engine.

Q4 - Post-Reality: Full integration of the $METRIC governance DAO for project funding.



