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At the same time, they can acquire and trade decorative elements (Totems) which improve performance and/or aesthetics of the shelters.
The Shelters, Rooms and Totems are transferable and stored in a Smart
Contract of the Ethereum network. Transactions that occur on the platform are governed by a token under the ERC721 protocol, called DOMUS.
Stitched is a hybrid platform, combining a decentralised Content Distribution Network (CDN), with a centralised backup and support system.
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1 . I N T RO DUCTI O N

The growth and abundance of Virtual Reality is undeniable. Currently in
the world, there are more than 100 million cheap Virtual Reality headsets
which are mobile powered. These cheap headsets are priced below 50
USD. Within the technology sector, 2017 was the year of Virtual Reality.
Although it is not new, the number of users has grown drastically thanks
to an advancement in hardware and a reduction in costs. According to the
study by Tech Trends in 2017, and magazines such as Forbes, it will not
stop here, but will become a technology of mass consumption in a short
time and shape the not so distant future.
STITCHED provides the technical infrastructure to develop video content (2D or 360) through Video-on-Demand (VOD) or Live Streaming, in
Virtual Environments using PC or smart phone. No additional hardware
needs to be purchased to get the full benefit of STITCHED.
These Virtual Environments are called rooms and a collection of rooms, a
Shelter. The aesthetic and technical characteristics of Rooms and Shelters
can be improved by acquiring totems (individual digital elements). Shelters, Rooms and Totems, and the transactions that take place with them,
are regulated in a decentralised General Ledger (a protocol to describe the
content and technical characteristics of said property) and a peer-to-peer
network for user interactions.

2. FO UNDATI O N

Companies such as Facebook, HTC, Sony and Google have made investments in order to produce Virtual
Reality hardware. This hardware has been for PC, mobile, and all-in-one headsets and the aim has been
to “democratise” the use of the technology. However, although the use of technology is more popular,
they have not managed to deepen the market as expected. This is mainly due to the fact that users have
to make an important additional payment. Additionally, users are simply passive subjects of the experiences since they must use 360 cameras to create content, which again is an additional cost.
These problems have created a gap between the hardware manufacturers, VR developers, and the users
themselves.

U NT I L JA NUA RY 20 18 ,
M OR E THA N 4 B I LLI O N
E UROS HAV E B E E N
I NV ESTE D I N
I M ME R SI V E R E A LI TY.

But what if there was a platform that would work on mobiles (which users already have), to create video
content in Virtual Reality environments? What if it was not strictly necessary to use VR headsets while
allowing any user to monetise? What if users were supported by a decentralised network to avoid interactions outside the user’s environment?
STITCHED was born as a solution for users around the world to have access to the creation of video
content in Virtual Reality environments.
For more than a year, the TVRLP team has been developing STITCHED based on the results of a thorough market study by Statista, as well as data generated by the Extended Reality study by Goldman and
Sachs.
These studies not only contain data regarding customer technology habits in similar fields (Studies of the
historical impact of technology in average consumers), but also forecasts on consumer behaviour in the
VR market. These were calculated based on development investments by the giants in the field, different
hardware and software solutions being developed and the cost change impact on potential users aged
between 14 and 49.
A similar survey was conducted on potential consumers in order to know their impressions regarding
present and future products.
From all the data collected, we find two main problems that STITCHED resolves:
•
Users CAN NOT create content in Virtual Reality and are basically passive objects of what happens around them.
•
If users choose to create 360 content, they must BUY additional HARDWARE, such as 360 cameras.
Until January 2018, more than 4 Billion euros have been invested worldwide, and with investment forecasts from the tech giants (HTC will invest more than 10 Billion in the coming years), VR has become one
of the markets with the highest potential growth.

3 . PRO DUCT
D E FI NI TI O N

Una de las habitaciones originales de Stitched

THE STITCHED MVP
IS AVAILABLE ON
GOOGLE PLAY AND
HAS BEEN TESTED
FOR SIX MONTHS BY
A CLOSED GROUP OF
BETA TESTERS.

CONCEPT
Stitched was born conceptually as a mobile app on a centralised
platform that allowed users to create and enjoy video content in
Virtual Reality environments. Users could interact with the environment without the need for additional hardware.
By allowing people to view the content on their smartphone, without the need of a VR headset, gave the platform a chance to
attract users who do not know the technology or do not have a
headset.

The completed rooms are published within the application and users who want to view
the content are automatically placed in the centre of the room. Viewers can navigate their
way around the room by swiping with their finger, or by using a Virtual Reality headset for
mobile. Viewing the room through a VR headset gave a truly immersive experience.
The MVP is on a centralised system, where all video content is stored in the STITCHED
servers to maximise the performance. The user’s mobile only carries the weight of the
execution of the VR room.
To achieve a more complete user experience, we are working on the incorporation of Live
Streaming, both 2D and 360.

Since the end of 2016, development has been done to achieve the first milestone of the roadmap, launching a beta version
(MVP) for a small test group. In March 2018, the MVP became
available for Android phones. In this version, users can choose
between three different environments to display four 2D videos.
The videos can be uploaded from the device, captured through
the camera or shared with other users to complete that environment.

AR Code to download Stitched from Google Play Store
(Android).

Vista contenido en pantalla

EVO LUTI O N

STITCHED EVOLVES TECHNICALLY ACCORDING TO THE
IMPLEMENTATION OF BRAND-NEW STRATEGIC SOLUTIONS.
One of the main challenges is monetisation.
Our aim is to allow any user of STITCHED
to earn money from the platform, whether
they are content creators or not.
To achieve this, STITCHED will go from being a centralised platform, to a hybrid platform. STITCHED will use a peer-to-peer network for on-demand content distribution,
supported by a centralised backup, which
will also act as the basis for the broadcast of
live video content.
Based on the concept of monetisation, the
idea of personalisation is incorporated, making the creations of the users (of their shelters and rooms) a completely customisable
and unique element. STITCHED users will
have the ability to enjoy and create content,
be a part of the distribution network and
transfer properties within the platform.
STITCHED will become a social experience,
with an economic environment where users
will own virtual properties (shelters), and in
which transactions between users can take
place. The use of Blockchain will allow for
the development of an infrastructure where
these economic interactions are not channelled and controlled by a centralised system.

STITCHED users receive a completely customisable property composed of four rooms.
Uses will be able to make that property unique by creating, purchasing and displaying
individual elements that are incorporated
into the property (This elementes are called TOTEMS). These TOTEMS can be purely aesthetic or grant additional features
to rooms and shelters. All property levels
within STITCHED (TOTEMS, ROOMS and
SHELTERS) are transferable to other users.
These properties and the transactions that
occur with them are reflected and protected by the incorporation of the Blockchain
technology.

SHELTER - EXTERNAL VIEW

4 . AR C HI TE CTU R E
As mentioned, STITCHED will be a hybrid platform combining a centralised
platform and a peer-to-peer network.
STITCHED has a centralised solution suitable for the live transmission of
2D or 360 videos. The platform is fully scalable, depending on the number
of active viewers of a stream. The system can be deployed in different
areas of availability to achieve more efficiency. STITCHED also provides
users with the possibility of retransmitting different video and / or audio
qualities.

The use of protocols such as P2P and IPFS allows content to be separated into pieces that are randomly
distributed among clients. If content needs to be updated for any reason this could be updated incrementally reducing the need for bandwidth. The P2P network also causes considerable savings in server
costs due to users acting as the servers.
The centralised servers act as support systems for the P2P network and clients’ devices. They can also
provide functionality if there are ever errors with the network. Apart from this, system features such as
Live streaming will be a part of the central server.

In the case of Video on Demand, STITCHED works on a peer-to-peer network, or decentralised solution. The weight of the content distribution is
therefore supported by the users of the platform. This solution allows us to
create an ecosystem of transactions using tokens, and therefore, the possibility for users to monetise their participation in STITCHED.
The combination of both solutions improves the user experience since, on
the one hand, the cost of working with a centralised system is reduced,
while simultaneously ensuring the content is always available.
Users can use both a client for PC (Windows) and a mobile client (Android,
iOS) to access this content. In the case of wanting to distribute content for
a monetary retribution in a number of tokens of this cryptocurrency, they
will require the PC client.
To ensure the efficient distribution of content among users, the proposed
solution moves away from traditional centralised solution (client-server). A
system is proposed that advocates mainly for a hybrid solution, which uses
a set of services in the cloud. A P2P (Peer to Peer) network that allows devices to transfer pieces of content means communication with centralised
servers isn’t necessary.
This allows a resilient, robust and fault-tolerant system to be put in place
and reduces issues such as lack of bandwidth, difficulty connecting with
other clients or with the central servers themselves. Thanks to this hybrid
architecture we can offer a better user experience, as well as giving the
ability to enter the content market in a secure way.

Centralised system

P2P

STITCHED

It does not provide the opportunity for

In mobile it has to be calibrated carefu-

The content is supported by the central

equal monetisation opportunities. Increa-

lly so as not to drain the battery and the

system. It allows live streaming of 2D and

se the cost of the service.

hardware data. In case of difficulty to find

360 videos. It has the support of the P2P

the content in other users, there is no fa-

network to lighten the cost.

ll-back.

A R C HI TE CTU R E
5. ECONOMY
APPLICATION LAYER: Mobile frontend / PC. Streaming 2d / 360 (Visualisation). V.O.D. Marketplace (Digital Assets).

AN ECONOMIC SYSTEM WHERE ALL USERS CAN MONETISE

SERVICE LAYER: Accounts. Authentication Management platform.
The economic system of STITCHED is based on the construction, purchase, sale and/or donation
of digital goods. Some of these are purely aesthetic and some improve technical features of the
spaces for creating content. These digital assets are divided into SHELTERS, ROOMS or TOTEMS.
The operations that occur within STITCHED are performed using a token called DOMUS which was
developed under the ERC721 protocol.
MARKETPLACE: STITCHED will contain a Marketplace where digital goods can be bought and sold
at fixed prices, or through auctions.
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This section details the economic system of STITCHED.
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SHELTERS: The shelters are a set of VIRTUAL ROOMS where content is created. VIRTUAL SHELTERS can
be transferred through direct sales between users or through the MARKETPLACE by means of fixed price
or auction.
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AML (ASSETS MANAGEMENT LAYER): Central digital assets. Goods developed by users. Wallet
Services. Transactions.
P2P NETWORK: Network peer-to-peer. Decentralised Supply Video on Demand (VOD) / Music
on Demand (MOD).
INFRASTRUCTURE LAYER: Centralised resources. Streaming 2d / 360. Fall-back information.
BLOCKCHAIN LAYER: Smart Contracts for properties and transactions. Intellectual Property
protection. Cryptography.

ROOMS. The content in STITCHED is published and displayed in an interactive virtual space called a
Room. This virtual space is the centre of everything on the platform and serves both to publish and view
content. This content is divided into two categories: Video on demand (Whether 2D or 360 videos) and
live video broadcast (2D or 360).

A ROOM is a space in Virtual Reality that is completely empty to begin with, except for four blank
screens which content can be added to. The tokens within STITCHED will allow users to acquire
individual elements that improve the characteristics of the ROOM or serve as decor. These elements
are called TOTEMS.

By using a P2P network, we can ensure users who don’t create content can still monetise. To do this,
they must be part of our content distribution network and become CDS (Content Distribution Seed). The
proportion of users’ income depends directly on the amount of information they serve to other users.

TOTEMS
A TOTEM is a decorative element that any user can acquire
to improve the benefits of a
Room. These TOTEMS can be
fixed elements (like paintings
or graffiti for the walls), or interactive (like a jukebox where
you can listen to music). Both
users and content creators can
acquire these TOTEMS directly
from the MARKETPLACE.

TOTE M S
THERE ARE FOUR TYPES OF TOTEMS
LEGENDARY TOTEMS:
These will be available in a very limited number, and they allow interactions or improvements in the ROOMS. These TOTEMS will
never be repeated, therefore, they will be
UNIQUE, although they can be donated or
sold to other users through the marketplace.

JUKEBOXES can play Music On
Demand (MOD).

EPIC TOTEMS:
These can be acquired with easier than LEGENDARY TOTEMS and allow for interactions and improvements to rooms. There
are low numbers of each but there is a finite
quantity. They can be donated or sold to
other users through the marketplace.

COMMON TOTEMS:
TRUNKS increase the storage
capacity.

These are non-interactive, purely aesthetic and will
always be available to any STITCHED user. They can
be donated or sold to other users through the marketplace.

CARPETS improve the access to
the visits figures.

SPECIAL TOTEMS:
These are non-interactive and can be acquired in a more common way. Like the
previous ones, they allow interactions or
improvements in the technical characteristics of the ROOMS. They can be donated
or sold to other users through the marketplace.

POSTERS allow users to enjoy
premium content.

BUILDERS: These are users who are talented 3D designers who can sell their
own Common Totems in the marketplace. The totems developed by Builders
can be transferred through direct sales to other users, donated or sold through
the Marketplace, by fixed price or auction.

TOTEM BENEFITS

EXAMPLE: SHELTER WITH TOTEMS

The TOTEMS that STITCHED users acquire for their Rooms will improve
functions such as the following:
•

Promotion of content.

•

Monetisation of views.

•

Live stream (360 or 2D video).

•

Live chat in live broadcasts.

•

Accepting donations.

•

Storage improvement

•

Aesthetic improvements in the room.

•

Statistics and data of visits.

•

Creation of Premium content.

•

Monetisation (Membership in the DSC community).

•

Viewing premium content

•

Become Builders

Depending on the rarity of the TOTEM, it will improve to a greater or lesser
extent.
Both the TOTEMS and the COMPLETE ROOMS may be sold or auctioned
at the MARKETPLACE. The ROOMS are sold and transferred as a whole,
including the TOTEMS inside. Just as there are some TOTEMS can be donated but ROOMS can only be sold through the MARKETPLACE.
All transactions that occur in the MARKETPLACE are carried out in DOMUS (STITCHED tokens). The acquisition of TOTEMS however, can be
done using TOKENS or current currency.

TOTEM
Painted Wall
Screens

IMPROVEMENT
INCREASE CONTENT PROMOTION
DISPLAY CONTENT 2D / 360 (DEFAULT)

Piano / Guitar

MUSIC ON DEMAND

Chairs / Table

DECOR

Flooring styles

OWNER ACCEPTS DONATIONS

Closet

INCREASES STORAGE CAPACITY

MA RK E TPLA C E

MARKETPLACE
Users will have the opportunity
to create, trade and/or donate
TOTEMS within Stitched,
through the Marketplace.

TOKENS SALES
EVENT

DOMUS is a standard ERC721 token. The supply of these will be fixed from the beginning and the
mining of these will not be allowed (or any type of additional creation of tokens) after the establishment of the initial contract.
There will be two tokens sale events, the first of which will be a private sale which will be accessed
by invitation only. Later there will be a public sales event. DOMUS is a token that allows users to
operate within the STITCHED platform.
The total number of tokens will be 200,000,000. Of these, 50,000,000 will be sold in the ICO. Additionally, within the DOMUS acquisition program, a portion may be allocated for sale to strategic
investors.
Softcap and Hardcap: the Softcap will be 4000 EHT and the Hardcap will be 5500 ETH. This
amount will have enough to develop all platform functionalities, carry out a worldwide marketing
campaign and deploy a campaign to invite content creators to the platform.
THE TOKENS WILL BE SENT TO THE SAME DIRECTION ETH FROM WHICH THE CONTRIBUTION HAS BEEN MADE. HOWEVER, THEY WILL REMAIN LOCKED UNTIL THE END OF THE
ICO. UNDISTRIBUTED TOKENS WILL BE BURNED.
The change of DOMUS is set at 1 DOMUS = 0.06 USD.
This ICO will be audited in accordance with the regulations derived from the CGS (Coin Governance System) for greater protection of investors. The CGS retains the collected funds and
releases them as the goals of the Roadmap are achieved.
Want to know more about CGS? https://cgs.vote

TO K E N E CO N O M I CS

6 . TO KE N S SA L ES E V E N T
50.000.000 DOMUS

15%

MARKETING
PLATFORM DEPLOYMENT AND
MAINTENANCE

10%

40%

PRODUCTION INCENTIVES
LEGAL AND OTHERS
15%

MAINTENANCE
20%

TOTAL TOK E N DISTR IB U TIO N
2 0 0 . 000. 000 DOMUS
CONTENT CREATORS PROGRAM

30%

SALES EVENT

25%

STRATEGIC PARTNERS

18%

TOTEM CREATION PROGRAM

10%

TVRLP

10%

TEAM INCENTIVES

7%

P R E M I U M CO N T E N T

- vínculos interactivos -

7. TV R LP
TEAM

MIGUEL HORMIGOS
CEO

YRENIS PÉREZ

JUAN LUIS LÓPEZ

GENERAL MANAGER

HEAD OF DEVELOPMENT

More than fifteen years international

Expert in International Relations. She has

Full Stack development specialist in

experience linked to IT and R&D projects.

worked for and with companies such as

PHP Full Stack, MySQL, mongo dB, SQL

Hilton Hotels UK and Hyundai.

Server, jQuery, CSS3, HTML5, Twig,
Cordova, Ionic, MVC..

STITCHED is a product developed by TVRLP. The Virtual Raccoon Lab Project (TVRLP) is dedicated
to the development of in-house and third-party solutions based on Immersive Reality technology,
including Virtual Reality, Augmented Reality and Mixed Reality. Our main headquarters are located
in Albacete (Spain). The team of professionals at TVRLP come from a range of different countries.
In addition to our team in Spain, we have another extensive team of sixteen engineers in different
parts of the world, a team that we are constantly growing and being trained.

TVRLP is dedicated to the development and standardisation of on-demand software for third
parties. Although the number sectors in which Immersive Reality can be applied are unlimited, we
are specialists in solutions dedicated to Education, Training, the Medical sector and Entertainment.

TEAM

TVRLP develops its own solutions with two fundamental premises, scalability and globalisation.
For this, we have signed joint development agreements with companies and institutes such as the
University of Castilla la Mancha and its Immersive Reality department, the LEXICOM LEARNING
company in the United Kingdom, YUDIZ unlimited in India and the Xinjian District Government
and the city of Nanchang in China.

TVRLP is Innovation, Research and Development and Implementation.

ADRIANO LÓPEZ
SENIOR IT DEVELOPER

JESÚS SÁNCHEZ
DESIGNER

JAVIER BELLVER
IT DEVELOPER

INIS
DOLUPTA
Unity
+ VRENTURIT
Environments,
AR, PHP Full

2DEXPLIQUE
/ 3D designer.CORENIENDI
More than ten years

Analysis,
design
and deployment
of BlocGA. BIT
LABOREST,
SEQUAM

Stack, MySQL, mongo dB, SQL Server,

of experience in the development of arts

kchain. Blockchain Programmer & Smart

HTML5, Json.

and scenic systems for Mobile / PC.

Contracts.

DAN SIMPSON
UX/UI PROJECT MANAGER

One of the few experts in the world specialising in UX/UI for projects in Immersive Reality.

ADV I S O RS

FELIX FUERTES

JOSEF SALCMAN

ICO ADVISOR

ICO ADVISOR

ICO (initial coin offering) advisor and
trader experienced in Forex, indices and
cryptocurrencies.

ICO (initial coin offering) advisor, Investor, entrepreneur and expert in selection
and analysis of ICOs.

ROOMS WITH TOTEMS

8 . ROA DM A P
Q1 2019
Creation of STITCHED Labs USA Inc.
Q1 2017
Technical Development Research

Q2 2019
Testing of gamified functionalities
Q2 Y Q3 2017
Backend development for STITCHED
version 1.0

Q3 2019
Ethereum Network Testnet Deployment
Marketing Campaign
Q4 2017
UX/UI design for arts and frontend

Q3 2019
P2P Network Deployment
Q1 2018
Frontend functionalities for production
beta version 1.1

Q2 2018
2D and 360 streaming / Creation of
STITCHED Experiences S.L.

Q3 Y Q4 2018
Incorporating new functionalities & token
generation event

Ethereum Network Mainnet Deployment

9. SUMMARY

STITCHED is a hybrid platform that allows users to monetise their participation by being part
of the content distribution network, as well as by buying and selling digital goods. The DOMUS
tokens will allow the acquisition of digital goods that are divided into shelters, rooms and totems.
Totems improve functionalities and Aesthetics within STITCHED such as the promotion of content,
the live transmission of 2D or 360 video, unlimited storage of information within the system, etc.
As of May 2018, TVRLP has obtained more than 300,000 euros in two different investment
rounds, which has allowed the Research and Development necessary to have an open production
beta MVP (You can download STITCHED here https://play.google.com/store/apps/details?id=com.
tvrlp.STITCHED).
Both the transactions that occur in STITCHED, and the deposit of the Smart Contracts that regulate the property are ruled by the ETH Blockchain network.
STITCHED is aimed at a market of more than one hundred million users worldwide. Additionally,
the development of the platform allows any user, without having Virtual Reality headset, to enjoy
the experience.

“I LIKE THINKING BIG. I ALWAYS HAVE. TO ME ITS VERY SIMPLE:
IF YOU´RE GOING TO BE THINKING ANYWAY, YOU MIGHT AS
WELL THINK BIG”

REM KOOLHAAS
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