Boomdizzle Producer Studio Prototype 2 - Statement of Work

The following document details the specific work to be completed by Zero G Games for
Boomdizzle (the client) in the subsequent phase of the Producer Studio product. This
document should be considered the definitive outline of all proposed work to be included
in Prototype 2 development. Any supplementary discussions, diagrams, or concepts not
specifically outlined in this document are not part of the Prototype 2 development. This
does not by any means limit Zero G Games from adding features and or functionality as
it sees fit to be best realize proposed features in this document.

Format of This Document

Each section of development has been illustrated in a diagram that has been given a
label. This document will refer to each diagram and add any level of otherwise
undocumented clarity to those areas of development. Any missing descriptions or
concepts not included in this document should be considered not included in the work
being performed by Zero G Games for Prototype 2 development.

It should be assumed that the information in the feature diagrams and in this document
are both true to each feature design.



Architectural Shift

PROTOTYPE 2 ARCHITECTURAL DIAGRAM

Prototype 2 Architectural Diagram captures the raw components being developed to support the proposed features,
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The Boomdizzle Producer Studio Prototype 2 will incur a shift in fundamental
technologies. The Java applet layer will be removed in lieu of a pure C++ / Objective C
plugin component that will take on all previously Java applet related tasks. The overall
purpose of migrating features into the plugin is to achieve ultimate access to application
memory heaps as constrained by the operating system and not browser security models,
and to improve the overall responsiveness of the Producer Studio interface.

The Boomdizzle Producer Studio plugin will not be compatible with all operating system
versions or web browser applications. We will provide a list of compatible configurations
upon completion of Prototype 2 development.

Note: It is the sincere belief that the Producer Studio will ultimately migrate out of the
Flash interface plugin to achieve the visual performance required to display volume
meters and other critical interface elements in as close to real-time as possible.



Figure 1 — Alternate Inputs / Outputs

ALTERNATE INPUTS / OUTPUTS

Alternate Inputs / Outputs control the where audio is sent and received during various states of the Boomdizzle Producer Studio.

SETTINGS

The list of audio input and output devices
will be provided by the respective machine's
operating system. It is not guaranteed that
every device will be compatible with the
Prototype 2 code base. Zero G wil specify
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‘ AUDIO OUTPUT LIST ‘ v ‘
RECORD | AUDIO INPUT LIST l 'l
| AUDIO OUTPUT LIST ‘ v |

Alternate INPUT / OUTPUT suites will be indicated on the main interface.

This feature allows the user to select alternate inputs for idle use of the Producer Studio
and during recording sessions. The purpose of this feature is to allow the user to have
multiple input and output sources available that automatically switch during the two
modes of use, being defined as Engineering adjustments and Vocalist recordings.

The Producer Studio will not support all input and output devices. Zero G Games will
provide a list of acceptable devices upon delivery of the Prototype 2 development. It is
likely that all currently supported devices will remain supported save any operating
system changes introduced by with Microsoft or Apple.

These alternate settings will be added to the existing settings entry in the database for
the specified user, and reloaded once the user reloads the given account.



Figure 2 — Bulk Cut And Copy

BULK CUT AND COPY

Bulk CUT and COPY refer to the act of entirely selecting an element in the Boomdizzle Producer
Studio interface. This example will demonstrate CUT and or COPYing of a selected sample.

PRESSING CONTROL / COMMAND
C for either Windows or Mac OS X
initiates a COPY function captures

the SAMPLE ID into memory for use

during a paste function

SAMPLE
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PRESSING CONTROL / COMMAND X for either
Windows or Mac OS X initiates a CUT function captures
the SAMPLE ID into memory and removing the select
element from the interface for use during a paste function.

This feature refers to the basic ability to select an element in the Producer Studio
interface and copy an object ID into memory for later pasting into the appropriate
interface construct. The user is required to single-click the element to notify the interface
of its selection, and press the specified keyboard combination to COPY or CUT that
element’s ID into memory.

Should the user press the COPY keyboard command, the element will remain in the
interface undisturbed. Should the user press the CUT keyboard command, the element
will be removed from the interface entirely.



Figure 3 — Bulk Paste

BULK PASTE

Bulk PASTE refers to the act of pasting in a complete copy of an existing sample ID into an original track space without disturbing existing track
elements at the location where the playhead is currently positioned.
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BLANK TRACK

DATA INSERTED SAMPLE

WINDOWS - CONTROL V

MAC OS X - COMMAND V/
PRESSING CONTROL / COMMAND V for either

Windows or Mac OS X executes a PASTE function
into the timeline at precisely the point where the
playhead has been positioned.

The BULK PASTE function will not edit or alter any
surround samples in the timeline.

This feature allows the user to PASTE a COPIED or CUT element ID into the interface at
a specified location as designated by the playhead. This feature is called out uniquely
from other advanced forms of pasting.



Figure 4 — Grid Editing

GRID EDITING

Grid Editing refers to the denomination of time that is used to move a sequencer element.
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This feature will be present for waveform editing and moving, and playhead
adjustments. This feature is currently available in the normal sequencer.

This feature denotes the global ability for the Producer Studio interface to specify which
denomination of time is being used to manipulate elements in the interface. The three
available options for Prototype 2 are milliseconds, bars, and beats. This feature will be
available via waveform editing, waveform moving, and playhead adjusting.



Figure 5 — Grid Toggle Button

GRID TOGGLE BUTTON

Grid Toggle Button refers to a user interface element that tells Boomdizzle Producer Studio whether or not to snap elements to a grid during sequencer editing

Embedded in the Boomdizzle Producer
Studio interface is a Grid Toggle button will
display an icon with a grid graphic to easy
reference.

GRID J

The feature allows the user to toggle ON / OFF the snap to grid feature of the Producer
Studio interface. When enabled, elements in the sequencer will snap to the nearest
specified unit of music (millisecond, bars, or beats). When disabled, the smallest form of
measurement milliseconds will be used for all placement into the sequencer.



Figure 6 — Layered Rollback Mechanism

LAYERED ROLLBACK MECHANISM

Layered Rollback is the act of storing, retrieving, reinstating, and destroying historical takes on a particular track
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This feature provides a means for the user to preserve multiple vocal takes once
recorded. Each vocal take that is saved by the controlling user is stored on the server as
a separate sample along with its track state. The track state is defined as the area
around the vocal take when the recording was made. As additional vocal takes are
made, new samples are saved along with unique track data at the time of recording.

An interface button (indicated by the letter H above) allows the user to access a list of
saved vocal takes. Additional buttons allow the user to preview the vocal take as it was
during its recording. If the user wishes to use the specified vocal take, three options are
available:

1. Replace (indicated by the letter R above) allows the user to overwrite any and all
elements that conflict with the current vocal takes area. Meaning, if a sample
intersects the given vocal take being used to replace existing track data, it will be
overwritten and or erased.

2. Overlay (indicated by the letter O above) allows the user to add the vocal take to
existing track elements. Meaning, no track data will be deleted unless it is
overlaid by the specified vocal take.

3. Insert Into New Track (indicated by the letter N above) allows the user to insert
the vocal take into a new track provided additional tracks are available. In the
event additional tracks are not available, the user will be notified that they need
to make room to use this feature before proceeding.

Previewing a given vocal take will automatically start the playhead two bars before the
vocal take and follow-up with two bars after the vocal take.



Figure 7 — LIVE Filter Preview

LIVE FILTER PREVIEW

Live Filter Preview refers to the ability to preview a filter's effect on a track live while making adjustments to the filter's inputs.
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This feature enhancement allows the existing reverb and equalizer edits to be heard
during playback. This feature is only accessible when the user has started a playback,
and then accesses the filter panels. If the interface is not playing back music, this feature
is not applied.

This feature is achieved by the Producer Studio browser plugin taking in interface
controls by the Flash interface, and routing the controls into the plugin for immediate
signal processing to the currently specified output device.



Figure 8 — Memory Indicator

MEMORY INDICATOR

Memory Indicator refers to a visual display mechanism that tells the user how much memory is left based on a pre-allotted amount.
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This feature allows the user to see how much designated memory is left for the Producer
Studio. Each time a feature is used that consumes memory the browser plugin will
update the Flash interface to notify the user in the change.

The amount of total memory is not set in stone at this time. The browser plugin will
hardcode this value each time it is built. We will begin the development with a 1 gigabyte
limit or proportionately less depending on the designated computer.



Figure 9 — Mic Level Monitoring

MIC LEVEL MONITORING

Mic Level Monitoring refers to the ability to monitor the mic input at all times whether or not the recording session is active.
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This feature continually monitors the input device when a track is armed for record. The
browser plugin will monitor the input level and report this to the Flash interface. The
existing volume meter will signify normal, high, and peak levels to allow the controlling
user to adjust input levels before creating distorted vocal takes.



Figure 10 — Millisecond to Pixel Display

MILLISECOND TO PIXEL DISPLAY

Millisecond to Pixel Display is the method of converting time proportioned data into pixel display whereby the number of pixels may or
may not be exactly proportional to the number of milliseconds being manipulated.
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Aproportionate ratio of milliseconds to pixels is calculated to represent time in a visual manner based on the user's choice in timeline magnification.

NOTE: iz Studio type 2 will have a single level of magnification. This means that the user will
not be able to adjust the ion of the or the view.

This feature allows the Producer Studio sequencer to display pixel level accurate
representations of the millisecond musical data. As the sample data is added to the
sequencer, a translation in ratio from musical milliseconds to screen pixel is calculated to
ensure maximum level of accuracy for viewing and editing commands.

Note: Prototype 2 will have ONE level of magnification at all times. There will be no
feature to allow sequence scaling. However, when visual resolution editing becomes
available, the core display ratio algorithm will be complete. This does not include the
visual programming to enable this feature in the interface.



Figure11 — Non Destructive Editing

NON DESTRUCTIVE EDITING

All samples in Boomdizzle Producer Studio are derived from master samples that are never manipulated. A core sample is sub selected into sub samples for playback composition.
If the entire sample is desired for playback sequencing, a sub sample of the entire length of the master sample is created. Any filtering or editing of the sub sample is stored either
algorithmically or rasterized into duplicate files based on a date time stamp mechanism.
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SID - Sample Identification Number. SSID - Sub Sample Identification Number.

START_BIT - Millisecond position of
where the sub sample begins.

RUN_LENGTH - number of milliseconds
the sample is intended to run before
looping or quitting its playback.

This feature allows the Producer Studio to store original sample information in its raw
form, and derive sub-sample data using minimal byte information. Filters and other
editing applied to the sub-samples will not affect the master sample stored in memory or
in the user’s account or Boomdizzle database.



Figure 12 — Playback and Record Level Adjustments

PLAYBACK & RECORD LEVEL ADJUSTMENTS
Playback & Record Level Adjustments refer to the ability for the Boomdizzle Producer Studio to allow the ser to adjust all track level controls during playback and hear the changes live.
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This feature allows users to edit control panel levels during playback, and have
subscribing users see the edits as quickly as the supporting Internet connections and
dependent software allows.

The output signal is routed down two possible paths:

1. Local Output Device — meaning, during playback the authoring user of the control
change will be permitted to listen to the change live during playback.

2. Remote Output Streaming — meaning, subscribing users will hear the composited
edit via a streaming pipeline to their interface.

Note: This feature will not allow two users to modifying controls simultaneously. Only the
controlling user will be permitted to make changes at a time.



Figure 13 — Playhead Adjusting

PLAYHEAD ADJUSTING

Playhead Adjusting refers to the act of using a double-click mouse event to initiate a manual adjustment to the current playhead's position in milliseconds.
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STEP 2 DOUBLE-CLICKING PLAYHEAD
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The user is allowed to enter in manually the millisecond adjustment of the playhead's
position on the sequencer. Negative and Positive numbers are permitted

STEP 3 PRESSING ENTER OR RETURN KEY CONCLUDES THE ADJUSTMENT

SAMPLE

This feature allows the user to double-click the playhead and make millisecond level
edits to its positioning. Once the user has finished the edit, pressing the ENTER or
RETURN key will commit the change.

This feature is made available to allow the user to achieve millisecond perfect accuracy
for punch-in and punch-out settings, and later features not yet available.



Figure 14 — Punch In / Out Mode 1

PUNCH IN/OUT MODE 1

PUNCH IN / OUT MODE 1 refers to the act of recording a partial area of the selected sequencer based on start and end indicators.
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This feature allows the user to specify start points for pre-roll and record start, as well as
end points for record stop, and post-roll. Once the RECORD button is invoked, only the
areas specified between record start and record stop for the selected track will be
recorded into memory for normal confirmation and saving.

Each start and stop marker will exhibit the playhead editing feature to allow for
millisecond level editing prior to recording.



Figure 15 — Punch In / Out Mode 2

PUNCH IN/OUT MODE 2

PUNCH IN / OUT MODE 2 refers to the act of recording a partial area of the selected sequencer based on manual keyboard interactions.
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TRACK DATA
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PUNCH IN SAMPLE SAMPLE
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When in Punch IN / OUT Mode 2 (INITIATED BY PRESSING Multiple segments can be recorded during recording.

CCOMMAND-SHIFT-P) a normal record session is initiated, but the
microphone capturing is only recorded when the assigned
keyboard keys are used to start and or stop the recording.

The Boomdizzle Producer Studio Plugin will capture the keyboard
input to ensure the highest level of millisecond accuracy.

This feature allows for a manual method of starting and stopping the input device during
a recording. Using a special keyboard command, the Vocalist user will be allowed to
start and stop the recording however many times until the STOP button is pressed. At
that time, the entire vocal take (designated by a raw RECORD and STOP button pair)
will be saved in memory as a single vocal take.



Figure 16 — Push To Talk

PUSH TO TALK

Push To Talk refers to the ability to control microphone transmissions via a keyboard command during vocal recordings from the Engineer to the Vocalist.

Embedded in the Boomdizzle Producer
Studio interface i a TALK button that will
respond to a direct key press to authorize
the local microphone to transmit data to the
subscribing vocalist client during a record
take.

TALK

This feature allows the user to use a designated keyboard command to “talk” to the
recording vocalist during a take. Otherwise all vocal input to the recording vocalist will be
muted during record.



Figure 17 — Remote Mic Level Monitoring

REMOTE MIC LEVEL MONITORING

Remote Mic Level Monitoring refers to the ability to monitor a remote mic input at all times whether or not the recording session is active.
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This feature will allow subscribing users to see mic level inputs display on their local
machines using a remote protocol from the authoring computer to the subscribing
machine. These levels will experience normal network latency, but still provide valuable
peak input monitoring prior to recording.



Figure 18 — Saving Mixdown Flow

SAVING MIXDOWN FLOW

Saving Mixdown Flow refers to the steps involved in saving a mixdown from the Boomdizzle Producer Studio to the Boomdizzle.com website
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This feature allows the user to save the current state of the session into a single flatten
file for purchasing through the Boomdizzle.com website. Zero G Games will make a
single call to existing Boomdizzle.com created PHP scripts that will make all appropriate
database additions for the user’s profile page to function.

An added checkbox will be made available should the Boomdizzle.com website
engineers decide to add the sample back to the user’s personal MixDown category. Zero
G Games can assist in this coding, but will need to specify additional statements of work
and estimates prior to development.



Figure 19 — Selecting Multiple Tracks — Non-Sequentially

SELECTING MULTIPLE TRACKS - NON-SEQUENTIALLY

SELECTED NON-SEQUENTIAL TRACKS refers to the ability of the user to select multiple areas using their mouse to drag from point A to point B and to add additional clicks using
a keyboard modifier to tell Boomdizzle Producer Studio that other track elements are being selected.
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This feature allows the user to select multiple track elements that are not represented
sequentially using a combination of manual mouse clicks and or dragging techniques in
combination with keyboard commands. Every effort will be made to match the commonly
specified user interface guidelines of each respective operating system.



Figure 20 — Selecting Multiple Tracks — Sequentially

SELECTING MULTIPLE TRACKS - SEQUENTIALLY
SELECTED MULTIPLE TRACKS refers to the abilty for the user to drag their mouse from point A to point B and thus designate track data for further manipulation.
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This feature allows the user to select track elements sequentially based on simple
dragging techniques.



Figure 21 — Sequencer UNDO

SEQUENCER UNDO

Sequencer Undo refers to the limited ability to undo track modifications and control edits.

CONTROL INTERFACE
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This feature allows the user to UNDO a single action in the Producer Studio interface in
the area of control panels and sequencer edits.



Figure 22 — Surgical CUT and COPY

SURGICAL CUT AND COPY

Surgical CUT and COPY refer to the act of partially selecting an element in the Boomdizzle Producer Studio
sequencer. This example will demonstrate the surgical CUT and or COPYing of a selected sample.

PRESSING CONTROL / COMMAND
C for either Windows or Mac OS X
initiates a COPY function captures a
sub sample of the selected sample.

SAMPLE

HOLDING DOWN THE SHIFT KEY, A CLICK AND DRAG MOUSE EVENT IS TRACKED TO DETERMINE
WHICH PORTION OF THE SAMPLE IS BEING ISOLATED FOR CUT OR COPY FUNCTIONS coPY WINDOWS - CONTROL C
Windows or Mac OS X initiates a CUT function captures a

MAC OS X - COMMAND C
SAMPLE @
sub sample of the selected sample and removing the

select portion from the interface for use during a paste
DRAG MOVEMENT cut function.
\—> SAMPLE

WINDOWS - CONTROL X
MAC OS X - COMMAND X

SELECTED PORTION

PRESSING CONTROL / COMMAND X for either

NOTE: Selecting blank white space in the sequencer is ALSO recognized during copy.

This feature allows the user to select sub elements of track data to later be used during
a PASTE. Where the pixel data is representing multiple milliseconds, the first available
millisecond and last available millisecond respectively will be gathered in the COPY and
or CUT commands.

In the event of a COPY command the originally selected data will remain behind. In the
event that a CUT command is used, the selected element will be removed from the
interface leaving behind any residual data that is not selected.



Figure 23 — Surgical Paste — Overlay Paste

SURGICAL PASTE - OVERLAY PASTE

SURGICAL PASTE refers to the act of pasting in a partial copy of an existing sample ID into an existing track and thus causing alterations to adjacent samples in the timeline. This
form of pasting will also recognize blank space in the timeline when inserting new track data. A SURGICAL PASTE is determined by whether or not the track has sample data that
will need to be altered as a result of the PASTE function.
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The PLAYHEAD is adjusted to the exact point of insertion.

STEP 2
WINDOWS - CONTROL V MAC OS X - COMMAND V
TRACK DATA
NEWLY NEWLY

CREATED OVERLAID SAMPLE CREATED

SAMPLE 1 SAMPLE 2
PRESSING CONTROL / COMMAND V for either I a sample exists undeneath the playhead, it will be
Windows or Mac OS X executes a PASTE function split into two sub samples. The right portion of the
into the timeline at precisely the point of which the sample will be butted up against the right most side
playhead has been set. of the inserted sample.

The SURGICAL PASTE function will split existing
samples if the are within range of the newly pasted
sample. All sample data and white space will be
recognized during the paste insert operation.

This feature allows the user to surgically paste on top of an existing track overlaying all
current track data. All sample data below the pasted element will be erased using the
non-destructive process outlined in the Prototype 2 development doc.

Note: This feature will not preserve “layered” data beneath the pasted portion. All sample
data intersected by the new data will be truncated or split respectively.



Figure 24 — Surgical Paste — Shuffle

SURGICAL PASTE - SHUFFLE

SURGICAL PASTE refers to the act of pasting in a partial copy of an existing sample ID into an existing track and thus causing alterations to adjacent samples in the timeline. This
form of pasting will also recognize blank space in the timeline when inserting new track data. A SURGICAL PASTE is determined by whether or not the track has sample data that
will need to be altered as a result of the PASTE function.
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timeline at precisely the point of which the playhead millisecond 1100, all bits from 1100 would be
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ADDITIONAL SHUFFLE PASTING will create duplicates that butt against the previously inserted data instead of inserting at the playhead point they will insert at the end of
the last paste

This feature allows the user to insert data into a track(s) and bump the existing track
elements forward proportional to the data being added.



Figure 25 — Waveform Moving

WAVEFORM MOVING

Waveform Moving is the act of adjusting the start and end points of an existing sample's on a sequence timeline using millisecond precision controllers.
Movements are visible.
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This feature allows the user to edit the exact placement of a sample element in the
timeline. By double-clicking an element using a specific keyboard combination, the user
invokes an editing mode that allows for timeline editing (based on the selected increment
as outlined in Figure 4). Controls are present that allow for increment, decrement, and
manual typing of the desired modification to the placement of the element. Pressing the
ENTER or RETURN key commits the change.



Figure 26 — Waveform Editing

WAVEFORM TRIMMING

Waveform Trimming is the act of adjusting the start and end points of an existing sample using millisecond precision controllers.

INITIATED BY A DOUBLE CLICK the
waveform trimming interface displays

controls to adjust exactly where the
sample start and end occurs. The

movements cause the sample to be
truncated on either end of the data.

<
=

SINGLE CLICKING the LEFT control will
cause the millisecond pointer decrement
one millisecond or 10 milliseconds if the
SHIFT key is held down during the click

SINGLE CLICKING the RIGHT control
will cause the millisecond pointer
increment one millisecond or 10
milliseconds if the SHIFT key is held
down during the click.

CLICKING DOWN and DRAGGING this

DRAG CONTROL

INCREMENT

DOUBLE-CLICKING the
millisecond position
indicator causes an
enterable field to appear for
manual movement in either
the positive or negative
realm.

Based on the level of
modification and the grid
display, the sample's
dimensions will shrink left or
right to indicate the
adjustment.

SUB SAMPLE

control to the RIGHT or LEFT will cause
the millisecond position to advanced one

Q

or 10 milliseconds based on the SHIFT

key. Mouse cursor will become a hand
during movement motions.

The millisecond display indicates either
the START or the END millisecond
based on the current adjustments. The
measurement in change is displayed
according to the method of incrementing.
Milliseconds, bars, beats, and note
duration are some of the increment
types.

This feature allows the user to edit the exact start and end of a sample element in the
timeline. By double-clicking an element, the user invokes an editing mode that allows for
sample editing (based on the selected increment as outlined in Figure 4). Controls are
present that allow for increment, decrement, and manual typing of the desired
modification to the exact start and end of the element. Pressing the ENTER or RETURN
key commits the change.






