AllA Erawa Viacad
(703) 402-4375

AllAViacad@GMail.com
Title:
Series Transistor, Multi Relay Distance Sensor System (MRDSS), MRDSS/video game system, and Virtual Reality Arena.
Field of the Invention:

The present invention relates to an array of distance determining apparatuses, MRDSS/video game system and/or Virtual Reality Arena, and the series transistor and IC construction technique which enables it. These distances determining apparatuses can be arranged in order to construct a virtual combat or gaming environment involving real life player(s) and/or vehicles. Projectiles can be simulated from trigger pulls within the Virtual Reality Arena and will have no parallel with any real life projectiles.
Description of the Prior Art:
A multitude of positioning systems have been developed since the digital age. The most common previous incarnations of positioning systems implement digital timing signals. Because these timing signals represent blocks of digital code their accuracy is dependent upon the length of time it takes to send or read the block of digital code. The current Global Positioning Satellite system has accuracy of less than 1 meter. With Differential GPS correction signals emitted from ground stations the accuracy can be improved to within one centimeter. When gun combat is simulated however even a 1 centimeter accuracy is not sufficient for long range firing. A 1 centimeter inaccuracy at both the ends of the barrel of a simulated gun could mean 2 centimeters difference. 2 centimeters of inaccuracy along 2 points of a simulated barrel 0.5 meters in length will mean 0.4 meters of inaccuracy when the riffle is aiming at a target just 10 meters away. At 50 meters away a human target would be missed entirely by a 0.5 meter simulated gun because the inaccuracy could number 2 meters, more than the length of a normal human. Gun combat cannot be simulated at long ranges with current positioning systems and if they could they would require a plurality of electronic circuits which would be too expensive to manufacture to make any enterprise involving them profitable.
Laser tag implements infrared beams to determine whether or not a shot is a hit or miss. Laser tag sensors are small and although many sensors may be used it is too expensive and unwieldy to place sensors all over the body. To compensate for their being only a few sensors the infrared beam is made to disperse over a larger area as it passes farther from the simulated gun. This allows players who are far away from the gun to be hit even though the simulated gun may not be pointing directly at the sensor. At long ranges even a near miss will cause a hit. At short ranges players must still aim precisely at the sensor. This effect defines a game play that is radically divergent from real life combat where a hit from a bullet is a hit even if it is anywhere on the body. Short range combat in laser tag involves attempting to cover sensors while placing the simulated gun directly in front of the enemy’s sensors. In real life you would just blast somebody away with your gun. Thus laser tag is not that fun.
Paint ball allows for players to hit other players anywhere on their body. However aiming from a paintball gun is difficult at long ranges because the velocity of the paintballs is limited to prevent damage to the body and thus the balls tend to slow because of air resistance and tends to arc because of gravity. Great paintball guns are damned expensive usually cost in the thousands. Paintballs are expensive also and the way most people play they shoot hundreds of rounds in a given day. It hurts like the dickens to be hit by a paintball. There is no easy way to manage a paintball game from a computer system, so a game must either be played with honest players who will not wipe “paint” from their body denying they are hit or there has to be a referee watching over the full area of every body on the playing field. Besides all of this paintballs are dangerous and can cause loss of eyesight if the proper masks are not worn. These masks often get oil from the paintballs on it and often get condensation on it both of which obscure vision in a game where vision is critical. Paintball is a dirty sport leaving shells of paintballs and oil everywhere. Multiple hits cannot easily be tallied so most paint ball is played on a one hit death basis. In summary paintball is dirty and not as fun as a real life combat simulator with strait or relatively straight flying bullets.
In previous video game gun simulations a trigger pull will signal the video game console to flash the screen for a given time creating a contrast between the background and different targets. This flash is annoying and takes away from game play.

In the past real time strategy games implement a mouse or other controller to highlight units, signal unit production, signal unit management, order attack or other commands. These implements can be clumsy and take a lot of clicking or button pressing and/or getting the pointer on the right place. These games could be made more fun if certain hand signals were used in conjunction with lassoing, and pointing to signal these commands.
Other systems claiming to be “virtual reality” have a headset worn for the purpose of a video display. These systems determine changes in position based on gyroscopes and acceleration determining devices. These systems are often heavy and liable to break. They also are not very accurate and due to this the location being tracked by the system quickly diverges greatly from the location of the system. These systems could be more fun if the location of the system in question was known with pin point accuracy.
Before the series transistor MOSFETs were implemented for current amplification. In the ultra-high-frequency case only low current MOSFETs can be implemented because otherwise MOSFETs would fry due to heat from power. MOSFETs cannot be easily put in parallel in a small volume because of how they are manufactured by the press rolling technique. With the manufacturing technique used to construct the entire MRDSS circuit, with the series transistor enclosed, Radio Relays can be counted and timed extremely precisely and accurately enabling MRDSS Virtual Reality Arenas.

Summary of the Invention:

The Series Transistor is composed of a cubic grid of nonintersecting straight wires intertwining 2 NPN transistors per cubic base unit. Each dimension of wires connects 1 and only 1 of the following: the gate, the source, and the drain. The Series Transistor shall henceforth be associated with the square transistor symbol, “10. Series Transistor Symbol” in diagram “Series Transistor”.

Along the surface of this cube all circuit elements besides wires which are perpendicular to the given face are excluded from manufacturing. The edge corners are squared off and filled in with insulation. Metal Plates are affixed to 3 faces all perpendicular to one another so that the edges of the metal plates do not connect. 1 metal plate is the source. 1 metal plate is the gate. 1 metal plate is the drain.

Manufacturing involves using a xenon laser mild acid etcher to etch holes in each layer of silicon. Metal or insulation is generally poured into these holes before another layer is added such that each layer is precisely aligned with the adjacent layer such that layer synchronization is accurate to well below the length of a circuit element within the Integrated Circuit(IC). For some layers mostly wires and silicon exist for others ion doping is used to synthesize the transistor. Some layers are mostly insulation with protruding wires.

Layers are cut from a (1, 1, 1) silicon wafer by an array of katanas(spiral forged steal titanium alloy knifes). Likewise residue from production is scraped away by a similar angled katana. Metal and insulation must be rapidly beaded all along the construction front while it is immediately scraped away by an angled katana.

NPN transistor diodes are what ideally should be maximized in this production technique and are placed 2 in a unit cell with the drain and the source pointing in the exact direction as the drain and the source of the second transistor respectively to reduce internal magnetic resistance. The transistors sit in the middle of the cubic cell and do not extend beyond the boundary of their unit cell.

Electromagnetic ping(s) can be relayed back and fourth from a pair of relay circuits. These pings can be counted at one or both of the pair of relay circuits. The time from the last ping received at one or both of the pair may also be measured in order to increase the accuracy of the distance determination. An array of such devices can be implemented within a triangulation system. Each element of this array will operate on a different electromagnetic frequency.

One end of these relay circuits may be clustered into 4 or more groups each bound by a single antenna and microprocessor. Each cluster may have an equal number of elements each one corresponding to its numerically correspondent element of the other 3 or more clusters to determine the location from each of the 4 or more clusters to 4 or more elements which could be bound by a single antenna. In other words there are going to be 4 or more Second Relay Circuits in the Virtual Reality Arena bound by a single antenna each one of which relays electromagnetic pulse(s) of a different frequency to and from a First Relay Circuits in 4 or more clusters mounted on the walls of the virtual reality arena at the vertices of a tetrahedron or a shape with more vertices. The Second Relay Circuits could have the distances from their antenna to the antennas of the First Relay Circuits determined by the electromagnetic relays. These 4 or more distances could be used to triangulate the location of the antenna of 4 or more Second Relay Circuits from the known location of the 4 or more First Relay Circuits.

The diagram “MRDSS Circuit with Processor” shows the design of the IC used to send, receive, count, time, and manage radio relays. The circuit will be described in more detail in “Detailed Description of the Preferred Embodiments”.

For interacting with a video environment the corners of a video screen can be inputted into a software system via a MRDSS wand or its equivalent. The MRDSS wand will have an antenna point at one end that can be pointed directly at the video screen corner. When a certain button is pressed the wand may define that given location into the software system. Once the video screen corners are inputted into the software system the location of entities displayed on the video screen can be known in reference to MRDSS triangulation by the location of pixels displayed on the video screen. A simulated MRDSS gun may be pointed at the screen to define which locations will be hit by that gun defining a first person shooter involving an interconnected MRDSS and video system. A strategy game can be played involving MRDSS gloves. The glove contained hands can point or lasso different entities on the screen and possibly involve different hand signals which determine game variables and or unit(s) orders.

An interactive “magic” program can involve drawing magical diagrams or sigils and the quality of “magic” defined by the perfectness of the sigil or diagram drawn. This interactive magic program can be incorporated into a MRDSS video game system and the actual sigil drawn and/or a perfect corresponding sigil can be shown as it is drawn or when it is completed.

A visual display headset possibly with audio possibly directional audio could be implemented in conjunction with MRDSS technology. A visual display could be tracked by MRDSS and used to display video game elements including the simulated elements of a body suit, player’s glove(s), simulated gun, or other objects tracked by MRDSS. If MRDSS was implemented in the visual display and a player’s body suit, glove(s), simulated gun, or other objects could be correlated together in order to display a video game version of the player’s body, gun, or other element(s) within the field of vision displayed by the visual headset. As the headset is moved with the head the field of vision can be modified accordingly to track with the head to create a realistic view of what could be a full 4π sterradians of vision. Lateral movement of the body can also be correlated with the movement of the video game character represented by that body. A multitude of game play could be based upon this system.

For constructing a MRDSS Virtual Reality Arena a plurality of partial body or full body suits can be implemented in conjunction with a plurality of MRDSS simulated guns, MRDSS simulated grenades, MRDSS wands, or other simulated objects all of which will contain antennas connected to 4 or more Second Relay Circuits each operating at a different electromagnetic frequency. These antennas will be triangulated with respect to the known location of First Relay Circuits, putting the location of all antennas within the Virtual Reality Arena within a computer system. The volume of each player’s body, simulated gun(s), simulated grenade(s), and other objects can be deduced with certain computer algorithms. Simulated bullets, blast radius, simulated shrapnel, or other elements can be simulated coming from MRDSS simulated gun(s), MRDSS simulated MRDSS grenade(s), or other simulated object(s). The trajectories of these simulated elements can be mapped out according to variables such as air resistance, solid or liquid resistance (bullet opacity), gravity, imagined or real wind, and resistance to other simulated elements such as player’s bodies, MRDSS simulated guns, MRDSS simulated grenades, or other MRDSS simulated objects. Their damage to other player’s bodies or weapons can be accounted for by determining the projectile or blast radiuses intersection with the volumes mapped out by the computer algorithms and damage counted to a player’s (or his simulated gun grenade or other object) simulated health based on the region of that volume hit such as the head, neck, upper outer torso, center upper torso, heart, arms, hands, lower torso, legs, feet. The same MRDSS wand-button technique described earlier can be implemented to define the location of walls within a virtual reality arena for the purpose of defining areas or volumes of simulated projectile opaqueness/translucency/transparency or other simulated entity opaqueness\translucency/transparency.

 Brief Description of the Drawing:
“Series Transistor” shows the new Series Transistor Symbol, depicts 2 dimensions of the cut away view and shows the metal lead configuration with the insulating edges. The “X” in the circle represents the source lines which are straight wires like the other grid of wires depicted in that cross section. The rectangle with the circle represents the NPN junction. The second cut away view depicts the advanced wiring configuration which connects the source and drain of every actual transistor site to the grid of wires depicted in the first cross section.

“MRDSS Circuit with Processor” depicts the Relay Circuit, Binary Counter, Binary Timer, Multiplexer, and Microprocessor. In the upper left hand corner sits the antenna which will probably be connected to other Relay Circuits. The Binary Counter and Binary Timer will probably be localized to each Relay Circuit. An array of Relay Circuits with Binary Counters and Binary Timers will probably be connected via a Mux(Multiplexer) switch circuit. The selection bus for the Multiplexer is depicted separately. A series transistor is used to power the radio emitter.

Detailed Description of the Preferred Embodiments:
A series transistor will exist as a square, cubic grid of wires which never overlap with each other which connect to 2 NPN transistors connected with the 3 circuit elements connected to each corresponding direction in the grid of wires. 3 metal plates connected to each face and not in contact with one another(disconnected at the edges) form the 3 leads for connection within the MRDSS circuit.

The series transistor is constructed in layers.

The first layer to be synthesized will be composed merely of wires perpendicular to the large face of the silicon chip to be considered vertical as opposed to horizontal. Around the edges of this layer will be insulation made of epoxy glue.


The second layer will be composed of the NPN junction with a horizontal wire connected from the P type semiconductors to each vertical wire and vertical wires from the source and the drain upwards.

The third layer will end the semiconductor and just have the 2 vertical wires coming from the source and the drain and the matrix of vertical grid lines for the gate.

The fourth layer will be composed of horizontal wires for the source that are in-between the vertical gate wires and insulation. The inner vertical wire attach to this array of lines.
The fifth layer will be composed of vertical wires from drain and insulation.

The sixth layer will be composed of horizontal wires that are in-between the vertical gate wires and insulation and perpendicular to the source lines.
The seventh layer is as the first except without the edge boundaries(Unless parametric requirements of the insulation require a more thick border insulation.) and the process of layering continues until the last layer(s) have border edge insulation at the top of the cubic Series Transistor.


The integrated circuit depicted in the diagram “MRDSS Circuit with Processor” can be constructed in the same discrete unit using the same silicon layering technique with common circuit varieties for “1. Radio Receiver”, “5. Operational Amplifier 1”, “9. Radio Emitter”, “11. Voltage Inverter”, “20. Voltage Inverter”, “26. Binary Counter”, “27. Binary Timer”, “28. Mux”, “25. Microprocessor”.
The IC depicted in the diagram “MRDSS Circuit with Processor” operates such that current passing through for a given time through “30. PN Diode”(Relay Starter) sends off a radio ping. When the ping is received by a frequency channel corresponding MRDSS circuit a radio ping is sent back to the original MRDSS circuit where both a ping count is added to the count on the binary counter and a radio relay sent off again. Pinging and counting continues.. When the allotted time is up the microprocessor reads the count on the binary counter and the binary time(remainder time) on the binary timer(which measures time from last ping sent) and records the distance for another microprocessor or device. When current is sent through “31. PN Diode”(Relay Ender) The circuit ceases to send out radio pings and the system of receiving/sending MRDSS circuits will effectively turn off. The relay ender will be activated for a relatively long period of time to halt the relaying of the electromagnetic pulse(s). Relay Starter and Relay Ender may not have to go through the Multiplexer.

At what could be regular intervals the Microprocessor can use the Multiplexer to select a given Binary Counter and Binary Timer for the given MRDSS Circuit. The Microprocessor could read the binary count and binary time and immediately reset Binary Counter to 0. Then the Multiplexer could be moved on to another First Relay Circuit cycling through each element of the array in a given time.
The microprocessor might send this accumulated data from the entire array to a second microprocessor for the processing of binary count and binary time into distance data.
The equation for a single electromagnetic pulse being relayed back and fourth is as follows:
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d = distance from antenna of First Relay Circuit to the antenna of Second Relay Circuit
C = the speed of light

Tc = time between which Binary Counter/Binary Timer are read by the microprocessor
Ts = time between an electromagnetic pulse being received by Relay Circuit and being sent

Rc = Relay Count as determined by Binary Counter
Tr = Time from last relay as determined by Binary Timer
Please note that the proceeding equation allows for the calculation of the distance between First Relay Circuit and Second Relay Circuit with exceeding good accuracy given a high resolution (≈1 GHz) of Binary Timer.
MRDSS/video game system and/or Virtual reality arena:
A third or second microprocessor(s) could take the distance data and triangulate the approximate location of each Second Relay Circuit antenna if such calculations are not performed by the first microprocessor(s).

For interacting with a video environment the corners of a video screen can be inputted into a software system via a MRDSS wand or its equivalent. The MRDSS wand will have an antenna point at one end that can be pointed directly at the video screen corner. When a certain button is pressed the wand may define that given location into the software system. Once the video screen corners are inputted into the software system the location of entities displayed on the video screen can be known in reference to MRDSS triangulation by the location of pixels displayed on the video screen. A simulated MRDSS gun may be pointed at the screen to define which locations will be hit by that gun defining a first person shooter involving an interconnected MRDSS and video system. A strategy game can be played involving MRDSS gloves. The glove contained hands can point or lasso different entities on the screen and possibly involve different hand signals which determine game variables and or unit(s) orders.


An interactive “magic” program can involve drawing magical diagrams or sigils and the quality of “magic” defined by the perfectness of the sigil or diagram drawn. This interactive magic program can be incorporated into a MRDSS video game system and the actual sigil drawn and/or a perfect corresponding sigil can be shown as it is drawn or when it is completed.


A visual display headset possibly with audio possibly directional audio could be implemented in conjunction with MRDSS technology. A visual display could be tracked by MRDSS and used to display video game elements including the simulated elements of a body suit, player’s glove(s), simulated gun, or other objects tracked by MRDSS. If MRDSS was implemented in the visual display and a player’s body suit, glove(s), simulated gun, or other objects could be correlated together in order to display a video game version of the player’s body, gun, or other element(s) within the field of vision displayed by the visual headset. As the headset is moved with the head the field of vision can be modified accordingly to track with the head to create a realistic view of what could be a full 4π sterradians of vision. Lateral movement of the body can also be correlated with the movement of the video game character represented by that body. A multitude of game play could be based upon this system.

For constructing a MRDSS Virtual Reality Arena a plurality of partial body or full body suits can be implemented in conjunction with a plurality of MRDSS simulated guns, MRDSS simulated grenades, MRDSS wands, or other simulated objects all of which will contain antennas connected to 4 or more Second Relay Circuits each operating at a different electromagnetic frequency. These antennas will be triangulated with respect to the known location of First Relay Circuits, putting the location of all antennas within the Virtual Reality Arena within a computer system. The volume of each player’s body, simulated gun(s), simulated grenade(s), and other objects can be deduced with certain computer algorithms. Simulated bullets, blast radius, simulated shrapnel, or other elements can be simulated coming from MRDSS simulated gun(s), MRDSS simulated MRDSS grenade(s), or other simulated object(s). The trajectories of these simulated elements can be mapped out according to variables such as air resistance, solid or liquid resistance (bullet opacity), gravity, imagined or real wind, and resistance to other simulated elements such as player’s bodies, MRDSS simulated guns, MRDSS simulated grenades, or other MRDSS simulated objects. Their damage to other player’s bodies or weapons can be accounted for by determining the projectile or blast radiuses intersection with the volumes mapped out by the computer algorithms and damage counted to a player’s (or his simulated gun grenade or other object) simulated health based on the region of that volume hit such as the head, neck, upper outer torso, center upper torso, heart, arms, hands, lower torso, legs, feet. The same MRDSS wand-button technique described earlier can be implemented to define the location of walls within a virtual reality arena for the purpose of defining areas or volumes of simulated projectile opaqueness/translucency/transparency or other simulated entity opaqueness\translucency/transparency.

The following texts delineate the variables involved in a few incarnations of games that can played with MRDSS Virtual Reality Arenas. Text attributes describe the variables in question.
Bold variables shall have a user definable magnitude to describe how the variable in question effects the VRA. These variables are generally global.
Unbolded indicates a decision point. Colin denotes different variables to be chosen from

Italicized variables shall be implemented to separately describe each group of teams, team, or player.

Bold italicized variables have a magnitude with respect to each group of teams, team, or player.
Underlined variables shall be Boolean switches.

Bold underlined variables activate only with a switch, then have a defined global magnitude. This classification is important to describe variables which have a nonsensical 0 magnitude.

Italicized underlined variables are a Boolean switch for each team/player.

Bold italicized underlined variables activate only with a switch, then have a defined team/player magnitude. This classification is important to describe variables which have a nonsensical 0 magnitude.

[All square bracketed variables denote volumes.]

{All pointy bracketed variables denote MRDSS Second Relay Circuits.}

(All circular bracketed text is for commenting only.)

Simulation Variables

Air resistance
Wind: R – magnitude of wind


Θ – angle along ground


Φ – angle of inclination

Gravity:  G – magnitude of gravity

    Θ – angle along ground


    Φ – angle of inclination

Fixed obstacle resistance (resistance to slowing down/stopping projectiles)

Player obstacle resistance

Vehicle obstacle resistance

Other object obstacle resistance

User defined obstacles (defined with either an MRDSS wand or by interfacing directly with a visual representation of the field)

Concussion obstacle (effect of movement of air around simulated explosion on projectiles)

Toxins: diffusion rate


  dissipation rate

Germs: diffusion rate


  dissipation rate

Nuclear Radiation:  diffusion rate



           dissipation rate

Team Setup

Arrangement of teams into groups

Arrangement of players into teams

Respawn universality: A single number of respawns will be provided OR respawns can occur a given number of times for each separate respawn zone designated below

Universal number of respawns

OR
[Respawn zones(time to respawn)] Number of lives (times you can die and come back to life from a given zone)
[Regeneration Zones] (can be intertwined with reload zones) (magnitude represents rate of recharge)

[Reload Zones] (also can be tweaked to only give certain types of ammo like you can’t get more grenades)
Damage-Health Setup

Global damage multiplier

Head damage multiplier

Neck damage multiplier

…

Foot damage multiplier

M4A1 damage multiplier

AK-47 damage multiplier

…

MP5 damage multiplier

Cruise missile damage multiplier

Bomb damage multiplier

…

Nuclear strike damage multiplier

Multiple types of toxins and germs may be defined by the user at any one time and variables are local to the specific toxin or germ in question.

Toxin enable

Toxin type: Toxin damage from accumulation of toxin within body OR Toxin damage only from direct exposure
Toxin metabolism rate
Toxin damage multiplier

Toxin antidote treatment rate (how fast an applied treatment effects recovery)
OR

Toxin damage multiplier

Germ enable

Germ vaccine

Germ infection rate

Germ damage multiplier

Germ immunization rate (how fast it takes for antibodies to be produced)

Germ cure rate

Nuclear radiation enable

Nuclear radiation damage multiplier

Nuclear radiation accumulation multiplier

Nuclear radiation metabolism rate

Nuclear radiation treatment rate

Game type: Kill all enemies



         Fragfest



         Press the switch



         Capture the flag



         King of the hill



        Kill to live

 

        Odd ball



        Juggernaught



        Juggernaught-Oddball



        Checkpoint Race
Number/type of rounds

Kill all enemies

Fragfest

Kills required for a team or player to win

Press the switch (actuate a switch which communicates with Trigger pull receiver/death emitter/other RF communication module)
Switches

Capture the flag

subtype: {Flag(s)} Grab anywhere for a time to win


  {Flag(s)}[Take flag to designated zone for a time to win] (Each flag can be assigned a different team, zone, and/or time to actuate victory.) 


  (bomb type){Flag(s)}[Take flag to designated zone, plant, then ensure that no enemies are able to hold the zone for a given time](2 times are necessary time to plant and time to defuse)


 {Flag(s)} {[Take enemy flag near allied flag]}

King of the hill

[Victory zones] (magnitude represents amount of time a player must stay partially inside or completely inside the zone to attain victory) (Zones may be programmed to come in and out of existence at designated times.)

Zone leaving result: leaving the zone may constitute a penalty in time that is required for victory OR resetting of victory count down OR no penalty for leaving the zone besides not getting time towards victory counter.

Kill to live (player is given lives each time he/she acquires a certain number of kills)

Life to kill ratio

Life rounding property: round up to give life




   round down to not give life




   round up at .5 down at .4999999

Original number of lives

Odd ball

Time holding “ball” to win (time for a player or team to hold the “ball” to win after killing the last person with “ball”) (the person with the “ball” passes it on to whoever kills them)
Victory counter penalty for losing the ball: no penalty






          linear decrease in victory counter






          static fine in victory counter

Juggernaught (A player who has the “ball” will be super powerful, the person who kills the Juggernaught becomes the new one)

Juggernaught damage multiplier

Juggernaught health multiplier

Kills to win

Juggernaught-Oddball

Juggernaught damage multiplier

Juggernaught health multiplier

Time being Juggernaught to win

Victory counter penalty for losing the ball: no penalty






          linear decrease in victory counter






          static fine in victory counter

Checkpoint Race (To win one must go through each check point to the next until all checkpoints and/or laps of checkpoints have been ran through)

[Checkpoints]

Laps through course

Combinations of Gameplays with human or AI judication based upon a plot or an accumulation of factors can contribute to victory whether definite or relative.
Since certain changes may be made in the forgoing disclosure without departing from the scope of the invention herein involved, it is intended that all matter contained in the above description and depicted in the accompanying drawings be construed in an illustrative and not in a limiting sense.

I claim the following:
1. A Series Transistor as shown in diagram “Series Transistor” comprising a grid of nonintersecting wires which connect to the gate, source, and drain of each of 2 different NPN transistors found in the unit cell of said wire grid, a metal plate on 3 faces(if plates were on all 6 faces more magnetic interference would ensue) for contact with said gate, said source, and said drain, and said wires to connect the said individual transistors to said grid.
2. A means to produce said Series Transistor with silicon chips, xenon lasers for mild acid etching, metal and insulating epoxy for filling in the said etchings using an angled katana(s) to scrape away said metal and said insulating epoxy implementing layering of said chips.
3. A means to produce said Series Transistor in the MRDSS Circuit shown in “MRDSS Circuit with Processor” as a singular Integrated Circuit.

4. A Multi Relay Distance Sensor System (MRDSS) distance determining apparatus comprising:
(a) a first relay circuit for relaying an electromagnetic pulse(s),

(b) a second relay circuit for relaying said electromagnetic pulse(s),

(c) a first counter for counting said relays of said electromagnetic pulse from said first relay circuit,

(d) a second counter for counting said relays of said electromagnetic pulses from said second relay circuit,

(e) a first timer for measuring the interval of time from last said relaying of said electromagnetic pulses from said first relay circuit,

(f) a second timer for measuring the interval of time from last said relaying of said electromagnetic pulses from said second relay circuit,

(g) a first microprocessor for receiving said first count from said first counter and said first time from said first timer for the processing of said first count and said first time into the approximate said distance from said first relay circuit to said second relay circuit,

(h) a second microprocessor for receiving said second count from said second counter and said second time from said second timer for the processing of said second count and said second time into the approximate said distance from said second relay circuit to said first relay circuit.

5. A Multi Relay Distance Sensor System (MRDSS) distance determining apparatus comprising:
(a) a first relay circuit for relaying electromagnetic pulse(s),

(b) a second relay circuit for relaying said electromagnetic pulse(s),

(c) a counter for counting said relays of said electromagnetic pulses from first relay circuit,
(d) a timer for measuring the interval of time from last said relaying of said electromagnetic pulses from said first relay circuit,
(e) a microprocessor for receiving said count from said counter and said time from said timer for the processing of said count and said time into the approximate said distance from said first relay circuit to said second relay circuit.
6. A Multi Relay Distance Sensor System (MRDSS) distance determining apparatus comprising:
(a) a first relay circuit for relaying an electromagnetic pulse(s),

(b) a second relay circuit for relaying said electromagnetic pulse(s),

(c) a counter for counting said relays of said electromagnetic pulses from either first relay circuit or second relay circuit,
(d) a microprocessor for receiving said count from said counter for the processing of said count into the approximate said distance from said first relay circuit to said second relay circuit.

7. A Multi Relay Distance Sensor System (MRDSS) distance determining apparatus comprising:
(a) a first relay circuit for relaying an electromagnetic pulse(s),

(b) a second relay circuit for relaying said electromagnetic pulse(s),

(c) a first counter for counting said relays of said electromagnetic pulses from said first relay circuit,

(d) a second counter for counting said relays of said electromagnetic pulses from said second relay circuit,

(e) a first microprocessor for receiving said first count from said first counter for the processing of said first count into the approximate said distance from said first relay circuit to said second relay circuit.

(f) a second microprocessor for receiving said second count from said second counter for the processing of said second count into the approximate said distance from said second relay circuit to said first relay circuit.

8. A Multi Relay Distance Sensor System (MRDSS) distance determining apparatus comprising:
(a) a first relay circuit for relaying an electromagnetic pulse(s),

(b) a second relay circuit for relaying said electromagnetic pulse(s),

(c) a counter for counting said relays of said electromagnetic pulses from first relay circuit,

(d) a microprocessor which measures the time from the beginning of said counting to a predefined count of said counter at which point said counter is reset and said microprocessor calculates the approximate said distance from said first relay circuit to said second relay circuit using said time.

9. A Multi Relay Distance Sensor System (MRDSS) distance determining apparatus comprising:
(a) a first relay circuit for relaying an electromagnetic pulse(s),

(b) a second relay circuit for relaying said electromagnetic pulse(s),

(c) a first counter for counting said relays of said electromagnetic pulses from said first relay circuit,

(d) a second counter for counting said relays of said electromagnetic pulses from said second relay circuit,

(e) a first microprocessor which measures the first time from the beginning of said first counting to a predefined count of said first counter at which point said first counter is reset and said microprocessor calculates the approximate said distance from said first relay circuit to said second relay circuit using said first time.

(f) a second microprocessor which measures the second time from the beginning of said second counting to a predefined count of said second counter at which point said second counter is reset and said microprocessor calculates the approximate said distance from said second relay circuit to said first relay circuit using said second time.
10. An array of said distance determining apparatuses according to Claim 4, 5, 6, 7, 8 and 9 where each element of said array operates at a different electromagnetic frequency.
11. A triangulation system comprising:

4 or more said arrays of distance determining apparatuses according to Claim 10 where each of said 4 or more arrays of first relay circuits are clustered at fixed and known locations at the vertices of a tetrahedron or a shape with more vertices and said 4 or more arrays of second relay circuits are clustered so that each element of the 4 or more said arrays of second relay circuits are clustered next to its numerically correspondent element within the other 3 or more said arrays of second relay circuits for the triangulation of said clusters of the said elements of said 4 or more arrays of the second relay circuits within the said fixed and said known said vertices of the said tetrahedron or said shape with more vertices of the said 4 or more arrays of first relay circuits.
12. A triangulation system comprising said arrays of distance determining apparatuses as described in Claim 10 arranged in any fashion whatsoever.

14. MRDSS Glove(s) comprising:

a worn elastic apparatus connected to a plurality of elements of said arrays of second relay circuits according to Claim 11 or 12, for determining the location of the hands, wrists, and/or fingertips.

15. A MRDSS full body suit comprising:

a worn elastic apparatus connected to a plurality of elements of said arrays of second relay circuits according to Claim 11 or 12, for determining the location of various points on the torso, head, neck, arms, hand, legs and/or feet.

16. A MRDSS partial body suit comprising:

a worn elastic apparatus connected to a plurality of elements of said arrays of second relay circuits according to Claim 11 or 12, for determining the location of various points on the body.

17. A MRDSS simulated gun comprising:

A plastic apparatus connected to a plurality of elements of said arrays of second relay circuits according to Claim 11 or 12 probably at different ends of a barrel, with a trigger connected to a means for signaling a trigger pull.
18. A MRDSS simulated grenade comprising:

A plastic apparatus connected to a single or plurality of elements of said arrays of second relay circuits according to Claim 11 or 12.
19. A MRDSS simulated object comprising:
A plastic apparatus connected to a plurality of elements of said arrays of second relay circuits according to Claim 11 or 12.
20. A MRDSS wand comprising:

A plastic apparatus connected to a single or plurality of elements of said arrays of second relay circuits according to Claim 11 or 12 for the purpose of designating locations within said virtual reality arena described in Claim 23.

21. A MRDSS vehicle mount comprising:
A plastic apparatus connected to a plurality of elements of said arrays of second relay circuits according to Claim 11 or 12 to be attached to a vehicle for the positioning of said vehicle.

22. A MRDSS visual (and possibly audio) headset comprising:

a worn visual display apparatus connected with 3 or more elements of second relay circuits as described in Claim 11 or 12 for the purpose of positioning the head to determine both its location and what direction the head is pointing to define what is displayed in the field of vision of the said visual display apparatus, which can define video game elements or interactions with video game elements based on the location of any of the following; a MRDSS Glove(s) as described in Claim 14, a MRDSS full body suit as described in Claim 15, a MRDSS partial body as described in Claim 16, a MRDSS simulated gun as described in Claim 17, a MRDSS simulated grenade as described in Claim 18, a MRDSS simulated object as described in Claim 19, a MRDSS wand as described in Claim 20, and/or a MRDSS vehicle mount as described in Claim 21.
23. A MRDSS/video game system comprising:

A MRDSS/video game system to connect to a television screen which has location of the said television screen determined with said MRDSS wand as described in Claim 16, displaying video game elements which can be determined by or interacted with the location of any combination or none of the following; a MRDSS Glove(s) as described in Claim 14, a MRDSS full body suit as described in Claim 15, a MRDSS partial body as described in Claim 16, a MRDSS simulated gun as described in Claim 17, a MRDSS simulated grenade as described in Claim 18, a MRDSS simulated object as described in Claim 19, a MRDSS wand as described in Claim 20, a MRDSS vehicle mount as described in Claim 21, and/or a MRDSS visual (and possibly audio) headset as described in Claim 22.
24. A virtual reality arena comprising:

a simulated gaming system involving any Claims.
25. A software apparatus comprising:
(a) a means for inputting the said Virtual Reality Arena’s, Virtual Reality Arena as described in Claim 24, physical obstacles to simulated bullets fired from said MRDSS simulated guns as described in Claim 17, simulated grenade explosions and/or shrapnel from said MRDSS simulated grenades as described in Claim 18, and/or elements involving other simulated MRDSS objects, (physical obstacles are to be inputted) by the use of said wand as described in Claim 20,
(b) a means for calculating the volume of bodies or other entities based on the location of any combination of the following; a MRDSS Glove(s) as described in Claim 14, a MRDSS full body suit as described in Claim 15, a MRDSS partial body as described in Claim 16, a MRDSS simulated gun as described in Claim 17, a MRDSS simulated grenade as described in Claim 18, a MRDSS simulated object as described in Claim 19, a MRDSS wand as described in Claim 20, a MRDSS vehicle mount as described in Claim 21, and/or a MRDSS visual (and possibly audio) headset as described in Claim 22,

(c) a means for playing discrete games or continuous game play within said virtual reality arena as described in claim 24 comprising any combination of the following:

(I) any combination or none of the following; simulated bullets, simulated rocket propelled grenades, simulated shrapnel, simulated chemical weapons, simulated biological weapons, simulated nuclear weapons, simulated nuclear fallout, and/or any other simulated variables to determine the damage to the simulated health of a player or other entities based on the intersection of such ailments with said volumes and possibly the velocity of said ailments,
(II) tracking of movement of said ailments of variables and deduction of trajectory/velocity vector changes due to any combination or none of the following variables; wind either real or imaginary, gravity either real or imaginary, air resistance either real or imaginary, resistance determined by said physical obstacles, resistance due to encountering said volumes and/or other variables,
(III) determination of victory or loss based on the location of any specific said second relay circuits within a predefined volume inputted into said software apparatus with said wand within the virtual reality arena,
(IV) Any array of gaming variables to determine points scored or lost for a given team or player and victory requirements determined by defined quantities of said points.

Abstract:

A Series Transistor is composed of a grid of nonintersecting wires connecting NPN transistors and forms and acts as a singular transistor. The Series Transistor is built as part of a MRDSS Integrated Circuit with layered etched silicon, metal, insulating epoxy, and scraping angled katana(s).

Multi Relay Distance Sensor System implements 2 relay circuits per electromagnetic frequency. The number of relays at one or both of the relay circuits can be counted and the time after the last relay was received/sent measured. With this count and time data the approximate distance between the antennas can be calculated. Arrays of these pairs of relay circuits can be used for triangulation purposes. A video screen either worn as headset or a regular video screen based video/audio game system can be implemented in conjunction with a MRDS System implementing worn headset(s), suit(s) and/or glove(s), held gun(s), wand(s) and/or any other MRDSS object(s). Virtual reality arenas can also implement these arrays in worn suits, simulated guns, grenades, and any other assortment of objects. Real life combat and/or other games can be simulated with actual persons firing simulated bullets, throwing simulated grenades, and interacting with other triangulated objects such as flags or balls.
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