
🧩 Complete Set of Free/Libre Technologies for 
PeerPlay / Lawcraft 
 

I. 🏗 Computing Layer / Distributed Operating System 
Technology Main Function Status / Notes 

GNU Hurd Modular microkernel OS, ideal for 
service-based distributed model. 

Experimental OS base for PeerPlay. 
Allows exposing system capabilities as 
services. 

Guix Declarative package manager. 

For defining reproducible environments 
across PeerPlay nodes. Ideal for 
packaging games as reproducible, 
portable units. 

NixOS 
(alternative) Reproducibility-focused distro. Can be used as a transitional layer if 

Hurd isn't viable yet. 

Holochain Framework for distributed apps 
without blockchain. 

Useful for state persistence and secure 
identity sharing between peers. 

 

II. 🌐 Networking Layer / Peer-to-Peer Communication 
Technolog

y Main Function Status / Notes 

GNUnet Secure, private P2P 
network stack. 

Excellent for messaging, node discovery, file 
sharing, and secure traffic. 

libp2p Modular P2P networking 
library. 

Technical alternative with broad usage (used in 
IPFS, Filecoin, etc.). 

IPFS Distributed file system. For sharing heavy resources (assets, maps, 
mods) without central servers. 

CRDTs Conflict-Free Replicated 
Data Types. 

For real-time collaborative editing (texts, law 
articles, etc.). 

 

III. 🧠 Logic Layer / Game Engine / Simulation Framework 
Technology Main Function Status / Notes 

Godot 4.x Open source 
game engine. 

Suggested core engine for PeerPlay. 
WebAssembly-friendly. 

Bevy (Rust) ECS-based game 
engine. 

High performance and modular. Excellent for simulation 
games. 

Lua / 
LÖVE2D 

Lightweight 2D 
engine. 

Useful for prototyping. Great learning curve for 
community mods. 

Unreal 
Engine 5 

Advanced 3D 
visual engine. 

Not free software, but may be used for demos or 
frontends. Can be containerized for P2P use. 

 



IV. 🎨 Content Layer / Collaborative Production Tools 
Technolog

y Main Function Status / Notes 

Blender 3D modeling and animation. Key tool for creating 3D assets. 

Krita Digital painting and 2D 
animation. Ideal for art assets and storyboards. 

Glaxnimat
e 

Vector animation tool 
(SVG/Lottie). 

Important for VAN-style vector 
animations. 

Inkscape Vector illustration. For UI design, maps, diagrams. 
GIMP Raster image editing. Auxiliary tool for texture work, UI, etc. 
 

V. 📦 Distribution Layer / Crowd Computing & Resource Sharing 
Technology / 

Concept Main Function Status / Notes 

PeerPlay Grid / 
CrowdCompute 

Peer-based distributed 
computing coordinator. 

Still to be defined. Acts as swarm 
engine for simulation, rendering, etc. 

BOINC (as 
reference) 

Volunteer computing 
platform. 

Not fully peer-to-peer, but inspiring for 
distributed computation. 

Interest-based 
clustering 

Thematic affinity (e.g. 
animation, law, games) as 
federation base. 

Communities contribute power to 
topics they care about (e.g., 
"CrowdRender for Lawcraft"). 

 

VI. 🧬 Legislative Layer / Collaborative Drafting (Lawcraft core) 
Technology Main Function Status / Notes 

Gitlaw Git-based co-legislation 
system. 

Enables versioning, forking, and peer 
review of legal texts. 

CRDTs Concurrent document 
editing. 

For editing laws collaboratively in real 
time. 

CommonsPub / 
ActivityPub 

Federated social and civic 
platforms. 

For deliberation, debate, and publishing 
of legislation across networks. 

Markdown / 
Legiscript 

Human-readable, 
versionable law format. 

Encourages transparency and editing 
via plain text. 

Graphviz / Mermaid Law and dependency 
visualization. 

Graphical depiction of legal article trees, 
branches, or contradictions. 

 

VII. 🔏 Authentication, Identity & Security Layer 
Technology Main Function Status / Notes 

PGP / GPG Identity signing and 
encryption. 

To validate edits, user identity, voting, 
proposals. 

Web of Trust Decentralized trust model. Integrated into PeerPlay for grassroots 
credibility. 

ZK-proofs / Privacy-preserving identity For anonymous participation with 



Technology Main Function Status / Notes 
AnonCreds proof. verifiable credentials. 

TLS over GNUnet Secure traffic. Encryption by default across the 
network. 

 

VIII. 🌍 Execution & Deployment Layer 
Technology Main Function Status / Notes 

WebAssembly 
(WASM) 

Cross-platform browser 
execution. 

To run games or interactive lawbooks 
in-browser. 

Flatpak / AppImage / 
Guix packs Portable packaging. For running PeerPlay apps without 

system dependencies. 
 

🧪 Bonus: Experimental or Future Technologies 
​​ DID (Decentralized Identifiers) 

​​ Solid Pods (Distributed personal data vaults from Tim Berners-Lee) 

​​ Cooperative Language Servers (for real-time collaborative writing in games/laws) 
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