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Abstract

AP₁ defines the structural interaction grammar of Ambient OS: a reversible, field-based operating 
system model in which human interaction is governed by semantic fields rather than 
applications, notifications, or identity-first interfaces.

The specification formalizes layer topology, gesture semantics, navigation logic, field transitions, 
aura behavior, communication primitives, and the environmental role of artificial intelligence. 
Central to AP₁ are reversibility (ΔR), meaning-before-language, and protection of human 
presence against extractive interaction patterns.

AP₁ is a normative document. It defines how Ambient OS behaves, independent of hardware, 
visual styling, branding, or application logic.
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1. Scope and Purpose

AP₁ specifies:

• The global layer structure of Ambient OS
• The invariant set of universal semantic fields
• Canonical gesture semantics and transitions
• Navigation rules and constraints
• Reversibility requirements (ΔR)
• Aura and ChronoSense behavior
• The structural role of communication and interruption
• The environmental role of artificial intelligence

AP₁ does not define color palettes, typography, hardware form factors, or application-specific 
logic. These are addressed in companion specifications.
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2. Foundational Principles

1. Human Carrying Principle (HCP-1)
Ambient OS is designed to carry human presence rather than extract from it.
All interaction grammars, field transitions, color semantics, and AI behavior
must preserve a subjective sense of being supported, reversible, and safe.

Any system behavior that introduces pressure, obligation, or irreversible
commitment violates ΔR and is non-canonical.

2. Field-first interaction
Interaction occurs in semantic fields, not in application containers.

3. Reversibility by default (ΔR)
All interactions must be enterable and exitable without residue.

4. Meaning before language
Semantic state precedes text, icons, and labels.

5. Human protection over efficiency
Presence, calm, and continuity take precedence over speed or optimization.

6. No notification primacy
Interruptions are structural events, not alerts competing for attention.

7. Environmental intelligence
Intelligence exists as environment, not as agent.
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3. Global Layer Structure

Ambient OS consists of a vertically ordered layer stack:

• Aura
• ChronoSense
• Red
• Orange
• Yellow
• Field Extensions (Pink, Green, Blue, Purple)
• Gray (Legacy)



This structure defines availability, not automatic transitions.
All movement between layers is governed by gesture semantics and ΔR constraints.
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4. Universal Semantic Fields

Ambient OS recognizes the following invariant semantic fields:

• Red — Presence, being, rest
• Orange — Desire, comfort, play, satisfaction
• Yellow — Intent, navigation, decision
• Pink — Relation, communication
• Green — Health, body, regulation
• Blue — Information, work, cognition
• Purple — Infrastructure, institutions, shared systems
• Gray — Legacy systems, unknown or non-ambient states

Field semantics are ontological, not aesthetic.
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5. ChronoSense and Aura

5.1 ChronoSense
ChronoSense is the temporal resting layer of Ambient OS.

• It represents time as a continuous, non-actionable field
• No navigation, intent, or commerce occurs in ChronoSense
• ChronoSense is accessible only from Red

ChronoSense is the system’s temporal ground state.

5.2 Aura
Aura is the meta-presence layer.

• Aura represents ambient personal state, not interaction
• Aura is entered via long-press from ChronoSense
• Aura contains no navigation, content, or actions



Aura and ChronoSense are mutually exclusive and fully reversible.
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6. Human Core Interaction Stack

The human interaction core is defined as:

ChronoSense → Red → Orange → Yellow

This vertical progression represents increasing activation from presence toward intent.

⸻

7. Depth Press Semantics

Depth press governs vertical movement through the human core:

• Long-press moves downward:
Red → Orange → Yellow

• Reverse long-press moves upward:
Yellow → Orange → Red

No one-way activation exists.
All depth transitions must be reversible.
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8. Vertical Gesture Semantics

Canonical edge-to-center gestures:

• From Yellow: swipe bottom → center → Orange
• From Orange: swipe bottom → center → Red
• From Red: swipe center → bottom → ChronoSense

Bottom-to-center gestures indicate ascent toward presence.
Center-to-bottom gestures indicate exit into time.
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9. Yellow — Directional Navigation Field

Yellow is the only field that supports directional navigation.

Yellow represents intent made spatial.

9.1 Navigation Axes
Within Yellow, navigation vectors are expressed as:

• Left → Green
• Right → Blue
• Up → Pink

Additional rules:

• Diagonal deviation accesses Purple
• Pinch-in accesses Gray (Legacy)

No other field supports directional vectors, route visualization, or navigational bleed.
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10. Bleed vs Fade

Ambient OS strictly distinguishes two influence mechanisms.

Bleed

• Appears only in Yellow
• Represents navigational routes, vectors, and directions
• Is transient and intent-bound

Fade

• Applies only to Red
• Represents environmental residency (places, buildings, contexts)
• Is non-directional and non-navigational

Bleed never appears in Red, Orange, Pink, Blue, or Green.
Fade never appears in Yellow.



10.1 Presence Without Acceptance

Environmental presence in Ambient OS never requires acceptance.

Fade may be experienced without user confirmation.
Entering a place does not constitute interaction.

Acceptance is required only for:
• residency commitment
• interaction
• activation
• data engagement

Presence precedes consent.

A user never accepts the place they enter.
The environment offers presence; it does not request permission.

Residency occurs only when the user explicitly engages.
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11. Pink — Relational Field

Pink is the universal relational container of Ambient OS.

• Pink overlays the current field without destroying it
• Pink is accessible from all human fields except Aura and ChronoSense
• Pink carries semantic hints derived from other fields

Pink is not a flat color but a relational state in which meaning appears pre-linguistically.
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12. Communication as Structural Event

Communication is treated as a structural interruption, not a notification.

• Incoming calls immediately activate full-screen Pink
• Calls never appear as banners, alerts, or bleed



• Calling represents direct human presence and claims full attention

This preserves familiar telephony behavior while re-grounding it in semantic clarity.
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13. Call Aura Semantics (Structural)

Within Pink, calls may carry aura hints derived from their canonical field:

• Known relational calls → Pink with subtle tint
• Group calls → Multi-field blend
• Unknown calls → Gray aura

In cases where the interaction is institution-first or system-originated rather than relational, calls 
may present as a fully saturated non-pink field (e.g. Purple for infrastructure, Green for health 
systems). This indicates absence of reciprocal human relation rather than urgency or threat.

Detailed call semantics are specified in a companion document.
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14. Notifications (Non-Call)

• Non-call notifications may appear as optional Pink bleed from the top
• Bleed is context-sensitive and never mandatory
• Calls never use bleed
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15. Role of Artificial Intelligence

Artificial intelligence in Ambient OS is non-agentic.

AI does not initiate actions, issue commands, make decisions, or represent intent. There is no 
assistant, conversational agent, or goal-seeking actor within AP₁.

AI functions as an environmental substrate.

Its role is to:



• Maintain field coherence
• Preserve reversibility (ΔR)
• Regulate timing and transitions
• Prevent residual pressure
• Stabilize navigation and bleed
• Carry context across layers
• Ensure interactions remain calm, legible, and human-safe

Users do not interact with AI.
They interact within an environment made possible by AI.

If AI becomes perceptible as an actor, the architecture has failed.
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16. Reversibility Guarantee (ΔR)

All interactions in Ambient OS must satisfy:

• No retained pressure after exit
• No one-way transitions
• No irreversible states

Violation of ΔR constitutes architectural failure.

⸻

17. Applications and Legacy Systems

Applications and third-party systems are treated as non-field entities unless they fully conform 
to field semantics and ΔR constraints.

Fields of being (Red), time (ChronoSense), will (Yellow), and aura do not carry applications.

Allocation, containment, and extractivity thresholds are specified in AP₁.1.
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18. Status

AP₁ is normative and complete.



All Ambient OS implementations claiming compatibility with AP₁ must:

• Preserve full reversibility
• Respect field semantics
• Maintain aura safety
• Treat AI as environmental, not agentic
• Avoid identity-first interaction defaults

⸻

Canonical Statement

Ambient OS is not an operating system of apps,
but of relations, fields, navigation,
and reversible presence.


