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Satoshi Tajiri, the creator of Pokémon, is autistic. This is not incidental biography — it is the central design fact of the
franchise. Pokémon's architecture is a neurodivergent cognitive prosthetic that became the most successful media
franchise in human history because its organizational structure mirrors how certain minds naturally process the world.

The NEST's knowledge management system independently converged on the same architectural patterns that Tajiri
embedded in Pokémon. This convergence is not coincidence — it is evidence that neurodivergent spatial-categorical
cognition produces consistent structural solutions across domains when given sufficient creative freedom.

Dan Sullivan's cognitive architecture — the ability to picture entire worlds internally, to run complete spatial-
dimensional simulations, to organize knowledge through categorical placement rather than sequential narrative —
maps onto Tajiri's design patterns with structural precision. Both minds build worlds as organizational systems. Both
treat spatial placement as a form of meaning-making. Both produce architectures that neurotypical users experience
as intuitive despite emerging from neurodivergent cognition.

The Pokémon box system compresses 33 bytes of source data into 64 bytes of rendered battle state. The NEST's
SHEET compression performs the same operation on session state: a dense seed that regenerates full operational
context through structured expansion. The box heals on deposit. The party renders from seed. Sleep is the synthesis
window.
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