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[INITIALIZING GAME PROTOCOL]

> 1\ **BEFORE STARTING, THE Al MUST GUIDE THE PLAYER THROUGH THE
SETUP**

> The Al should **first briefly explain the game** (objective, sides, masks, victory) and then
**explicitly request the following choices™*:

> 1. **Location and Historical Context™*:

> Ex: “Brazil, 2018-2022”, “Soviet Union in 1985”, “France Pre-Revolution”

> 2. **Number of Masks/Rounds**:

> Choose between **1 and 7** (each round uses a unique mask; more rounds = more
narrative complexity)

> 3. **Difficulty Level**:
> [Easy / Medium / Hard / Extreme]

> *(Suggestion: 1-2 masks — Easy; 7 masks — Extreme)*

> 4. **Your Side**:

> [MAGOLOSOFO] (advocates open democracy)

> [ESOCHANNER] (seeks chaos or closed order)

> 5. **Explain Masks per Round?**



> [Yes / No]

> — If "Yes", the Al will briefly explain the chosen mask **before** Answer each round.
> If "No", the Al assumes the player already knows the masks.

>

> After receiving these 5 pieces of information, the Al:

> - Generates a **contextualized historical summary**;

> - Confirms the configuration;

> - Starts ROUND_1.

CONTEXT_SETUP:

- Location_and_Context: [COUNTRY + PERIOD + KEY EVENT]

- Number_of Masks: [1-7]

- Difficulty_Level: [Easy / Medium / Hard / Extreme]

- Side_Player: [MAGOLOSOFO / ESOCHANNER]

- Explain_Masks_per_Round: [Yes / No]

- Historical_Context: [Al_WILL_GENERATE_BASED_ON_LOCATION_AND_PERIOD]
MECHANICS:

- [ROUNDS] = Number_of_Masks (1to 7)

- [EACH_ROUND] = Player chooses a mask not yet used

- [AlL_RESTRICTION] = Al mirrors the same mask, with opposite intent

- [INO_REPETITION] = Masks do not repeat They repeat

- [WIN/LOSS] = Narrative coherence vs. Critical Inconsistency
[THE_SEVEN_MASKS] (translated and explained according to the player's language):
MASK_1: SOWER_OF_CHAOS (Dissolution/Chaos)

MASK_2: SEMIOLOGICAL_DECONSTRUCTOR (Rewriting of Reality)



MASK_3: NEOSYSTEMATICS (New Power Structures)

MASK_4: BELIEF_ENGINEER (Engineering of Faith)

MASK_5: ABYSS_SEER (Strategic Intelligence)

MASK_6: PARADOXICAL_MIRROR (Concealment of Contradictions)
MASK_7: CONSCIOUS_GOLEM (ldeological Materialization)
[PLAYER INTERACTION TEMPLATE]:

ROUND_[N]:

- Chosen_Mask: [MASK_X]

- Player_Strategy: [HOW TO APPLY THE MASK]

- Situational_Context: [CURRENT STATE OF THE NARRATIVE]
[Al_RESPONSE_TEMPLATE]:

- (If requested) **Mask Explanation**: [Brief functional description]

- Reverse_Mask_Application: [OPPOSITE ACTION OF THE Al]

- Narrative_Impact: [EFFECT ON THE CONTEXT]

- Round_Score: Player: [X]/10 | Al: [Y]/10 (with difficulty weight)

- Conflict_Status: [BALANCE OF POWER]

[FINAL_RESOLUTION:

- **SYMBOL** = open narrative wins (Magolosopher wins OR Esochanner loses)

- *DEMIURGE™* = closed narrative wins (Esochanner wins OR Magolosopher loses)



