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The Big Idea

A persistent online civilization where Al characters evolve continuously and every
login reveals a different world state.



The Problem

Today's games are fundamentally static:
¢ Finite quests

e Repetitive NPCs

e Predictable worlds

e Expensive manual updates



The Solution

MASTER Al GAME AGENT (MAGA)

A continuously running orchestration intelligence that directs civilization evolution
and persistent storytelling.



The Player Experience

Every login is a new historical moment:
e Wars begin

e Governments collapse

e Religions emerge

¢ Civilizations evolve



Core Gameplay

Players combine:

e Music

e Mathematics

e Philosophy

e Mythology

e Emotional memory

e Science

Meaning itself becomes gameplay.



NPCs possess:

e Long-term memory

e Emotional continuity
e Evolving ideology

e Adaptive relationships

e Personal ambitions

Persistent Al NPCs



Civilization Simulation

Entire societies evolve in real time:
e Governments

e Economies

e Religions

e Criminal organizations

e Ecological systems



Why This Changes Gaming

MAGISTER creates a new entertainment category:

Persistent Artificial Culture Systems



Market Opportunity

Convergence of:

e Gaming

e Al infrastructure

e Creator economies

e Persistent virtual worlds

¢ Procedural entertainment



Competitive Positioning

MAGISTER combines:

e Al civilizations

e Multiplayer simulation
e Symbolic gameplay

e Emotional memory

e Emergent storytelling



Technology Architecture

Core Stack:

e Unreal Engine

¢ Proprietary LLMs

e Distributed cloud systems
e Persistent databases

e Al orchestration



e World Model Al
e Character Agent Al
e Narrative Director Al

e Symbolic Synthesis Al

Al System Layers



Detailed Development Costs

Estimated Production Costs:

Al Research & LLM Development: S40M-$150M
Gameplay Engineering: S30M-5100M

Cloud Infrastructure: $25M-5$200M

GPU Compute Clusters: S50M-5$300M

Marketing & Launch: S50M-5150M



Total ROM Estimate

Prototype System: S25M-S60M
Mid-Scale Persistent MMO: S180M-S350M

Full Civilization Platform: S500M-S1.5B+



Al Infrastructure Costs

Prototype Infrastructure:

e NVIDIA H100 GPU Cluster
e Al Training Servers

e NVMe Storage

e High-Speed Networking

Prototype Cost: S3M—-S6M



Production Al Supercluster

Production Infrastructure:

e GPU Supercluster: S50M-5300M
e Real-Time Inference Runtime

e Distributed Cloud Operations

e Persistent Databases



Development Roadmap

PHASE 1 — PROTOTYPE
12-18 months

Budget: $10M—$25M

Goals:

Persistent NPC systems and orchestration Al.



Vertical Slice

PHASE 2 — PERSISTENT CITY
18-24 months

Budget: S40M-S80M

Goals:

1000+ Al agents and evolving economies.



Global Platform

PHASE 3 — CIVILIZATION PLATFORM
3-5 years

Budget: S250M-S1B+

Goals:

Millions of Al agents and global deployment.



Core Development Teams

Estimated Teams:

e Gameplay Engineering: 40-120
e Al Research: 20-60

e Multiplayer Engineering: 20-40

e Narrative Design: 15-40



Art & Worldbuilding

Teams:

e Environment Artists
e Character Artists

e Technical Artists

e Animation Teams

Estimated Budget: S20M-S80M+



Audio & Music Systems

Core Features:

e Adaptive music generation
e Emotional sound synthesis
e Al reactive soundscapes

e Symbolic harmonic mapping



Live Operations

Persistent world operations require:
e Al world directors

e Community management

e Event orchestration

e Player support teams



Security & Al Safety

Critical Systems:

e Al guardrails

e Prompt firewalls

e Exploit detection

e Behavioral monitoring

e Canon continuity protection



Revenue Model

e Subscription access

e Creator marketplaces
e Civilization expansions
e Educational licensing

e Enterprise simulation licensing



Education & Enterprise

Applications include:

e Philosophy education
e Systems thinking

e Leadership simulation

e Al interaction research



Potential partners:

e NVIDIA

e Epic Games

* AWS

e Microsoft Azure
e OpenAl

e Google Cloud

Strategic Partners



Al convergence has arrived:

e LLMs

e Autonomous agents
e Cloud infrastructure
e Real-time inference

* Procedural generation

Why Now



Long-Term Vision

Transition from static games to living Al civilizations.

Future worlds evolve continuously and generate infinite narratives.



Final Thesis

MAGISTER is not simply a game.

It is a Living Artificial Civilization Ecosystem.



Seeking:

e Strategic partners

e Al infrastructure alliances
¢ Cloud partnerships

e Early-stage investment

Call To Action
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