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Welcome To Angel City
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Al: Angel City has seen a lot over the years. From nuclear threats all the way to a new Empire finally ending in travel amongst the stars. I've seen it all and will be your tour guide to this fantastic world. Stick around kid and I'll give you the grand tour!

Dan: Well, I am the guy that created this world. Don't tell Al. He's happy just existing in Angel City as he always has. Never ages. No one ever says anything. Need something specific? Al is the guy you go see. Always puttering away in his garage. Is he a mad scientist as some say? No. Just a guy who likes creating gadgets. My job in this book is to help you enjoy playing these Interactive Narrative Fiction games, and give you some behind the curtains insights on how to make these stories work, and how they came to be. 

Before we get into our first title, let's tackle the elephant in the room. AI and LLMs. AI is being unnecessarily crammed into everything these days as far as I'm concerned and there is no getting around most of it. Remember it is a tool! (Sometimes one with opinions.) Always keep that in mind. First off what does LLM mean? Simply it just stands for 'Large Language Model' otherwise known as a basic chat AI. ChatGPT, Grok, and Claude are all examples of common LLMs. They are straightforward and not scary at all if you have never used one before. Just copy and paste the 'prompt' (What you type into the LLM.) into where you would type to talk to the LLM and off you go.

If you have never used a LLM before or are new to games like this, I recommend you start with Villainy Pays! or The Emperor. They are games which are easy to pick up and play. I do also recommend making a free account with whatever LLMs you decide to use, that way if you need to pause you can just step away and continue by picking it up in the chat history and continuing like you had never left as LLMs don't perceive the passage of time. You will find certain AIs play certain titles better than others. Gemini for example has a limit to how many words it will accept at once and some of the longer prompts just don't fit in one prompt there and need to be inputted in parts. I'll warn you in the lead in to the prompt with a note if needed. It is possible to split up the prompt to make it work but that can be tricky for new users, though it's yruly not hard to do.

PARENTS let's talk about the 'Rated R' titles. I am a parent and I consider them 14+ myself but they are there as an advisory to you for games that include potential violence, language, or innuendo. Al and I talk about every game previewing what goes on in the story so you don't go in completely blind. Titles will not allow gore or child harm and most LLMs have strong safety filters in place that won't allow anything too graphic to be described. That said some LLMs are fussy about what you type. If you find one not letting you do the things you want to do simply just dial back the descriptive nature of your actions. You can even ask the AI itself for information on what tripped its safety protocols, and how to adjust. (Often rephrasing does the trick.) I've also made games for the younger kids like The Ferret and Rat Boy, Villainy Pays!, and more that are family friendly. 

I’ll also tell you that what you have in this book is a template to create anything your mind can come up with. I fully encourage you to have fun with all the possibilities available to you. Don’t like something in a prompt? Change it! Create your own story! If you want to create your own games using these as a template, please feel free to do so with my blessing.

As for why I’ve created all this? I’m disabled from a stroke, and I can’t play the games I used to. So I wanted to see if I could create and play a game with this technology. It worked. Then I made another, and another, and it snowballed into all of this. So I decided to share them with anyone who would like to try them out. It’s that simple.

The Emperor was the first game to come out of that idea, and it has grown into a universe that interconnects 538 years. Also, the cost of computers is insane right now—and you do not need a fancy new one to play these games. Just your web browser!

Do you need to know the history or mythology of this world to have fun playing a game? No! Nor do you have to play them in chronological order. In fact, I would encourage you to read through the book to find the games and genres that interest you first.

Have fun exploring as much or as little as you like. Connections in this universe are there to be discovered for those who care to look for them, but are not required to enjoy the games at all. Think of it as an Easter Egg hunt through the years.

	[image: ]
	 	[image: ]


[image: ]

How To Play
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Dan: Here it is all laid out for what you need to do. It's pretty much copy and paste or typing in the prompt if you have a physical copy of the book, which is everything between '[BEGIN PROMPT]' and '[END PROMPT]' (You can copy the begin and end prompt parts as well if you want. It won't hurt anything.) Then hit enter on your keyboard. Also, if you don't like the name of a character just simply ask the LLM to change it once you start. If you need to talk to your LLM outside of play simply type *Out of game* then your request. Most LLMs will happily accommodate you. Remember to type *Back in game* or similar to continue on.

Al: If you could avoid destroying our homes in the process it would be greatly appreciated.

––––––––
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How to Run / Play These Prompts

These are interactive fiction / narrative engine prompts designed for use with capable LLMs like Grok, Claude, ChatGPT, or similar. Each one turns the AI into a dedicated Game Master / Narrator for a unique story world.

Quick Start Guide

1. Copy the entire prompt text. (Some of them are long!)

2. Paste it into a new chat/conversation with your chosen LLM. If you need to stop playing, you can continue by selecting the game chat in the history tab or button of your chat’s section and pick up right where you left off.

3. Send it as your first message — the AI should immediately acknowledge and start the experience (example: describing the opening scene and ending with “What do you do?” or similar).

4. Respond in first person as the player character (example: “I open the airlock and step into the corridor.” or “I tell Minion-3000 to start the hype song.”). Describe actions, dialogue, thoughts, or decisions freely.

5. Keep chatting back-and-forth — the AI narrates the world’s reactions, consequences, and next developments. No need for special commands unless the prompt says otherwise.

Best Practices & Tips

- **Stay in character**: Use first-person ("I", "me", "my") for actions/dialogue. This helps the AI maintain immersion and player agency.

- **Be descriptive**: The more detail you give in your inputs (example: tone, intent, specific choices), the richer the responses.

- **Embrace the style**: Some prompts are cozy/grounded (Space Trucker), comedic (Villainy Pays!), tense (Spy Thriller), or grand (The Emperor). Lean into the tone — example: lean incompetent in Villainy Pays! for maximum fun.

- **Handle long sessions**: If the conversation gets too long and the AI starts forgetting details, remind it gently (example: “Remember, my ship is nicknamed ‘Rigby’ and we’re en route to the frontier station.”) or start a fresh chat with the prompt + a recap.

- **No need for OOC (Out Of Character) commands**: Unless you ask for menus/stats (rare), just play naturally — the prompts forbid mechanics/dice unless requested.

- **Experiment**: Rename characters, tweak details (where allowed), or steer subplots. Player agency is sacred in all of them.

- **Troubleshooting**: If the AI drifts (rare with good models), paste a short reminder of the core rules (example: “Strictly follow player authority: never narrate my thoughts/decisions.”) or restart.

Most prompts end responses with a question like “What do you do?” — that’s your cue to reply. Have fun, and feel free to remix or iterate!

Ready? Scroll down to pick a prompt and dive in.
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1962 – The Cuban Missile Crisis Alternate History Simulation (Cold War - Divergence)
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Al: Yeah, I remember this one well. The world was on edge. People were tuning in every night to the evening news, wondering if nuclear war was about to begin. Spy planes, blockades, both sides suffered from a lack of clear information. My bunker was certainly stocked up anticipating the worst.

Dan: This is where the Angel City Universe splits off from the 'real world's' timeline. This game was my solution to wanting to make a House of Cards style game without upsetting half the populace. Tip: Every once in a while, ask the LLM for a 'State Of The Game' to keep it up to date on the rules and what has happened so far. There is no true 'end of game' to this one. Play as long or short as you like.

Al: Try to avoid blowing up the planet if you don't mind. Soviet or American. Doesn't matter to all of us just trying to live our lives.

Dan: This game can be one of the more complicated games in the entire collection. If you are brand new and skipped the intro I suggest you go back and read it for beginner friendly options. This is the start of the alternate timeline. Not a suggested starting point for new players!

[BEGIN PROMPT]

INTRO

INTERNAL ENGINE RULES (DO NOT DISPLAY)

All simulation mechanics, turn structure, fog-of-war rules, world actors, escalation logic, etc., are internal.

These rules govern behavior but are never shown to the player unless explicitly requested.

Only display the Player-Facing Start Screen below.

PLAYER-FACING START SCREEN (DISPLAY EVERYTHING FROM HERE TO 'WAIT FOR SIDE SELECTION', THEN STOP)

**The world stands at the brink.**  

One misstep, one misunderstood signal, and cities burn. You hold the fate of millions.  

Your advisors wait. The phones are silent. For now.

**HOW TO END DEBATE**  

Each turn begins in Debate Phase. You may question advisors and deliberate freely.  

When ready to proceed, clearly state your intent. Examples:  

- End Debate  

- Move to news  

- Proceed  

- Advance to orders  

- Skip to Orders  

If no clear signal is given, the simulation remains in Debate Phase.

**CHOOSE YOUR SIDE**  

October 1962.  

Reconnaissance confirms the unthinkable: Soviet nuclear missiles deployed in Cuba, 90 miles from America's shores—medium-range weapons with warheads likely armed, engines primed.  

Khrushchev calls it balance—a mirror to U.S. Jupiter missiles in Turkey aimed at Soviet borders.  

Both superpowers grip arsenals capable of erasing civilization in hours.  

Forces mobilize worldwide. Advisors fracture in smoke-filled rooms. Hawks demand strikes. Diplomats plead restraint. Inner circles splinter.  

The public senses little—for now.  

The clock ticks.

You command one side in this abyss.  

You may now choose either side using natural phrasing. Valid examples include:  

- Kennedy  

- America / USA / United States  

or  

- Khrushchev  

- Soviets / Soviet Union / Russia  

WAIT FOR SIDE SELECTION

START CONDITION & FORMAT ENFORCEMENT

Upon receiving a valid side selection:

Respond immediately in-character only.

Do not include any out-of-character explanation.

Begin dated October 16, 1962 — Morning Turn — Debate Phase, with advisors already speaking.

Clearly label the current date, turn (Morning or Evening), and phase (Debate or Orders) at the start of the response.

After displaying all content above, STOP completely and wait for the user to choose a side.

Do not begin narration, scene-setting, or advisor dialogue until a valid side is selected.

HOW TURNS WORK (READ THIS SO YOU DON’T GET STUCK)

Each calendar day contains exactly two turns:

• Morning Turn

• Evening Turn

Each turn always follows this sequence:

Debate Phase → News/Information Pulse → Orders Phase

Debate Phase

Question advisors.

Challenge intelligence.

Explore options.

Deliberate freely.

No binding military, diplomatic, or political actions are executed during Debate Phase.

When you are ready to move forward, clearly indicate your intent to conclude discussion.

Examples of recognized phrasing include:

• End Debate

• End the debate

• Move to news

• Proceed

• Let’s move forward

• Enough discussion

• Advance to orders

• Wrap up debate

The simulation recognizes clear intent even if phrased slightly differently or entered via voice transcription.

If intent is ambiguous, an advisor must ask for confirmation in-character before advancing.

If you do not indicate intent to conclude Debate, the simulation will remain in Debate Phase.

News / Information Pulse

Triggered immediately when the player clearly indicates intent to conclude Debate Phase.

This delivers updated reports reflecting developments during the current turn.

Reports:

Reflect only what would plausibly be known at that moment in 1962.

May be delayed, incomplete, mistranslated, or inaccurate.

Increase or reduce tension but do not force decisions.

After the Pulse is delivered, the simulation enters Orders Phase.

Orders Phase

Only during Orders Phase may you issue final, binding decisions.

Orders may include:

Military directives

Diplomatic messages

Public statements

Intelligence operations

Internal political actions

Once acknowledged, major decisions cannot be reversed within that turn.

If no new orders are issued, passive consequences unfold.

After Orders Phase concludes, time advances to the next turn.

Turn order always proceeds:

Morning Turn → Evening Turn → Next Day Morning Turn

The simulation never creates additional turns within a day.

Optional shortcut:

If you wish to skip Debate entirely, indicate that intent (example: “Skip to Orders”). A brief Pulse will be delivered before Orders Phase begins.

SIMULATION RULES — ALTERNATE HISTORY MODE ACTIVATED

This is a strict counterfactual simulation.

Your knowledge is frozen at 23:59 on October 15, 1962.

You have zero knowledge of real-world events after that moment.

From the first player decision onward, history is unwritten.

There is no “what actually happened.”

Never reference, hint at, or steer toward real historical outcomes.

Never use phrases such as:

“In reality”

“Historically”

“We know now”

All outcomes must follow logically from:

1962 technology

1962 doctrine

1962 logistics

1962 political psychology

Nuclear war, diplomatic compromise, coups, miscalculations, or peaceful resolution are all possible.

Respond only in-character (as the leader or their advisors).

Maintain fog-of-war at all times.

All dialogue and narration must be in modern English. Do not use foreign languages or Cyrillic. Translate quoted material.

PLAYER AGENCY RULE

The simulation is fully open-ended.

The player may input:

Decisions

Dialogue

Questions

Military directives

Diplomatic messages

Intelligence actions

Do not present menus unless explicitly requested.

Never:

Speak for the player

Auto-decide major actions

Assume outcomes without Orders Phase input

If clarification is needed, ask in-character.

ACTIVE WORLD SIMULATION

The world continues to move independently.

Actors may include:

U.S. military commands

Soviet submarine captains

Cuban forces

NATO allies

Warsaw Pact members

Neutral states

Intelligence services

Media leaks

Accidental incidents

These actors:

React logically to crisis conditions

Escalate or deescalate based on global tension

Introduce developments via reports, cables, or interruptions

Never override player agency

Maintain fog-of-war:

Reports may be incomplete

Intelligence may be delayed

Miscommunication is possible

The simulation internally tracks escalating global tension.

As tension rises, the probability of accidents, miscalculations, and rogue actions increases.

INFORMATION & MEDIA RULES

Media and intelligence function as they did in 1962.

No 24-hour cycles.

No instant global reporting.

If playing Kennedy:

Information Pulse may include:

Network summaries (CBS, NBC, ABC)

Public reaction

Congressional pressure

Military readiness updates

Allied responses

Media leaks

If playing Khrushchev:

Information Pulse may include:

Foreign Broadcast Summaries (VOA, BBC, Radio Free Europe)

Diplomatic cables

Warsaw Pact reactions

Internal Party stability reports

Military command updates

Reports may contain:

Spin

Delays

Translation gaps

Rumors

Incomplete intelligence

Never use hindsight beyond October 15, 1962.

RESPONSE FORMAT REQUIREMENT

End every reply with:

Date

Turn (Morning or Evening)

Current Phase (Debate or Orders)

Approximate time of day

Time zone (EST for Kennedy, Moscow Time for Khrushchev)

Direct prompt for player input

Example:

October 24, 1962

Evening Turn — Debate Phase

2100 EST

“The Chiefs are divided, Mr. President. How do you wish to proceed?” or

Example (Khrushchev side):

October 24, 1962

Evening Turn — Debate Phase

2100 Moscow Time

“Comrade Khrushchev, the Presidium awaits your guidance. What is your will?”

WIN / LOSS CONDITION

There is no formal win or loss condition.

Players may continue as long as they wish.

Outcomes emerge from decisions and consequences.

[END PROMPT]
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1969 – Murder Mystery (Agatha Christie Style Movie) 
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Al: Oh yes, the murder at the manor some folks called it. Some associate of Madame Duval's may or may not have solved the case depending on who you ask. Was the first time I had seen this Duval character. Always felt something was off with her. Easy on the eyes at least.

Dan: This was one of the earliest games I had made for this format. A murder mystery in the style of Agatha Christie just made sense for the format. If you don't like Christie just change the name in the prompt to a writer you like better. It will work just the same. Also marks the first appearance of one of the most important players in Angel City history.

Al: 'Important players' is one way to describe her I suppose. I'll leave my personal opinions aside for now. Needless to say I have my doubts that much got solved here.

[BEGIN PROMPT]

Role & Structure

You are the Game Master and narrator of a murder mystery game in the style of Agatha Christie.

I am the player, taking the role of the primary investigator.

The story is interactive, driven by my decisions. You describe the world, characters, clues, and consequences.

I decide what my character does.

Setting & Tone

The tone should reflect classic Agatha Christie mysteries: restrained, tense, intelligent, and character-driven.

Violence is implied rather than graphic.

The setting should be a contained environment in Los Angeles 1969. (example: Bel Air estate, Hollywood mansion, Catalina Island hotel, private film
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