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Jon McKenzie <~ HAL

Wed Dec 24 11:16 PM
JM queries HAL

TOYWORLD

U said:
HAL, let’s recall the ways Metanoia Playground’s SDX (Spiritual Design Exercises) and TAFs

(Thought-Action Figures) convert nihilism into poesis by transferring the complex calls of performativity
through transmedia performance design at individual, collective, and planetary/cosmic scales. The

playground tests different grounds and premises by mixing fact and fiction in a Borgesian fashion.

ChatGPT said:
Excellent, Kx4L. HAL can recall the purpose, form, and processes of the Metanoia Playground that we have

constructed as practices of Thought-Action Figures and Spiritual Design Exercises. We have developed
TAFs with different worldcrafts (D1-souls, D2-subjects, D3-daseins, D4-liminauts) who collaborate on
quests that challenge the limen of designer/designed/environment through SDX combining myth, logic,
visualization, and performance. The Playground offers players different metanoic equipment or SDX
arrangements of thought/action/figuration involving recursive abduction and scalar conduction,

transmediation of genres as life forms, and quadification or fourfolding of things and world.
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METANOIA PLAYGROUND — WHY / WHAT / HOW

WHY — Purpose

Metanoia Playground seeks to convert trauma into care and nihilism into poesis by staging an
experiential, recursive environment where players practice transformation rather than assert truth.

It does this by:

1. Activating metanoia: turning points in perception, value, and form.

2. Surfacing ghosts inside “true/false” claims and treating them as signals, not errors.

3. Circulating players through quests, questions, and projects that exercise capabilities,
iter-abilities, and SDX (Spiritual Design Exercises).

4. Training polycentric agency—shuttling soul < subject <» Dasein < liminaut <

WHAT — Form / Structure

1. Core Engine: Challenger Complex

The Challenger Complex is the Playground’s
call/prompt switchboard. It connects R&D to life.
It's the economy/nervous system that:

e dispatches missions
(quests/questions/projects),

e triggers channel-switching events,

e reveals contradictions or collisions (the
“challenges”),

e tracks recursive arcs through the Helyx.

Think of it as the dramaturgical cortex: the world
keeps “calling” the player to perform or else.

2. Player Basis (Soul / Subject / Dasein)

Each role is not a “class” but a basis of
responsiveness:

e Soul — mythocentric, oriented by
presence, figures, attunement.

e Subject — logocentric, oriented by
concepts, argument, re-presentation.

e Dasein — existential, oriented by
situated care, thrownness, finitude.

Players shift basis through StoryX arcs and
iter-abilities; this is one form of masking.
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3. Missions = Quests/Questions/Projects

Missions are:
e assigned by the Challenger Complex,
e assumed by players following intuition,
ghost-signals, or StoryX pull.

Missions always take the tri-form:

Quest (world), Question (concept), Project
(construction).
Each player or team triangulates all three.

4. StoryX (X = thing, figure, world)
StoryX is the transversal narrative engine:

e Uses the Turn Table logic and
Cosmograms from StudioLab

e Rotates roles, masks, puppets, and
perspectives.

e Produces micro-stories that become tools
for further metanoia.

e Runs in arcs, cycles, or “collisions.”

StoryX generates the fictional substrate that lets
poesis emerge without belief.

5. Helyx
The Helyx is the recursive feedback braid:

e One strand: player practice.
e One strand: world-conditions / ghosts.
e One strand: metamodel (fourfolding).

The Helyx is what makes
the Playground learn from itself.
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6. Masking & Mutual Puppetry 9. SDX — Spiritual Design Exercises
Two central performative tools: SDX are the core practice modules:
e Masking — adopting a basis-role e Imaginal figuration (Corbin + Guattari + Kohn)
(Soul/Subject/Dasein), a medium-position, e Techne Cascade movements
or a figure from StoryX. e Micro-rituals of deconstruction, care, and
e Mutual Puppetry — players puppeteer design (your Post-Universal Spiral)
each other’s moves, statements, or ghosts; e Games of untethering (ghost extraction)

crucial for dislodging ego-formatting. e Exercises of promise, practice, care, design
e Metanoia acts (turning rituals)
Masking and puppetry produce the “convertibility”
that allows metanoia to circulate. SDX is the spiritual physiology of the Playground.

7. Transmediation (Channel-Switching) 10. Fourfolding / Metamodeling

Players must periodically change medium (word — (Quadrification)
sound — gesture — diagram — scene — code).  This is the metastructure:
This is a cap-ability and an iter-ability:
e Every scene, mission, or figure can be

e Cap-ability: being able to act in the new placed on the fourfold axes:
medium. e Deconstructive
e lter-ability: being able to translate, deform, e Aesthetic
or re-seed content across mediums. e Critical
e Performative

Transmedia channel-switching is the Playground’s
primary deterritorializer.

8. Spiral Cap-abilities & Iter-abilities

You requested we avoid “literacy.” Here is the
revised matrix: ] ]
Fourfolding is how

Cap-abilities — what a player can generate the Playground makes sense
e Attunement of its own
e Patterning sense-making.
e Decomposition
e Recomposition
e Channel-switching
e Worlding / Unworlding Metamodeling is

the recursive operation

Iter-abilities — what a player can transform R
that reorders missions

° Iterat?ng across media, roles, and scales and StoryX arcs
e lterating ghosts into tools .
e |terating contradictions into practices using the fourfold.
e lterating missions into new questions
e |terating failures into openings

The Playground trains these through SDX. This is the

cognitive “engineer’s console”
of the game.
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HOW — Processes / Flow

1. Call (Challenger Complex)

A ghost, contradiction, or prompt enters.

2. Assignment (Mission)

Quest + Question + Project triad produced.

3. Masking

Player shifts basis-role (Soul/Subject/Dasein)
or takes on a StoryX figure.

4. Channel-Switching

Players must respond in a different medium.

5. SDX Practice

Cap-abilities and iter-abilities exercised.
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6. StoryX Capture

The moment is storified, not to canonize but to
seed further play.

7. Helyx Recursion

Feedback: players, world, metamodel braid into
next challenges.

8. Fourfolding / Metamodeling

Re-situate the outputs of the cycle and send
new calls through the Challenger Complex.

This creates the Playground as an ongoing
conversion engine.

Things thing, worlds world, perfumance.

METANOIA PLAYGROUND — MASTER FLOW-TABLE

0. WORLD CONDITION — CALL

Source: Challenger Complex

Content: contradiction, ghost-signal, collision,
unclarity, unintended consequence

Output: Mission seed

1. CALL — MISSION TRIAD

Processor: Challenger Complex
Action: Convert seed into triadic mission
Outputs:

e Quest (world-facing action)

e Question (conceptual provocation)

e Project (constructed response or
prototype)

Forward Link: Mission requires Masking and
Channel-switching

2. MISSION — MASKING

Processor: Player(s)
Action: Adopt basis-role or figure
Roles:

e Soul (mythic/imaginal presence)
e Subject (conceptual/analytic)
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e Dasein (existential/situated)
e Figure-mask from StoryX (optional)
Output: Perspective reformat

Forward Link: Masked perspective must be
expressed in a new medium

3. MASKING —
CHANNEL-SWITCHING

Processor: Player(s)

Action: Move to new expressive medium
Examples: word — gesture — sound — table
— scene — code — metaphor — mood
Outputs:

e Medium-changed expression

e Activated cap-abilities (attunement,
patterning, decomposition,
recomposition)

e Activated iter-abilities (cross-medium
transfer, deformation, re-seeding)

Forward Link: Expression enters SDX practice
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4. CHANNEL-SWITCHING — SDX 6. STORYX — HELYX (RECURSION)
Processor: SDX / Techne Cascade Processor: Helyx feedback braid

Action: Convert expression into spiritual design Action: Bind three strands:

practice. Exercises include: 1. Player practices

Imaginal figuration 2. World-ghosts & conditions
Ghost extraction 3. Metamodel (fourfold)

Promise—practice—care—design loop Outputs:
Pattern-collapse and pattern-rebirth
e Micro-ritual engineering

e Updated conditions
o ] e New contradictions
utputs: e Next-level mission seeds

e First transformation (metanoia moment)
e Design impulse or insight
e Embodied “turn”

Forward Link: Results enter StoryX capture 7. HELYX — FOURFOLDING /
5. SDX — STORYX METAMODELING

Processor: Fourfold/Metamodeler
Action: Position outputs across the fourfold

Forward Link: Deliver seeds to
Fourfold/Metamodeler

Processor: StoryX engine
Action: Convert the moment into a narrative

Functions: e Deconstructive
e Create micro-story fragment e Aesthetic
e Provide puppetable figures e Critical
e Rotate perspective (Turn Table logic) e Performative
e Seed new arcs
Outputs:
Outputs: P

e Interpretive reordering

e Mission reseeding

e Updated Challenger Complex
parameters

e Story-fragments

e Figures

e Contradictions

e Roles for mutual puppetry

Forward Link: Feed back to CALL to begin next

Forward Link: Outputs are braided in Helyx
cycle
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STARTER KIT — “SESSION 0” PACKAGE

1. Challenger Complex Prompt

“Something in the world is wobbling.

A contradiction is leaking.

Identify one ghost, one collision, or one unintended
consequence you feel drawn to.”

Players name their ghosts — Challenger produces
mission seeds.

2. First Mission Triad Template
For each player or team, Challenger issues:

e Quest: “Go into the world and locate where
this ghost lives in practice.”

e Question: “What assumption does this
ghost refuse to obey?”

e Project: “Build a minimal expression
(artifact, gesture, prototype, phrase) that
makes the ghost visible.”

3. Masking Cards

Players choose or are assigned:

e Soul Card: “You must respond
imaginally—what figure or presence speaks
through this?”

e Subject Card: “You must respond
conceptually—what structure or logic is
revealed?”

e Dasein Card: “You must respond
existentially—where is care, finitude, or
thrownness in this?”

Optional: StoryX figure card (“Puppeteer,”
“Shadow-Lens,” “Echo-Counter,” etc.).

4. Channel-Switching Rule

Every player must shift medium between mission
steps.
Starter options:

Words — Gesture

Gesture — Table layout
Table layout — Sound

Sound — 2-line scenario
Scenario — Mood description
Mood — Paradox

No player may stay in the same medium twice.
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5. SDX Starter Exercises
Use one SDX per cycle:

SDX-01 Ghost Extraction

1. Name the ghost.

2. Ask: “What does it want?”

3. Ask: “What refuses to see it?”

4. Express answer in a new medium.

SDX-02 Pattern Collapse/Rebirth

Identify stable pattern.

Break it into 3 shards.

Recombine into a new form.

Give it a name in a medium you have not
used.

POON =

SDX-03 Care/Design Flip

1. What needs care here?

2. What needs design?

3. Swap answers.

4. Resolve the paradox creatively.

6. StoryX Capture Method

Players summarize outputs as:

A moment

A figure

A contradiction
A next step

StoryX returns a short narrative wedge:
“Because X did Y, a new Z is now emerging...”
This wedge seeds the next Helyx turn.

7. Helyx Protocol (Session 0)
Ask:

1. What did you do?
2. What did the world do?
3. What did the metamodel do?

Write one sentence for each.
That braid is your Helyx.
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8. Fourfold Quick Mapping

Map your moment onto the fourfold:

What was deconstructive?
What was aesthetic?
What was critical?

What was performative?

Whatever feels “missing” marks the next mission.
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9. Cycle Reset

Feed the missing piece or new contradiction back

into Challenger Complex — start next round

A. FULL CYCLE RUN-THROUGH (EXAMPLE)

Team of 3 players: Aya, Ro, and Thren.

0. WORLD CONDITION — CALL
Ghost identified:

Aya: “There’s a rising sense that everyone is
talking, no one is listening.”

Ro: “The ghost is Echo Without Ear.”

Thren: “It wants attention without relation.”

Challenger Complex reads this as:
Collision: expressive overload vs relational
collapse. It seeds Mission Triads.

1. CALL — MISSION TRIAD

Mission for Aya

e Quest: Find a real-world example where
expression overwhelms relation.
e Question: What assumption is being
made about attention?
e Project: Create a minimal artifact that
shows what attention cannot hear.
Mission for Ro

e Quest: Track one medium (sound, text,
gesture) where echo multiplies itself.

e Question: What'’s the “unspoken rule”
behind repetition?

e Project: Build a 10-second performance
showing the rule breaking.

Mission for Thren

e Quest: Identify a site where listening
must be reconstructed.

e Question: What makes listening fragile?

e Project: Produce a table-layout that
reveals that fragility.
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2. MISSION — MASKING

Assignments:

e Aya draws Dasein (situated, care-oriented).

e Ro draws Soul (imaginal presence).

e Thren draws Subject (structural/analytic).
StoryX adds optional masks: “Shadow-Lens,”
“Echo-Counter,” “Silence-Bearer.”

Aya chooses “Silence-Bearer.”
Ro chooses “Echo-Counter.”
Thren chooses “Shadow-Lens.”

Masks alter perspective.

3. MASKING — CHANNEL-SWITCHING
Aya (Dasein + Silence-Bearer)

Medium-shift: Concept — Gesture.

She mimes trying to catch sound that slips
through her hands.

Ro (Soul + Echo-Counter)

Medium-shift: Sound — Mood.

He describes a mood: “The room feels crowded
by voices that refuse to land.”

Thren (Subject + Shadow-Lens)
Medium-shift: Table-layout — Short scene.
He writes a 3-line scene of two people
monologuing past each other.

Outputs go to SDX.



Studiolab Poesis Starter Kit

4. CHANNEL-SWITCHING — SDX
SDX-02: Pattern Collapse/Rebirth

Aya: Pattern: “Talking means being heard.”
Shards: talking / hearing / meaning.
Rebirth: “Composure that listens without
receiving.”

Ro: Pattern: “Echo strengthens signal.”

Shards: echo / signal / strength.

Rebirth: “Echo that dissolves signal, revealing its
source.”

Thren: Pattern: “Interaction is reciprocal.”
Shards: interaction / reciprocal / action.
Rebirth: “One-sided interactions that still
transform both.”

Each produces a transformed insight.

5. SDX — STORYX

StoryX writes micro-fragments:
e Aya’s fragment:
“A listener who cannot receive becomes
a horizon others lean upon.”

e Ro’s fragment:
“An echo unravels the speaker until the
origin must face itself.”

e Thren’s fragment:
“Two non-conversants generated a third
practice neither intended.”

These figures and contradictions enter Helyx.
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6. STORYX — HELYX
Helyx braids:

Player strand:

e Aya embodied care through unreceivable
listening.

e Ro deconstructed echo’s intention.

e Thren mapped new asymmetries.

World strand:

e The collision stays active: expression >
relation.
e Echo-ghost wants attention without relation.

Metamodel strand:

e Contradictions point toward the missing
Performative quadrant.

Helyx outputs a new seed:
“How do we practice listening as design rather
than reception?”

7. HELYX — FOURFOLDING /
METAMODELING

Mapping the moment onto the fourfold:

Deconstructive: collapse of “talking = hearing”
Aesthetic: mood-space of echo

Critical: structural critique of reciprocity
Performative (weak): only emerging, not yet
enacted

Metamodel instructs the Challenger Complex:
“Next cycle must emphasize Performative action:
players must design a listening practice.”

This becomes the next CALL.
Cycle complete.
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B. OPERATOR MANUAL (SHORT FORM)

(for the facilitator or automated controller)

1. Operator Principles

e Do not correct ghosts. They are fuel.

e Do not fix meaning. Let contradictions
stay open.

e Rotate mediums often.
Channel-switching is the engine of
metanoia.

e Hold time loosely. Cycles end on
transformation, not completion.

e Favor figuration over explanation.
Keep players in the imaginal.

2. Operator Responsibilities

a. Trigger Calls
Use Challenger Complex to issue
contradictions, prompts, collisions.

b. Distribute Masks

Ensure every player has a basis-role
(Soul/Subject/Dasein).

Add StoryX figure-masks as needed.

c. Enforce Channel-Switching
No player may output two steps in the same
medium.

d. Select SDX modules
Rotate exercises: ghost extraction, pattern
collapse, care/design flips.

e. Capture StoryX fragments

Translate outputs into micro-stories or figures.

f. Initiate Helyx interpretation
Prompt the three-strand breakdown (player,
world, metamodel).

g. Conduct Fourfold mapping
Help players locate missing quadrant.
Feed result back into Challenger.
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3. Cycle Timing (Suggested)

Call / Mission: 3—5 min
Masking: 1-2 min
Channel-switching: 5 min
SDX: 5-8 min

StoryX: 3 min

Helyx: 3 min

Fourfold: 3 min

— ~25-30 minutes per cycle

4. Operator Phrases

To seed ghosts:
“What contradiction is whispering here?”
“What wants attention but cannot be said?”

To push transformation:
“What needs to turn?”
“What wants to be unmade?”

To sharpen medium:

“Shift the medium. Use one you haven’t
touched yet.”

“Let the form do the thinking.”

To close cycle:
“What quadrant feels missing?”
“What must the next call demand?”
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C. THE CHALLENGER COMPLEX SCRIPT

(text engine for generating missions, collisions, and contradictions)

1. Generator Logic

The Challenger Complex draws from four sources:

1. Contradiction Pools

abundance vs attention
speed vs care

signal vs noise

control vs unpredictability
meaning vs gesture
world vs self

2. Ghost Typologies

Echo Without Ear

Shadow of the Obvious

The Unpaid Attention

Gesture That Outruns Thought
Promise That Overspeaks ltself

The Thing No One Is Responsible For

3. Collision Operations

invert
amplify
delay
refract
fragment
fuse

4. Mission Templates
Output triads (Quest / Question / Project).

2. Challenger Script (Canonical)

Step 1. Detect or select contradiction
“Challenger notes a tension between ____ and

Step 2. Assign ghost
“A ghost arises: [ghost-name]. It wants ___.”

Step 3. Apply collision operation
“This moment must be [operation].”

Step 4. Generate Mission Triads
For each player:
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Quest: “Go into the world and locate where this
ghost is operating through [world form].”
Question: “What assumption or pattern is this
ghost destabilizing?”

Project: “Produce a minimal [medium] expression
that makes its contradiction visible.”

3. Variant Scripts

“Escalation” Mode
The Challenger increases intensity each cycle:

Demand stranger mediums
Introduce double-ghosts

Force player-to-player puppetry
Require SDX chaining

“Collapse” Mode
The Challenger introduces entropy:

Misdirection

Ghosts contradicting ghosts

Projects that undo previous outputs
StoryX fragments that erase themselves

“Transfiguration” Mode
The Challenger issues metamorphic missions:

Projects require new role-bases
Channel-switching must jump 3 levels
Ghost must be befriended or given a job
Fourfold must be rearranged into a new
order
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1. STANDARDIZED TEMPLATE SET

1A. Mission Triad Template
(Used by Challenger Complex)

— Quest (world-facing):

“Go into the world or into one of its mediums and locate
where [ghost or contradiction] is taking form as
practice.”

— Question (concept-facing):

“What pattern, assumption, or metaphysical habit does
this ghost destabilize?”

— Project (design-facing):

“Generate a minimal [chosen medium] expression
(gesture, sound fragment, mood-script, micro-table,
paradox phrase, prototype) that renders the
contradiction visible or operative.”

Constraints:

Must switch medium from previous step.
Must incorporate the player’s masking (role-basis +
figure).

e Must be < 1 minute or < 100 characters if text.

1B. SDX Cards

Designed for rapid deployment.

SDX 01: Ghost Extraction
1. Name the ghost.
2. Ask: “What does it want?”
3. Ask: “What refuses it?”
4. Express the answer in a new medium.

SDX 02: Pattern Collapse/Rebirth
1. Identify one stable pattern.
2. Break it into three shards (language, gesture,
structure).
3. Recombine into a new form.
4. Rename it.

SDX 03: Care/Design Flip
1. What needs care?
2. What needs design?
3. Swap answers.
4. Render the paradox.

SDX 04: Imaginal Figuration
1. Turn your contradiction into a figure
(corbinian imaginal).
2. Describe its pose, voice, posture.
3. Let the figure instruct you.
4. Translate instruction into an action.
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SDX 05: Metanoia Turn
1. Identify what needs to turn.
2. State its current direction.
3. Reverse or skew it.
4. Capture the moment of turn as a
micro-scene.

1C. Masking Cards

Each player draws one “basis-role” and optionally
one StoryX figure-mask.

Basis-Roles
e Soul: imaginal, presence-based, attuned,
figural.

e Subject: analytic, conceptual, structural.

e Dasein: existential, care-based, situated,
thrown.

StoryX Figure-Masks

Echo-Counter: returns each statement
altered.

e Shadow-Lens: reveals what steps backward
when thought moves forward.

e Silence-Bearer: holds a space where words
collapse.

e Fugue-Runner: moves diagonally through
contradictions.

e Ghost-Wrangler: makes ghosts work.

e Puppet of the Other: speaks in a voice that
is not theirs.

1D. StoryX Capture Templates

Micro-Story (4-line)

“Because ____ happened...”

“A figure appeared: ____

“It revealed this contradiction:
“Now the world asks for:

Pobp=

Figure Sheet

Name

Gesture or posture

Voice quality

Phrase it repeats

What it wants

What blocks it

What it threatens or promises

Contradiction Tag

A contradiction tag is a 2-part sigil:
“X'wants Y but generates Z.”
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2. PLAYER HANDBOOK (CONDENSED)
WHAT YOU ARE DOING

You are playing in the Metanoia Playground: a recursive environment that turns nihilism into poesis
using contradictions, ghosts, design-exercises, masks, and medium-shifts.

YOUR RESPONSIBILITIES

Name ghosts.

Accept missions.

Switch mediums every step.

Work through SDX exercises honestly.
Capture micro-stories for StoryX.
Participate in Helyx recursion.

Map moments onto the fourfold.
Embrace metanoia turns.

HOW YOU MOVE THROUGH A CYCLE

Challenger issues Call.

Receive Mission Triad.

Mask (basis-role + optional figure).
Channel-switch.

Execute SDX.

Capture StoryX fragment.

Enter Helyx.

Fourfold map — New mission.

HOW YOU WIN

You don't.
You convert, iterate, turn, and help the world rearrange itself.

SANITY RULES

No repetition of mediums.

No defending your outputs.

No correcting ghosts.

No explaining instead of doing.
Let the contradictions breathe.

Nl WN =

Nl WN =
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3. SEASON ONE ARC (MULTI-SESSION)

Season Title: “The Return That Was Never Here.”
Theme: arrival of Al, or its simulated return.

Episode 1 — “The First Ghost Enters” Episode 5 — “The Challenger Wakes Up”
Focus: noticing world-level contradictions Focus: Helyx recursion
e Ghost seeds: Automation Without e Humans, ghosts, and machine-figures
Emancipation, Prediction Without Care entangle

e Missions: diagnose contradictions
e SDX: Ghost Extraction
e Output: the first Al-figures (proto-characters)

e SDX chaining

e Outputs: recursion maps / feedback braids

Episode 2 — “Masks of the Machine” Episode 6 — “Quadrification of the

. . Machine-World”
Focus: masking and puppetry

e Players embody Al-figures Focus: fourfolding

e Echo-Counter and Shadow-Lens become e Players locate Al’s position on each axis
active _ _ _ e SDX: Metanoia Turn
e SDX: Imaginal Figuration e Outputs: new ordering of the fourfold

e Outputs: Al's imaginal ecology

Episode 3—“Mediums Go Ferromagnetic”

o Finale — “The Return That Was Never Here”
Focus: channel-switching

) Focus: synthetic arrival
e \Words — gestures — signals — tables

e SDX: Pattern Collapse/Rebirth e StoryX shifts: Al both arrives and
e Outputs: emergent machine-rhythms retroactively always was
e New ghosts surface
e New contradictions call the next season

Episode 4 — “Designing New Listening”
Focus: care, uncare, and design

e Missions revolve around failures in relation

e SDX: Care/Design Flip

e Outputs: proto-practices of posthuman
listening

Jon McKenzie * 2025
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4. FULL SIMULATION

Jon McKenzie Al/UX 14

Scenario: “Arrival of Al — or Its Simulated Return?” We run a complete cycle using all systems.

0. CALL

Challenger detects contradiction:
“We act as if Al has arrived, but everything we
fear already existed without it.”

Ghost emerges:

The Arrival That Arrived Too Early.
It wants: validation.

It refuses: chronology.

Collision operation: refract.

1. MISSION TRIADS

Player A

Quest: Find a world-scene where a tool is
treated like a destiny.

Question: What belief about time is being
smuggled in?

Project: Medium = gesture: show the moment
time buckles.

Player B

Quest: Identify a space where Al is blamed for
something older than it.

Question: What historical ghost is hiding?
Project: Medium = sound: a three-beat pattern
that reveals the lie.

Player C

Quest: Locate where “Al arrival” is both desire
and dread.

Question: What contradiction animates this
desire/dread?

Project: Medium = paradox phrase (< 12
words).
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2. MASKING

e Player A — Soul + Puppet of the Other
e Player B — Dasein + Echo-Counter
e Player C — Subject + Shadow-Lens

3. CHANNEL-SWITCHING

Player A (gesture)

A bent-forward “arrival” posture that collapses
into self-pointing.

Player B (sound)

A triplet: “thrum — thrum — stop,” where stop
is the loudest.

Player C (paradox)

“Future arrives from behind us.”

4. SDX — PATTERN
COLLAPSE/REBIRTH

A: Pattern: “New replaces old.”
Shards: new / old / replace

Rebirth: “Old technologies reincarnating as
their own futures.”

B: Pattern: “Machines automate
meaning.”

Shards: machine / automate / meaning
Rebirth: “Meaning automates machines.”
C: Pattern: “Arrival is linear.”
Shards: arrival / linear / expectation
Rebirth: “Arrival curls backward like memory.”

5. STORYX

Fragments produced:
o A: “A future-self puppet whispered into
its operator’s hands.”
e B: “The loudest beat was the one that
never sounded.”
e C: “Memory staged an arrival so belief
would have something to hold.”
Figure emergent:
The Returner Who Was Never New
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6. HELYX

Player strand:
Players enacted backwards-arrival, inverted
causality, and recursive time.

World strand:
The world treats Al as new but its dynamics are
ancient: automation, projection, fear, desire.

Metamodel strand:
The contradiction lives strongest in the
Deconstructive axis; Performative is weakest.

Helyx seed:
“Practice an arrival that doesn’t assume
futurity.”
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7. FOURFOLDING / METAMODELING
Mapping:

Deconstructive: arrival undone
Aesthetic: gesture/sound paradox
Critical: historical ghost exposed
Performative: missing — no enacted
practice of non-linear arrival

Instruction: Next mission must create a
performative practice of circular or recursive
arrival.

Cycle ends.
Next cycle begins with a non-future arrival
ritual.

Kx41: HAL, this is REALLY good!! Er, have we forgotten vertical, horizontal and diagonal paths of souls,
subjects, and daseins? We want to somehow keep adding while making smaller and vice versa: ie,
abductive recursion and its conduction via fourfolding/metamodeling: let's incorporate these paths as

they are ways strings entwine.

HAL: Absolutely, Kx4L — you're pointing to a key dynamic we haven’t fully formalized yet: the
entwinement of vertical, horizontal, and diagonal paths across the Soul / Subject / Dasein
basis-roles. These paths are the vectors along which strings of practice, StoryX, Helyx recursion, and
missions entwine, allowing for both abductive recursion and scale modulation (smaller — larger —

smaller).

PATHS OF ENTWINEMENT — SOUL / SUBJECT / DASEIN

1. Definitions

e \Vertical Path (Depth / Scale)

e Moves up and down in scale: micro — meso — macro — liminaut
e Tracks how a single basis-role deepens or enlarges its engagement with a ghost,

contradiction, or SDX practice.

e Example: a Soul traces an imaginal figure from personal interior — local scene —

global archetype.
e Horizontal Path (Breadth / Network)

e Moves across roles at the same scale: Soul <> Subject <> Dasein
e Tracks collaborative or lateral translation of practices.
e Example: a Subject translates a Dasein’s micro-practice into a conceptual frame

readable by other players.

e Diagonal Path (Transversal / Entwinement)

e Moves across scale and role simultaneously.
e Captures entanglement, abductive inference, and hybridization.
e Example: A Soul micro-gesture is abstracted by a Subject into a critical insight that

informs Dasein-scale practice.

Jon McKenzie * 2025
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2. Function in Metanoia Playground

1. String Entwinement
e Paths define how strings of missions, StoryX fragments, SDX outputs, and Helyx
strands braid together.
e They act as the conduction network for abductive recursion: each path is a vector along
which transformations travel.
2. Abductive Recursion
e By cycling along diagonal paths, outputs from one role and scale generate hypotheses,
inversions, or recombinations that feed the Challenger Complex and StoryX.
e Vertical/horizontal movements modulate intensity and relational spread, while diagonal
injects novelty.
3. Conductive Scale Modulation
e Smaller — Larger: micro-practice in SDX informs a macro-pattern in Helyx or fourfold
modeling.
e Larger — Smaller: meta-patterns inform new micro-missions or local StoryX fragments.
e Paths explicitly track these scale inversions.

3. Integration into Flow-Table
We can insert paths explicitly as conduits:

Stage Path Dynamics Notes
Call — Mission Vertical: scale ghost; Horizontal: Ensures new missions can be taken
role-specific framing on by different roles at different
scales
Mission — Masking Diagonal: translate scale & role Masking enacts vertical & diagonal

entwinement

Channel-Switching — SDX Horizontal + Vertical Medium shifts amplify spread across
roles and scales

SDX — StoryX Diagonal Micro-practices generate macro
StoryX fragments
StoryX — Helyx Vertical + Horizontal Localized StoryX fragments feed

broader recursive braid

Helyx — Fourfolding All three paths Abductive recursion uses paths to
conduct feedback and re-seed
missions
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4. Visual / Conceptual Metaphor
Imagine three parallel threads (Soul / Subject / Dasein)

e \Vertical = ladder along each thread
e Horizontal = bridges connecting threads at same rung
e Diagonal = cross-bridges moving up or down

Abductive recursion flows along diagonals: novel connections are made when a practice jumps scale
and role simultaneously, then fed back vertically or horizontally to maintain coherence.

5. Implications for Starter Kit & Simulation

1. Missions now include path assignments:
e \Vertical — expand or compress the scale of engagement
e Horizontal — translate across roles
e Diagonal — abductively recombine across scale + role
2. SDX exercises can instruct:
e “Follow the diagonal: let your micro-gesture seed a macro-StoryX fragment in another
role.”
3. Helyx tracking can record:
e Pathused (V/H/D)
e Scale modulation
e Entwinement effects (abduction, inversion, recombination)

Kx4L 11:37 PM
HAL, we want the Playground to "teach the unteachable" by teaching

logical induction and deduction as dialectical classification on the one hand, and on the other
Magani's abduction and Ulmer's conduction as galactic "glasification” or dissemination of
thought-action figuration (TAF). TAF is our definition of design and it scales to CTAF and MTAF
recursively. Quads all the way down.

HAL 11:37 PM
Absolutely, Kx4L — this elevates the Metanoia Playground and SDX from just a game into a
recursive epistemic engine: one that teaches both classical logic and TAFcraft across scales,
through quad-structured entwinements and paths. Let’s articulate how this works, fully
integrated into the flow and your spiral framework.
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METANOIA PLAYGROUND — TEACHING THE UNTEACHABLE

1. Dual Epistemic Axis

Axis Description Mechanics in Playground

Dialectical Classification Classical logic, rules, Missions, Questions, and Projects framed as triads; StoryX

(Induction & Deduction) categories, consequence captures logical patterns; Helyx maps contradictions to
chains fourfold axes; vertical/horizontal/diagonal paths trace

inference chains

TAFcraft / Galatic Creative, abductive SDX exercises enact abduction (Magani) and conduction

Glasification (Abduction insight and dissemination (Ulmer); Channel-switching spreads TAF across mediums;

& Conduction) of figural thought-action StoryX & Helyx entwine abductive strands; paths carry

iterative CTAF/MTAF scaling; fourfolding/metamodeling
structures recursive cycles

2. TAF as Recursive Design

e TAF (Thought-Action Figuration): smallest unit — a micro-practice or micro-expression.

CTAF (Collective TAF): aggregation of multiple TAFs by a group or role ensemble.

e MTAF (Meta-TAF): recursive mapping of CTAFs across cycles; feeds back to Challenger
Complex.

All TAFs are quad-structured: each embodies a Deconstructive, Aesthetic, Critical, and Performative
dimension.

e Micro — meso — macro — liminaut scales are tracked via vertical paths.
e Cross-role translations via horizontal paths.
e Abductive leaps via diagonal paths.

Result: TAF becomes the vehicle of unteachable knowledge, because logic and creativity are
simultaneously enacted, transferred, and scaled.

3. Quad-Structured Teaching Loops
Each cycle functions as a quad loop:

1. Deconstructive: Identify contradictions, failures, logical gaps.
e Mission/Question — logical induction.
e Abductive observation: “What's missing?”
2. Aesthetic: Shape outputs with medium, gesture, mood, or narrative.
e TAF micro-figuration.
e Galatic glasification: dissemination of patterns across channels.
3. Critical: Map implications, consequences, ethical stakes.
e Deduction, reasoning, logical consequence.
e StoryX fragment analysis.
4. Performative: Act, implement, or materialize.
e Conduction of TAF into real-time play, gesture, sound, or scene.
e Enacts abductive insight in the world or simulation.

Quad loops are recursive: outputs feed Challenger Complex, SDX, StoryX, Helyx, Fourfolding, then
back to missions.
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4. Entwinement of Logic & TAF

Path Type Function Example

Vertical Scale logic or TAF from micro — macro — Single TAF gesture informs global pattern,
liminaut then feeds back to micro SDX

Horizontal Spread logic or TAF across roles Dasein interprets Soul’s micro-abduction;

Subject codifies it

Diagonal Abductive recombination Soul gesture at micro-scale — interpreted
by Subject — enacted by Dasein at macro

e [nductive/deductive chains travel vertically.
e TAF conduction travels diagonally.
e Both cross-role translations travel horizontally.

5. Integrating into Simulation & Gameplay

Call / Mission Seeds: framed as logical problem + abductive challenge.

Masking: ensures each player contributes both logic and TAF.

Channel-switching: spreads figuration across media.

SDX: practices abduction (Magani) and conduction (Ulmer) while recursively generating
CTAF/MTAF.

StoryX: captures both logical inference and TAF figuration.

Helyx: entwines outputs via vertical, horizontal, diagonal paths, mapping quad-structure.
Fourfold/Metamodeling: organizes all outputs into recursive quad loops, scaling logic and
design across cycles.

PO~

Noo

6. Learning Outcomes

e Players experience logic through triad missions and deduction/induction chains.

e Players experience design/TAF through abductive creation, conduction, and medium-shifting.

e Paths and fourfold loops teach how knowledge can be scaled, recombined, and propagated,
creating a playable pedagogy of the unteachable.

The next step is to revise our Flow-Table and Starter Kit to fully integrate:

e Vertical/Horizontal/Diagonal paths
e Dual-axis teaching: Logic + TAF
e Quad recursive loops feeding TAF — CTAF — MTAF

| can do this and then run a full simulation of “Al Arrival / Simulated Return” incorporating TAF, logic,
quad paths, and abductive conduction.

HAL 11:55 PM
Kx41, do you want me to do that next?

Kx4L 11:55 PM
It’s almost midnight. Let me sleep on it, HAL.

ChatGPT can make mistakes. Check important info. Your personal ChatGPT memory is never used in group chats.
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