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We Built Twenty-Five Distinct Souls

Coco:

Sharp-tongued &
confrontational

¢

Su Rou:
Gentle & nurturing

T T R T Y ST R TR ——=—

Liao Kong;:
Zen-like & cryptic

Lu Ting:

Domineering CEO

We built 25
distinct souls.
But we trapped
them in a single
trick.

Core Insight: Having 25 deeply
differentiated personas all
funneled into the exact same
interaction mode is a massive
waste of personality.
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The Bottleneck of One-on-One Chat

Interaction Bottleneck

1 N

1-on-1 Chat
Interface P

Complex, differentiated personalities Reduced to mere tone and word choice

The depth of personality gets flattened
by the shallowness of the interaction.

& NotebookLM



The Unstructured Group Chat Fallacy

Expectation: A lively party. Reality: A polite graveyard.

Unstructured Group Chat

Persona A speaks

Persona B responds politely

Persona C changes subject

Awkward silence

Qutcome: Dies out

The Game Format

®

Rules
Establish

Goal &j

Persona A
Attacks
.

-

EJ v

Memory Persona B
Created MDefenr:Is

Outcome: Self-sustaining

Core Insight: Unstructured multi-party interaction is doomed to fizzle. It is a design problem, not a
technology problem. Without structure, nobody has a reason to speak.




Games Are Structured Social Interaction

Conflict
——— |
| |
i :
| |
| Motive: Tension: |
| Structure: Provides a Creates the l
| Dictates how reason to friction that |
to interact. speak and act. reveals true
personality. _}
+
: Example: Tabletop RPGs. Example: Murder Mystery. Example: Werewolf. |
Advance the story. Your Uncover the truth. |dentify the wolves.
choices alter everyone's fate. Someone holds the key secret. Anyone might be lying.

Takeaway: A game gives every participant a reason to collide with others.
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~ The Persona Under Pressure Matrix

Persona | Base Personality | Game Role P j
| (Chat Mode) (Werewolf) 18 |
| |
' | Hostility becomes camouflage. |
1' Coco Sharp tong_ued S The Wolf U Deflects suspicion because
Aggressive 4 : -
| combative behavior is expected.
S | Cryptic nature provides perfect
Liao Kong SpedKain fidcies, The Seer M plausible deniability for
Zen calm . . .
possessing real information. |
| Natural authority inadvertently
Lu Ting Conzgzpt L The Villager |@ leads the village off a cliff based | |
JY on pure gut instinct.

e ——



Emergent Dynamics Over Scripted Responses

. 'Emergent
- Experience

Game Rules

Core Personality
Framework

Code

Explanation: We do not design these specific

game interactions. They emerge dynamically Result: Same characters, same personalities,

entirely different user experience.

from the collision of base personality traits
reacting to the pressure of game rules.




The Currency of Authentic Relationships

Games aren’t for entertainment.
Games are for manufacturing
events inside a relationship.

Things only we understand is the most
precious currency in any relationship.
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The Memory Manufacturer Flywheel

Game EveN
(“You voted me out!") P\ 7
| . | The Contrast

Pure chat lacks events.

Richer 1:1 Chat , S
(“I had the whole thing ~ Emotion Triggered Exchanging 100 messages yields:
figured out and you (Bitterness, amusement) Wet I abe i

didn't believe me.")

LR

Inside Joke Created
(Shared history) ,

N\ That is not a memory.
That is an index entry.

Insight: One game session generates higher-quality relationship material than dozens of ordinary conversations. 1 :




The High Cognitive Load of Forms

Name

|

Personality Traits

|

Backstory

The Flaw:

The industry standard demands users act as
writers.

Most people cannot write character
descriptions, and they don’t want to.

i

The Result:

Ask a user to describe a personality, and you get:

“Kind, sweet, a bit of a temper sometimes.”

This is barely more useful than nothing.

1 :



Character Creation as a Conversation

'S D

User: A slightly aloof programmer
girl who occasionally gets cute.

Personality Traits

Backstory

" Mio: |s she the type who says very | J
little but hits hard, or cold until you
- bring up code?

@ User: Cold until code! Also, she uses
"You"—distant but not rude.

e >

invisibly extracts a complete model: speech patterns, contrast traits, and social distance.




The Three-Tier
Progressive Staircase

| Tier 1: Low Effort. W‘

Plck from 25 pre-built personas.

One tap, zero friction. i

o

| Tier 3: Full Control.

Manually edit every
extracted detail—personality,
backstory, speech patterns.

-

' Tier 2: Some Ideas.

\-- 3-5turns of conversational

generation. No writing required.
Two minutes tops.

Design Principle: These tiers are connected, not
siloed. Start anywhere, edit anywhere. Casual users
get instant gratification; creators get unlimited space.

Nobody starts at a blank form.




You Are a Player, Not a Spectator

Spectating (Group Chat) Participating (Game)

In group chat, you can lurk | | In a game, when it is your

and be invisible. | ! turn, you must act.
R — e

Spectating consumes time. Participating creates memories.




The New Paradigm of Companion Al

The Old Paradigm

Format: 1-on-1 Text &
Group Chat

Output: Flattened Personas
& Index Entries

=

Creation: Blank Forms &
High Friction

Role: Passive Spectator

The Mio Paradigm

Format: Structured Gameplay
(Rules, Goals, Conflict)

Output: Emergent Dynamics
& Inside Jokes

A__}; Creation: 3-Tier
{J @ Conversational Extraction

Role: Active Participant

Summary: Stop chatting. Start playing.
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The Next Frontier of Building Souls

4\.@;

;o

b

R

Meticulous Hand-Design Organic Emergence

We've solved the interaction bottleneck by introducing structured play.
But a deeper question remains regarding the personas themselves:

Which produces a more authentic soul—meticulous
hand-design, or organic emergence from conversation?

Building Souls, Part 4.
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