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Code is Solved. Story is Not.

Rebuilding narrative design for the AI era—from
black-box talent to structural scaffolding.
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SCENE 1 - INT, THE MRITER'S RDOM - DAY

The room is bathed in seft sunlight. Dust motes
dance in the air. ELARA sits at a large, antigue

uogden desh

are fived on & blank pagy, & pen

surrounded by oxerfloning ootehooks,
character sﬁatchts, and cronpled :iper. Her eyes

oFering fust

above the surface. She sighs, the weight of the

unspoken story pressing down.
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It"s not about the words. It's about the
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She glances at a framed phutnEraph of an old
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tear traces a path doam her cheek.
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The “As you know, Bob” Problem:
Two characters solemnly reciting [
known facts to each other. (

As the last guardian of
this city, you of course
know that the great war

three hundred years ago @ EXposition Dump: Splitting a

took everything from us. TYICPOL U ETTRMTTTNAY: E

-~

He felt boundless grief _ \
o — Adjective Stacking: Telling the
and despair, her heart

player what to feel instead of
.was a tangle of feelings. earning it.

Raw execution engines don't write stories. They state meanings outright,

terrified the player won't understand.
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- The Diagnostic Matrix: Execution vs. Craft

i AI Default The Craft

3 (The Cringe) (Good Story)

- 1

- |Information |Exposition dump laidl Subtext with breathing room
Delivery flat on the table. | for player interpretation.

g Categorical .

-~ |Character ey Specific, observable

- | Traits s A b s behaviors.

2 (‘brave’, ‘sad’).

- : Earned through E

o ; Stated outright E
Emotion Jila [lapdlk att:-:ichment and E

action. =
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Craft Theory:
McKee, Vogler,
Sanderson,
Weiland

A

Beat-by-Beat
Tear Downs:
Genshin, Star
Rail,
Arknights, FGO,
Blue Archive

The stuff 1

74

Failure
Analysis:
Arcs that
famously
derailed

assumed was

the most
Syonptuhse 341*38 & myste Il ous,
N talent-bound

and innate...

4 all had hard
recipes.
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Recipe 1: Theme & The Acid Test

"N Dpefine the Theme |~/ _°

—o
o B4 Example: Freedom is won when [—

Sli=r= you break the system. I:j_o

] Flip the Ending e/ °
o-:|= Action: Let the protagonist :|-'_°
1 fail instead of win. ——0

Does the

story still
old together?

Bad Theme. It’'s Good Theme.
just decoration The structural spine
floating on top. relies on it.

Case Study: The Failure
Fuzzy theme: “A game
about loneliness”
shattered on contact.
Protagonist lonely or not,
the story didn’t change.
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Recipe 2: Character Anatomy

A specific past event
that broke something.

>

A false belief growing
directly from the

(Not just a “sad childhood”).

wound.

What the character
chases because they
believe the lie.

The exact opposite of
the lie; the truth
required to heal.

| | I I | I I | |II[|I!I|IflllII!III|II[|III1III

Rule:

Fill in behavior, never adjectives.
Categories like “brave” fit anyone
and say nothing.

| The One-Line Trait Rule L

Example:

“She’s the type who laughs loudest at a

funeral.” Instantly implies history,
contradiction, and personality.
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Recipe 3: The Gap Moe Equation

Correcting the gacha industry’s biggest misunderstanding:
1t 1s not just two random labels stitched together.

Outer Shell
High-recngniti;;_ﬂ\\\t

surface trait.

Depth

r-(—

Inner Core

A sharply
contradicting truth.

Inner detsars
2375 x 26889

The Pin (The Wound):

The Wound. Welds the
shell and core together
so the player cannot
spot the seam.

Va|

Case Study: Su Ji

Surface Trait:

The city’s coldest
emotion-appraiser.
Prices tears to market
rate in 3 seconds.

I | I | I I I | |III|Ill|III|]II[III|III|III1III

Inner Core:

Hasn’t been able to cry
for herself in 3 years.

The Pin (The Wound):

Her mentor sold the only
true tear she ever shed
for a promotion. The
betrayal built the shell
and muted the core.

| o e

I|I|I|I|I|I||I|I|I|I|I|[

T (BT B T

||I|I|1|I|I|I|I|1|I|%|I|1|I|I|I|l|||||l|||l|l1l|||||||||l|||||||

& NotebookLM |



|li|||||||||||||l|||||||l|||||||||iJ||l|||||||||||||l||||||||||J|||||||||li|||||L|||||||1|I1|||||||||||||||J||||||||||||||||l||||||n|||J|||||I11||||||J||I||||||li||||||l|||||u|||1||

cle b b bbb o b

Recipe 4: Worldbuilding as a Funnel

Worldbuilding Procrastination Traq ‘/7 Gandarson e i /"" ==l
Pantheﬂns 8,000-year chronologies f rﬂ“tes

yrems : tion
%rew S 3*'?/;‘3\1 Sepret?

Currency systems '% A
Creatlon myths Myro

Limitations > Powers.

Magic that cures anything but
costs a year of life has a story.
All-powerful magic has no story.

N A
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'LJ
ﬂ?’ .rf/?} >
(/f?g@U Filter 1: “Does this directly
{};, f'gir drive a character’s decision?”
Q Vd“-ﬁ Filter 2: “Does this create a
3, gffl, visible obstacle in the plot?”
o & Tk . -_.'.-':;:'-:f.. & N .T.::-, \ g . -
2 ) Uta B ' & = A2\ Filter 3: “Does this explain a

consequence the player can
actually perceive?”

If None =
Don’t build it yet.
Go write.
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Recipe 5: The Emotional Activation Curve

g T e R S | e R |

T1me'

High =
A The Earned Knife (The Pixar ‘Up’ Rule): =
AL Make them genuinely love the character \ =

il before you take them away. =

= | ") =
=L oo S
o | _ 5
[ =l Instrumental Death: :s =
i L Character used as a prop §.s ~~Instrumental Death: =
2| for protagonist growth. : < Character used as a prop 3
| | for protagonist growth. =
& Misery-Mongering: =
o | Suffering without o
= | prior attachment. =
< \ 1 3
The Pull Paradox: @ —

i Knifing a character =

r : right after the C

; player spends real =
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The
Skeleton-First

Method
(e.g., FGO / Nasu)

Clo b b bbb b b b b g

The Open-Loop

Overload
(e.g., Star Rail
/ Amphoreus)

1 | T | | I
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Ch 1 Ch 2 Ch 5 Ch 6 Ch 7
‘iL; ............ ;iLr

Hole Hole Hole Hole
Dug Dug Filled Filled
Ch 1 ChaZ Ch 3 Ch 4 Ch 5 Ch 6 Ch 7

Hole
Dug

Hole
Filled

Filled

OO oo
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Clean, staggered
spacing. The
ledger dictates
exactly when a
hook is paid off.
Endpoint nailed
on Day 1.
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The Pacing Ledger: Sustaining Live-Service Narratives

Holes got dug
‘(r-faster than

they got filled,
wearing players
thin.
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The Mystery Iron Law & The Camera Protagonist

The Mystery Iron Law The Camera Protagonist

| | I 1 | I I | JIIIIII]|[II|III III|III|III!III

B 0 |

Never open a loop you don’t have The protagonist cannot just be an
the answer to yourself. information relay trailing the plot.

The cautionary tale of ‘Lost’: planting A bad first impression (Wuthering Waves 1.0)

hooks without answers eventually causes costs future versions. Recovery requires
the narrative machine to collapse. fast, transparent acknowledgment and

relentless iteration (Rinascita).
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Busting the Nationality Myth in Gacha Design

J 5 g e e | R R s e

7
n . : :
w5 miHoYo (Genshin, Star Rail)
= = The grand world is just a vessel
= = to make characters glow.

-=
w o
@
=
T D :
= Hypergryph (Arknights)
= o Bluepoch (Reverse: 1999)

2| | Project Moon (Limbus Company)

Lightweight Text Boxes Presentation Form Full Cinematic Cutscenes

Narrative choices are structural, not geographical. Straightening

out this crossed wire instantly clarities industry design.
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Act IV: The AI Coach Scaffolding
>< game-script-creation >§

User Input

Step 1 The 'Three-Sentence Bad News' Test:
Provide a tiny sample of a character receiving bad news.

{

Al Diagnostics

Step 2 The sample reveals exactly which layer of craft
the writer is stuck at.

wlv Y v v
-] ] Main-line - Sta in
Worldview Theme i Characters d ﬂ-:ugrn egn ¢
~J ~) ]

S

The story is always yours. The skill is only scaffolding.
It doesn’t assume you're a pro, and it doesn’t assume
you’re a beginner. It is a sparrmg partner.

Q
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The Paradigm Shift: From Execution to Judgment

Before: The Past

The Execution Bottleneck (Writing Ability)
. 74

@@ Creative D
(® Ideas "

t.
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After: The Al Era

AI Scaffolding
(Infinite Execution)

( Al compressed an entire library of craft into an on-call coach,
ERENARE. but the ‘Yes, that’s the one’ judgment is entirely on the human.

I |

The New Bottleneck:
Taste & Human Judgment

T
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Al still can’t write a line of dialogue that
isn’t cringe. But I’'m not anxious anymore.

Because cringe was never the AI’s problem.

It’s a judgment problem.

Scaffolding was never about climbing the wall for you.

It’s about letting you reach a height you’d never
have reached in your life.

== B = == ol

" Knowing why it's bad is knowing how to fix it. |



