TEAM A(I)DOL - CMU ENTERTAINMENT TECHNOLOGY CENTER - WEEK 4 - SEP 1418, 2026

Week 4 Update

Design x Technology x Business x Ops

You are not managing an idol. You ARE one.
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1- DESIGN

Design

I V1 scoped for the playtest build — and the full month the game becomes after V1.



1- DESIGN — ART (1/2)

Art this week

[ Characters]
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1- DESIGN — ART (2/2)

Art this week

[ Assets and parts]
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3 - BUSINESS

Business

I Swartz Center progress, and a cost reality check from someone who has shipped in this market.



3 - BUSINESS — SWARTZ CENTER / PROJECT OLYMPUS

Swartz: application approved — customer discovery

Owner: Yuelin - approved 9/12

Approved 9/12

Swartz + Olympus space

Kickstart program (Matt
Katsaros)

P
/ We don’t need it, / In progress
yet
Startup Access Form Customer 5 interviews
Application Discovery 101

General game /
entertainment users —
not only K-pop fans

ALSO THIS WEEK

m Entrepreneur Week panel attended

m EIRlist reviewed — 1:1 TBD

m Cheryl and Yuelin each run interviews, then align on who the user is

Aleks Petkov 1:1

Follow-up meeting
Tue Sep 22

Cohort sessions
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4-0PS

Ops

I Yuelin’s week, the narrative playbook, SME progress, and cost.



4 - OPS — WEEK 4 (YUELIN)

This week in operations

[ Yuelin — confirm and edit ]

Pitch logistics Swartz
m 11 faculty consultations booked, run and noted during Round 1 m Startup Application approved
m Round 1 written pitch submitted 9/20 m Customer Discovery 101 prep: 5 new interviews

m Round 2 pitch slides drafted

Playtest Outward

m Pre-playtest survey drafted m Project website: https://projects.etc.cmu.edu/aidol/

m Playtest build packaged week 5 m Quarters wrapped: Player experience walkthrough



https://docs.google.com/document/d/1bBUM51ZTp51Mt6LP-GiFtfvcYkttF7OZWIN4EJ4zvM0/edit?usp=sharing
https://forms.gle/fHDahSxcsb259pgq7
https://projects.etc.cmu.edu/aidol/
https://docs.google.com/document/d/1FaoVEXDZsfenESNpvB43J9dEPgQoHDFDuYFlsSPHGSQ/edit?usp=sharing

4 - OPS — PROCESS

Narrative Production with Al — Playbook v1

How we write story content with Al without losing control of it - delivered to Chris 9/18

é

Document tabs

1. The one-line version

1 decide what and whether it's right. Al does how to write it and wh stops being consistent.
But the interesting part isn't that sentence. It's that the line doesn't fall where people assume:

¢ Al's biggest contribution is not writing faster — it's finding contradictions.

¢ The human's least replaceable contribution is not writing better — it's knowing what the player should
be feeling at this exact moment.

2. Four layers, four different collaborations [ ]

Narrative work isn't one activity. At each layer the division of labour changes shape, and pretending
otherwise is the fastest way to misuse Al.

2.1 World — Al widens the option space, the human subtracts

Situation. The first worldbuilding draft used a two-layer structure (a real world plus an OASIS-like virtual
one). An advisor pointed out that two worlds is a lot to ask of a player, and that a Hero's Journey framing
would give the opening more tension. Not one line of story had been written yet; the world got rebuilt first.
What | asked Al. Not "write me a world."” The question was:
How do other works get an audience to accept a virtual world in three minutes, without a single line of
exposition?

That framing is the technique. | wanted a method, not content. Al deconstructed seven films and series with
virtual-world premises and extracted six shared principles.

What I took. Two of the six:

¢ Don't explain the technology; show the social rules. .

* Use universality instead of definition. In one reference film, nobody ever explains what the virtual
platform is — everyone just uses it to buy groceries and file paperwork, and the audience works it out.

What I built from them. Two concrete beats:
* An establishing shot: buildings floating in the sky, a city grown together with plants.
* First person, leaving the office: a coworker pulls up a floating panel, changes clothes, and teleports
away.
or the world. Neither explains anything.

: four rounds of refinement, and every round I cut something. Slogan candidates — all cut. Real-world
scenes — from three or four screens down to zero. The term "virtual idol" — deleted; in this world idols are
just idols.

Takeaway. Al widened the option space. Every subtraction was mine. If you only remember one thing
about this layer: the additive work can be delegated; the reductive work cannot.

2.2 Characters — the human gives the why, Al finds what the why broke

+

WHAT IT COVERS

Assets table and rules — what exists, what each asset carries

Narrative system rules — flow — stage — beat; what Al writes, what
we decide

Terminology principle — jargon in-game, plain words outward

Where LLM output is allowed: judges’ verdicts, producer’s report
wording — never the grade itself



4 - OPS — SUBJECT-MATTER EXPERTS

SMEs: one answered, one booked, one to confirm

Each SME is paired to a risk we named in the pitch

Liang Zhang Mobile game production & operations cost Answered by text — see Business
REPLIED

Tak Implementation difficulty of the pitched features Meeting booked - Sep 26

9/26

Wanyun Zhong Music production — the disagreement — negotiation mechanic [ status — confirm ]
TBD



Some slides are held back



