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1 · DESIGN

Design
Our first LLM character, Echo: three things I learned building her. Then art and UI.
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1 · DESIGN — ECHO · INSIGHT 1 OF 3

AI drafts a persona. Details make a person.
Our first LLM character, polished this week.
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AI DRAFT

A persona in one prompt

fast · plausible · flat

THE GAP

Unique · vivid · true

what a person has and a draft doesn't

MY JOB

The details

from real stories I've seen in this industry
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1 · DESIGN — ECHO · INSIGHT 3 OF 3

Like Inside Out: core memories decide who she is
Build the memory first. Let it decide the person.
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[ Inside Out · core memory still ]

CORE MEMORY

40 minutes on stage

BELIEF

being seen matters

BEHAVIOUR

she passes it on

↓

↓
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1 · DESIGN — ART & UI (1/2)

Art and UI this week
[ Peter — Shop, Gacha, Styling Room Update]
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1 · DESIGN — ART & UI (2/2)

Art and UI this week
[ Peter — Tasks, Review, Message, World ]
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3 · OPS

Ops
Incorporation before SXSW, the first EIR panel, and what the Week 12 playtest still needs.
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Some slides are held back 
This is the public edition of an internal advisor deck. 
Model comparisons, prompts, cost tables, architecture and unreleased design are withheld. 

They are published in full in the A(i)dol Al game development playbook, December 2026. 




