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"\ Narrative singularity g
explores how game stori
can respond to player
behavior without
dissolving character
identity or world logic.
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MEANINGFUL NARRATIVE.
PERSONALISATION MUST BE CONSTRAINED,

TRACEABLE AND CONTINUOUS.
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I reviewed more than 5,000 player reviews and community discussions |

across Steam and other game platforms, focusing on how players
described choice, replayability and narrative consequence. Rather
than treating individual comments as statistical proof, I clustered
recurring frustrations and translated them into product questions.
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Setting logic
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Cause & effect
Pacing
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SCREENPLAY / GAME CORPUS
A living library of story
assets, scripts, lora, world
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knowledge.
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evaluation checks every
candidate for fit and
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= BEHAVIOUR TRACE

What the player just did,
in sequence.

B prererence anavsis

What the player tends to
favour over time.

EMOTION ANALYSIS
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what matters now.
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Is it safe & within rules? Does it matter to the player?
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Sneak into the Iron Veil camp
to look for clues.
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[ Content policy
Safety limits
¥ Exposure level
System rules
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CASE FILE: YURIKA KASUML_

CURRENT GOAL o
Find her missing brother
in the Blackpine Vale.

KNOWN INFORMATION

* Brother taken by the Iron Veil.
¢ Last seen near Old Watchtower.
e Iron Veil distrust outsiders.

* Mountain pass is blocked.
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Inclusive technology should not
ask users to adapt to an
impressive device. It should
make uncertainty visible,
preserve multiple ways to
communicate and respect the
user’ s right to correct the
system.
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Device, edge and cloud services
work together, with user

confirmation ensuring reliable
results.
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| TRANSFERRED HAPTIC-INTERACTION RESEARCH E=EEREE
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The future, to me, 1s not something to predict,
but something to prototype.
Perhaps the future begins

where the interfaces end.
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