What | Do

Designing Artificial Companionship for the Near Future

| specialize in the design and strategic framing of Al-driven companions—digital, physical, and
hybrid systems intended for long-term interaction, emotional engagement, and adult-oriented
use cases.

My work focuses on a rapidly emerging space where large language models, embodied
interfaces, and human emotional needs intersect. This includes Al companions, gynoid
concepts, and LLM-powered dolls that move beyond novelty and toward sustained presence,
predictability, and meaningful interaction.

Rather than building technology for its own sake, | design how companions are experienced
over time: how they behave, how they are perceived, and how users emotionally integrate them
into daily life.

In parallel to my work on behavioral and personality architecture, | am also a concept designer
and art director, focusing on the visual design and storytelling of artificial companions. |
design how these beings look, how their form communicates intent, and how visual choices
support emotional perception within a narrative or interactive context.

What | Design
1. Companion Concepts & Embodiment

| design companion systems that feel intentional and grounded—whether they exist as digital
characters, physical dolls, or embodied Al devices.

This includes:
o form language and physical presence
e materials and tactility (for embodied companions)
e expressive motion and posture
e visual identity and aesthetic coherence
o feasibility aligned with today’s manufacturing and Al constraints

The goal is to create companions that feel approachable and believable, not speculative or
theatrical.

2. Behavior & Personality Architecture

Most Al companions fail not because of poor technology, but because of poorly designed
behavior.

| define:



e personality frameworks and emotional baselines
e memory and learning logic

e adaptive intimacy scaling

e consent and boundary systems

o predictable long-term interaction patterns

This work shapes how a companion feels to live with—not just how it responds in conversation.

3. Companion Experience Strategy

| help teams think through the full lifecycle of artificial companionship, especially in adult
contexts where emotional dynamics matter.

This includes:

e onboarding and first-contact experiences

attachment curves and long-term engagement

e daily routines and ambient presence

ethical guardrails and user safety

integration into real-world environments

My approach treats companionship as an experience system, not a feature set.

4. Visual Design & Storytelling

My design work, powered by 15+ years of industry experience, covers character and gynoid
design, speculative product concepts, and near-future worldbuilding for entertainment
projects. | treat artificial companions as authored characters, where form, behavior, and
narrative context work together to create presence, tension, or intimacy.

This approach is especially visible in projects developed for film, games, visual novels, and
episodic storytelling, where design becomes an active narrative tool rather than background
decoration.

Who | Work With

| collaborate with:
e Al companion startups
e entertainment studios and VFX houses or pre-production/VFX design
e adult doll and gynoid manufacturers

¢ sextech and intimacy-focused product teams



e robotics-adjacent studios exploring embodiment
e investors and research teams evaluating companion technologies

| am most useful at the concept, direction, and definition stage, where clarity can save
months of misalighed development.

What | Don’t Do
e | don’t build hardware or manufacture products
e | don’ttrain or deploy Al models

Instead, | focus on solutions, design intelligence, behavioral clarity, and experiential
coherence.

Why This Matters

Artificial companionship is no longer speculative.
Products already exist—but many lack emotional stability, ethical clarity, or long-term design
thinking.

My work addresses that gap by helping teams design companions that are:
e emotionally predictable
e psychologically safer
e technically realistic

e and aligned with how people actually form attachments

How to Start a Conversation
If you’re exploring:
e gynoid concept design & art direction
e Al companions beyond chatbots
e embodied or doll-based Al systems
e long-term emotionalinteraction design

I’m happy to talk—early, informally, and without assumptions about where a project “should”
go. Don’t be shy and let’s get in touch!

Reach me at:

contact@metroform.studio
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