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designer-toy character line.

Executive Summary

This document formalizes the current concept direction for The Creator franchise around a premium
collectible vinyl character line and its linked story systems. It folds the latest visuals into canon, defines the
five-character toy wave, and clarifies how the world’'s judgment factions, addiction algorithms, and hype
mechanics connect across comics, animation, games, and merchandise.

The protagonist remains the central white-presenting figure in a broader predominantly non-white world.
This is not a demographic accident inside the design; it is a visual contrast rule. He reads as socially
ordinary and system-compatible on the surface while carrying the most volatile systems literacy in the
setting. The surrounding cast and faction bodies should visibly reflect wider global and urban diversity.

The new toy-line direction is full-profile, full-body designer dolls / vinyl figures rather than busts or tabletop
diorama fragments. Each toy should stand as a silhouette-first collectible object with a narrative base,
faction-coded accessories, and a clear premium finish strategy.

Visual Canon



Figure 2. Canon protagonist portrait language: rough wall  Figure 3. Canon cast assembly: the protagonist anchored
texture, layered drips, street-art color bleed, and severe in the middle of a predominantly non-white faction world.
line confidence.

Core Concept

The Creator operates in a world where judgment is cultural infrastructure. Factions are built from tactical
systems such as Go, chess, dominoes, backgammon, poker, blackjack, scientific verification, and
recursive algorithmic control. Each faction treats its preferred logic as a civilization model rather than as a
leisure game.

At the same time, the world is destabilized by addiction architecture. Software systems do not simply
deliver information. They optimize for looped return, emotional stimulation, volatility, compulsion, and
wave escalation. In franchise terms, hype is no longer just publicity. It is algorithmically encouraged
behavior that behaves like weather, tide, or engineered dependency.

The toy line should therefore feel like a physical snapshot of a larger systems war: each figure is a node in
a judgment culture while also carrying signs of platform addiction, feed logic, and symbolic residue.

Wave 01: Character Lineup

Figure Role Faction link Silhouette cues Primary accessories

) . r Cap, glasses, hoodie, Cigarette, spray cans,
CR34TOR Lead figure / franchise Mepa judge / creator smoke trail, grounded domino tile, token chips,

anchor logic
stance coded base
. . . Short hood silhouette, Spray can, tag marks,
SOM3-B Zg?ﬁérch"d / parallel D;rr?w: ; graffit punch-forward pose, hood drips, curb-edge
P Y large shoes base




Tall coat, upright

Go stones, grenade-

01337-A7 Systems tactician Go / science crossover posture, analytical hand | shaped node, skull motif,
pose matte layered coat
Card runner / persuasion Slim red hoodie, cards in | Playing cards, chips,
074IKU node P Poker + blackjack both hands, hoops, hood seams, high-gloss
quick angle pose red finish
. _— Cap, cropped jacket, Cards, icons, enamel
Z1INS+ Media and publishing Press / signal culture confident tilt, badge- pins, editorial patches,

vector

heavy torso

utility base

This first wave is strong because each figure reads individually while still working as a shelf-level family.
The lead can anchor the line commercially, but the surrounding figures prevent the property from
collapsing into a solo-brand object.

Technical Specification: Premium Vinyl | Designer Doll

Direction
Area Specification Production note

Format Primary collectible form Full-body vinyl figures with soft-rounded
designer proportions and enough realism to
preserve the canon face language.

Scale Recommended retail height 220 mm to 300 mm for hero figures; 180
mm to 220 mm for supporting figures; avoid
micro-scale for Wave 01.

Construction Materials Rotocast vinyl shell with optional ABS for
glasses, cards, chips, and faction icons.
Limited editions may add resin
accessories.

Articulation Default recommendation Mostly statue-grade with concealed neck

and shoulder turns only when needed.
Prioritize silhouette integrity over high
articulation.

Surface finish

Paint strategy

Matte base coats with selective satin on
jackets and caps; gloss accents for drips,
lenses, chips, and card varnish; weathered
wash for residue.

Base design Narrative integration Every figure gets a circular coded base
with faction icons, node text, and object
scatter. Bases should connect visually
when displayed together.

Packaging Collector presentation Window box plus museum-style slipcover.

Outer box should use graffiti field textures,
faction glyphs, and numbered wave
markings.

Color system

Shared palette

Asphalt black, nicotine white, rust red,
signal orange, dirty cream, chipped teal,
and archive bronze.

Edition plan

Commercial structure

Open edition core figures, one chase
colorway per wave, and one gallery edition
with alternate base treatment and print
insert.

Technical note: the line should avoid cheap mascot proportions. Heads may be enlarged modestly for
designer-toy readability, but jawline, nose, hood shapes, and eye treatment must keep the franchise’s
more severe urban character.

System Pillar: Addiction Wave




A major franchise rule is that many software environments in this world are built with addiction logic. Their
hidden function is retention, escalation, and emotional recirculation. The interface is never neutral. The
algorithm is always trying to keep a person inside the wave.

This addiction system rides with hype. Sudden attention spikes are not merely organic popularity; they are
often amplified by systems that reward outrage, novelty bursts, status anxiety, variable reward loops, and
compulsive checking behavior.

For story, game, and toy design, this means characters can carry visible traces of platform capture: icon
patches, eye-glow fatigue, chip stacks, notification halos, score counters, or ritual objects linked to

repetition and reward.

Mechanic

Behavioral effect

Visual signifier

Narrative use

Variable reward

Compulsive return

Blinking chips, stacked icons,
repeat-count markings

Explains why crowds re-enter
toxic systems

Social proof pressure

Fear of invisibility

Badges, likes, poker faces,
mirrors

Turns validation into a status
weapon

Endless feed recursion

Loss of stopping cues

Layered cards, domino chains,

hooded tunnel motifs

Makes time and agency feel
unstable

Emotional escalation

Anger and hype acceleration

Red spill, heartbeat color
blocks, jagged tag overlays

Converts attention into
movement and faction
recruitment

Faction Logic for Product Waves

Go faction product language should use calm geometry, balanced negative space, stone tokens, and

patient posture.

Chess faction figures should read as ranked, vertical, ceremonial, and role-locked, with clean class
distinctions and severe coat architecture.

Domino faction products should foreground chain-reaction adjacency, local memory, and linked objects
such as tiles, tags, and impact lines.

Poker and blackjack waves should emphasize hidden intent, threshold decisions, chips, cards, mirrored
surfaces, and high-risk confidence.

Science and algorithm waves should push toward measured tools, analytic visors, server relics, test
modules, and optimized interface debris.

Franchise Outline Linkage

Comics: Use the toy-wave cast as cover anchors and variant-cover programs. Each figure can headline
one issue file page with faction notes and product-style callouts.

Anime | motion: Translate the toy silhouette system into turnarounds, motion tests, and faction-coded
openings. The addiction-wave system becomes a visual effect language.

Games: Use the toy lineup as a character roster template for unlockables, faction skins, and edition
bundles. The addiction algorithm becomes a gameplay pressure system.

Television [ film: The toy line doubles as a visual bible for wardrobe, accessories, and cast grouping. The
protagonist remains the lone white-presenting central anomaly within the ensemble.

Merchandise: Expand to pins, card decks, chip sets, domino sets, and boxed faction objects that echo

the judgment system.




Reference Visuals

Figure 4. Full-body collectible lineup direction. The
request is for full profile character models, dolls, and vinyl
figures rather than bust-like mini scenes.

Figure 5. Portrait visual canon supporting the
protagonist’s shelf identity and franchise packaging
language.

Canon Reminders

» The graffiti-inspired portrait language based on the user photo and wall references is canon.

e The protagonist is the key white-presenting figure; the broader cast and world should remain
predominantly non-white.

e Toy concepts should be full-body, premium, shelf-ready objects with readable faction accessories and
connected bases.

¢ Addiction algorithms are part of the world design. Hype is not only cultural momentum but engineered
compulsion.



