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« B#{IRIE System environment :
(—) xR Software :

o {EZEZH Operating System: Windows 10 or above

e RBHFEE Programing Language: PHP ~ JavaScript ~ HTML ~ CSS
o EREZRHA Database System: MySQL

o [T H Toolkits: VSCode - WAMP Server ~ Postman

o ATIEEMRF Al Services: OpenAl ~ Gemini

(Z) tEB& Hardware :

e CPU: 12th Gen Intel(R) Core(TM) i5-12500H @ 4.50 GHz (12 Core) ; GPU: NVIDIA
GeForce RTX 3050 4GB ; sCE#2:16GB RAM ; 1##%:500GB SSD ; ##/~g5:15.6 -
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A - Introduction:

(1) System Brief Description (Main Functions of the System)

Reverie: Apophasis is an Al-driven psychological thriller visual novel combining dynamic narrative
generation with perception-based character transformation mechanics. Players assume the role of a
manipulated prisoner interacting with Reverie, a destined hero, attempting to escape the quantum-
space prison called "The Abyss." The game employs a hybrid input system where players can select Al-
generated dialogue options or freely input any textual response, creating unprecedented player agency.
Through four tracked metrics (Trust, Respect, Fear, Dominance), player beliefs directly transform
Reverie's personality, appearance, and abilities, manifesting the quantum mechanics metaphor that
"observation changes reality."

(2) Key Features (System Highlights)

e Al-Driven Dynamic Narrative: Story branches in real-time based on player choices and
behavioral patterns, eliminating pre-written dialogue trees. The custom "Dungeon Master"
prompt management system constrains Al generation, ensuring narrative consistency while
maintaining immersion and coherence.

e Perception-Based Character Transformation: Four tracked metrics (Trust, Respect, Fear,
Dominance) dynamically reshape Reverie's personality, appearance, and abilities. The game
environment operates on quantum observation principles—player beliefs literally alter what is
observed, making perception the primary mechanic.

e Psychological Voice System: Ten distinct internal voices (Reason, Discourse, Compassion, Wrath,
Instinct, etc.) provide psychological commentary on player decisions, inspired by Disco Elysium's
skill check system. Each voice represents a different psychological perspective competing for
control over the protagonist.

e Hybrid Player Agency: Players choose between Al-suggested dialogue or complete freedom to
input any response, creating seamless integration of guided narrative and open expression,
transcending traditional visual novel branching limitations.



