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It’s 2024 and AI in entertainment is a big hyped idea presenting a choice



AI allows us to create 
immersive and accessible 
experiences that were never 
possible before

…if we choose to do it right



I have a lot of experience 
building delightful 
experiences with Machine 
Learning.



In 2009 I 
automated my 
email to great 
sadness

(Sorry, Mom!)



In 2014, I built a natural language generation system



(inspired by this abusive virtual boyfriend from 2012)



In 2015, built a really dumb image classifier 

[ff03]

& failed to build a calorie counter because there’s no ground truth







Hidden door is
THE place for fans
to find, discover, and play
In their favorite fictional worlds.

THE
VISION



THE ORIGINAL STORY
[book, comic, movie, show]

FANS fall in love with

KINDA
LIKE
THIS



THE [STORY] 
UNIVERSE FANS 
CREATE WITH 
HIDDEN DOOR

KINDA
LIKE
THIS



A casual web-based 
social experience 
Inspired by tabletop 
role-playing games, 
Where Every choice 
matters.

The
Game





This is not about making 
film/book/tv/game/story 
development cheaper.



The business value in AI:

1) reduce costs 
2) entirely new opportunities



What does “AI” bring to 
entertainment and creative 
works?



If you look at what the tech is…



LLMs are an engine 
for producing the 
most mediocre 
output. 



Hallucinations are a feature



Bias



Image 
generation is in 
a golden age of 
almost 
readable text

An aside 



You will hear about 
RAG and RLHF and 
agents. 

These are technical approaches to managing, 
but not fixing, these things



What are the tech 
capabilities that are 
useful?



Embeddings

Making language computable



transformation

Transforming information from one format to 
another



Context-aware multi-
modal generation

Allowing elements of an experience to be 
generated at play-time



What does AI 
bring to entertainment?



It will NOT lower costs, 
it can shift them 
around.



AI enables a 
creative dance

Players can influence content 
in real-time.

It’s a collaboration between 
the designer/director, the 
system, and players.

Experience designers are more 
like directors.



Players can change the 
world

We write beginnings, but the players tell us how 
they want to get to the end.



More Accessible 
experiences

Every beloved world can be a cinematic 
universe



IT WILL TRANSFORM THE 
INDUSTRY

we bring software economics to content
Entertainment industry business models will change



This is hard. 
How can we do it well?



First, 
Principles.
Let’s have some.



Machines are not 
creative, people are.

People’s creativity is necessary



Design ai businesses 
from the math to the 
code to the product to 
the design to the 
business

It’s all one stack, and it’s different



This is a team sport!

The skills needed are not just LLM-prompt-
”engineering”, but people who can think from 
experience to code



AI has already moved from an 
engineering problem to a design 
problem.



Use AI for what it’s 
actually good for



please: Pick The Right experience to build



Ignore hype, be pragmatic, 
make excellent things!



Thank you!

Hilary Mason
Co-Founder & CEO

 Hidden Door

Come play with us: 
hiddendoor.co
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