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Abstract

This study proposes a system for efficiently generating in—game NPC narratives using large
language model (LLM) technology. To create natural and consistent NPC narratives, we developed
a prompt design methodology consisting of three components: basic prompts, information prompts,
and variable prompts. This approach significantly improves development efficiency and NPC
diversity compared to traditional manual NPC design methods. In an evaluation conducted with 48
game industry professionals, naturalness scored an average of 4.35 and completeness scored an
average of 4.06, both indicating high satisfaction. Additionally, 62.5% of evaluators expressed an
intention to adopt the system in actual game development. A strong positive correlation (r=0.813,
p=0.05) was observed between the two evaluation metrics. The research results suggest that
LLM-based NPC generation technology can enhance immersion in games and increase player
engagement. Future research directions include studying the integration of NPC dialogue
generation systems with appearance generation.
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Nationality/Race: (various unusual or unexpected single origin. Independent of the input language.)
Character’s Name: (create full name regarding to Narrators's request)

Age:

Gender:

Figure:

Height: (cm)

Welght: (kg)

Characteristics

(character's family, upbringing, friends and so on. consider the mbii type)
Character Tags: (Write about 5 tags that describe your character.)

Speech Patterns: (Wite a guide for how that character talks.)

Example dialog: (Modify the following lines to fit your character’s personality and to match his or her speech patterns.)

Hello:
Can | help you with something?:
Can you help me?:

Have them share their thoughts and opini about what they like about the character::

Have them share their thoughts and opinions about the character’s dislikes.:

Interactions and Relationships:
(Write about how character relates to others or how the character view others.)
Likes:

Fears/Trauma:

Faiths: (what the character believes is right)

Goals: (long term or short term growth plan or character arc)

Special Possessions: (history or background of the equipment or omaments)
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Nationality/Race: 2 (vh&ollA 24 =A] 2.5)

Character’'s Name: 1@2] X u|xg]2

Age: 24

Gender: ‘g4

Figure: T2 QA 50T I 8] 24
Height: 185cm

Weight: 82kg
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Characteristics
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Occupation/Role: ¥ 2= 749 T3 B2~ 397 3 Qeab
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Example dialog:
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V1 4.4375 4.33333333

V2 4.625 4.58333333

V3 4.3125 4125
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