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Plot For Role Playing Game
- Based on the rough outline
- Emerges throughout interactions
- Adheres to the specific rules
- Follows given convention
- Has several equally important protagonists



Procedural Plot Generation Overview
- High control
- Fully predictible

- High effort
- Low originality
- Hard to present



Large LAnguage Model Overview
- Low effort
- High originality
- Ready to present

- Low control
- Low predictability



Hybrid solution Tested WITH WOlsung 2.0
- Medium effort
- High control
- Medium predictability
- Medium originality
- Easy to present



JSON Preparation To Create Skeleton
- 5 acts per adventure
- Multiple scenes per act
- Embedded system rules in undetermined situations
- Table based scene element providers
- Adventure context to store common parts



Three Assistants To Make The STORY
GPT reusable prompts in form of assistants

- Inflection Assistant for fixing text created by string concatenation
- Generative Assistant for adding titles
- Description Assistant for mapping outline to readable text



Template Engine To Show the Results
- Presents pieces of adventure in correct order
- Creates valid HTML document
- Highlights important parts



Q&A


