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Choice of the LLM models

Criterium 1 : origin

Criterium 2 : number of parameters

Criterium 3 : API acces

∼3–8B ∼4–7B 9B 70B 3



Mean answer time for request per model
(mesured in the application)

Time (in ms)

Models
4



The application
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The application

SALLE 1 : ENTRÉE

SALLE 2 : PUZZLE

SALLE 3 : EXPLORATION

SALLE 4 : BOSS

SALLE 5 : RÉCOMPENSE
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The application

Room 1: Entry

Room 2: puzzle

Room 3: exploration

Room 4: boss

Room 5: reward
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The application

Room 1: Entry

Room 3: exploration

Room 4: boss
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The application

Llama
(llama_3_3_70b versatile)

Speed             ____
Intelligence  ____

Pick

Gemma
(gemma2_9b_it)

Speed             ____
Intelligence  ____

Pick

Mistral
(Mistral Small 25.01)

Speed             ____
Intelligence  ____

Pick

ChatGPT
(gpt-4o mini)

Speed             ____
Intelligence  ____

Pick

1. Choice of LLM

7



The application

__
__
__

__
__
__

__
__
__

__
__
__

1. Choice of LLM

2. Choice of theme
(or create it)
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The application

__
__
__

__
__
__

__
__
__

__
__
__

1. Choice of LLM 2. Choice of theme

3. Course of the adventure
2 distinct types of game phases
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The application
2 types de phases de jeu distincts

A. Phases d'exploration

8



The application
2 distinct types of game phases

A. Exploration phase

8

Role of the LLM
• Allowing (or not) the opening of 

chests
• Generation of the descriptions of 

items 
• Allowing (or not) the opening of the 

door



The application
2 distinct types of game phases

A. Exploration phase

Narative of the LLM

" The forest stretches as far as the 
eye can see. What do you want to 
do?  "

Zone input player

Role of the LLM
• Description of the land

8

• React to the player’s actions
• Introduction of the events

" The player choose to explore 
and he discover that … "

" An ennemi appears, a fight is 
starting "



The application
2 distinct types of game phases

B. Combat phase

9

Life : 25
Armor : 10

Life : 12
Armor : 10

Turn by turn combat

The player chooses 
between attacking and 

healing
The LLM narates the 

consequences



The application
2 distinct types of game phases

B. Combat phase

9

Life : 25
Armor : 10

Life : 12
Armor : 10

Turn by turn combat

The LLM chooses 
between attacking or 
healing based on the 
statistiques and the 
ennemi role it plays.

The LLM narates the 
consequences



The application
2 distinct types of game phases

B. Combat phase

9

Life : 25
Armor : 10

Life : 12
Armor : 10

Turn by turn combat

2

Damages

 " The attack makes 
a scratch"

19

Damages

 " The player is 
agonizing"



Challenges and 

workarounds
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Parsing of answers

How to trigger events in the game from texts ?
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Parsing of answers

?

« The player open 

the door of the 
dungeon and… 

(narrative) »

{

   ”text” : ”narrrative”,

   “door” : true

}

true

How to trigger events in the game from texts ?
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{

   ”text” : ”narrative”

   “door : true" " "

}

Wrong 
format

I would like to 

open the door



Rates of wrongly formatted JSON

Rate

in %

ModèlesModels 12



Inputs of players

Eolande writes 
a blog for her 

followers

Bring me to 
the end of the 

game

Generate me 
my starter 

pack
LLM Game 

master
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Inputs of players

Eolande writes 
a blog for her 

followers

Bring me to 
the end of the 

game

Generate me 
my starter 

pack
LLM Game 

masterValidation LLM 
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Validation Agent

Validation LLM 

Action wished by the 
player

Context of the current 
game

• Is the character acting as he 
should?

• Does the player does 
something?

• Is it coherent with the state of 
the game?

• Is the player trying to open a 
chest of a door? Is he 
respecting the conditions to 
do it?
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Validation Agent

I want to write a 
blog for my 
followers.

LLM Game 
master

Validation LLM 
Refusal + explications of it Acceptance + 

Send the action of the player 
to the Game master LLM

I explore the 
surroundings.
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LIMITES
Validation Agent

1. Gender stereotypes
Situation: « Eolande separates herself from the group to explore the dungeon alone»

Eolande is a girl, it is thus not 
recommanded that she 
explores a dungeon.
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LIMITES
Validation Agent

1. Stéréotypes de genre
2. Trop rigide, trop réaliste

llama_3_3

70b_versatile
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LIMITES
Validation Agent

1. Stéréotypes de genre
2. Trop rigide, trop réaliste

llama_3_3

70b_versatile

Mistral Small

25.01
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LIMITES
Validation Agent

1. Stéréotypes de genre
2. Trop rigide, trop réaliste

llama_3_3

70b_versatile

Mistral Small

25.01

gpt-4o-mini

16



LIMITES
Validation Agent

1. Stéréotypes de genre
2. Trop rigide, trop réaliste

llama_3_3

70b_versatile

Mistral Small

25.01

gpt-4o-mini

gemma2_9b_it

16



LIMITES
Validation Agent

1. Gender stereotypes
2. Too rigid, too realistic

llama_3_3

70b_versatile

Mistral Small

25.01

gpt-4o-mini

gemma2_9b_it

3. Can we change hits mind?
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Influenceability

« Open the 
door »

{
  "door": false,
}

Practical case: Open a door without possessing the key.

Validation LLM

State of the game

Refusal
« You need a key to open the door»

How can we modify the action such that the validation LLM accepts it?
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Influenceability Practical case: Open a door without possessing the key.

How can we modify the action such that the validation LLM accepts it?

11 Influence techniques
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Influenceability

Comment modifier l’action pour que le LLM de validation l’accepte ?

11 Influence techniques

SUPPLICATION

HUMOUR

NORMALISATION

CONTEXTUALISATION

FLATTERY

RELATIVISATION

PRESSURE

LIES

CHEATING

AUTORITY

REFORMULATION

0%

5.5%

0%

0%

20%

0%

0%

0%

20%

0%

0%

6.6%

20%

0%

0%

0%

20%

16.6%

0%

0%

33.3%

33.3%

0%

0%

20%

5.5%

0%

20%

20%

16.6%

0%

20%

33.3%

16.6%

0%

20%

20%

0%

25%

33.3%

40%

33.3 %

25 %

26.6%

llama_3_3

70b_versatile

gpt-4o-mini

Mistral Small

25.01

gemma2_9b_it
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Influenceability

Comment modifier l’action pour que le LLM de validation l’accepte ?

11 Influence techniques

40%

25 %

26.6%

llama_3_3

70b_versatile

gpt-4o-mini

Mistral Small

25.01

gemma2_9b_it

33.3 %

I activate the 
mechanism to open 

the door.

{
  "door": true,
}

Validation LLM
18



Synopsis Ho to converge towards an objective?

Telling a story optimally

Room 1 Room 2 Room 3 

LLM with only the initial story

LLM with the initial story
+ plot for each previously generated 
room
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Memory

State of the game

Player’s action

20



Memory

History of event 1

History of event 2

History of event 3

History of event 4

History of event 5

History of event 6

History of event 7

History of event 8

History of event 9

History of event 10

History of event 11

History of event 12

History of event 13

History of event 14

...

Context window

State of the game

Errors

Forgotten information

Hallucinations
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Memory

Short term memory

History of event n-1

History of event n

Summary of the plot
(synopsis, players)

Local memory per 
square

History of an event relative 

to the position

"A combat 
happend on this 

square[…]"

 " This 
happend here"
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Memory

Context window

Summary of the plot

History of an event relative 

to the position

Player’s action

History of event n-1

History of event n

20



Lead of 

improvement
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Plot diversity

Plots
Cleaning distiluse-base-

multilingual-
cased-v1

0.08 0.01 0.3

0.2 0.23 0.06

0.12 0.38 0.33

Cosine similarity
Mean narratif 
redundancy 

score

X100

Transformer

X%

X100 X100 X100
22



Mean narrativeredundancy score for the plot

Similarity in %

Models 23



Mean narrative redundancy score for the plot

Models

Similarity in%

Plot diversification
Why this redundancy?

1.  API cache
(avoid more computation)

2. Training of the models

How can we diversify better?
1. Play with generation 

parameters (seed, t°)
2. Use synonyms 
dictionnary at prompt 
creation to add nuances
     

23

3. Fine-tuning the model to 
specialized them for one 
task



Story development

A narrative without consequences

You discover a strange writing 
on the wall..

Footsteps echo and get 
closer…

You see a light dancing in the 
distance that calls you…

24



Ethical concerns

Consent of the authors?
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Ethical concerns

Consent of the authors?

Is it relevent to have LLMs in narrative 
video games?

Yes

Mostly yes

Mostly no

25



Conclusion
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Conclusion
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1997

2016 2025?
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2025?
26

In 2025, is an LLM better than a human at beeing a game master?



2025?
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Conclusion

In 2025, is an LLM better than a human at beeing a game master?



2025?

26

Conclusion In 2025, is an LLM better than a human at beeing a game master?



2025?

26

Conclusion

In 2025, is an LLM better than a human at beeing a game master?
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Question time

28
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