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ABSTRACT
This article examines emerging practices in large language 
model (LLM) integration within game writing, focusing  
on how these technologies reshape narrative design,  
creative workflows, and professional roles. Drawing on 
evolving industry experimentation and academic research, 
it outlines the relationship between traditional game  
writing and LLM-driven approaches, surveys new forms of 
interactive storytelling such as conversational NPCs, multi-
agent simulations, adaptive commentators, and LLM-based 
text adventures, and identifies their narrative affordances 
and constraints. The article analyses core challenges, 
including hallucination, bias, narrative incoherence, and 
control, and discusses current strategies to address them, 
such as fine-tuning, prompt engineering, and new author-
ing tools that position writers as system-level narrative 
architects. It argues that LLM integration represents not 
automation but a reconfiguration of co-creative authorship 
between writers, machines, and players, and calls for  
further research into ethical design, player reception,  
and the evolving responsibilities of narrative professionals 
in LLM-augmented game development.

KEYWORDS: large language models; game writing; interactive storytelling;  
AI-assisted creativity; narrative design 

INTRODUCTION
Since the release of ChatGPT by OpenAI in 
late 2022, advances in large language mod-
els (LLMs) have sparked widespread inter-
est in their potential impact on game devel-
opment. This study examines how LLMs are 
being integrated into game narratives and 
how this transformation is reshaping game 
writing practices. Rather than analysing the 
wider LLM ecosystem or the architectures, 
computational performance, and generative 
capabilities of specific models, the study 
focuses on how their integration influences 
creative workflows, professional roles, and 
the evolving craft of interactive storytell-

ing. The study begins with an overview of 
traditional game writing practices and their 
relationship to LLMs. It then outlines key 
types of LLM-integrated game narratives, 
highlighting emerging trends. Finally, it 
investigates specific techniques and tools 
used by game writers and discusses how 
writers can adapt their skills to LLM-inte-
grated practices.

This is an evolving field, with new 
tools and approaches emerging at a steady 
pace. Game developers and researchers 
are experimenting with novel applications, 
making it difficult to capture a comprehen-
sive or lasting snapshot. Rapid industry 
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innovation outpaces academic theoretical 
development, which requires an intersec-
tion of computer science, game studies, 
narrative theory, and human-computer 
interaction while maintaining rigorous aca-
demic standards and practical industry 
relevance. In this regard, we acknowledge 
that some of the insights presented here 
may soon become outdated. Nevertheless, 
identifying current shifts in the role of game 
writers and narrative designers offers valu-
able perspectives on how narrative craft 
may evolve over time. 

TRADITIONAL GAMES WRITING 
PRACTICES AND LLMS

Game writing, particularly the crafting of 
interactive narratives, has long been inter-
twined with constantly evolving compu-
tational methods (Sharples, Pérez y Pérez 
2022). Discussions on how algorithmic 
structures shape narrative experiences 
by requiring nontrivial effort to exercise 
agency form part of the foundational 
scholarship in game studies (Murray 1997; 
Aarseth 1997). Studies on software built 
on rule-based systems positioning human 
authors as general rule-setters without 
control over the details of their literary out-
put can be traced back to the early 2000s 
(Manovich 2002; Ensslin 2007). Procedural 
narrative design frames interactors as ini-
tiators of stories emerging in simulations 
driven by rules and populated by story frag-
ments (McRae 2020; Paterson et al. 2020). 
According to Rettberg and Rettberg (2024), 
these diverse approaches to algorithmic 
narrativity implies a co-construction of 
meaning between humans and algorithms, 
combining the human ability to understand 
experience through narrative with the 
power of machines to process and gener-
ate data. In the context of games, this co-
construction is shared among the human 
author or game writer, the algorithmic sys-
tem, and the player as interactor.

Neural networks, the underlying 
technology of LLMs, introduced a shift 
away from previous regulated algorithmic 
patterns toward probability-driven mim-
icry (Ensslin, Nelson 2025). With the right 

prompts, they can generate probabilistic 
outputs in the form of coherent short sto-
ries on a given theme, within a particular 
style, from a particular point of view, thus 
exemplifying a new form of collaborative 
writing between humans and machines –  
a type of cyborg authorship (Rettberg,  
Rettberg 2024). Investigating the ques-
tion of authorship further, Hongisto (2025) 
argues that literary works generated 
through neural networks exemplify a mode 
of collective co-creation. According to him, 
this collective process involves machines, 
their programmers, the source texts used 
for training, and their authors. He fur-
ther contends that curators who select 
and structure the training data may also 
be considered co-authors when guided 
by artistic intent. However, LLMs tend to 
obscure these collaborative relationships 
due to their complexity and extensive scale 
of their training datasets. The economic 
incentives and closed architectures of com-
mercial models conceal the role of human 
authors and curators. As a result, their 
outputs can be problematic in terms of 
accountability and may be driven by intrin-
sic cultural biases and should be engaged 
critically (Freed 2025). To function effec-
tively in domain-specific or creative con-
texts such as games which involve players 
as additional creative actors, LLMs typically 
require further adaptation. In this regard, 
how LLMs should be linked to narrative ele-
ments and functions in games, how effec-
tive they can be, and how the responsibility 
of generating elements of interactive nar-
rative experiences in games can be shared 
between humans and LLMs are key ques-
tions to be answered. Human-computer co-
creativity in game writing should address 
the individual and collaborative creative 
processes of humans and machines, the 
results of these processes, and the context 
of games themselves as an environment 
(Kantosalo, Takala 2020). However, to evalu-
ate these, we must first address the diverse 
nature of game narratives, the collaborative 
practices that bring them to life, and the 
tools that structurally shape their creation.
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There are diverse types of games with 
diverse approaches to narrative. Most 
games, except perhaps more abstract puz-
zle or strategy games, require some level of 
narrative element which traditionally must 
be crafted by game writers. The level of dra-
matic agency given to or perceived by play-
ers, and the ways in which this is achieved 
through technological and design means, 
are key variables of how a game is written 
(Smed et al., 2021). A game with a linear 
main story not influenced by player actions 
may still require game writers to craft 
material for cut-scenes, scripted events, or 
environmental storytelling. In choice-based 
genres such as adventure games, role play-
ing games (RPGs), and visual novels, some 
of the core narrative elements game writers 
are expected to develop may include action 
and dialogue choices as well as other story 
related variables traced by the system (i.e. 
certain positive or negative actions not 
explicitly categorised as player choices), 
and the diverging story branches (i.e. non-
player character (NPC) reactions to player 
choices) including multiple endings that the 
choices and variables may lead to (Finley 
2023). Balancing players’ narrative agency 
and the coherence of potential narrative 
experiences becomes a key responsibility 
for game writers in this creative process. 
Emergent narratives, meaning game nar-
ratives created mainly through play in 
simulated game worlds without any direc-
torial control by the designers, also require 
elements crafted by game writers, such as 
a library of possible events and other nar-
rative components which can be linked to 
starting points, environments and objects, 
conflicts, objectives and so on (Paterson et 
al. 2020). Writers aim for thematic coher-
ence and multiplicity of narrative potential 
in these cases. Overall, given the diversity 
of narrative structures and player experi-
ences, the integration of LLMs into game 
writing cannot be guided by a singular, 
universal goal or standard. Such integra-
tion demands a nuanced, context-sensitive 
approach that recognises the differing nar-
rative demands of each game.

Traditionally, creating the diverse narrative 
content required in games demands an 
equally diverse range of writing practices 
and expertise. Depending on the size of the 
project, the responsibilities of game writers 
may be distributed across multiple roles, 
allowing for specialisation in a collaborative 
development. As one of the main profes-
sional bodies representing game writers, 
The Writers’ Guild of Great Britain (2021) 
identifies a series of core roles in game 
writing, each with distinct but intercon-
nected responsibilities unique to games: 
overseeing the overarching structure of the 
story, narrative directors are responsible for 
shaping the main narrative arc and design-
ing overall branching pathways that give 
players meaningful choices. They ensure 
that the broader vision of the story aligns 
with the interactive nature of games, set-
ting the tone and thematic depth that guide 
the entire narrative process. Tasked with 
crafting the details, including dialogue, tex-
tual artefacts, and contextual backstories, 
game writers ensure that game worlds feel 
alive and deep, and characters, quests, and 
environments feel authentic and immersive. 
Game writers create the narrative threads 
that players engage with directly and are 
expected to pay close attention to language 
and tone (Lassheikki 2022). Playing a criti-
cal bridging role, narrative designers are 
positioned at the intersection of storytell-
ing and game design (Trygg et al. 2024). 
Their primary focus is achieving ludonar-
rative harmony, a state in which a game’s 
mechanics and narrative structures are 
aligned to reinforce the same themes and 
emotional experiences, ensuring that what 
players do in the game meaningfully sup-
ports what the story conveys. This involves 
ensuring that player actions feel meaning-
ful within the context of the story and that 
the story evolves in ways that enhances 
gameplay (Hocking 2009). Narrative design-
ers collaborate closely with both writers 
and game designers, orchestrating a bal-
ance between interactivity and narrative 
coherence (Lassheikki 2022). Beyond these 
core roles, there may be additional writing 
tasks, including  
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creating tutorials, technical documentation, 
or marketing content, all of which contrib-
ute to the broader narrative experience. The 
integration of LLMs into the collaborative 
process of game writing should consider 
the specific requirements of each role. It is 
important to explore how the strengths and 
generative potential of LLMs can support 
and complement different forms of creative 
expertise, while also acknowledging their 
limitations as tools.

By its nature, game writing demands 
a specialised and evolving array of tech-
nological tools and creative approaches 
to balance dramatic agency and authorial 
control to provide a coherent and meaning-
ful narrative experience to players (Smed 
et al. 2021). In broader terms, systems 
offering interactive narrative experiences 
consist of procedural components such as 
choice systems and world rules, narrative 
design elements including potential events 
or possible dialogues and mechanics to 
link them, and narrative vectors or major 
story directions determined by developers, 
as well as other narrative assets and user 
interfaces shaping the overall experience 
(Koenitz 2023). Despite their shared char-
acteristics, different game development 
and writing tools may be more suitable for 
different storytelling requirements. The 
spatial exploration, navigation, and colli-
sion logics inherent in mainstream game 
engines such as Unity (2025) should be 
expected to impact the narrative and/or 
dramatic form and intent of the crafted 
story, whereas specialised tools like Twine 
(2025) and Articy Draft (2025) allow authors 
to craft stories with multi-sequential nar-
ratives following the principles of hyper-
textuality (Ensslin, Nelson 2025). Each tool 
provides game writers various options, 
including story mapping and dialog systems 
for crafting non-linear branching stories, 
and character development tools with attri-
bute variables and trackers linking narra-
tive structures to game actions and states. 
Overall, the specific affordances of game 
authoring tools play a key role in shaping 
what is written and how it is written. In 
this regard, it is reasonable to expect that 

the integration of LLMs will both challenge 
and transform contemporary game writing 
practices, introducing novel approaches to 
narrative creation and collaboration.

EMERGING TRENDS IN 
LLM-INTEGRATED GAME 
NARRATIVES

The integration of LLMs into games is a 
growing field with multiple experimental 
studies investigating various approaches 
and techniques (Gallotta et al. 2024, Yang 
et al. 2025). Generation of new narrative 
content, their functioning as conversational 
agents, and the combination of these capa-
bilities in the form of interactive stories are 
amongst the most actively explored areas 
of LLM integration into game stories (Yu et 
al. 2025). The shared core promise of these 
visons is the expectation to offer high levels 
of dramatic agency to players (Farokhman-
esh 2024; Warley 2024). While studies 
show that players introduce interesting 
and unpredicted directions to stories while 
interacting with LLMs, systems are not 
always capable of linking them to action-
able solutions, leading to player confusion 
(Peng et al. 2024). There is no consensus on 
how LLM-driven coherent interactive nar-
ratives may be achieved, and it is unknown 
how LLMs will impact the narrative quality 
of games (Dring 2024). Therefore, to discuss 
the possible directions for LLM-integrated 
game writing practices, we must first give 
an overview of emerging trends and experi-
mental uses of LLMs in game narratives.

While earlier research primarily 
investigated the use of LLMs as assistive 
tools for generating quests, characters, or 
dialogue to be used in a traditional fash-
ion in games development, both digital 
and tabletop, recent studies increasingly 
explore the ways of direct integration of 
LLMs into game systems, enabling real-
time, player-facing interactions (Yang et al. 
2025). This shift reflects a growing inter-
est in how LLMs can function not only as 
creative support but as active components 
of interactive narrative experiences. The 
creation of NPCs that players can engage 
with in completely open-ended conversa-
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tions is one of the most prominent visions 
for LLM integration (Cox, Ooi 2023). A survey 
by the gaming AI company InWorld (2023), 
whose authoring platform will be discussed 
later in the paper, reports that 99% of gam-
ers believe that such NPCs would positively 
impact gameplay. Early public implemen-
tations of LLM-driven fictional characters 
built on emerging AI systems can be found 
in a variety of applications. 

Utilising the AI framework of StarPal, 
The Lizzy Bennet interactive AI Avatar at 
Jane Austen’s House Museum exemplifies 
how LLMs trained with specialised knowl-
edge bases can act as characters from 
literary classics while functioning as topical 
experts (GAIN, 2024). Similarly, a seasonal 
AI-driven version of the fictional character 
Darth Vader in the online action video game 
Fortnite serves as both a combat compan-
ion and a conversational character. Using 
Google’s Gemini, 2.0 Flash model, this ver-
sion can engage in short dialogues with 
players, answering questions or responding 
to remarks while maintaining a diegetically 
coherent persona grounded in Star Wars 
lore where the character originates, while 
also being informed by extradiegetic, real-
world knowledge on issues like gaming cul-
ture (Fortnite 2025). Built on LLMs’ widely 
recognised ability to role play (Shanahan 
et al. 2023), both applications appear to 
be able to mimic the established person-
alities of these fictional characters, while 
being positioned in relatively static roles 
designed for repeating interactions within 
specific contexts. 

Proof-of-concept demos by InWorld 
explore the feasibility of LLM driven charac-
ters within specific scenarios derived from 
cyberpunk and detective fiction. In the now-
delisted demo InWorld Origins (2023), play-
ers are expected to interact with characters 
in a crime scene to collect clues and solve 
the case through open-ended dialogues. 
Steam reviews of the demo suggest that 
despite experiencing technical limitations, 
players responded positively to the concept. 
Multiple reviewers noted the enjoyment 
they found in testing the system’s conversa-
tional boundaries and discovering  

unexpected responses, including those 
breaking the narrative (Ibid). Presented as 
a complex LLM-driven interactive narrative 
experience, the digital installation proj-
ect YELL by Huang et al. (2025) also uses 
InWorld’s framework. Engaging in conver-
sations with a man across three different 
periods of his life, visitors are invited to 
help him process his emotions and memo-
ries. The story of personal transformation 
at the centre of the experience is achieved 
through three distinct LLM-driven charac-
ters, each representing a different version 
of the protagonist and each holding a per-
sonal secret that visitors must uncover. At 
its core, this structure resembles the inter-
rogation of multiple witnesses, each offer-
ing a fragment of the full picture in InWorld 
Origins, but by reframing the technology 
and narrative architecture YELL achieves a 
layered narrative effect about one complex 
character. Overall, these mainstream exam-
ples illustrate not only the current limita-
tions of LLM-driven characters, but also the 
importance of the context of their use, and 
how these factors can inspire innovative 
narrative design solutions.

While mainstream examples focus 
on a single or a limited number of LLM-
integrated NPCs with equal importance, 
discussing future directions for LLM-inte-
grated NPCs, Gallotta et al. (2024) differen-
tiate between foreground and background 
NPCs. According to them, foreground NPCs 
are characters that are expected to play 
a key role in the narratives envisioned by 
game writers, such as a companion charac-
ter who constantly follows the player, and 
thus are developed accordingly. As such, 
LLM-generated dialogue for these char-
acters should take into account not only 
the narrative context, but also the player’s 
past actions and choices. In contrast, 
background NPCs are characters primar-
ily considered to be decorative, such as 
pedestrians in a virtual street who have no 
other role in the story other than populating 
that street. Thus, their dialogue generation 
is expected to only serve the believability 
of the game world and reflect their gen-
eral social role within it. This distinction 
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echoes established conventions regard-
ing the hierarchical complexity of fictional 
characters and how it is reflected in their 
contributions to story structures (Chatman 
1978). However, as analyses of live-action 
role-playing games (Brind 2020) and nar-
rative retellings of tabletop role-playing 
campaigns (Skorkowski 2024) demonstrate, 
high levels of player agency supported by 
the flexible narrative facilitation can blur 
or even collapse these distinctions. In such 
player-driven contexts, background NPCs 
may evolve into central supporting charac-
ters. Recent fan-created game modifica-
tions that integrate LLMs into open-world 
digital RPGs suggest that this dynamic may 
also be possible in LLM-integrated game 
narratives. For example, the mod Mantella, 
which enhances the digital RPG Skyrim, 
links every NPC in the game to an LLM, 
allowing for open-ended dialogue with each 
character (2025). According to its develop-
ers, this system enables players to convince 
any NPC to become a companion, and even 
create quests for them, regardless of their 
initial role in the game (Ibid). In this regard, 
LLM integration may lead to a re-evaluation 
of narrative conventions in games in terms 
of background character design and could 
direct game designers and writers to pay 
equal attention to each character.

Multi-agent behaviours, where dif-
ferent NPCs interact with one another, is 
another aspect of LLM integration into 
games (Gallotta et al. 2024). In Mantella, 
this phenomenon manifests in spon-
taneous conversations between LLM-
driven characters. Reflecting each NPC’s 
assigned role within the game world, these 
exchanges function as a complex and 
unscripted version of the ambient back-
ground chatter common in open-world 
RPGs, revealing not only worldbuilding 
details but also micro-stories. While their 
research focuses on the automatic genera-
tion of cartoon episodes based on estab-
lished franchises using LLMs in conjunction 
with image-generation models, Maas et 
al. (2023) demonstrated that multi-agent 
interactions can be used to generate a 
complete story from a basic synopsis. Their 

findings suggest that multiple agents act-
ing in coordination towards a narrative 
goal could enable new options for LLM-
integrated interactive storytelling involving 
complex group dynamics. 

Park et al. (2023) on the other hand 
experimented with multiple LLM agents 
populating a sandbox game world inspired 
by The Sims series. These agents produced 
believable individual and social behaviours, 
including forming new acquaintances, 
going on dates, and collaborating toward 
specific goals. Traditionally, sandbox games 
as simulations encourage players to per-
ceive emergent stories (Adams, 2019). The 
tendency of players to see connections and 
patterns that may or may not exist plays a 
major role in their experience of these sto-
ries (Fijak, Stokalski 2019). Studies on the 
retellings of The Sims has shown that the 
game can have profound emotional impact 
thanks to its social mechanics, even though 
the characters communicate in gibberish 
(Eladhari 2018). While natural language 
interactions with LLM-driven NPCs in sand-
box environments can add an additional 
level of complexity to players’ experience, it 
should be noted that they may also reduce 
the overall emotional impact by reducing 
the desired ambiguity. This potential chal-
lenge should be addressed and evaluated 
while designing future sandbox games with 
multi-agent NPCs driven by LLMs.

A third type of LLM-driven NPC iden-
tified by Gallotta et al. (2024) is the com-
mentator or reteller. These characters 
track the player’s actions and narrate 
past events or discuss current behaviours 
within the game. This type of NPC plays a 
unique narrative role, shaping player per-
ception through dynamic contextualisation 
of actions. The most direct example is a 
sportscaster in a sports game who provides 
real-time commentary on player perfor-
mances (Ibid). Expanding on this concept, 
Mieschke and Radicke (2023) propose 
using LLM-based retellers as adaptive 
in-game radio systems, dynamically gener-
ating news reports, interviews, and adver-
tisements based on the player’s actions 
and the broader narrative context. They 
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describe a scenario in which a reporter 
interviews a civilian about the aftermath of 
a mission carried out by a player-controlled 
vigilante, both summarising the player’s 
actions and contextualising them within the 
game’s sociopolitical environment. Similar 
reactive radio systems based on traditional 
branching dialogue structures can be found 
in earlier titles as well. 

In the Fallout series, for example, 
radio hosts respond to players’ moral 
choices, shifting their tone and commen-
tary based on in-game behaviour. This 
tonal shift is not merely cosmetic; accord-
ing to Iversen (2012), the system acts as a 
central narrative device, creating a sense 
of relational and personal continuity that 
extends beyond mechanical ways of pro-
gression such as levelling up. These retell-
ings highlight the broader consequences 
of player actions and enhance immersion 
by reinforcing the game’s worldbuilding. 
LLM-driven retellers, designed with simi-
lar narrative goals, may replicate and even 
amplify this function, as they can in theory 
respond dynamically to any possible game 
state. Rist (2024) proposes another use of 
this NPC type focusing on the commentator 
aspect. Inspired by games like Firewatch 
and Stanley Parable, his iVoice system acts 
as an inner voice which reacts to a player’s 
movements in a virtual space. His proto-
type positions the player as an investigator 
exploring a crime scene. The LLM-driven 
inner voice generates either instructions for 
the player or provides sarcastic comments 
as the mind of a hard-boiled detective. As 
a proof of concept, the system lacks the 
narrative complexities of the games which 
inspired it, but it demonstrates that LLMs 
can voice different narrative styles while 
reacting to player actions in real time. Fur-
ther research and experimentation can lead 
to more mature ways of using internal nar-
rative voice in games through LLMs.

Besides the different approaches to 
NPCs, the emergence of LLMs has also led 
to the reinvigoration of text-based narra-
tive games, resembling traditional text-
based adventure games in which players 
use text commands to control characters 

and influence their environments. Tradi-
tionally, text adventures are built on two 
main components: the world model, which 
runs a simulated world and its inhabitants 
according to a series of rules; and a parser, 
which translates textual player inputs into 
commands the world model can process 
and then translates back outputs from the 
world model into textual narratives (Mont-
fort 2003). In other words, the set-up of 
the game-world and the vocabulary of the 
parser shape the limits of traditional text 
adventures. Players are expected not only 
to overcome challenges in the game world 
but also to recognise possible actions they 
can take through its narrative descriptions 
(Ingold 2011). Overtaking the role of the 
parser and replacing the rule-based world 
model with probabilistic generation, LLMs 
add to the genre not only an enhanced 
natural language perception capability but 
also a more flexible game world which play-
ers can explore and influence more freely. 
However, the key challenge and desired 
characteristic of LLM-integrated text 
adventures is not just the unique and per-
sonalised adventures they generate at each 
session, but also these being narratively 
coherent. 

The LLM-integrated text adventure 
platform AI Dungeon allows players to gen-
erate adventure seeds in different settings 
which are then shaped by players’ com-
mands. In the current version of AI Dungeon, 
players can describe what their characters 
do and say, but they also have the option of 
inserting lines into the story or rewinding 
and erasing earlier generated text (2025). 
Due to the platform’s adaptive capabilities, 
character actions and the insertion of story 
lines may lead to inconsistent and out-of-
context situations, such as using a laser 
gun in a mediaeval setting. The rewind and 
regeneration options give players the capa-
bility to keep their stories consistent if they 
wish to do so. Mitchell (2022) argues that 
these functions are designed to evade the 
potential strangeness in the experience and 
prevent a player’s critical stance towards 
the limitations and characteristics of the 
system. While AI Dungeon experiments with 
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both different models and training data, as 
a platform it currently cannot automatically 
provide coherent interactive stories. How-
ever, smaller, specialised projects seem to 
have come closer to this goal.

HistoryLens simulates a day in the 
lives of historical figures each with a spe-
cific challenge (Breen 2024). The players’ 
actions are shaped not only by the limita-
tions of these characters’ circumstances 
but also by the educational setting of the 
project, which dictates a certain protocol 
for interactions. Similarly, the indie game 
Katanas and Kimonos also requires the 
player, who takes the role of a ronin, to 
consider the cultural and historical limi-
tations of its setting when entering com-
mands, and if a player ignores them, the 
game requests alternative inputs (Ross 
2023). Both projects achieve this through 
detailed prompt engineering, which will 
be discussed below. Eternagram invites 
players to assist a character in recover-
ing their memory while exploring alternate 
climate scenarios (Zhou et al., 2024). While 
the game does not direct player input, its 
narrative progresses through a series of 
intermediate goals identified by designers 
and activated by specific player inputs, or 
narrative triggers. This structure is inspired 
by the interactive drama Façade, where 
player interactions dynamically change 
the story’s direction, as they influence the 
order in which the underlying narrative 
units are presented (Mateas, Stern 2005). 
While the game’s story flows in a specific 
direction, the details of how its destina-
tion is reached is up to the players. Telling a 
time travel story with the player character 
tasked to change history, EcoEcho features 
multiple LLM-driven NPCs who the play-
ers must convince to achieve their goals 
alongside an overarching branching story 
with predetermined endings (Zhang et al. 
2025). EcoEcho uses this layered system to 
preserve narrative coherence. Player inputs 
corresponding with the themes and goals 
of the story lead to natural and flexible 
conversations with NPCs. Off-topic inputs, 
on the other hand, first cause NPCs to try 
steer the exchange back through emotional 

cues or guiding questions, and, if progress 
stalls, they default to predefined responses 
to move the story forward. All in all, in their 
current state LLMs cannot provide coherent 
interactive narratives consistently without 
designer interventions. Techniques to  
balance the free-form conversation and 
narrative coherence are still being devel-
oped and the field is open for further  
experimentation.

WRITING LLM-INTEGRATED 
GAMES

On the surface, LLMs’ generative functions 
seem to often overlap with the classical 
roles of game writers. Creating plots and 
characters for classic games mirrors the 
work of narrative directors, while generat-
ing NPC dialogue aligns with the responsi-
bilities of game writers. However, the meth-
ods and discourse around the integration of 
LLMs into game writing is dynamic and far 
from settled. Not only are the models them-
selves advancing, but there is also grow-
ing momentum in the industry to integrate 
LLMs into game development, including 
narrative and dialogue systems, despite the 
challenges regarding high costs, uncer-
tainty about best practices, and balancing 
automation with creative control (Guarrac-
ino 2025). Combined with ongoing academic 
research utilising open and commercial 
models, this push is catalysing experimen-
tation and innovation towards multiple 
new modes of game writing and narrative 
design. Consequently, any analysis of this 
rapidly evolving field must be understood 
as provisional, reflecting a moment within 
an ongoing transformation while best prac-
tices, standards, and theoretical frame-
works still emerging. With these limitations 
in mind, several current challenges related 
to the utilisation of LLMs in interactive 
game narratives and evolving approaches 
to overcoming them can be identified.

The tendency of base LLMs to hallu-
cinate, producing content that is baseless, 
internally inconsistent, or unverifiable, is a 
widely recognised issue (Alansari, Luqman 
2025). One contributing factor is the incli-
nation of LLMs to follow player cues with-
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out resistance, even when these contradict 
the established setting or narrative logic 
(Breen 2024; Sun et al. 2025). In such cases, 
hallucinations can disrupt narrative coher-
ence and limit prolonged, consistent inter-
actions. However, when hallucinated con-
tent introduces new but contextually fitting 
details, it may be seen not as a flaw but as 
a generative feature that enriches the story 
world (Gallotta et al. 2024; Wissigkeit et al. 
2025). Bias is another well-documented 
concern. While negative bias can result in 
problematic or exclusionary content, posi-
tive bias may produce overly sanitised or 
optimistic responses, especially limiting in 
genres that rely on moral ambiguity or his-
torical nuance (Breen 2024; Buongiorno et 
al. 2024). Generic or repetitive content gen-
eration also remains a challenge, further 
underscoring the importance of narrative 
framing by writers and designers (Gallotta 
et al. 2024). To address these issues, a 
range of strategies has emerged. Computa-
tional methods for interpreting and guiding 
the internal workings of LLMs are still in 
their infancy, though they show promise in 
surfacing specific topics, even when these 
are out of context for a given exchange 
(Templeton, Conerly 2024). Various forms 
of fine-tuning, meaning the further train-
ing of general-purpose models on smaller, 
domain-specific datasets, are widely used 
to improve performance on targeted nar-
rative tasks (Keltek 2024). Meanwhile, 
prompt engineering – that is, shaping LLM 
outputs through well structured, detailed, 
and goal-oriented inputs – remains the 
most accessible and widely adopted tech-
nique for influencing LLMs (Oppenlaender 
2023). As research on how human-led game 
writing and LLMs can and need to function 
together continues, these methods and the 
tools built around them are becoming inte-
gral components of a game writer’s evolving 
toolbox.

The recognition of base models’ limita-
tions in contextual understanding and the 
ability to adapt to player-driven interac-
tions in specific game settings has led to 
the evaluation of fine-tuning as a solution. 
While most studies have focused on the 

implementation and impact of fine-tuning, 
from a game-writing perspective the source 
of the data used for the process can be 
considered an equally important question 
as well. Researching utilisation of LLMs in 
TRPGs, Santiago III et al. (2023) suggested 
leveraging data from hundreds-of-hours-
long Critical Role campaigns, a popular 
TRPG actual play web series, for fine-tun-
ing, emphasising the importance of context 
and player-focused dynamics. Van Stegeren 
and Myśliwiec (2021) also explored how 
fine-tuning could impact quest genera-
tion by using a detailed data set consisting 
of thousands of World of Warcraft quests, 
originally collected, organised, and shared 
by fans on the online Wowhead database. 
The study revealed that fine-tuning allowed 
the system to generate quests that felt 
authentic to the World of Warcraft environ-
ment but were also constrained within 
those boundaries. Further focusing on how 
data should be organised for fine-tuning 
LLMs for quest generation, Keltek (2024) 
also used fan-created content. Aiming to 
generate quests for Assassin’s Creed Odys-
sey, he first collected quest entries from 
the Assassin’s Creed wiki and organised 
them into a coherent dataset. He then pro-
cessed this dataset to generate a synthetic 
version suitable for fine-tuning. While the 
initial data allowed him to analyse and rep-
resent the game’s complex narrative struc-
ture, the second step reformatted it for 
model training. His analysis revealed that 
while fine-tuned models showed potential 
for more specialised content generation, 
base models often outperformed them 
across several evaluation criteria. Mantella 
also employed fine-tuning (2025), using a 
dataset of over 8,800 player-NPC interac-
tions extracted from Skyrim. This dataset 
is used to train LLMs to generate natural 
dialogue dialogs that reflected the conver-
sational styles and patterns of the vanilla 
game. From a game writing perspective 
these examples show how existing exten-
sive data linked to established franchises 
can be used to fine-tune LLMs to imitate 
these source materials’ style. 
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Mantella is potentially a best-case sce-
nario for this approach, since, as a mod, it 
uses dialogues written for Skyrim to enable 
conversational NPCs in Skyrim. Disregard-
ing any exploitative practices on the use of 
copyrighted content, fine-tuning LLMs for 
original game narratives will potentially 
require new approaches. Handcrafting, 
generating synthetic data, or combining 
these together are options currently evalu-
ated by the industry (AI Dungeon 2025). 
Experiments on crowdsourced worldbuild-
ing for LLM fine-tuning have also shown 
some promise (Urbanek at al. 2019). Build-
ing on Hongisto (2025), the curation of 
genre or franchise text can also be a direc-
tion. While it is unclear how game writers 
will be able to contribute to this process, an 
understanding of narrative logic and organ-
isation will potentially be required to gener-
ate and evaluate data for fine-tuning.

Prompt engineering refers to the 
design of instructions to steer LLMs 
towards specific desired responses (Knoth 
et al, 2024). According to Eager and Brun-
ton (2023) prompts should describe the 
specific actions to be performed by LLMs 
and their outcomes, the context of these 
actions, the subject matter, constraints, 
and limitations, and finally, how the content 
aligns with the desired goal. In other words, 
a good prompt tells the model who it is, 
what it should do and produce under which 
conditions, and gives it rules to ensure 
that the output aligns with the user’s goal. 
There are different approaches in prompt 
engineering (Harmon, Rutman 2023). The 
level of prompt specificity influences the 
degree of control, coherence, and fidelity to 
a desired tone or structure. In general, more 
specific, detailed prompts tend to direct 
the LLM to follow instructions closely, while 
very brief or open-ended prompts can pro-
duce more surprising or creative outputs. 
In any case, the prompt must be written 
with the intended goal and context in mind, 
since even minor changes in wording or 
detail can significantly affect the response. 

In game writing, prompts can establish 
character identities, goals, and relation-
ships to provide contextual understanding 

and directions to LLMs to respond certain 
conditions in certain ways (Csepregi 2021). 
Rao et al. (2024) suggest that prompt-
ing should introduce distinctive personas, 
backstories, goals, and reactions for each 
character, and support the expected flow of 
events. While a properly engineered single 
prompt can direct LLMs to run an interac-
tive text adventure, complex prompts can 
also be part of larger systems. The size of 
the project and how LLMs are integrated 
to the narrative experience can change the 
prompting strategy drastically. 

Katanas and Kimonos, for example, 
is a detailed but relatively short prompt 
establishing conditions, rules, setting, and 
characters for a text-based adventure. 
HistoryLens’ prompt establishes the rules 
and objectives of the game as well as the 
historical setting, while also providing his-
torical texts to the LLM, which supports 
the generation of a dynamic world for the 
player to explore. Eternagram uses a two-
level prompting approach. It first supplies 
the LLM with a detailed context including 
world data, NPC role data, and story back-
ground. These elements indicate the details 
of the narrative and manage the behaviour 
of the NPC during the interactions. The 
second lists a series of triggers the LLM 
is instructed to react to if detected in the 
players’ input. Such triggers, like a question 
about the NPC’s origin, drive the narrative 
progression, acting as milestones from one 
stage of the story to the next. This two-tier 
prompt design ensures that the LLM both 
understands the game world and responds 
to the player appropriately. Mantella (2025), 
on the other hand, uses a starting prompt 
containing detailed background descrip-
tions of over 1,000 Skyrim NPCs taken 
from the Skyrim wiki to ensure that the 
LLMs’ responses and interactions align 
closely with the established lore of Skyrim. 
Even though this prompt is data-heavy, it 
is just one part of the system. Mantella 
pairs the LLM with Skyrim’s normal game 
engine and rules. The mod’s architecture 
links speech-to-text, the LLM, and text-to-
speech with Skyrim’s original mechanics, 
so that NPCs react both to dialogues and to 
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the underlying game state. Overall, prompt 
engineering in game writing is a versatile 
tool. It lets writers leverage their skills in 
worldbuilding, character development, and 
narrative design when working with LLMs. 
By carefully designing prompts and multi-
prompt systems to encode character goals, 
histories, and conversational constraints, 
game writers can create rich, context-
sensitive interactions between players 
and LLM-driven characters. However, the 
field of prompt engineering is still evolv-
ing. Researchers are continually develop-
ing new and advanced prompt engineering 
techniques to improve LLMs’ performance 
(Yang et al. 2025). In this regard, adapt-
ability should be a core priority for game 
writers.

In recent years, several game author-
ing tools have been introduced to sup-
port writers in developing components for 
LLM-driven game narratives. These tools 
integrate prompting capabilities with nar-
rative planning mechanisms that in some 
cases resemble traditional branching story 
structures. Their primary advantage lies 
in offering author-friendly interfaces that 
foreground the human craft of narrative 
design, making the development of LLM-
integrated storytelling more accessible and 
creatively manageable for game writers. 
In other words, they are designed as inter-
faces between game writers and LLMs. 

Convai and the previously mentioned 
InWorld provide two prominent commer-
cial LLM-integrated authoring platforms 
which focus on conversational NPC genera-
tion. They provide game writers with the 
tools to shape character behaviour and 
dialogue without scripting dialogue trees. 
In both systems, game writers provide 
background material, such as backstory, 
personality traits, and knowledge about 
the game world, to achieve coherent char-
acter identity and consistent tone. Com-
pared to Convai, InWorld places a stronger 
emphasis on categorical structure. Writers 
are required to enter each narrative ele-
ment into its designated section in the 
platform to prevent unpredictable or out-
of-character outputs, giving clues on how 

the internal mechanisms of the system 
organises narrative content as prompts. 
While they differ in specifics, personality 
modelling based on predetermined system 
parameters is also a shared function in 
both authoring environments and shows 
how they aim to standardise author input 
to achieve desired LLM behaviour. Beyond 
shaping characters, Convai also includes 
a narrative design module centred around 
high-level goals for NPCs. These narrative 
objectives shape how they interact with 
players. While no dialogue exchanges are 
expected to be authored by game writ-
ers, they are still responsible for defining 
potential events and character reactions in 
response to player actions. Further afield, 
the Drama Llama authoring environment, 
which was developed as a research proto-
type, also explores how LLMs can be used 
in narrative management (Sun et al. 2025). 
In this system, besides descriptions of the 
game world and characters, game writ-
ers are expected to define key potential 
actions activated under specific conditions. 
Early experiments have shown that a lim-
ited number of well-defined actions may 
lead to the generation of engaging simula-
tions (Ibid). Overall, contemporary LLM-
integrated game writing tools aim to have 
LLMs function like improv actors directed 
by prompts. The focus of the writing shifts 
to the minds, emotions, and internal moti-
vations of characters, rather than story-
lines and dialogues demonstrating these. 
These tools thus represent a reorientation 
of game writers’ primarily responsibility as 
worldbuilders, character developers, and 
narrative directors. 

CONCLUSION AND  
FUTURE DIRECTIONS

The integration of LLMs into game narra-
tives presents both a technological and 
conceptual shift in the craft of game writ-
ing. A revaluation of its already hybrid 
characteristics, rooted both in the art of 
storytelling and in computational design, 
is required. Emerging strategies like fine-
tuning and prompt engineering as well 
as upcoming authoring tools redefine the 
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role and responsibilities of game writers. 
Designing the conditions under which sto-
ries emerge, and the characters portrayed 
by machines for and with players, appears 
to be the key focus. At the same time, the 
potential adoption of LLMs also raises 
questions about authorship, coherence, 
control, and ethical design. Hallucination, 
bias, and repetitiveness remain unresolved 
technical and creative challenges. The use 
of proprietary or community-generated 
data for early fine-tuning experiments com-
plicates the relationship between inspira-
tion, imitation, and intellectual property. 
Prompt engineering, though powerful, is 
still a developing expertise. In other words, 
there are still unknowns when it comes to 
LLMs and their application in game writing. 

As the field matures, further research 
is needed into how writers can meaning-
fully shape the narrative behaviours of 
LLMs within games. Given the rapid evolu-
tion of models as well as approaches and 
tools in LLM-integrated game writing, such 
research must remain adaptive to ongo-
ing technological change. A structured 
comparative evaluation of frameworks can 
assess both the co-creative processes and 

the quality, coherence, and creativity of 
LLM-generated narrative content. Studies 
exploring player perception and reception 
of LLM-driven interactive narratives will 
provide further evidence on their effective-
ness. Investigations into how writers, nar-
rative designers, and players engage with 
LLM-integrated systems in practice and 
how this relates to the broader transfor-
mation of the game industry itself is also 
required to clarify how authorship, respon-
sibility, and collaboration are being rene-
gotiated in real production environments. 
The integration of LLMs into game writing 
is not simply a matter of automation, but of 
augmentation. In this regard, questions of 
ownership, consent, and attribution must 
be addressed to identify and develop best 
practices for ethically grounded co-creativ-
ity between humans and machines. Future 
studies building on earlier research in cre-
ativity support as well as co-creation, not 
only in game writing but also other forms 
of computational creativity, would benefit 
the development of critical and theoretical 
frameworks to discuss and evaluate the 
development of LLM-integrated interactive 
narrative experiences.
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