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Abstract 

This thesis explores the development of an AI-based tool designed to lower the entry barriers 

for new players of Dungeons & Dragons (D&D), a tabletop role-playing game that has 

experienced consistent growth over more than three decades. This project leverages a Large 

Language Model to simplify the onboarding process for new players, enabling a more 

seamless introduction to the game. The tool developed through this thesis assists in narrative 

and content creation tailored to the specific characteristics and preferences of player groups, 

facilitating engagement in scenarios that align with their learning objectives. To evaluate the 

system, we conducted a mixed-methods evaluation involving both qualitative feedback from 

focus groups and quantitative data analysis to assess the effectiveness of the system. Results 

indicate that the automated materials might help reduce preparation time and support the 

initial gaming experience by providing coherent, engaging, and highly customizable content. 

The system was particularly effective in helping new players create customised characters 

with ease and in boosting confidence levels among players with low experience. The findings 

may also have implications for the design of other complex games and educational 

frameworks, where AI can play a role in reducing entry barriers and enhancing learning 

processes. 
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Chapter 1 – Introduction 

1.1 Context 

Dungeons & Dragons (D&D) is a tabletop roleplaying game (TTRPG) that has been released 

over 30 years ago and has gone through several editions with revisions to lore, mechanics and 

other game elements. The game has experienced a significant growth in popularity in recent 

years, especially notable during times of pandemic lockdown when game sales soared 

compared to previous years [1]. This rise in popularity underlined the game's potential as a 

means of social interaction, providing not only an engaging experience but also opportunities 

for personal improvement.  

 

D&D has the ability to facilitate transformative experiences, contributing to the development 

of self-reflection skills [2] and promoting self-acceptance [3]. It can foster the growth of soft 

skills such as collaboration and creativity [4], potentially contributing to the greater society 

by acting as a moral training ground [5]. Encouraging a broader participation in D&D would 

be desirable, allowing more people to benefit from its potential as a tool for personal growth 

and relationship building. 

 

 

1.2 Problem Statement  

Despite its numerous benefits, D&D also presents considerable entry barriers for novices. 

The game demands a high level of dedication and commitment, featuring a complex character 

creation process and extensive rulebook that requires several game sessions to comprehend 

and master. The absence of dedicated personalised onboarding resources and the limitation of 

mentoring opportunities exclusively to game sessions further complicates the introduction 

process for new players. 

 

The exploration of generative models as learning aids has been receiving increased attention 

within the educational technology sector. Generative models are a type of artificial 

intelligence that can create content by learning from vast datasets, being trained to generate 

text, images, audio, and other types of media that can mimic human-like outputs. Research 

has indicated their ability to enhance student confidence when direct teacher presence is 

limited [6] and capacity of providing personalised advice to students [7], which could be used 

to aid the onboarding process. In the context of D&D, where novices benefit from explicit in-

game training [8], the aptitudes of generative models could be harnessed to provide a 

personalised learning experience based on player desires and capabilities, resulting in a 

smoother learning curve.  

 

The goal of this thesis is to develop a tool which eases the onboarding process, designed 

specifically for new D&D player groups. The tool’s aim is to aid narrative and content 

creation based on the group’s characteristics and preferences, providing suggestions and 

allowing the players to engage in tailored scenarios that match their learning objectives.  
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Such a tool could reduce the necessity of reading manuals and game materials before and 

during play, allowing for a more seamless introductory experience where learning is 

interwoven with gameplay and the pre-game preparation phase is shorter and more 

streamlined. 

 

 

1.3 Research Questions  

Based on the problem statement of simplifying the onboarding process for novice D&D 

players, the following research question and sub-questions have been formulated: 

 

❖ RQ: “How might content created through generative artificial intelligence enhance 

the onboarding experience for novice Dungeons & Dragons players?” 

❖ SQ1: “What are the most difficult game elements for novice D&D players?” 

❖ SQ2: “What are good methods for generating consistent and accurate D&D content?” 

 

 

1.4 Thesis Structure 

This thesis is structured as follows: Chapter 2 presents the background research, including a 

literature review on the use of generative models as learning aids, content generation methods 

in the context of D&D, and an analysis of the state-of-the-art. Chapter 3 details the methods 

and techniques applied in the project; this chapter outlines the four development phases, 

alongside other methods used for the development of this project. 

 

Chapter 4 covers the first stage of the design process: the Ideation phase. Stakeholders and 

their needs are identified, and a list of preliminary concepts that address the research question 

are presented. Chapter 5 describes the second stage of the design process: the Specification 

phase. The chosen concept is further developed, outlining the final system requirements and 

presenting the general system architecture. 

 

Chapter 6 covers the third stage of the design process: the Realisation phase. It provides an 

overview of the functional prototype and explains each system module in detail. Chapter 7 

presents the final stage of the design process: the Evaluation phase. The testing method and 

procedure are described, followed by an evaluation of the functional prototype based on 

multiple user studies. 

 

Lastly, chapter 8 discusses the results of the user study, evaluates the system requirements, 

and addresses the implications and limitations of the work. It concludes with suggestions for 

future research and a final statement on the project. 
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Chapter 2 – Background Research 

This chapter presents the background theory and relevant information available on the topics 

adjacent to the project. This is done in the form of a literature review on the use of generative 

models as learning aids, which was performed as part of an assignment related to this project 

[64], followed by an overview of the state-of-the-art D&D onboarding tools and content 

generation methods. The chapter concludes with a discussion and conclusion based on the 

findings, which serves to inform the design choices of the project. 

 

2.1 Literature Review - Generative Models in Educational Settings 

With research showing that generative models are capable of enhancing student confidence 

[6] and able to provide personalised advice [7], it is important to identify what technical and 

design factors contribute to such positive results. Consequently, a literature review was 

conducted into the prior use of generative model use in educational settings. 

 

2.1.1 Type of generative models used 

Large Language Models (LLMs) stand out as the only generative model type used for 

educational purposes. Kumar et al. [6] use GPT-4 to enhance problem-solving skills, while 

Chen et al. [9] employ it for gathering and organising educational content for courses. Other 

studies have applied less advanced models like GPT-3 and GPT-3.5 across a range of 

educational domains. Balse et al. [12] and Sheese et al. [10], with approaches ranging from 

stock model use to detailed fine-tuning, have managed to make use of LLMs in courses like 

biology, mathematics or programming.  

 

Beyond OpenAI, Sonkar et al. [14] and Afzal et al. [17] have used open-source or custom 

LLM-based systems for developing interactive learning aids. The choice of model can be 

attributed to factors such as date of study, research budgets, hardware availability, ethical 

concerns, learning domain and the role of the educational content. In general, LLM or LLM-

based systems are used in all recent developments of interactive tutoring systems, with 

OpenAI’s GPT series standing out in terms of popularity and accessibility. 

 

2.1.2 Pre-prompting techniques  

Despite their proficiency in a wide range of tasks, LLMs need to be given a set of instructions 

to maintain coherence across a conversation. Five different types of instructional strategies, 

also called pre-prompts, have been identified across studies. The first pre-prompting 

technique involves providing information about the system’s role; Kumar et al. [6, 7] instruct 

the LLM to behave as a tutor designed to aid in problem-solving, while Sheese et al. [10] 

only specify the general role of the system. Sonkar et al. [14] describe the role of the system 

in achieving specific learning objectives, and Nye et al. [15] task the LLM to correct output 

from a hypothetical student. The different levels of specificity in the instructions can be 

linked to the different aims of the studies: Kumar et al. [6, 7] test the system with actual 
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students and focus on very strict model outputs, while Nye et al. [15] only implement the 

system on a hypothetical scenario, where there is more output leeway.  

 

The second technique represents the use of instructions based on difficulty level. Chen et al. 

[9] implement a tiered instruction system, where the complexity of the language and structure 

of the instructions increases with the topic's difficulty level. Additionally, step-by-step 

instructions are provided to the models for improving their reasoning process. Kumar et al. 

[7] guide the LLM through a 3-point checklist to make the LLM verify internally the validity 

of each output, while Balse et al. [12] use a similar 3-point approach to ensure the model 

response follows the desired output structure.  

 

A fourth method used by both Nye et al. [15] and Sonkar et al. [14] requires the LLM to 

respond within a strictly given JSON format, guiding the model to produce highly structured 

responses and prune irrelevant information to the answer. The last identified method involves 

providing examples of correct expected responses before use, such that the LLM can 

formulate a better output. Kumar et al. [7] and Nye et al. [15] use this technique by giving 

detailed examples related to the educational topic, either mentioning how a formula is applied 

in a specific case or what the correct answer is to a given question, and for what reasons.  

 

All in all, the use of the various pre-prompting methods appears to be dependent on the use 

case and desired results. It must be noted that these methods may not work concurrently, as 

each LLM has a certain limit of instructions it can accurately follow, so a choice on pre-

prompts must be made within the context of the project. Some methods, such as providing 

information about the system’s role, might allow the model to better understand the context 

and its tasks, which could help improve the model’s performance in a specific area. Other 

techniques, such as the checklist method, could improve the model’s ability to follow 

instructions, which would be desirable in situations where the LLM must not deviate from a 

specific subject. Strategies like restricting the output content to the minimum necessary can 

be used in situations where the conversation should be conducted as concisely as possible, 

and some details or solutions should be kept hidden by the LLM.  

 

 

2.1.3 Methodologies for applying generative models in the learning process 

After initial model setup and tuning, the methodological application is split into two 

overarching approaches. The first one represents the LLM-first approach, where students 

begin problem solving by consulting with the LLM before starting to work on a task. This 

method, as adopted by Kumar et al. [6, 7], Chen et al. [9], Sonkar et al. [14], Afzal et al. [17] 

and Mohapatra et al. [16], has the purpose of assisting students who need a starting direction 

for a specific topic. Kumar et al. [6, 7] specifically use this approach to assist students in 

solving mathematics problems by outlining possible solving strategies and providing step-by-

step solutions of similar tasks, while Chen et al. [9], Sonkar et al. [14] and Afzal et al. [17] 

implement a dialogue-based system where the student can freely ask for explanations and 
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guidance on all parts of the educational content, establishing a collaborative multi step 

refinement process.  

 

The second approach represents the self-first approach, where students try to solve the 

problem alone and consult the LLM for feedback and improvement. This method, 

implemented by the likes of Sheese et al. [10], Ma et al. [11], Tack and Piech [13], and others 

to a lesser degree, helps students reinforce methodologies or improve on existing work. 

Sheese et al. [10] implement this by making students provide the system with problems 

encountered and other information such as code snippets, error messages and a description of 

the issue encountered. Alternatively, Ma et al. [11] create a virtual environment where 

students act as teachers for hypothetical students mimicked by the LLM system, having to 

help with debugging, hypothesis construction, test case selection and explanation of the 

problem. While these solutions can help reinforce programming knowledge, similar strategies 

might not apply across other subjects. For example, in creative tasks such as prose or 

literature, one could argue that following such a rigid structure to acquire feedback could 

limit students to a very strict template instead of being allowed to experiment with different 

styles of writing. 

 

Across all studies, there is a varying degree of the explicitness of LLM responses to student 

queries. In some cases, hints are provided if the student mastery is low on a certain topic, as 

described by Afzal et al. [17], and in other situations the system is adjusted to better match 

the pace of the learner, as done by Chen et al. [9]. Mohapatra et al. [16] sort learning 

information based on a 'must know, need to know, good to know' framework, and Kumar et 

al. [7] propose an approach involving student reflection on LLM use before prompting, which 

could be adapted across both the LLM-first and self-first approaches for more meaningful 

and conscious interaction.  

 

The two methodologies used in integrating LLMs into educational settings ultimately serve 

different pedagogical purposes. The LLM first-approach provides guidance, being useful for 

students who lack initial direction and struggle to begin. It can provide suggestions and 

examples, but this approach also poses the risk of student overreliance. Alternatively, the 

self-first approach encourages independent problem-solving skills, allowing for LLM 

consultation as a secondary measure. This method is useful for refinement and feedback, and 

may be the preferred one for teachers when students must be held responsible for their work. 

By varying other factors like the explicitness of responses or encouraging pre-prompt 

reflection, the student-system interaction can be further tuned to fit the teacher’s learning plan 

and objectives.  

 

 

2.1.4 Limitations and risks  

While LLMs can help teachers and students across multiple educational domains, they also 

present certain risks and limitations. Seven studies, those of Kumar et al. [6], Chen et al. [9], 

Balse et al. [12], Sonkar et al. [14], Nye et al. [15], Mohapatra et al. [16], and Tack and Piech 
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[13] have identified a recurring challenge. Occasionally, the LLMs will hallucinate and 

output incorrect information, which poses the risk of misinformation and perpetuating biases. 

Additionally, Kumar et al. [6, 7] and Sheese et al. [10] describe the potential risk of students 

becoming over reliant on LLMs for problem-solving tasks. Sheese et al. [10] especially 

identified that in some cases, students focused on receiving immediate help rather than trying 

to improve their understanding.  

 

The studies conducted by Sheese et al. [10], Sonkar et al. [14], and Balse et al. [12] identify 

the risk of reinforcing the wrong ideas and behaviours, both in students and teachers. Balse et 

al. [12] note that due to the confident tone of the LLM, even instructors can be misled 

regarding the correctness of their own solutions, while Sheese et al. [10] recognize that 

LLM’s versatility allows students to get away with poorly articulated queries. Ma et al. [11] 

findings suggest that LLMs, while beneficial, can inadvertently lead students off-topic, 

detracting from the learning objectives. Sonkar et al. [14] and Mohapatra et al. [16] raise 

privacy concerns for corporate-owned models, especially regarding the use of student-tutor 

conversations as model training material. Sonkar et al. [14] even go as far as using an open-

source model to address the privacy breaches posed by OpenAI’s GPT series.   

 

Lastly, Mohapatra et al. [16] and Nye et al. [15] highlight the potential environmental 

challenges that might arise due to LLM use, specifically pointing out the substantial carbon 

emissions from training and deploying these energy-intensive systems. The risks and 

limitations of LLMs can be associated with several causes. Firstly, the model training data is 

inherently biassed, which then propagates throughout the system. Furthermore, students 

might exert less effort in critical thinking when they can easily prompt LLMs for answers, as 

this requires less cognitive effort. The convincing tone of LLMs, reinforced by their design to 

be confident helpful assistants, can lead to misinformation among both students and teachers. 

The potential for distraction is partly caused by the lack of guardrail implementation, 

allowing the users to lead the model away from their given task. 

 

 

2.2 State of the Art - Onboarding Materials 

As of writing this report, there are 2 main dedicated D&D player onboarding options. These 

represent physical player kits [18], which contain materials for game sessions, and virtual 

table tops (VTTs) [19], which shift the game experience into the digital domain. These 2 

main options are further complemented by community-made materials, which come in the 

form of online tutorials, guides or recorded gameplay sessions. Such materials do not provide 

any game materials but rather the information needed to start a campaign. 
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2.2.1 D&D Kits 

Player kits are tangible sets designed to introduce new players to the game. These kits are 

priced between €20 - 100 and typically include items such as rulebooks, pre-made character 

sheets, dice, maps, and sometimes figurines. They provide a complete hands-on experience, 

allowing players to directly engage with the materials, which can help in understanding game 

mechanics and increasing the sense of immersion in the game world. However, these kits 

offer a limited amount of player customization, providing pre-made characters and limiting 

the game theme to a predefined one with some related quests. The costs associated with these 

kits could deter potential new players, who may be hesitant to allocate substantial resources 

to a game they are unsure about picking up. Additionally, the constrained customization 

options could negatively impact the engagement and connection between the players and the 

campaign. Some popular options include the D&D Starter Kit, D&D Essentials Kit and D&D 

Campaign Case, as shown below. 

 

 
Figure 2.2.1.1: D&D Starter Kit [20] 

 

Figure 2.2.1.1 showcases the most basic starter kit, which contains one set of dice, a 180-page 

rulebook, pregenerated character sheets and an accompanying adventure book. For a new 

player group looking to try an initial game session, these materials may already be 

overwhelming. The contents of this kit are meant to be experienced over several multiple-

hour long game sessions, which might not entice a new player group looking to test the game 

over the course of a single play session. 
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2.2.2 Fully Virtual Tabletops 

Conversely, VTTs are freemium or subscription-based software applications that simulate an 

online tabletop gaming environment. These types of platforms can be split into 2 categories: 

full VTTs and semi VTTs. Full VTTs provide digital tools and resources necessary for 

playing tabletop games online, including digital character sheets, maps that can be interacted 

with in real-time, and chat functions for communication among players. They enable players 

to play together regardless of location, offering flexibility and accessibility, automating some 

aspects of gameplay like rule enforcement and calculations. Roll20 [21], Fantasy Grounds 

[22], and Foundry VTT [23] are prominent examples of full VTTs. A major downside of such 

tools is that the whole game interaction is shifted to a digital environment, which can 

diminish the social interaction, with players missing out on tactile feedback, visual cues 

regarding game actions or subtle details like body language. Additionally, with rule-

enforcement being offloaded to the system, players could become reliant on it and miss 

important learning moments. This might discourage online players from trying the physical 

game when presented with the opportunity, given a lack of understanding of how the game 

rules work. 

 

Figure 2.2.2.1: Roll20 VTT Interface 
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2.2.3 Semi Virtual Tabletops 

On the other hand, Semi-VTTs offer digital tools and resources that support physical tabletop 

gameplay without fully simulating it. They provide digital character sheets, rulebooks, spell 

databases, and character creation tools but do not typically include features for map 

interaction or movement. These platforms are often used in conjunction with physical play, 

providing easy access to game resources, rule referencing, and character management. They 

focus more on individual player management rather than on providing a digital space for the 

entire game to unfold. A notable example of such a product is the D&D Beyond mobile 

application [24]. Similarly to full VTTs, a disadvantage of this type of system is that 

important game components such as dice rolling, spell or inventory management are 

offloaded to the app, which might make new players miss out on important learning concepts. 

 

Figure 2.2.3.1: Character View in D&D Beyond Mobile App 
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2.2.4 Community-Made Materials 

Lastly, community-made materials can further ease the onboarding experience through a 

variety of formats. Tutorial videos, such as the introductory series created by WASD20 [25], 

break down D&D rules, character creation and the basics of gameplay into a visual and 

auditory learning experience. For those who prefer reading, several online beginner guides 

can be found [26, 27, 28], which provide detailed, step-by-step instructions on game aspects, 

from selecting a class to mastering combat mechanics. Recorded play sessions, as the ones 

provided by the popular channel Critical Role [29], display experienced players navigating a 

campaign, offering insights into practical gameplay and narrative development. Additionally, 

the D&D community also contributes by creating novel “Homebrew” content, featuring new 

races, classes, spells, and game settings, encouraging player exploration beyond official 

materials.  

 

Overall, community materials can be an easy and engaging way to gain new D&D 

information, but may not always be representative of average game sessions or aligned with 

new D&D player needs. As seen in Figure 2.2.4.1, the experienced group of Critical Role 

players have a wide range of game materials and equipment readily available, which might 

not be realistic to obtain for even seasoned D&D players. This might lead newcomers to 

overestimate the resources needed for a satisfactory starting experience, creating a higher 

perceived barrier of entry to the game. Additionally, the information provided by the various 

community sources is comprehensive across several categories, some of which may not 

always be relevant for an introductory session. Instead, these might be more useful for 

players that are familiar with the basics, and can build on previous knowledge and game 

experience. 

 

 

 
Figure 2.2.4.1: Pre-recorded game sessions by Critical Role 
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2.3 State of the Art - D&D AI Content Generation 

The D&D community has started to integrate AI into various aspects of the game and 

associated processes, with the main purposes of saving preparation time, increasing 

immersion and aiding the creative process for both players and dungeon masters (DM). The 

recognized use of generative models could be split into 2 main cases: text generation and 

image generation. Text generation is mostly used for creating the game environment, while 

image generation is used for creating immersive game materials. However, there are no AI-

based generators specifically made for improving the onboarding process. 

 

2.3.1 Text Generation 

Text generation has been widely used by the D&D community for some time now, most 

commonly for tasks such as encounter generation, plot hook generation or loot generation. 

Similarly to their emerging use in educational settings, LLMs stand out as the most recent 

solution for custom text generation, being able to serve several purposes in the context of 

D&D content creation. Recently, LLMs have become most commonly been applied for 

narrative generation: creating coherent storylines, quests, plot hooks and other elements that 

DMs can integrate into their campaigns; this solution helps in keeping the game engaging for 

players with less effort required on the part of the DM. An example of such a product is AI 

Dungeon [30], a platform that generates an interactive and adaptive text-based adventure 

based on the user’s input. Additionally, LLM-based tools can also generate detailed character 

profiles and non-player characters (NPCs), complete with backstories, motivations, and 

personality traits. This helps in populating the game world with interesting characters while 

reducing preparation time. LitRPG Adventures [31] offers such tools, making use of 

OpenAI’s GPT series to provide various D&D content generators. 

Figure 2.3.1.1: LitRPG Adventures content generator 
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2.3.2 Image Generation 

As with text generation, dungeon generation emerged with the rise of personal computers, in 

the form of ASCII dungeons. Over the years, graphical improvements have made it possible 

to scale up the fidelity, resulting in more complex D&D content. Regarding AI image 

generation, a different generative model architecture stands out: the diffusion model. These 

models are particularly notable for their ability to generate highly detailed and realistic 

images, making them a popular choice among the D&D community. Diffusion-based systems 

like Dall-e 3 [32] and Stable Diffusion [33] are currently being used in D&D to create 

artwork and game maps, available online on platforms like Perchance [34]. These generated 

materials can be used to increase narrative cohesion and promote exploration within the 

game, while saving preparation time and reducing the costs of acquiring or creating such 

props in conventional ways.  

 

     Figure 2.3.2.1: AI-generated battle map [35] 

 

Figure 2.3.2.2: AI-generated continent map [34] 
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However, it has been noticed that these models sometimes lack coherence, so getting a 

satisfactory output requires additional fine-tuning on the part of the user. An interesting 

opportunity is presented by the option of style transfer, which is a technique that involves 

applying the style of one image to the content of another with the use of diffusion models. 

This method could be used to increase the coherence of generated game maps by first 

creating the structure using traditional dungeon creation methods, and then applying 

generative models to make the map more aesthetically pleasing while retaining the same 

underlying structure. In theory, such a technique could even be applied over hand-drawn 

maps to create hyper-realistic materials, which could increase narrative cohesion with 

minimal added effort. 

 

 

 

 
Figure 2.3.2.3: Style transfer example [36] 
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Additionally, diffusion-based models are also being used for character artwork creation. 

Players often have a detailed mental image of their characters, but lack the skills of 

translating this into a visual representation. With the help of image generation models, 

characters can be visually represented, based on textual descriptions from the player like 

physical attributes and attire. This can help players create a stronger connection with their 

own characters, which could in turn increase their dedication and commitment to the game. 

An example of a specialised D&D art generator is Hotpot [37], which makes use of a 

standard diffusion model with additional finetuning to achieve D&D specific styling.  

 

 

 

 

 
 

Figure 2.3.2.4: AI-generated character artwork [38] 
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2.4 Discussion 

For this project, the findings from the literature review help inform several design choices 

and provide a solid foundation for the system architecture. The apparent versatility of 

OpenAI's GPT models makes them a likely choice for the project, considering that the 

underlying model must be able to handle a wide range of requirements. Drawing from the 

identified pre-prompting techniques, we plan to devise a prompting strategy that combines 

the n-point checklist, strict (JSON) structure, and instructions about the system's general role 

to ensure the generation of creative, accurate and concise information. Given D&D’s creative 

nature, the LLM-first approach seems most fitting, particularly for D&D novices in need of 

directional guidance due to their unfamiliarity with the game. This approach, where students 

begin problem solving by consulting with the LLM, could help reduce the perceived entry 

barriers to the game. Lastly, understanding the limitations and risks associated with 

generative AI technologies enables us to pre-emptively address them in the design process. 

For example, a content generation pipeline might be implemented to prevent the model from 

deviating from any given task, and an internal checklist may be used to verify the validity and 

appropriateness of generated answers before the final output. 

 

Concerning the state of the art, it is clear that each existing onboarding method has its 

advantages and drawbacks. While D&D kits provide comprehensive material and a solid 

starting foundation, they might discourage potential players due to their cost, limited 

customizability or overabundance of materials potentially being too overwhelming. Virtual 

tabletops are less expensive alternatives that can help with remote play and automate aspects 

of the game, but might not be optimal for new players because offloading rule-enforcement to 

the system might detract from important learning moments. Lastly, community-made 

materials are a free and easy way to engage with new D&D concepts, but the theoretical 

information might not always be realistic or applicable in personal situations. With this in 

mind, our project will aim to combine advantages of the existing onboarding alternatives: 

providing supporting game materials and keeping players in a shared physical space while 

also offering some of the cost-effectiveness and customizability offered by VTTs.  

 

Regarding D&D AI content generation, none of the existing solutions are specifically catered 

to new players. Considering the complexity of D&D, it is important that any generated game 

materials are explainable, and that the project considers the novice’s perspective on the game.  
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Chapter 3 – Methods and Techniques 

This chapter presents the methods and techniques applied in the development of this project. 

The main design principle used is the Creative Technology Design Process, a four-step 

process proposed by Mader and Eggink [39] to support the development of products or 

services that address a specific problem statement. In this chapter, the four development 

phases are described, which are then followed by an overview of the stakeholder 

identification process, requirement elicitation methods, ideation techniques and system 

architecture design. 

 

3.1 Design Method 

The Creative Technology Design Process (CreaTe) is based on two design frameworks: the 

Divergence and Convergence Model [40] and the Spiral Model [41]. The Divergence phase 

has the aim of defining the design space by exploration of possible solutions, while the 

Convergence phase narrows down the design space to focus on a single option based on 

certain design choices. The Spiral Model proposes an iterative design process, where 

previous phases of the design are returned to upon gathering new relevant information, for 

further refinement. The Creative Technology Design Process follows four steps: Ideation, 

Specification, Realisation and Evaluation. The goal of this process is to provide a structured 

way of designing a product or service, with well-defined feedback and reflection moments 

throughout development. 
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Figure 3.1.1: A Creative Technology Design Process [39] 
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3.1.1 Ideation Phase 

This is the starting phase of the design process, and follows the statement of the design 

question. This phase has the goal of defining the problem, gathering relevant information and 

generating possible solutions. The research question is revisited and refined based on 

background research, brainstorming or other activities that can provide new insights. By 

researching and communicating with potential stakeholders, an initial set of functional and 

non-functional requirements are created. The completion of the ideation phase results in a list 

of explicit stakeholder needs and possible ways of addressing them. 

 

3.1.2 Specification Phase 

Following the Ideation phase, the Specification phase has the goal of defining the 

functionality of the product or service. Using the previously defined stakeholder needs and 

possible solutions, a clearly defined set of functional and non-functional requirements is 

created. The system is broken down into subsystems, with clear descriptions of individual 

functions. This facilitates evaluation of the functional requirements. 

 

3.1.3 Realisation Phase 

The third step in the design process is concerned with the implementation of the design. The 

subsystems are developed according to the requirements, and then implemented together to 

form a functional prototype. Based on new information, revisions can be made to the 

requirements, which may be reflected in different design choices compared to the initial 

concept. 

 

3.1.4 Evaluation Phase 

Lastly, the design process concludes with an evaluation of the designed product or service, 

tested with relevant stakeholders. The functionality of the prototype is evaluated, and the 

design question is answered. If the results are unsatisfactory, the prototype can be adjusted 

and re-evaluated, such that the formulated requirements are met. 

 

 

3.2 Stakeholder Analysis 

In order to address the needs and expectations of stakeholders involved in the project, a 

stakeholder analysis must be performed. This involves a systematic assessment of 

stakeholders' interests, their potential impact on the project, and establishing a hierarchy of 

priorities among them [42]. The analysis should consider key interests of each stakeholder, 

the level of impact they may have on the project, and their relative priority compared to other 

stakeholders.  
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Following the identification of major interests, assessing how the project would be impacted 

by meeting or not meeting these interests is an important consideration. This can be done 

with simple indicators for both the nature of the impact (positive, negative, or unknown) and 

the level of impact (high, medium, low, or uncertain). Given that not all interests can be 

addressed simultaneously or with equal resources, a prioritisation schema helps in allocating 

attention and resources where they are most needed. This involves weighing the significance 

of each stakeholder's impact on the project against the feasibility and importance of satisfying 

their interests.  

Figure 3.2: Example of Interest-Influence Classification [42] 

 

 

 

3.3 Requirements Elicitation 

For creating the functional and non-functional requirements, the perspectives of various 

stakeholders must be considered and taken into account. It is expected that each stakeholder 

will have different preferences and expectations, so they will need to be weighed based on 

their importance and relevance to the project. This subchapter describes the methods 

employed for generating project requirements. 
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3.3.1 Online Survey [Appendix 1] 

This project is aimed at addressing an issue in the greater D&D community, and as such its 

members stand out as one of the primary stakeholders. In order to gain insights into their 

diverse perspectives, an online survey stands out as the most time and cost-effective method. 

The survey was posted on frequently-visited websites of D&D communities, and was 

available for completion for a period of 2 weeks. Following the data collection phase, the 

survey results were processed and interpreted, which served to further refine and redefine the 

project’s aims based on community feedback. These results are discussed in Chapter 4. 

 

3.3.2 MoSCoW Method 

In product development, trade-offs between requirements must be made, as not all of them 

could be realistically met with the given resources. To achieve a functional product that 

satisfies the stakeholders and addresses the problem statement, requirements must be assessed 

and addressed based on their relevance to the final outcome. The MoSCoW method [43] is a 

categorisation technique that helps manage priorities of the requirements, and was chosen to 

rank requirements based on their priority level. MoSCoW consists of four types of 

requirement categories:   

 

1. Must Have - the highest priority, these are the requirements which are guaranteed to 

be met by the developer. 

 

2. Should Have - the second highest priority, these are the requirements that are 

important, but not vital to the project. If omitted, the final outcome would still be 

viable, but the intended experience would suffer. 

 

3. Could Have - these are requirements that would be delivered in the best-case scenario. 

Time and focus would be spent on them after the first 2 categories have been fully 

met. 

 

4. Won’t Have - this is a set of requirements that will not be delivered as a part of the 

project. These requirements could be reserved for future developments, but do not fit 

the scope of the current project. 

 

 

3.4 Concept Ideation 

Employing a variety of concept generation methods is essential for generating a suite of 

relevant design concepts. While the design process will be partly influenced by the 

background research and insights from the community survey, ideation techniques must be 

applied to create novel and creative solutions to the problem statement. This subchapter 

describes the ideation techniques used in the design process of this project [44]. 
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3.4.1 Rapid Ideation 

This is a dynamic brainstorming method that leverages the constraints of time to enhance 

creativity and productivity. Rooted in the principle of Parkinson's Law [45], which states that 

"work expands so as to fill the time available for its completion," rapid ideation sets a 

deliberate time limit for generating ideas. By focusing on the rapid generation of ideas, they 

are less likely to divert off-topic, and the process helps maintain momentum throughout the 

brainstorming session. We implemented a 10-minute time period per category, which resulted 

in the ideation notes seen in Figures 3.4.1.1 and 3.4.1.2. The chosen brainstorming categories 

were based on the results of the online survey described in subchapter 3.3.1, which revealed 

the four main challenging areas for new D&D players: understanding the rules, character 

creation, role-playing in character and combat mechanics. 

Figure 3.4.1.1: Rapid ideation notes regarding understanding the rules and character creation 
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Figure 3.4.1.2: Rapid ideation notes regarding role-playing in character and combat mechanics 
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3.4.2 Mind-mapping 

Mind mapping is a visually-based brainstorming tool designed to capture the complexity and 

interconnectedness of ideas. The essence of mind mapping lies in its ability to organise 

thoughts in a non-linear fashion, making it a useful method for ensuring as many ideas are 

acknowledged and recorded. The process begins with a central topic, placed at the centre of 

the mind map. This central node serves as the anchor for all subsequent ideas, which are then 

added around it in a branching manner. This technique was used after the rapid ideation 

session, and served to combine generated ideas from all categories into concrete concepts. 

 

 

 
 

 
 

 

Figure 3.4.2.1: Mind-mapping overview of preliminary concepts 
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Chapter 4 – Ideation 

This chapter presents the first stage of the CreaTe Design Process: the Ideation phase. During 

this chapter, stakeholders affected by this project are identified and their needs or preferences 

are analysed. The chapter ends by eliciting an initial set of functional and non-functional 

requirements, followed by describing three preliminary project concepts that address the 

research question and consider the aforementioned requirements. 

 

4.1 Stakeholder Analysis 

Table 4.1 presents the identified stakeholders, along with relevant attributes concerning their 

involvement in the project. 

 

Stakeholder Description Expectations Power Interest 

Novice D&D 

players 

Primary stakeholder, end-

user of the product. 

Less complicated way to 

start playing D&D 

High High 

D&D game 

masters 

Primary stakeholder, end-

user of the product. 

Reduced costs and 

preparation time 

Medium Medium-

High 

University of 

Twente 

Tertiary stakeholder, client, 

advisor 

Functional proof-of-

concept 

Low Low 

Table 4.1: Stakeholder Attribute Table 

 

 

The stakeholders of this project are composed of the general D&D player base and the 

University of Twente. The general D&D player base represents the primary stakeholder of 

this project, as it comprises the group of end-users that experience the problem that the 

project intends to address. This group is split into two distinct categories: novice players and 

game masters; these 2 groups, although both considered as primary stakeholders, have 

different levels of power and interest in the product. Novice players are expected to require 

more guidance and specific knowledge, while game masters occupy a role which allows for a 

more open interpretation of game materials and places an emphasis on improvisation. As 

such, the novice players have a higher power and interest in regards to the project, with game 

masters having more creative freedom, and as such less power and interest in the project. 

 

The University of Twente can be considered as a tertiary stakeholder, with their interest being 

solely of receiving a functional proof-of-concept and associated documentation as an 

outcome of this project. 
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Figure 4.1.1: Stakeholder Interest-Influence Chart 

 

4.2 Stakeholder Needs 

To define the primary and secondary stakeholder needs and expectations, different methods 

were used depending on the context and participant availability.  

 

4.2.1 D&D Player Base 

For getting insights into the wants and needs of the end-users of the system, an online 

community survey was conducted in prominent D&D forums, with n = 252 participants. This 

method was chosen instead of exploratory interviews because a larger sample size would be 

more representative of the general player experience, which would be more useful in creating 

a realistic list of requirements and involving end-users in the design process of the project. 

Additionally, this method allowed users to complete the survey asynchronously over a period 

of 2 weeks, which removed any time pressure for the participants and allowed responses from 

all over the world independently of time zone. The survey contained several multiple choice 

and open-ended questions regarding various aspects of the game, such as the most 

challenging areas, advantages and disadvantages of existing learning materials and the 

viability of a generative AI-based learning tool in the context of D&D. 
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Figure 4.2.1.1: Survey results, most challenging game aspects for new D&D players 

 

Regarding the most challenging game aspects and solutions, respondents could provide 

suggestions on what helped them or what they consider would help new players. These 

findings helped guide the project towards concrete game aspects that could be addressed to 

ease the onboarding experience. Grouped by the four most common challenging aspects, as 

seen in Figure 4.2.1.1, some commonly encountered solutions for each category were: 

 

1. Understanding the rules 

a. Cheat sheets  

b. Common pitfalls explained 

c. Reference guide on generic terms 

 

2. Role-playing in character 

a. Guide that references character archetype in different situations 

b. Exploration options 

c. Downtime mechanics 

 

3. Character creation 

a. Archetypes 

b. Synergistic builds 

c. Overview of spells, actions and recommendations 

d. Connection between classes and builds 

 

4. Combat mechanics 

a. Cheat sheets 

b. Game flow guidelines 
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Figure 4.2.1.2: Survey results, most helpful learning resources for D&D players 

 

 

Considering existing learning resources, responses showed that the three most helpful 

resources, shown in Figure 4.2.1.2, and their associated reasons were: 

 

1. D&D books and magazines 

a. Good overview and structure 

b. Can improve understanding outside of game sessions 

c. Explained nuance and variations 

d. Comprehensive examples 

 

2. Learning from other players 

a. Easy to get questions answered and get advice 

b. Entertaining 

c. Learning during situations 

d. Difficult concepts can be explained in specific situations 

 

3. Online guides and tutorials 

a. Nice presentation of information 

b. Diversity of available resources and range of situations 

c. Can provide inspiration for own use 

d. In-depth focus on single elements 

e. Practical solutions for common problems 
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Figure 4.2.1.3: Survey results, essential game materials for a starting session 

 

 

Displayed in Figure 4.2.1.3, community members expressed their preference regarding 

essential starting material for new players, outlining a clear preference for physical material 

over digital tools. The most popular answers were: 

 

1. Handbooks and manuals 

2. Dice 

3. (Pre-filled) character sheets 

4. Note-taking materials 

 

Among the open–ended suggestions for improving the onboarding process, a few results were 

recurrent among responses: 

1. Focus on session zero 

2. Visual aids 

3. Gradual exposure to mechanics in appropriate situations 
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Figure 4.2.1.4: Survey results, viability of using a software product in the onboarding process 

 

Regarding the viability of a software product for aiding the onboarding process, results were 

mixed among participants. 38% of the respondents mentioned that a dedicated digital 

onboarding tool could have varying degrees of success, while 22% of respondents argued that 

such a tool would ultimately detract from the learning experience. Some of the main 

arguments for and against digital onboarding tools are: 

 

Pro: 

● Simplified learning process 

● Useful for getting over initial barriers 

● Faster preparation time 

● Easy reference across materials 

● Reminding of information and modifiers 

 

Con: 

● Less immersion than playing with paper and pencil 

● Could detract from problem solving 

● Can limit players’ imagination 

● Could slow down the onboarding process instead of speeding up 

● Might lead to overreliance and forgetting rules 

 

An emergent idea across responses addressed the potential of such an onboarding tool in the 

early stages of a campaign, when players are still learning concepts and the tool does not 

distract from any game processes because they are not well-established among the players. 
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Respondents argue that as the game progresses and mechanics are learned, the tool decreases 

in value, and its value would lie primarily in the starting phases of games. Therefore, and 

with consideration to the other survey findings, the following list of community requirements 

was created: 

 

Priority Requirement 

Must The project must tackle one or more of the 4 most challenging game 

aspects: rules, character creation, role-playing or combat mechanics. 

Must The project must not be slower than existing onboarding processes. 

Should The project output should result in printable, physical materials that 

can be used during game sessions. 

Should The project should not detract from the learning experience by 

automating important game concepts. 

Should The project should contain specific and structured supporting material, 

such as cheat sheets. 

Could The project could focus on supporting the starting phases of a 

game/campaign, with less focus on later stages. 

 

Table 4.2.1: D&D Community-based requirements 

 

4.2.2 University of Twente 

For addressing the needs and expectations of the University of Twente, semi-structured 

interviews were used because of the small number of participants and the relatively informal 

nature of the meetings. This method allowed for a collaborative development of targets and 

expectations specific to this project, with elements of brain-storming also serving to 

collaboratively create the list of requirements. 

 

 

Priority Requirement 

Must The project must address the TTRPG game genre. 

Must The project must make use of some form of algorithm or AI. 

Should The project output should offer open-ended narrative options, such that 

some elements can be filled in by the users. 

Could The project could include additional elements associated with combat 

mechanics, such as battle maps or dungeons. 

 

Table 4.2.2: University of Twente Requirements 
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4.3 Preliminary Concepts 

Based on the information gathered from the interview and survey results, three concepts were 

created for improving the D&D onboarding experience, using the methodology outlined in 

Chapter 3.  

 

4.3.1 Session Zero Helper 

The session zero represents a preparation session before the first gameplay session, where 

expectations and specific game aspects, such as game setting or focus, are discussed among 

players. This is often an overlooked phase by new players, who may feel compelled to jump 

straight into gameplay due to excitement or lack of information. Among the survey 

responses, several said this phase could bring many benefits to new players, if properly 

tackled. 

 

 

Figure 4.3.1.1: Mind mapping of session zero helper concept 
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This concept comprises a software tool that a player group can use together to collaboratively 

develop a desirable campaign that they would like to participate in, while also going through 

a series of good practice checklists that ensure consistency and agreement between players. 

For example, items such as main story themes, starting level and story progression methods 

could be discussed in a collaborative fashion with the system, such that details can be 

adjusted based on user preferences and new insights. The purpose of this tool would be to 

specifically help with establishing the game setting (e.g. high fantasy, steampunk, 

cyberpunk), aiding with character creation with input from the players and preparing relevant 

game materials in the selected setting (maps, character sheets, cheat sheets). The content 

generation pipeline is showcased in Figure 4.3.1.2 below. 

 

 

 

 
 

Figure 4.3.1.2: Session Zero Helper Pipeline 

 

 

The main challenge areas addressed by this concept are character creation and rule 

understanding; players would be able to have more input compared to pre-made character 

sheets and campaign materials, while being helped to understand how their choices will 

impact their gameplay and provided with customised advice based on their decisions.  
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4.3.2 Micro Adventure Generator 

D&D is based on three core pillars: exploration, socialising, combat. Across players, there are 

varying levels of proficiency and interest within each category, depending on their previous 

life or gaming experience. The survey results confirm this idea, with two of the most 

challenging aspects being considered combat mechanics and role-playing, which would fall 

under the combat and socialising pillars. As such, it would make sense to be able to practise 

these categories independently, focusing on relevant learning aspects per category. 

 

Figure 4.3.2.1: Mind mapping of micro adventure generator concept 
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The Micro Adventure Generator concept represents a software tool where a player group can 

select one of the core mechanics (exploration, socialising, combat), and add additional details 

to create a custom 1-session adventure that focuses on elements that players want to learn or 

practice. Similar to the Session Zero Helper, players would be able to customise aspects of 

the campaign, such as the game setting or character creation, and would receive a set of 

appropriate game materials as output. On top of this, the scenarios created would be tailored 

to the characters in the party, such that each player would get time in the spotlight to develop 

class-specific skills for each pillar. For example, if the party contains a character of the 

Rogue class, which is a sneaky and nimble type of character, the micro adventure would 

include a scenario where the player would be guided to use stealth to accomplish certain 

goals. 

 

More generally, the scenarios could take the form of pre-generated narrative-based quests in 

which verbal communication is key for achieving the mission goals (social pillar), pre-

generated dungeons that rely on exploration for escaping (exploration) or pre-generated 

encounters where brute force is needed to rescue an imprisoned character (combat). 

 

 

 

Figure 4.3.2.2: Micro Adventure Generator Pipeline 

 

 

Similarly to the previous concept, the main areas addressed by this concept are also character 

creation and rule understanding. However, the differences between this concept and the 

previous Session Zero helper lie in the specificity of the output; the Session Zero Helper 

focuses on general campaign creation, while the Micro Adventure Generator focuses 

specifically on creating 1-session campaigns for practising certain skills and classes. 
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4.3.3 Collaborative Worldbuilder 

An important part of game cohesion and role-play potential is supported by the world in 

which the campaign is set in. World-building is often a complicated and time-consuming 

process, in which the dungeon master (DM) iteratively develops world elements based on 

player input and personal inspiration. This area is addressed by existing onboarding solutions 

by offering pre-made world elements that players can integrate into their stories, but these 

often lack customizability and flexibility. 

Figure 4.3.3.1: Mind mapping of collaborative worldbuilder concept 
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The Collaborative Worldbuilder concept represents a software tool which novice DMs can 

use to ease and speed up the worldbuilding process. This would be accomplished by 

following a clearly defined framework in which generative AI is used in the various 

worldbuilding stages to collaboratively generate and refine lore elements. The generated 

material could range from narrative material like plot hooks, character backstories or 

important game locations, to physical materials like continent maps, battle maps or dungeons. 

The technique of style transfer, as described in Chapter 2.3.2, could be possibly applied to 

enhance the appearance of the generated material, while maintaining coherence and the initial 

style format. For example, this technique could be applied to a rough dungeon layout paper 

sketch, turning it into a battle map populated with relevant objects and with an appearance 

fitting the selected game setting. 

 

 

 
Figure 4.3.3: Collaborative Worldbuilder Pipeline 

 

 

The main challenge addressed by this concept is role-play; by streamlining the development 

of worldbuilding and allowing more creative input from the side of the DM and players, this 

concept aims at creating game worlds the players are more familiar with and comfortable to 

role-play in. 
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Chapter 5 – Specification 

This chapter describes the second stage of the CreaTe Design Process, the Specification 

phase. In this chapter, one of the previously mentioned concepts, the Micro Adventure 

Generator, is further developed. This concept has been chosen due to personal preference, 

and a high estimated viability of meeting the elicited stakeholder needs. Most significantly, 

this concept involves the least time spent in front of a computer, allowing players to get 

started playing with the least amount of interaction or friction. The final list of functional and 

non-functional requirements of the system is formulated, which serve to guide the 

implementation phase. The chapter concludes by presenting the system architecture on two 

levels of abstraction, starting with a general system overview and ending with a description 

of the system modules based on the formulated requirements.  

 

5.1 Formulation of Requirements 

Based on the information gathered in the previous chapters, such as background literature, 

state-of-the-art solutions, stakeholder needs, along with other contextual like time and 

monetary constraints, a list of system goals can be formulated. These system goals can then 

be translated into specific functional and non-functional requirements. 

5.1.1 System Goals 

Goal 

Lower the entry barriers to Dungeons and Dragons. 

Provide appropriate supporting materials for novice players. 

Provide tailored learning opportunities and do not automate important game concepts. 

Table 5.1.1: System goals 

 

5.1.2 Non-functional Requirements 

Based on the system goals, the following non-functional requirements were generated: 

 

Priority Requirement 

Must The total system cost must not exceed €60. 

Must The system must not be slower or more expensive than existing 

onboarding processes. 

Should The system should not detract from the learning experience by 

automating important game concepts. 

Should The system should generate materials that can be easily understood and 

are legible for all types of players. 
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Could The system could include a user interface that is easy to use for people 

with no prior TTRPG experience. 

Could The system output material could be stylized in an appropriate theme 

with D&D. 

Could The system could implement a modular design, such that players can 

decide what system subcomponents they wish to use. 

Table 5.1.2: Non-functional system requirements 

 

5.1.3 Functional Requirements 

Based on the system goals, the following functional requirements were generated: 

 

Priority Requirement 

Must The system must make use of some form of algorithm or AI. 

Must The system must tackle one or more of the 4 most challenging game 

aspects: rules, character creation, role-playing or combat mechanics. 

Must The system output must result in coherent and consistent materials 

fitting with the theme of D&D. 

Must The player group must be able to have some degree of input that 

directly influences the system’s output. 

Must The system output must result in information that can be used for 

printable materials during game sessions. 

Should The system should contain specific and structured supporting material 

for each player, such as cheat sheets. 

Should The system output should offer tailored, open-ended narrative options, 

such that elements can still be filled in by the users. 

Could The system could focus on supporting the starting phases of a 

game/campaign, with less focus on later stages. 

Could The system output could result in ready-to-use physical materials that 

can be used during game sessions. 

Could The system could generate auxiliary elements associated with combat 

mechanics, such as battle maps or dungeons. 

Won’t The system won’t allow the player group to make intermediary 

changes after having input the starting variables. 

Table 5.1.3: Functional system requirements 
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5.2 System Architecture 

This section presents the architecture of the system on two levels of abstraction. Firstly, a 

system overview is provided, followed by an overview of the system modules and their 

functions.  

 

5.2.1 Level 1: System Overview 

As shown in Figure 5.2.1.1 below, on the highest level of abstraction, the system has both 

input and output functionality. The system takes in the player group’s preferences as a single 

input source, and produces a set of game materials as output. In this concept, users cannot 

modify any of the parameters once the preferences are set; this system acts as a content 

generation pipeline, where the input values are sequentially passed and developed upon, 

concluding with the system output.  

 

 

 

 
Figure 5.2.1.1: MAG System Overview 

 

 

 

5.2.2 Level 2: System Modules 

Continuing with the system decomposition, the system can be further divided into separate 

modules, each with its own purpose. As can be seen in Figure 5.2.2.1, the system has three 

main modules, which are implemented sequentially: character generation, campaign 

generation, and material preparation. 

 

 
Figure 5.2.2.1: MAG Module Overview 

 

 

 

These first two of the system modules are based on what most consider the foundation of a 

D&D game: the story, and its characters. Considering the system’s requirement of creating 

tailored scenarios based on user input, the decision was made to first generate the player 
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characters, and then the campaign. This allows for a smoother integration of the characters’ 

attributes into the main storyline, instead of having to construct the characters to fit the story. 

This also aligns with the requirement of allowing users to input personal preferences in 

regards to their own character, and those preferences having a noticeable effect on the output.  

 

Lastly, the game material preparation module serves as a final layer that compiles and 

structures both generated and other external materials into an appropriate format for novice 

players. This layer was created as a result of the functional requirement of creating specific 

and structured materials for novices, meaning that additional resources need to be allocated 

for the presentation and nature of the output information.  

 

A sequential implementation of these modules has been chosen based on the functional 

requirements of not allowing players to make intermediary changes and of generating 

coherent and consistent D&D-specific materials. This approach was chosen because of an 

important consideration: novice players may be overwhelmed by the availability of starting 

options, or may become distracted if the process of game creation becomes iterative. By 

implementing a content generation pipeline, the users are given clear boundaries, which 

ultimately serves to streamline the creation process and gets the players to the game table in a 

shorter period of time. The additional benefit of implementing a pipeline approach is that, due 

to the highly structured nature of intermediary processes, a higher level of narrative cohesion 

could be achieved. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

47 

Chapter 6 – Realisation 

This chapter presents the third stage of the CreaTe Design Process, the Realisation phase. A 

general system overview of the functional prototype is provided in subchapter 6.1, followed 

by the explanation of each system module in detail, in subchapters 6.2 - 6.4. A sample of 

generated materials can be found in Appendix 2. 

 

6.1 System Overview  

The final system comprises a content generation pipeline, which is a structured, sequential 

process designed to streamline the creation of D&D game content. This pipeline focuses on 

generating contextually appropriate game materials to enhance the D&D onboarding 

experience. The generation process involves three main steps: taking in user inputs, 

intermediary processing and generation, and finalising with the output of custom game 

materials. These steps are detailed in subchapters 6.2, 6.3, and 6.4, which you may skip if 

desired. 

 

The system is designed to be used as follows: the Dungeon Master (DM) discusses 

preferences regarding characters and the campaign (concept, theme, focus) with their player 

group. The DM then inputs these variables into the system to generate a campaign. The 

system takes the input and generates the necessary materials for a one-shot D&D campaign, a 

process that takes approximately 20 minutes and requires no additional input from the DM. 

The DM then receives the generated materials, which they distribute to the players for pre-

game preparation. Printing the materials is recommended for improved access during the 

game, limiting the need for electronic devices. It is recommended that the players read the 

generated materials prior to the game session, as being unfamiliar with their characters or the 

campaign could extend the one-shot beyond the planned duration. 

 

The design process began with the separate implementation and testing of each module 

subcomponent, culminating in the integration of these modules into the content generation 

pipeline. The planning and implementation schedule was as follows: 

 

Week Task 

1 Design of program structure 

2 & 3 Implementation of character generation 

4 & 5 Implementation of campaign generation 

6 Implementation of content generation pipeline & material preparation 

7 Testing and bug fixing 

Table 6.1.1: System implementation schedule 
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By implementing and testing components separately, testing time and costs were minimised. 

Each subcomponent was developed until the output met quality standards. Once this standard 

was achieved, generated values were stored for testing further components without 

regenerating previous ones. For instance, if character backstories were satisfactory, they were 

saved as text files for use in testing other components. 

 

6.1.1 Implementation 

The system was implemented using Python and runs locally, making use of OpenAI API calls 

to the GPT-4-turbo-2024-04-09 model. It consists of 1461 lines of code and 1620 lines of text 

used for prompts, which are stored in a separate file for ease of manipulation and iteration. 

The system is terminal-based with no graphical interface, as the scope of the project required 

only simple inputs from a single user. 

 

The system's class diagram, as shown in Figure 6.1.1.1, includes the following components: 

● Main: Entry point of the system, initialising the main components like the player 

characters and the campaign. 

● Character: Handles functionalities related to creating and managing a game character, 

including generating attributes and saving data. 

● Campaign: Manages the campaign's narrative and settings, utilising the World and 

Act classes to construct a coherent campaign structure. 

● World: Creates the campaign setting, including geographical features, NPCs, and 

general story elements. 

● Act (1, 2, 3): Develops segments of the campaign, detailing specific challenges, 

character interactions and story progression elements. 

 

Data flows from the Main class to the Campaign, which passes necessary settings and 

character influences to the World and Acts. The Acts ensure continuity by passing storyline 

details from one to the next. 
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Figure 6.1.1.1: System class diagram 

 

6.1.2 System Trade-offs 

The system faces trade-offs between speed, content accuracy, and generation costs. Large 

Language Models (LLMs) benefit significantly from additional contextual information when 

generating content. For instance, providing the LLM with detailed information about specific 

game locations or character backstories can result in more coherent and contextually 

appropriate content. However, this comes at the expense of increased generation time and 

costs. The extra information included in the prompts adds token value and requires more 

processing time. 

 

Commercial LLMs operate on a fixed price per processing and generation of tokens, with a 

token being roughly 0.75 words. For the model used in this project, gpt-4-turbo-2024-04-09, 

the costs are $0.01 per 1000 input tokens (prompts) and $0.03 per 1000 output tokens 

(generated content). During the development of this project, a more advanced and cost-
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effective model, gpt-4o, was released by OpenAI. However, this model yielded worse results 

for certain tasks, leading to a reversion to the original model. 

 

The campaign generation time and costs vary depending on the number of players and the 

campaign's theme. It has been observed that for some prompts, the outputs are more 

comprehensive and specific, while for others, they are vaguer and more concise. This 

variation is likely due to the nature of the input variables provided by the players. Commonly 

encountered themes, such as "adventure in a dungeon," result in more detailed material, 

whereas more specific and less common themes, like "adventure in space," might lead to 

more vague outputs due to limited training data on that topic. 

Figure 6.1.2.1: Tokens details for the generation of a one-shot campaign 

 

As can be seen in Figure 6.1.2.1 above, the campaign generation for a user test session with 

four players and one dungeon master consisted of ~ 90000 tokens, which cost $1.37 and took 

about 20 minutes to generate. In this instance, only 24% of the total system tokens were 

counted towards generation, with 76% serving as internal input via prompts. This highlights 

the significant amount of contextual information reinforcement needed to maintain 

coherence. While the system could be optimised to reduce redundant input tokens, we believe 

that the majority of tokens would still likely be in the input prompts rather than the generated 

content. 

 

A few other parameters, such as temperature and token limit, need to be specified via the API 

call. Temperature controls the "creativity" or randomness of the generated text, with higher 

values (e.g., 0.7) resulting in more diverse output and lower values (e.g., 0.2) yielding more 

deterministic results [46]. For this project, a middle-ground temperature of 0.5 was chosen to 

balance creativity and factual correctness, important for generating accurate D&D 

information. The token limit sets a threshold for the number of tokens generated in response 

to a prompt. This parameter was not especially relevant due to the varying nature of the tasks, 

and it was adjusted as needed based on the specific generation case. 

 

6.1.3 System Limitations 

Despite its capabilities, the system has several limitations. Occasionally, the LLM omits or 

forgets to generate some information even when specifically prompted, such as missing NPC 

stats. The system performs best with concise inputs; complex campaign ideas can confuse the 

LLM, leading to outputs that do not match the envisioned campaign. For example, if a DM 
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requests a campaign with several plot twists, the generated material might be incoherent or 

omit key campaign moments. 

 

Encounter balance is another issue. The LLM may generate encounters that are too difficult, 

requiring the DM to manually adjust them. This often happens despite specific prompts to 

consider the party's level, characters, and spells. Vague encounters are also common, 

particularly when the campaign focus is "exploration," leading to puzzles without solutions or 

insufficient details, necessitating additional DM improvisation. 

 

The LLM sometimes changes character names to more D&D-themed ones, which might not 

align with the player's desires. There are also minor errors in skill point or proficiency 

allocation, resulting in slightly underpowered or overpowered characters. The unpredictable 

nature of LLMs means that even with a specified output structure, the formatting can differ 

across generations, leading to small inconsistencies in similar categories. 

 

6.2 Character Generation 

Character creation in D&D represents the process by which players develop and define a 

fictional character within the game environment. Typically performed at the start of the 

game, this process involves several key actions: selecting character attributes, determining 

ability scores, choosing skills, picking equipment, and crafting a backstory along with 

character motivations, among others. 

 

Figure 6.2.1: Character Generation pipeline connections 

 

 

The decision to automate character creation was driven by the recognition that while 

character creation is a significant aspect of D&D, the complexity involved can be daunting 

and off-putting for novices, acting as a significant barrier to entry. By automating this process 

based on user input, multiple issues can be addressed. Players can customise their characters 

using concepts familiar to them rather than specific game terminology, which may lead to a 

stronger emotional connection with their characters and a more engaging campaign 
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experience, compared to using pre-made characters. For example, a player might describe 

their desired playstyle as "no brain, all muscles." Automation of this step also allows players 

to skip the typically lengthy character creation, enabling them to start playing sooner. By 

providing players with a complete character overview and relevant tips, the system makes it 

easier for new players to engage with the game without extensive research or preparation. 

 

The main goal of this module is to generate all necessary information for a ready-to-play 

character, like a D&D character sheet and player-specific cheat sheets. These cheat sheets are 

designed to enhance the gameplay experience by clarifying gameplay mechanics and 

providing useful insights tailored to the generated character. The system is intentionally 

designed to be lenient with user inputs, allowing the incorporation of non-D&D terminology 

while still delivering functional and relevant game materials. This feature ensures that novice 

players can effectively use the system with minimal prior knowledge of D&D. 

 

6.2.1 User Input 

The character generation process starts by identifying and inputting the most basic elements, 

which are independent of each other. Based on popular online community materials [47, 48, 

49], it is recommended that the D&D character creation process begins by selecting a 

character’s Race, Class and Origin from the official Dungeons & Dragons content. New 

players are typically encouraged to select options from the core rulebook of D&D, the 

Player’s Handbook [50]. These options are presented in Figure 6.2.1.1 below: 

 

available_races = ["Dragonborn", "Dwarf", "Elf", "Gnome", "Half-

Elf", "Halfling", "Half-Orc", "Human", "Tiefling"] 

 

available_classes = ["Barbarian", "Bard", "Cleric", "Druid", 

"Fighter", "Monk", "Paladin", "Ranger", "Rogue", "Sorcerer", 

"Warlock", "Wizard"] 

 

available_origins = ["Acolyte", "Charlatan", "Criminal", 

"Entertainer", "Folk Hero", "Gladiator", "Guild Artisan", 

"Hermit", "Knight", "Noble", "Outlander", "Pirate", "Sage", 

"Sailor", "Soldier", "Urchin"] 

Figure 6.2.1.1: Core rulebook character variables 

 

Given the system’s requirement to accommodate some degree of leniency in user inputs, 

players are also given the option to create their own character origins. This flexibility allows 

players to use pop culture references or other transmedia elements to enrich their character's 

backstory. Origins typically have a minor effect on gameplay, providing an opportunity for 

further character customization, as displayed in Figure 6.2.1.2: 
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chosen_origin = "Hillybilly" 

chosen_origin = "Club Bouncer" 

chosen_origin = "Telechurch Priest" 

chosen_origin = "Princess in Hiding" 

chosen_origin = "Collector" 

Figure 6.2.1.2: User-made character origins 

 

 

Following the selection of race, class, and origin, the initial phase of the standard character 

creation process [47, 48, 49] prompts players to choose their character’s alignment. This is an 

attribute that describes a character’s ethical and moral outlook, and significantly influences 

the way a character is played; it is usually chosen from a nine-point alignment chart, as can 

be seen in Figure 6.2.1.3. 

 

Figure 6.2.1.3: D&D Character Alignment Chart [51] 

 

 

Given the general applicability of this feature and its substantial role in character creation, 

coupled with the fact that it can be comprehended without requiring D&D-specific 

knowledge, the decision was made to allow users to select this attribute independently. 

 

available_alignments = ["Lawful Good", "Neutral Good", "Chaotic 

Good", "Lawful Neutral", "True Neutral", "Chaotic Neutral", 

"Lawful Evil", "Neutral Evil", "Chaotic Evil"] 

Figure 6.2.1.4: Character Alignment input options 
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Additionally, players are encouraged to personalise other aspects of their characters that do 

not significantly impact the mechanical process of character creation but increase personal 

connection, such as the character’s name or age. An example of such inputs can be observed 

in Figure 6.2.1.5. 

 

age = "45" 

name = "Gib" 

Figure 6.2.1.5: Example of user input 

 

 

The final aspect of character input involves defining the character's playstyle in the player's 

own words, which is not typically included in standard character creation but encourages 

players to consider their character’s approach to interactions and challenges within the game. 

This information also helps the system generate material more consistent with the users’ 

preferences, enriching the character background and roleplaying opportunities. A few 

examples of playstyles were provided to the players, but they were free to make up their own, 

as shown in Figure 6.2.1.6: 

 

example_playstyles = ["Melee Combat Focus", "Ranged Combat Focus", 

"Diplomacy Focus", "Social Focus", "Loot Focus", "Stealth Focus"] 

 

chosen_playstyle = "Scrappy Fisticuffs" 

chosen_playstyle = "No Brain Go Punch" 

chosen_playstyle = "Devoted" 

chosen_playstyle = "Clumsy" 

chosen_playstyle = "Calculated" 

chosen_playstyle = "Paranoid" 

Figure 6.2.1.6: Playstyle Examples and Custom User Inputs 

 

 

Conclusively, the final character creation input parameters consist of age, name, race, class, 

origin, alignment, playstyle, and level, which are processed to generate a ready-to-play 

character. This structured yet flexible input system ensures that characters are both unique to 

the player's vision and integrated smoothly into the campaign. 

 

player1 = Character("45", "Gib", "Dwarf", "Barbarian", 

"Hillybilly", "Chaotic Neutral", "no brain, only muscles", "1") 

Figure 6.2.1.7: Example of input parameters used for character generation 
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6.2.2 Character Sheet Generation  

The generation of content for the character sheet has been organised according to the general 

categories found on a standard D&D character sheet. This standard format has been chosen 

over a simplified version to help players become familiar with regular playing materials. 

Each identified category is generated independently to ensure the LLM focuses on a single 

task at a time, thereby minimising the risk of errors or hallucinations. For legibility purposes, 

the categories have been colour coded as follows: 

 

 

Colour Category 

Red Ability Scores 

Orange Saving Throws 

Yellow Skill Modifiers 

Dark Green Proficiencies and Languages 

Light Green Character Stats 

Blue Attacks and Spells 

Dark Blue Equipment 

Purple Character Background 

Pink Features and Traits 

Table 6.2.2.1: Categorisation of character sheet information 
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Figure 6.2.2.1: D&D character sheet split by categories 
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Figure 6.2.2.2: Dependencies of character generation 

 

 

Figure 6.2.2.2 illustrates the dependencies within the character sheet generation process, as 

implemented in the Micro Adventure Generator prototype. Traditionally, the character 

creation process has fewer dependencies. However, due to the somewhat random and 

unpredictable nature of LLMs, additional contextual information is required to achieve 

satisfactory output in terms of correctness and narrative coherence. 
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For example, attributes such as race, class, origin, and playstyle are commonly passed to 

several sequential layers, such as background and equipment. This is done because the LLM 

benefits from the extra contextual information, even if it is not explicitly needed for the 

generation of the respective content. This results in improved consistency across categories, 

helping to create a cohesive character sheet. The drawback of this approach is the increased 

generation time and costs due to the additional contextual information provided in prompts as 

can be observed in Figure 6.2.2.3 below: 

 

def equipment_prompt(race, class_type, origin, playstyle, 

proficiencies_and_languages, background): 

    prompt = f""" 

    Please create a short starting equipment list for my character 

with the following characteristics: 

    - Race: {race} 

    - Class: {class_type} 

    - Character origin: {origin} 

    - Preferred playstyle: {playstyle} 

    - Proficiencies and languages: {proficiencies_and_languages} 

    - Character background information: {background} 

     

    ---- 

     

    Instructions for Task Completion: 

    - Your output should respect the D&D universe as close as 

possible: locations, deities, names, equipment, etc. 

    - Your output should not provide any other instructions or 

guiding text to the user 

    - You should write down equipment that respects the D&D rules 

based on the characteristics I provided 

    - Your output should not mention anything about currency or 

gold, I will add that on my own 

    - Your output should not include any extra information other 

than the equipment 

    - Your output should not include any formatting elements 

    - Your output should follow the structure: 

        Armor: *type of armor my character has equipped* 

        Weapons: *weapons my character has* 

        Tools: *tools my character carries* 

        Other: *any other equipment my character owns* 

    """ 

    return prompt 

Figure 6.2.2.3: Prompt used for generation of character equipment 
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The prompt structure, as shown in Figure 6.2.2.3, includes user-input information and 

potentially relevant, previously-generated information, such as character proficiencies and 

background. This approach allows the LLM to better understand the character and task, 

making more informed decisions to generate fitting equipment based on the character’s class 

and playstyle, while also considering character-specific narrative elements. 

 

By analysing Figure 6.2.2.3, the structure of all prompts used in this system can be broken 

down into 3 major components: 

 

1. Given information - This is information that is provided to the LLM via the prompt, 

consist of either directly user input or passing previously-generated information 

 

2. Instructions for task completion - This is a set of instructions that the LLM must 

follow for its task to be considered complete; This list of instructions can be modified 

depending on the nature of the desired generated material 

 

3. Desired output structure - This is a strict structure that the LLM must use when 

returning generated material 

 

This method, inspired by findings from the literature review on prompting techniques, 

achieves relatively consistent and open-ended results. Additionally, it facilitates iterative 

development; if the LLM outputs are unsuitable, any of the three major components can be 

adjusted until the desired output is achieved. 

 

 

 

 

 

 

 

 

 

 

 

 

 

6.2.3 Cheat Sheet Generation 

Cheat sheet generation depends on the previously generated categories on the cheat sheet. 

Consequently, cheat sheet generation occurs after the necessary categories have been 

generated. Figure 6.2.3.1 illustrates the dependencies for cheat sheet materials, which take in 

both user inputs and character sheet-generated material as input parameters. 
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Figure 6.2.3.1: Cheat sheet dependency diagram 

 

Based on short, informal interviews with the advisors, experienced D&D players and 

potential members of the target audience, it was decided that the cheat sheet should contain 

the following information: 

 

1. Character backstory - A short paragraph that provides a more detailed description of 

each character, allowing novice players to better understand the character.  

 

2. Character tips - A series of short and concise tips across several categories (social, 

combat, etc.). Based on these tips, novice players are given important information that 

would otherwise take time to research. 

 

3. Role-play opportunities - A short paragraph describing how novice players can better 

impersonate their characters. 

 

 

Following the initial prototype test sessions, an additional category was added: 

 

4. Description of attacks and spells - Provides an in-depth overview of the character’s 

spells and abilities, useful during in-game situations. 
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Upon completion of generating the character sheet and cheat sheet, the information is stored 

in a text file for further processing. 

 

6.3 Campaign Generation 

Campaign creation refers to the process of designing a series of interconnected challenges 

and scenarios that players explore over one or multiple gaming sessions. It usually involves 

detailed planning by the DM, who crafts the setting, storyline, challenges, and objectives that 

the players will encounter. Creating a campaign generally consists of, but is not limited to, 

concept development, world-building, developing non-player characters, creating a plot 

structure and designing encounters and challenges. According to the D&D blog Sly Flourish 

[52], there is a significant variance in preparation time across 3663 surveyed DM’s, for a 

four-hour game session: 10% spend about 30 minutes, 33% spend about an hour, 28% spend 

about two hours, and 29% spend three hours or more. The conservative average preparation 

time for a four-hour game session is approximately 1.81 hours, as detailed in Figure 6.3.1: 

 

0.1 * 0.5 = 0.05 (hours) 

0.33 * 1 = 0.33 (hours) 

0.28 * 2 = 0.56 (hours) 

0.29 * 3 = 0.87 (hours) 

average time = 0.05 + 0.33 + 0.56 + 0.87 = 1.81 (hours) 

Figure 6.3.1: Calculation of average preparation time spent for a 4-hour game session 

 

By automating campaign generation, the aim is to reduce the preparation time compared to 

creating a campaign from scratch, or costs compared to using pre-made materials; this 

reduction could be especially beneficial for new DMs or those introducing their novice 

friends to D&D. DMing allows for significant creative freedom and improvisation, so a less 

fine-grained approach to the generated material is acceptable. This flexibility also enables the 

DM to customise the campaign with their unique touch. The primary goal of this module is to 

generate coherent material that provides a solid foundation for running a campaign with 

minimal preparation time, yet allows for improvisation and modifications as needed. 

Ensuring the material's coherence is critical to avoid extending preparation time as the DM 

tries to piece together disparate elements. 

 

6.3.1 User Input 

The input for campaign generation is addressed explicitly to the DM, who discusses with the 

players their preferences and adds their own twist. This input process, as shown in Figure 

6.3.1.1 below, is designed to be simple and lenient, minimising the effort required while still 

allowing the DM to express specific preferences. 
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tone = "Macabre" 

setting = "D&D universe" 

concept = "Players need to escape out of a Bhaal sacrificial 

temple"  

focus = "Exploration" 

level = "1" 

Figure 6.3.1.1: Initial input parameters for DM 

 

During initial prototyping, it was found that deviating from the D&D universe setting 

drastically decreased the quality of the generated material, so that option was removed. 

Additionally, after consulting with advisors, it was deemed that starting at a level higher than 

1 could be challenging for new players, so that option was also removed. 

 

 

tone = "Macabre" 

concept = "Players need to escape out of a Bhaal sacrificial 

temple"  

focus = "Exploration" 

Figure 6.3.1.2: Revised input parameters for DM 

 

The tone is essential to achieve the envisioned style and setting of the game. Without this 

parameter, all generated material would be very similar since it all occurs in the D&D 

universe, and without extra information, LLMs tend to output the most common and generic 

answers. The concept allows the DM to express the campaign's theme in natural language, 

ensuring that the generated material aligns with the envisioned theme. The focus represents 

one of the three core pillars of D&D: combat, exploration, or socialising. This variable allows 

the players to practise a certain type of interaction based on their group preferences. 

 

6.3.2 Campaign Generation Process 

Inspiration for the campaign generation process was drawn from multiple sources, such as the 

YouTube channels Bob World Builder [53], Geek and Sundry [54], and How to be a Great 

GM [55, 56]. Since there is no single way to create a D&D campaign, the process usually 

depends on the DM’s preferences and experience. Extra attention was paid to sources 

discussing one-shots specifically, as these campaigns differ slightly from traditional, multi-

session games. 

 

Given the time constraints of a single game session, the game needs to be structured so that 

players can accomplish the final goal while still being entertained, without feeling rushed. A 

reputable source in the D&D community, How to be a Great GM [55, 56], suggests a 
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campaign structure specifically for one-shots with limited time: the 121 structure. This 

method consists of one intro, two obstacles, and one showdown. The advantage of this 

method over creating an open-ended campaign is that a satisfying conclusion can be achieved 

within the time limit, and less preparation material is needed as specific game events can be 

planned in advance. Additionally, the DM can guide players toward planned events and 

adjust the game’s pace as needed. 

 

 

The World 

The campaign still needs a context—a world in which the action takes place. This setting 

allows the DM and players to immerse in the game world and allows for improvisation. 

Creating a specific setting brings more flavour to the game; otherwise, all campaigns might 

feel the same. Therefore, before generating story elements, the world setting must be 

established. Based on the previously described user inputs, the general world is generated. 

According to Bob World Builder [53], a D&D campaign can be reduced to a location, game 

characters (an antagonist and their minions, a group of contenders), character motives, and an 

obstacle. Other elements, such as plot hooks, extra NPCs, and player character ties to the 

campaign, can be added to enhance narrative cohesion and interaction potential. 

 

Figure 6.3.1.3: Pipeline of world generation elements 

 

 

The first step in world generation involves creating the location where the game takes place. 

This is generated based on all input parameters to create a fitting location. The specificity of 

the location is generated on several levels: the specific location where the action takes place, 

the surroundings, the larger context, and the relation with other locations. The prompt for 

generating the location can be seen in Figure 6.3.1.4. 
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def location_prompt(tone, setting, concept, focus): 

    prompt = f""" 

    I am planning a one-shot DnD campaign with the following 

characteristics: 

    -Tone: {tone} 

    -Setting: {setting} 

    -Campaign concept: {concept} 

    -Campaign focus: {focus} 

     

    Please help me create a location that would work well with my 

story. 

    ---- 

     

    Instructions for Task Completion: 

    - Your output should not provide any other instructions or 

guiding text to the user 

    - Your output should follow the structure: 

        Specific location where action takes place: *name of 

location* - *short description of location* 

        Surroundings of *location*: *short description of 

surroundings* 

        Larger context: *short description of relevant context of 

location* 

        Relations: *short description of specific relations to 

other nearby world locations* 

    """ 

    return prompt 

Figure 6.3.1.4: Prompt for generating the location of the campaign 

 

 

Next, relevant characters are generated: antagonists and contenders. Initially, GPT-4 was 

allowed to choose from a given list and build on top with additional details. This approach 

aimed to generate characters fitting the world context. For example, if the adventure takes 

place near a dragon’s lair, GPT-4 might choose a dragon and kobolds as antagonists. 

 

def contenders_prompt(tone, setting, concept, focus, location, 

BBEG, races): 

    prompt = f""" 

    [...] 

     

    ---- 

    Available contender types: 
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    -Kobolds 

    -Imps 

    -Colonists 

    -Bots 

    -Summons 

    -Thralls 

    -Wolves 

    -Zombies 

    -Soldiers 

    -Cultists 

    -Henchmen 

    -Apparitions 

    -Goblins 

    -Spiders 

    -Skeletons 

    -Bandits 

    -Oozes 

     

    ---- 

    [...] 

 

    - Your output should contain a single type of contender, which 

is most relevant to the story 

    - The contender type must be different to the type of BBEG and 

minions 

    """ 

    return prompt 

Figure 6.3.1.5: Snippet of prompt for generating campaign contenders from a given list 

 

However, it was observed that GPT-4 often preferred certain character types, resulting in 

similar outcomes across different campaigns. For example, GPT-4 would often choose “Cult 

leader and cultists” as the main antagonists, most commonly having the need of “Artefact” in 

order to achieve “Transcendence”. To address this, some aspects of world generation were 

randomised from a pre-set list: the antagonists, their wants and needs, and the plot hooks 

tying player characters into the campaign. This approach ensured a wider variety of possible 

campaign scenarios. An example of the available options can be observed in Figure 6.3.1.6. 

 

GPT-4 was still allowed to choose the contenders, as seen in Figure 6.3.1.5, due to the 

possibility of randomly selecting antagonists and contenders of the same type, which could be 

confusing to the players. A choice was made to have the antagonists and contenders of 

distinct types to facilitate clarity. 
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self.available_bbeg_wants = [ 

            "Love", 

            "Revenge", 

            "Transcendence", 

            "Destruction", 

            "Conquest", 

            "Legacy", 

            "Perfection", 

            "Control", 

            "Terror", 

            "Expression" 

        ] 

Figure 6.3.1.6: List of possible antagonist wants 

 

 

Following the choice of campaign characters, the next step of Bob World Builder’s process is 

followed: the development of the characters and generation of character motives. This 

process involves providing GPT-4 with the chosen options and requesting further details, as 

seen in Figure 6.3.1.7: 

 

def BBEG_details_prompt(tone, concept, location, BBEG, 

chosen_want, chosen_need): 

    prompt = f""" 

    I am planning a one-shot DnD campaign with the following 

characteristics: 

    -Tone: {tone} 

    -Premise: {concept} 

    -Location: {location} 

    -Antagonists: {BBEG} 

    -BBEG want: {chosen_want} 

    -BBEG need: {chosen_need} 

     

    Please help me elaborate on the antagonist's motives. 

     

    ---- 

    [...] 

 

        BBEG Want: *short description of what BBEG wants, based on 

want I provided* 

        BBEG Needs: *short description of what BBEG needs in order 

to get what they Want, based on need I provided* 

    """ 



 

67 

    return prompt 

Figure 6.3.1.7: Snippet of prompt for generating antagonist details 

 

The generation of contenders follows a similar process. This method achieves a wider variety 

of possible campaign settings than just letting GPT-4 generate everything based on the initial 

input; this way, the character details are further developed based on the generated world, 

creating a more cohesive narrative. 

 

The campaign creation process highlighted by Bob World Builder ends with the definition of 

obstacles, the main conflict point that drives the game. The conflict is created by providing 

all the previously defined or generated variables to GPT-4, which is then tasked with creating 

the conflict point, as seen below: 

 

def conflict_prompt(tone, setting, concept, focus, location, BBEG, 

BBEG_details, contenders, chosen_plot_hook): 

    prompt = f""" 

    I am planning a one-shot DnD campaign with the following 

characteristics: 

    -Tone: {tone} 

    -Setting: {setting} 

    -Premise: {concept} 

    -Campaign focus: {focus} 

    -World elements {location} 

    -Antagonist & minions: {BBEG} 

    -Antagonist motivations: {BBEG_details} 

    -Contenders: {contenders} 

    -Campaign plot hook: {chosen_plot_hook} 

     

    Please help me create the conflict that will drive the 

narrative for this campaign. 

     

    ---- 

     

    Instructions for Task Completion: 

    - Your output should not provide any other instructions or 

guiding text to the user 

    - Your output should creatively mix all of the characteristics 

I mentioned, and create a consistent story 

    - Your output should respect the D&D canon universe as close 

as possible: locations, deities, names, etc. 

    - Your output should use specific names of other characters, 

deities or items 
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    - Your output should follow the structure: 

        Plot Hook: *description of hook that gets characters tied 

into the campaign, maximum 1 sentence* 

        Conflict: *description of conflict, maximum 1 sentence* 

        Character ties: *specific BBEG and contender ties to the 

conflict, maximum 2 sentences* 

        Resolution: *what the ultimate goal of the players is, 

maximum 1 concise sentence* 

    """ 

    return prompt 

Figure 6.3.1.8: Snippet of prompt for generating campaign conflict 

 

This specific structure for the output was decided upon after several iterations. By asking 

GPT-4 to generate multiple categories, it can better incorporate previously generated 

information into subsequent outputs. For example, splitting conflict and resolution into 

separate categories allows GPT-4 to generate more detailed resolutions rather than vague 

ones that might result from not splitting the categories. However, it must be noted that this 

output is not visible to the players; it is a hidden variable that helps achieve a closer result to 

the players' desires and assists in later tasks with a better understanding of the campaign 

context for the LLM. 

 

Following the generation of the campaign conflict point, and having completed all other steps 

forming the game's foundation, the storyline can be generated. By implementing the 121 

structure, the storyline is split into three acts: introduction, obstacles, and showdown. A short 

description of each act is generated, providing the skeleton upon which each act is built. This 

prompt creates the structure of the campaign: 

 

def storyline_prompt(BBEG, BBEG_details, contenders, conflict): 

    prompt = f""" 

    I am planning a one-shot DnD campaign with the following 

characteristics: 

    -Antagonist: {BBEG} 

    -Antagonist motivations: {BBEG_details} 

    -Contenders: {contenders} 

    -Conflict: {conflict} 

     

    Please help me create a storyline by acts for this campaign.  

     

    ---- 

     

    Instructions for Task Completion: 

    [...] 
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    - Your output should follow the structure: 

        Act 1: *introduction of players to campaign and their 

initial tasks, max 2 sentences* 

        Act 2: *description of intermediary act, max 2 sentences* 

        Act 3: *description of climax and conflict resolution, max 

2 sentences* 

 

    """ 

    return prompt 

Figure 6.3.1.9: Snippet of prompt for generating campaign storyline 

 

 

The choice to set the limit to two sentences per act description was made because one 

sentence would result in very vague descriptions that hindered further generations, and three 

or more sentences negatively affected further generations. The model experienced confusion 

due to the large amount of text and missed important plot information while focusing on 

seemingly trivial aspects. For example, in some iterations, the model completely missed the 

showdown with the antagonists and instead created an encounter based on irrelevant 

information included in the act description. It was found that two-sentence act descriptions 

are the sweet spot, providing sufficient details for further generation without confusing the 

model. 

 

After completing the foundational generations for the campaign, additional information can 

be generated to increase narrative cohesion and create a more detailed game world with room 

for improvisation. This constitutes a separate category for the generated materials, 

categorised as Improv Material, where the DM can mix and match different information 

based on their in-game needs. A way to add life and flavour to the game world is represented 

by the GUARDS method [57]: government buildings, underworld activities, altars, resources, 

defences, and social hubs. This involves creating one or more of the previously defined 

categories to facilitate various role-playing opportunities for the party. For each category, one 

NPC and specific loot they can offer are generated, allowing the DM to create mini-quests or 

challenges for the players. Snippets of the prompt can be seen in Figure 6.3.1.10. 

 

def GUARDS_prompt(location, conflict): 

    prompt = f""" 

    [...] 

    - Your output should follow the structure:  

        Government Buildings: *name* - *1 sentence description of 

what can be done here* 

            NPC: *name of related NPC* - *1 sentence description 

of them* 

            Loot: *name of loot* - *1 sentence description of how 
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to get it and what it does* 

             

    [...] 

     

    """ 

    return prompt 

Figure 6.3.1.10: Snippet of prompt for generating GUARDS 

 

 

The generated loot was further detailed in a separate prompt; this decision was made because 

it was noticed that the LLM sometimes misses certain points or characteristics if the two 

prompts are merged into one larger prompt. This also allowed for more control over the 

effects of the generated loot, such as making it balanced to the party’s level or making it 

suitable and useful for the party characters. This loot was categorised as uncommon, 

providing considerable advantages for the players. 

 

Continuing with the generation of items, several informal interviews suggested that 

generating a shop could be a good idea. Parties commonly go shopping together before 

embarking on an adventure, so this section could be used by the DM to provide players with 

items to buy. Considering the decision to fix the campaign level at 1, it was also decided to 

make the generated shop items “common.” This is the lowest rarity in D&D and does not 

provide substantial benefits or advantages over the NPCs. 

Similar to the generation of uncommon loot, the available 

items were generated based on the theme of the campaign 

and the party's characteristics. For example, if the party 

contained an assassin character, daggers could be available 

for sale. Some items, such as healing potions or expedition 

gear, would be available regardless of the campaign setting or 

characters. 

 

Drawing inspiration from one of the D&D starter adventures, 

Lost Mines of Phandelver [58], a random encounter table was 

added to aid transitions between acts or any other moment 

where a transition point could be needed (for example, 

between two encounters). This section is created based on the 

campaign storyline, allowing the possibility of using random 

encounters interchangeably in various parts of the story. 

 

 

 

 

                                                                               

Figure 6.3.1.11: Generated random encounter table 
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Lastly, a series of informational materials are generated 

for the DM based on the party's characteristics. This 

material aims to provide the DM with ways to further 

add depth and tie each character to the campaign. 

 

 

 

 

 

 

 

 

 

 

 

 

Figure 6.3.1.12: Generated roleplay advice 

 

 

 

Act Generation 

All acts follow a similar structure, so for brevity, only the general act structure is described 

instead of detailing each act separately. Each act is generated independently to enhance 

program legibility and ease of access. This modular approach could facilitate future 

developments where the player group decides the number of acts they want in the campaign. 

 

Figure 6.3.1.13: Pipeline of act generation 

 

 

 

As can be seen in Figure 6.3.1.13, some general world information is passed to each act to 

ensure consistency with the game narrative. Additionally, information from the previous act 

is needed to maintain continuity, with the ending point of the previous act serving as the 

starting point for the current act. 
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To ensure coherence between acts, the generation of transition points is essential. This 

guarantees that each act remains contained within the given storyline description and does not 

deviate from the story. 

 

 

def act1_transition_prompt(storyline, conflict): 

    prompt = f""" 

    [...]     

    Instructions for Task Completion: 

    [...] 

    - Your output should follow the structure:  

        Act1 Goal: *1 sentence description of specifics of what 

players need to accomplish to complete act 1* 

        Act1 Failure: *1 sentence description of negative 

consequences of players failing to accomplish the goal* 

        Starting point: *short description of how Act 1 starts* 

        Ending point: *short description of how Act 1 ends after 

completion of the goal(s), and transition into act 2* 

         

    """ 

    return prompt 

Figure 6.3.1.14: Snippet of prompt for generating act transitions 

 

The purpose of this prompt, by generating the act goal and failure points, is to give more 

context to the LLM, explicitly generating what is required of the players to complete the act. 

The starting and ending points ensure the act remains contained within the storyline 

description, maintaining coherence across acts. 

 

Based on the creation of this transition information, the within-act storyline can be created. 

This is done according to the previously mentioned 121 method: for Act 1, there is one 

intermediary encounter; for Act 2, there are two intermediary encounters; for Act 3, there is 

one intermediary encounter. This provides the overview of the act storyline, with the 

components generated separately. 
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Figure 6.3.1.15: Pipeline of within-act generation of elements 

 

As can be seen in Figure 6.3.1.15 above, after the act storyline has been created, three main 

elements are generated: 

 

● Starting point: A very short description of how the act begins. 

● Encounters: The challenges that the players need to overcome. 

● Ending point: Concludes the act and transitions to the next act. 

 

These elements are later fleshed out with their specific prompts. Additionally, an in-act story 

diagram is created, giving the DM a visual overview of the act's events. 

 

The starting and ending points of the acts are similar in prompt structure, helping the DM 

introduce the main events of the act in a logical manner. They contain descriptive text, which 

the DM can read aloud to introduce or describe the setting to the players. These elements are 

not crucial to the story and can be adapted or ignored as needed. 

 

def act1_ending_point_prompt(storyline): 

    prompt = f""" 

    [...] 

    - Your output should follow the structure: 

        Encounter name: *name* 

        Encounter Description: *what DM reads in 3rd person to the 

party, to introduce the ending point of act 1; e.g. You now sense 
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a faint smell of ...* 

        Location: *name* - *general description of the setting* 

        Development: *explain to DM how this transition leads 

towards ending point of the act* 

    """ 

    return prompt 

Figure 6.3.1.16: Snippet of prompt for generating starting and ending points 

 

The most important part of each act is the encounter generation, which are the challenges that 

the players will need to overcome. This is done using two prompts: one creates the main body 

of the encounter, and the other generates descriptives and additional events or effects. This 

split approach ensures that details are not missed, as the LLM tends to skip details in longer 

prompts. 

 

def act1_encounter_prompt(level, focus, races, classes, abilities, 

storyline): 

    prompt = f""" 

   [...] 

    - Your output should follow the structure: 

        Encounter name: *name* 

        Location: *name* - *general description of the setting 

        Environment: *description of topography, weather, and 

other tactical elements that might be of use to the players, e.g. 

is the enemy behind fortifications, is there elevation, are there 

things to hide behind* 

        Environment challenges: *description of potential 

challenges for the players, e.g. chasms, civilians in battlefield, 

rough terrain* 

        Encounter type: *choose or combine from: combat, 

deception, delay, dilemma, event, guardian, interaction, obstacle, 

puzzle, skirmish, surprise, trap* 

         

        Party Aim: *specific thing players need to accomplish in 

this encounter to progress towards act goal* 

        Resolution: *specific solution for the encounter that DM 

needs to know* 

         

        Main NPC: *name* (character/monster type) 

        Main NPC stat block: *stat block containing AC, HP, speed, 

ability scores, skills, resistances, immunities, senses, 

languages, challenge rating* 

       [...] 
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    """ 

    return prompt 

Figure 6.3.1.17: Snippet of prompt for generating encounters 

 

Generally, an encounter is a short scene in which the player characters are actively doing 

something to progress through the story [59]. The information necessary for generating 

encounters, such as encounter descriptions of stat block structure, was inspired by one of the 

D&D starter modules [58]. Possible encounter types, as proposed by the D&D Wiki [60], 

were chosen by the model depending on the campaign focus: if the players chose combat, the 

model would choose a skirmish; if exploration, the model would choose puzzles. Additional 

elements, such as the party aim, rewards, and resolution of the encounter, allow the model to 

generate specific solutions. This ensures the encounters are not vague and align with the 

characters' abilities and the campaign's focus. Without these variables, the model would often 

generate vague encounters, such as puzzles or riddles without solution. This is still the case, 

but to a lesser degree. 

 

Given that the generated material is intended for theatre of the mind play, extra attention is 

paid to the descriptions of the environment. The second encounter prompt concerns the 

generation of descriptive information, such as what the DM reads when introducing the 

encounter, along with additional improv material. 

 

 

def act1_encounter_description_prompt(encounter, backstories): 

    prompt = f""" 

    [...] 

        If encounter is taking too little: *information in text 

box that DM can read to slow down this encounter, if it is taking 

too little* 

     

    """ 

    return prompt 

Figure 6.3.1.18: Snippet of prompt for generating encounter details and descriptions 

 

 

The additional improv material is based on suggestions from How to be a Great GM [55, 56]. 

They recommend having additional information that can be added or subtracted from 

encounters to achieve the desired timing. The LLM generates random events that the DM can 

trigger, along with specific instructions to adjust the pace of each encounter. Some events are 

tied to the characters’ backstories, testing the characters and making players act in character 

or choose another personal interpretation. 
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Lastly, an act overview is generated based on the in-act storyline. However, after multiple 

test sessions, this feature was removed because users deemed it unnecessary, as the 

information was already contained within other parts of the documents. 

 

6.4 Game Material Preparation 

This final step in the pipeline integrates generated content with other essential, non-generated 

content that is especially useful for novices, presenting it in a structured and consistent 

manner. Not all content provided needs to be custom-generated; some includes generic D&D 

advice, such as a glossary explaining game terms and mechanics, drawn from the existing 

D&D rulebook, the Player’s Handbook [50], and other valuable online community resources 

such as the Level 1 Geek blog [61]. 

 

Ideally, this process would have been fully automated, allowing the system output to flow 

directly into the text editor and character sheet filler, with the game materials automatically 

formatted in a D&D theme. This would eliminate the need for manual user input. However, 

this was outside of the project’s intended scope. Consequently, certain tasks within this 

module are performed manually: while the generated textual information is processed and 

structured according to the predetermined format, the text requires manual input and 

formatting into D&D specific formats. This involves the user copying and pasting text from 

the output file into a dedicated text editor and the respective character sheets. 

 

Despite these manual steps, this implementation does not detract from the prototype's 

functionality. It was considered an acceptable solution, particularly because the evaluation of 

the prototype, as detailed in Chapter 7, focuses more on the quality and relevance of the 

content generated rather than its structural presentation. Nonetheless, the inclusion of D&D-

themed materials remains an important thematic element that enhances the final presentation 

and improves the overall user experience. 

 

 

6.4.1 Presentation 

For the styling of output materials, the Homebrewery [62], an open-source text editor, was 

used to ensure the final documents mirrored the standard D&D theme. This tool was chosen 

due to its ability to format text similarly to the original D&D books, offering a consistent 

look and feel across all materials. It supports various formatting elements, such as text boxes, 

highlighting, and tables, enabling efficient organisation and presentation of information with 

minimal effort. Moreover, using D&D-themed materials helps players become accustomed to 

the typical layout seen in general D&D resources, as this style is widely recognized and used 

within the D&D community. 
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Figure 6.4.1.1: Homebrewery text editor with D&D-based styling 
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6.4.2 File Structure 

The output materials for the campaign are categorised into three distinct sections: materials 

for all players, for the Dungeon Master only, and for players only. This organisational 

approach ensures that sensitive information such as plot developments and specific 

encounters remain hidden, accessible only to the DM, while allowing for personal player 

details to be kept private or shared at each player's discretion. 

 

 

Materials for All Players 

1. Disclaimer (non-generated material) - Acts as an introduction to both the system and 

the provided game materials. This section describes the system's functions and 

limitations, along with general information about the campaign such as generation 

time, costs, and variables used. It also includes an extensive glossary of D&D terms 

tailored to support understanding during a one-shot campaign. This glossary aims to 

be more comprehensive than the standard one found in the D&D rulebook, facilitating 

easier reference during gameplay. Lastly, the disclaimer ends with a session zero 

checklist that the party should complete before starting the game. Additionally, a 

session zero checklist is provided, emphasising the importance of setting table 

expectations and fostering an enjoyable experience, an aspect often overlooked but 

crucial for engaging play. 

 

 

Materials for the Dungeon Master 

1. Campaign Overview (generated and non-generated material) - This section offers a 

general overview of the entire campaign, including the main theme, key NPCs, and 

important plot elements. This overview helps the DM prepare for the broader 

narrative arcs and ensures they can guide the gameplay smoothly and effectively. 

Moreover, it includes specific suggestions for integrating player characters into the 

story, based on their backstories, and offers additional context-related improv material 

such as locations, names, and items that can be used as needed. 

 

2. Act 1/2/3 (generated material) - Each act contains thorough details about the 

respective segment of the campaign, setting up the challenges, character 

introductions, and conflicts. These sections equip the DM with essential details on 

how to effectively drive the narrative forward, including descriptions of locations, 

interactions with NPCs, and information on encounters. Unlike traditional manuals, 

NPC stat blocks are integrated directly within these sections to enhance usability and 

speed during gameplay. Additionally, potential events and opportunities are 

suggested, generated with consideration of the player characters' competences and 

abilities, allowing the DM to tailor events specifically to the party’s characteristics. 
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Materials for Players 

1. Character Sheet (generated material) - Each player receives a character sheet that 

includes all the necessary information about their character, such as their ability 

scores, skills, equipment, spells, and background. This sheet is needed for players to 

participate in the game, as it contains all the information needed to make decisions 

and understand their character's capabilities. 

 

2. Cheat Sheet (generated material) - A handy reference that includes the character’s 

detailed backstory, role-playing advice, and character tips tailored to the specific 

campaign. This cheat sheet is designed to help novices quickly grasp the basics of 

gameplay without needing to consult the main rulebook frequently. It promotes 

smoother gameplay and helps players feel more confident and engaged. 
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Chapter 7 – Evaluation  

This chapter presents the last stage of the CreaTe Design Process: the Evaluation phase. 

During this chapter, the testing method and procedure are described, followed by an 

evaluation of the functional prototype based on multiple user studies. Supporting documents 

for these user studies can be found in Appendix 8. You may skip to subchapter 8.1 for a more 

concise overview of the study findings. 

7.1 Procedure 

The evaluation involved 15 participants divided into three testing groups: one group of four, 

one of five, and one of six. The demographic information such as gender and age were not 

measured, as it was deemed irrelevant to the study's objectives. The key criterion for 

inclusion was an interest in Dungeons & Dragons (D&D); people without any interest were 

excluded, while participants with varying levels of experience and interest were welcomed. 

 

Participants were recruited via the University of Twente Board Game association Discord 

server and via the Creative Technology year 2 and 3 group chats on WhatsApp. Participation 

was entirely voluntary, and participants could register on a Google Form for one or multiple 

time slots indicating their availability within the allocated testing week. Registration was 

open for three days, before the closing of the form. Groups were formed based on 

availability, with a maximum of six participants per group to ensure manageability and a 

focused testing session. Participants with lower experience levels were prioritised for group 

formation. Those who could not be matched due to availability conflicts or group limits were 

informed and thanked for their interest. Furthermore, participants were free to withdraw at 

any time from the testing session. 

 

Participants were compensated with snacks during the testing sessions and a set of D&D dice 

they could keep. A bundle of 30 dice sets [63] was purchased for this evaluation, and each 

participant was allowed to choose one set containing seven dice. The estimated compensation 

value per participant, including snacks, was approximately €3. 

 

 

7.1.1 Experiment Setup 

The testing setup included a Zoom H1n microphone for audio recording the focus groups, 

and an Asus ROG G14 Zephyrus 2021 laptop for running the campaign generation script, 

formatting documents in D&D style, and taking observation notes during the sessions. 

 

Participants were seated at a rectangular table with the DM at one end and players on either 

side. The researcher was seated at the other end of the table, as to not disturb the game 

session or draw attention. If that position was unavailable, the researcher was seated in a 

place where the players could not have direct view without turning around. The setup is 

illustrated in Figure 7.1.1.1: 
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Figure 7.1.1.1: Experimental setup 

 

 

7.1.2 Participant Process 

The testing procedure began with group formation, where players decided on roles for the 

testing procedure. DM roles were voluntary; if no one volunteered, the most experienced 

participant was chosen, though this was not needed as all DMs were voluntary. Following the 

distribution of roles, participants provided input based on their roles. Players filled in their 

character's age, name, race, class, origin, alignment, and playstyle, as shown in Figure 

7.1.2.1: 

 

 
Figure 7.1.2.1: Parameters provided to players before generation 

 

 The DM provided preferences for the campaign with input from the players. Changes could 

be made until 24 hours before the session to allow time for generation, formatting, and 

printing of materials. The final game materials were sent to participants at least 12 hours prior 

to the session. 

 

On the testing day, participants received a physical informed consent form and a briefing 

document, along with a paper copy of their respective generated materials. Once all 
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participants were present and had completed the documents, a general briefing was given. 

The test session included a pre-game survey, a D&D game session, a post-game survey, and a 

focus group. 

 

The pre-game survey [Appendix 3], taking 5-10 minutes, gathered initial measurements on 

player experience, interest level, perceived difficulty in learning D&D, perceived entry 

barriers, confidence in role-playing, character creation, rule interpretation, and campaign 

management. After the survey, a campaign checklist was completed with everyone's input to 

set expectations.  The checklist included items such as maximum game length, PG rating, 

custom rules or potential triggers. 

 

This was followed by a D&D game session conducted using the generated materials [Appendix 

2]. However, the participants were not limited to the generated game materials, and were free 

to use any other generated materials they desired. There was no participation or intervention 

on the part of the researcher, the role was entirely observational. The DM was notified 

occasionally of the time left based on the time limit agreed by everyone. Once the time limit 

was reached, the game session would be stopped, and the next part of the test procedure 

would begin. However, all games managed to conclude in time for the next part. The average 

game length was ~ 2h 30 min 

 

The post-game survey [Appendix 4], similar to the pre-game survey, measured changes in the 

variables and gathered suggestions or complaints. It included additional long-answer 

questions regarding frustrations, suggestions, and the likelihood of using such a tool in the 

future. Following the survey, a semi-structured focus group was conducted to gain deeper 

insights into the participants' experiences. This approach allowed for richer data collection 

and a more comprehensive understanding of the user experience, leveraging group dynamics 

to build on responses and generate new ideas. This focus group [Appendices 6, 7] also allowed 

for gathering any information that might have been omitted from the survey. 

 

7.1.3 Design and Analysis 

A thematic analysis was chosen due to the project's nature and the evaluation focus, making it 

infeasible to conduct enough tests for significant statistical conclusions. However, some 

quantitative metrics were measured to compare before and after using the system. 

 

Inductive coding was used for data analysis. This method creates codes based on collected 

data, allowing for labels to arise from the data itself. This approach is valuable for exploring 

complex phenomena without imposing pre-existing notions, providing a nuanced 

understanding. This participant-centred method ensures that findings are rooted in the data 

and not imposed by external codes. 

 

Moreover, due to the nature of the study requiring a significant time investment on the part of 

the participants, and the limited availability of participants willing to dedicate such time, the 

groups could not be randomised; instead, they were formed based on the availability of the 
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testers – the effect of this is that in some groups, the players were previously acquainted with 

each other, which could have had the effect that players were more comfortable with each 

other, which could have led to richer roleplay sessions. 

 

7.2 Study Demographics 

The user study took place across three separate test sessions, each with a different number of 

participants. Each group had exactly one DM, with the rest of the participants being players. 

The groups were composed as follows: 

 

Participant Role in Testing Previous Experience 

Participant 1 Dungeon Master 1-5 sessions 

Participant 2 Player 20+ sessions 

Participant 3 Player 20+ sessions 

Participant 4 Player 1-5 sessions 

Table 7.2.1: Group 1 information 

 

Participant Role in Testing Previous Experience 

Participant 1 Dungeon Master 20+ sessions 

Participant 2 Player 20+ sessions 

Participant 3 Player 11-20 sessions 

Participant 4 Player 6-10 sessions 

Participant 5 Player 1-5 sessions 

Table 7.2.2: Group 2 information 

 

Participant Role in Testing Previous Experience 

Participant 1 Dungeon Master 6-10 sessions 

Participant 2 Player 1-5 sessions 

Participant 3 Player none 

Participant 4 Player none 

Participant 5 Player none 

Participant 6 Player none 

Table 7.2.3: Group 3 information 
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For analysis purposes, the experience categories were grouped as follows: 0-10 sessions were 

considered low experience, 11-20 sessions as medium experience, and 20+ sessions as high 

experience. This resulted in the following distribution across participants: 

 

 
Figure 7.2.1: D&D experience level among participants 

 

 

This distribution, while not ideal for a study targeting D&D novices, still allows for valid 

conclusions, with 66% of participants having low D&D experience. Additionally, since all 

D&D players start off as novices, high-experience insights remain valuable. To be noted that 

the analysis will focus primarily on players and dungeon masters with low experience levels. 

 

 

Table 7.2.4: User study data points 

Role Experience Level Data Points 

Dungeon Master High 1 

Dungeon Master Low 2 

Player High 3 

Player Medium 1 

Player Low 8 
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7.3 System Weaknesses 

Two general system weaknesses were identified: the generated material may contain errors or 

can sometimes be vague. 

 

Errors in the generated material were of two types: factual inaccuracies and missing 

information. Factual inaccuracies, compared to existing D&D lore and information, require 

proofreading and correction. Missing details necessitate extra improvisation by the players. 

Participants noted that errors in character sheets were less significant compared to errors in 

the campaign. As one participant mentioned, “The mistakes are also not the worst, because if 

you make a character for the first time then you also have mistakes in the character sheet.” 

 

Generated material also sometimes lacked clarity, were unintuitive, or poorly connected to 

previous campaign materials. This issue was more pronounced in generations with more 

complex campaigns descriptions. For example, some quests were introduced abruptly, and 

the motivations or reasons behind actions were not always clear. One participant noted “You 

know, we're thrown into the center and suddenly, you know, the main quest is given to us 

right in front of our nose without explanation” 

 

Some generated encounters also lacked sufficient detail for immediate use, requiring extra 

preparation from the DM. This was more likely in campaigns with an exploration theme; for 

example, one DM remarked “I searched for them [the solutions], because it only says solve 

puzzle.” Additionally, the solutions for some encounters varied in specificity and relevance, 

as noted by a participant: “A lot of the encounters had a number of ways to solve them, and 

some of those were very unintuitive.” 

 

Errors in character creation, while potentially minor, have less impact than errors in the 

campaign. Conversely, campaign errors can disrupt the storyline and require extra 

preparation time. It has been noticed that experienced DMs adapt more easily to these errors 

and maintain game flow, while less experienced DMs might struggle, leading to disruptions 

as they pause to re-read and search for solutions. 
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Figure 7.3.1: Severity of issues encountered with generated materials during testing 

 

As shown in Figure 7.2.1.1, the majority of participants experienced minor issues that were 

not a hindrance, closely followed by participants that experienced no issues, indicating a 

generally positive testing experience. The presence of some disruptive issues, although less 

frequent, suggests that there are still areas that could benefit from improvement. 

 

7.4 System Strengths 

The main strengths of the system, as identified from the focus group transcriptions, include 

reducing mental load and preparation time, improving game understanding, providing 

learning opportunities, inspiring personal creativity, increasing confidence in abilities, and 

offering customizability. 

 

Participants appreciated the reduced mental load associated with using the system compared 

to starting a new campaign from scratch. One participant noted, “I didn't have to think about 

the stats or even think about the personality traits of the character too much. Like to pick that 

myself, that takes so much time and mental power and I can't choose.” This was particularly 
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significant for character creation, where participants felt that assistance was especially useful 

for novice players, due to it being a significant entry barrier to D&D: "But I think in that 

sense this really does help because if you want to start playing D&D and then the first thing 

you're met with is OK, now fill in this math. I think that is the biggest problem. But if you just 

get this and it's like, OK, what do you want to play as if somebody was standing next to you 

and like walking you through. Yeah, that's a big offloading." 

 

The system also helped reduce preparation time for DMs: “Yes, I think this works. [...] Works 

just being able to get started playing without having to do the math. Helps also with DMing. 

This way you don't have to get lost in all the DM videos where they say build the world, build 

a city, think of how the economy works...” 

 

Participants also noted that the generated material contributed to an improved understanding 

of the game and provided learning opportunities. One participant said, “But the sheets 

actually helped me a lot. It was very easy to understand and I liked it overall.” Another 

added, “So it gives good GM experience for changing stories.” Novice participants 

appreciated the additional general and customised information, mentioning the usefulness of 

having these overviews: “You can use things like this until you are more confident in your 

knowledge of D&D rules and all the stuff that can happen in the campaign”. 

 

Some players noted that the system might not directly teach D&D but could help players start 

playing, which is equally valuable: "I think that not as a purpose of learning D&D. Not the 

greatest, but it gets you to learn all the other things except for character creation. A little bit. 

But as a way to introduce people to D&D. Think it's pretty good." Another participant added, 

"I think it would get you to the table and I think that's the most important one." These 

participants emphasised the importance of gaining game experience for learning D&D, and 

that the system could lower barriers for new players to start playing. 

 

Some participants simply appreciated the generated materials, citing the system's potential to 

inspire or motivate them for other projects. One participant stated, "I want to do an actual 

campaign now." Another added, "I just have random inspiration for other stuff." These 

remarks indicate that even if the system does not produce perfect game materials, it can still 

generate interesting scenarios or environments that may serve as a solid foundation for other 

campaigns or personal projects. 

 

Significantly, testers reported increased confidence in their abilities after using the generated 

materials. They noted that being given a character background and advice boosted their 

confidence in roleplaying: “I wouldn't have made such a thing, because there is something 

sort of restrictive about sharing your own ideas and then if it doesn't stick with the group, it's 

you're kind of left alone. So I'm being given something and playing with it as opposed to, look 

at what I made and I think for a lot of players that would help.” Users felt that, while the 

story was relatively simple, it allowed for development at a comfortable pace: “The simpler 

story made me feel more comfortable to actually do stuff in the game and just explore my 

options.” Another participant added, “Personally, for me it went from zero to hero [the 
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confidence]. I mean, yeah, I definitely would feel much more confident in myself if I was to 

play in a D&D campaign again, because now I feel much more familiar with the game 

mechanics and how it works”.  

 

Lastly, players appreciated the customizability of the campaign setting, compared to other 

existing starter adventures. One participant noted, “I really liked how much different it was, 

for a first level adventure [...]  And this one on the story side felt really different, which 

something I really did like, like it felt way more unpredictable” Another participant 

remarked, “I have more freedom than I would expect from the first view on it”. The 

customizability of an AI-based system might prevent the repetition often seen in D&D 

campaigns, where different groups end up playing through the same scenarios. By providing 

a more tailored experience, the system ensures that each gaming session can stand out, 

increasing replay value: "So this is a good way to avoid everyone playing the same story." 

One participant noted, "It really doesn't shine as much in numbers, which is kind of expected 

from AI, but it really does shine in creativity." Regarding the quality of the generated 

campaign, one participant remarked: “Yeah, I actually didn't think that at first that that 

campaign was made by AI. I assumed in the middle that it's probably AI, but it felt quite 

natural in a way” 
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7.5 Effects on Participants 

The highest increase in participant confidence was observed in role-playing abilities, closely 

followed by rule interpretation, with the smallest increase in character creation. This outcome 

was expected since characters are fully generated with character sheets, offering minimal 

player input and lacking generated material to explain character aspect choices. 

 

Figure 7.5.1: Before and after testing confidence levels of low experience participants 

 

Analysis of the testing effects on the confidence of low experience participants suggested 

some improvements. As seen in Figure 7.5.1, the average roleplay confidence increased by 

1.2 points, from 2.8 pre-test to 4 post-test. Character creation confidence saw a smaller 

increase of 0.8 points, rising from 3.4 to 4.2. Rule interpretation confidence improved by 1.1 

points, from 2.8 to 3.9. 

 

Roleplay Confidence 

Before the test, low experience players had the lowest average roleplaying confidence, while 

high experience players had the highest, as shown in Figure 7.5.2. Interestingly, the pre-test 

average confidence level was higher for low experience DMs than for high experience DMs. 

Across all groups except one, there was an increase in roleplay confidence from pre-test to 

post-test, suggesting that the testing environment or provided materials could help in boosting 

participants' roleplaying confidence. There was no change in the high experience player 

group, indicating that these players were already confident in their roleplaying skills, and the 

testing process did not alter their confidence levels. Medium and low experience players 

showed improvements in confidence, with the most substantial increase observed in low 
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experience players, suggesting that the testing process is particularly beneficial for those who 

initially have lower experience. 

 

Figure 7.5.2: Average role-playing confidence, grouped by testing role and 

experience level 

 

 

 

Figures 7.5.3 & 7.5.4: Individual role-playing confidence for low experience players & DMs 
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For low experience participants, DMs saw an increase from 3.5 pre-test to 4 post-test, and 

players experienced an increase from 2.625 pre-test to 4 post-test. Pre-test roleplay 

confidence scores for low experience players ranged from 2 to 5, indicating different initial 

confidence levels. Most players had a relatively low initial confidence, with five participants 

at confidence level 2 and two at level 3, demonstrating the need for an intervention to boost 

their confidence. Post-test confidence scores were relatively consistent, ranging from 3 to 5, 

suggesting that the testing or learning process had a levelling effect, bringing most players to 

a higher confidence level. Seven out of eight players experienced an increase in roleplay 

confidence, while one experienced a decrease. The increase was expected, but the decrease 

might be due to overinflated expectations or a higher perceived confidence that was adjusted 

during actual gameplay. 

 

For low experience DMs, one Dungeon Master showed no change in confidence, indicating 

that their roleplaying confidence level was not affected by the use of the generated materials 

or testing environment, while another Dungeon Master showed an increase in confidence 

from 3 to 4, suggesting a positive impact from the testing environment or generated materials. 

Pooling together low experience DMs and players, eight participants gained an increase in 

roleplaying confidence, one remained unchanged, and one decreased. This overall trend 

suggests a positive effect of the system in enhancing roleplaying confidence, particularly for 

users with initially lower confidence levels. 

 

 

Character Creation Confidence 

The pre-test and post-test character creation confidence of each participant was measured to 

determine whether the system could boost their confidence in this area. Participants rated 

their confidence on a 5-point scale, with 1 indicating "not confident at all" and 5 indicating 

"very confident." Notably, only three out of the five groups showed a change in character 

creation confidence; both high experience DMs and players did not show any changes, 

potentially indicating their existing confidence in this area. Low experience players presented 

a relatively high starting value for character creation confidence (3.625), while the lowest 

pre-test values were observed in categories with a small number of data points: low 

experience DM (2) and medium experience player (1). 
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Figure 7.5.5: Average character creation confidence, grouped by testing role and 

experience level 

 

 

The changes in character creation confidence were as follows: low experience DMs increased 

from 2.5 pre-test to 4 post-test; medium experience players increased from 2 pre-test to 3 

post-test; and low experience players increased from 3.625 pre-test to 4.25 post-test. Based 

on the pre-test confidence levels, and excluding categories with a low number of data points, 

it might be argued that character creation might not be as significant a factor as previously 

thought. 
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Figures 7.5.6 & 7.5.7: Individual character creation confidence for low experience players & 

DMs 

 

For low experience players, most had moderate initial confidence (3 or 4), indicating that 

work in this area might not be as crucial as other parts of D&D. Initial confidence levels were 

quite high, with an average of 3.625. Across all participants, there were either increases (five 

participants) or no changes (three participants) in character creation confidence; no decreases 

were observed. Any increases in character creation confidence were just by 1 point. 

 

For low experience DMs, both experienced an increase in confidence in character creation. 

There was significant variation in pre-test confidence levels, with one Dungeon Master 

starting with a very low confidence level (1) and the other with a higher level (4). The 

participant with a lower initial confidence level experienced a bigger confidence increase 

than the participant with a higher starting confidence level. 

 

Overall, by pooling DMs and players into the low experience group, seven participants 

experienced an increase in character creation confidence, and three participants experienced 

no change in confidence level. This could indicate that the system may improve confidence in 

character creation. 

 

 

Rule Interpretation Confidence 

The pre-test and post-test character rule interpretation confidence of each participant was 

measured to determine whether the system could boost their confidence in this area. 

Participants rated their confidence on a 5-point scale, with 1 indicating "not confident at all" 

and 5 indicating "very confident." Similar to character creation confidence, only three out of 

five groups experienced any change in confidence levels for rule interpretation abilities. 
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Figure 7.5.8: Average rule interpretation confidence, grouped by testing role and 

experience level 

 

As seen in Figure 7.5.8, groups with high experience levels did not show any changes, 

suggesting their confidence levels were unaffected by the generated materials. The only 

improvements were observed in low and medium experience groups, indicating that the 

system might be viable only for users with lower experience levels. 

 

Figures 7.5.9 & 7.5.10: Individual rule interpretation confidence for low experience players 

& DMs 
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For low experience players, seven out of eight participants experienced an increase in rule 

interpretation confidence, while one participant experienced a decrease. The average pre-test 

confidence was 2.625, and the average post-test confidence was 3.875, marking an increase 

of 1.25 points. The range of starting confidence levels varied significantly (from 1 to 5), but 

later equalised after testing (3 to 5). Notably, one participant showed a slight decrease from 5 

to 4, possibly due to unrealistic expectations of their own abilities being adjusted during the 

game. 

For low experience DMs, one experienced no change in rule interpretation confidence, while 

the other experienced a 1-point increase. The average pre-test confidence for low experience 

Dungeon Masters was 3.5, and the average post-test confidence was 4. There was minor 

variation in pre-test confidence levels, with one Dungeon Master starting at 4 and the other at 

3. The higher average starting confidence for this category might due to the fact that the 

volunteering DMs previously had experience as players. 

Overall, when pooling low experience players and DMs, eight participants experienced an 

increase in rule interpretation confidence, one participant experienced no change, and one 

participant experienced a decrease. This might indicate that the system could help with 

confidence in rule interpretation. 

 

 

 

Perceived Learning Complexity 

To assess the perceived complexity of learning Dungeons & Dragons (D&D), participants 

rated the complexity on a 5-point scale, where 1 indicated "very simple" and 5 represented 

"very complex." Our goal was to determine whether the system could decrease the perceived 

complexity of the game. 

 

When examining the average perceived learning complexity, as shown in Figure 7.5.11, most 

groups showed a reduction of perceived game complexity post-test. This might suggest that 

the testing process or the materials used clarified concepts or made the learning process seem 

less complex. However, external factors, such as help from other players, familiarity with 

game concepts through play, or information from other sources, might also have influenced 

these results.  

 

Interestingly, DMs with high game experience had the highest perceived learning complexity 

on average, possibly due to their awareness of additional intricacies or rules unknown to less 

experienced players. However, this group contained only one data point, so results may vary 

with a larger sample size. Players with low experience had the second-highest perceived 

complexity, which was expected.  
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Figure 7.5.11: Average perceived learning complexity, grouped by testing role and 

experience level 

 

 

 

Figures 7.5.12 & 7.5.13: Perceived learning complexity for low experience players & DMs 

 

 

Focusing specifically on low-experience players, the individual pre-test complexity ratings 

ranged from 3 to 5, and the post-test ratings ranged from 2 to 4. Seven out of eight 

participants experienced a decrease in perceived learning complexity post-test, indicating that 

the testing process helped clarify game aspects. One participant experienced an increase in 
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complexity post-test, suggesting possibly increased uncertainties. Overall, the general trend 

might suggest that the generated learning material made D&D appear less complex to low-

experience players. 

 

For low-experience Dungeon Masters, both individuals showed a reduction in perceived 

learning complexity from pre-test to post-test. Additionally, their campaign management 

confidence increased, as shown in Figure 7.5.14. The average pre-test confidence was 1.5, 

which rose to 3.5 post-test, with both individuals experiencing a 2-point increase. This could 

indicate that the test session environment or materials provided better tools, knowledge, or 

reassurance in their ability to manage campaigns. 

 

Figures 7.5.14: Campaign management confidence for low experience DMs 
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7.6 Appreciated Features 

The most appreciated features of the system, as identified by participants, are character 

creation, narrative and encounter generation, and the provision of supporting information. 

 

Participants valued the complete character generation process, highlighting how it removes 

significant entry barriers for new players: “For the first time playing it's really nice to have a 

pre generated character because combing through all the information is a lot of work for the 

first time.”. One other participant stated: “It cut the preparation time a lot which was my 

main concern with trying out a new game I'd never played before”. 

 

Some users considered the narrative generation to be the most useful element, with the 

system being able to generate interesting world details: “The background had overlap with 

another character which was nice.” Some participants, especially those with lower 

experience levels, found the supporting information to be a very useful inclusion in the 

generated materials; It allowed for “Quick access to information and easy to comprehend 

summaries” and provided “Descriptions of abilities, spells and features (their usual DnD 

description might feel a bit too complicated)”. 

 

7.7 Diversity in Interactions & Player Freedom 

Participants reported varying levels of perceived freedom and diversity in the generated 

materials. The emerging themes were: a desire for more freedom and diversity in interactions, 

satisfaction with the existing level of freedom, and appreciation for the promotion of novel 

and unpredictable scenarios. 

 

Some participants, particularly those with higher experience levels, expressed a desire for 

greater diversity in the generated materials. They felt that the encounters could benefit from 

more variety and depth: “I would expect more than one combat encounter in a oneshot.” and  

 

Some participants, particularly those with higher experience levels, expressed a desire for 

greater diversity in the generated materials. They felt that the encounters could benefit from 

more variety and depth. One participant mentioned, "I would expect more than one combat 

encounter in a oneshot" while another noted, “It felt a bit like, you know, we were getting the 

same encounter. But, you know, 3 flavors”. Additionally, a participant shared, "I preferred 

maybe a bit more planning that we would like to get some, maybe information." Overall, it 

was observed that players of all experience levels prefer a mix of all encounter types, 

covering all three pillars of D&D (combat, exploration, and social interaction), rather than 

focusing on a single playstyle as initially hypothesised. 

 

Other participants felt that the system provided an adequate amount of freedom, allowing 

them to explore various aspects of the game. One participant remarked, "I have more freedom 

than I would expect from the first view on it" and another added, "I think the amount of inputs 

we have right now was quite perfect." The starting level was considered appropriate, with 
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higher levels potentially causing confusion due to the increased number of choices. As one 

participant explained, "Level 3 you already have many choices. The reason that level one has 

so few things is just because it is the simplest, and most intros are given at level one, because 

then you're not overwhelmed by abilities." Some participants even felt that the system might 

offer too much freedom and suggested that further restrictions could be beneficial, noting, "I 

think also in the prompts that you gave, like the things that we could fill in, a lot of those were 

not necessary." 

 

Several testers highlighted the system's potential to create novel scenarios for starter 

campaigns, which are typically very similar and do not always connect player characters in 

meaningful ways. One participant observed, "So this is a good way to avoid everyone playing 

the same story" and another appreciated the connection the system created between 

characters, saying, "I also like that, uh, I didn't realize that you would have Yondala as well. 

So that's just the random god. [...] And the connection that that gave our characters, I think 

was pretty nice because I immediately felt like our characters, aside from also being 

halflings, had at least some kind of connection already." Participants noted that random 

campaigns elements, even if not entirely serious, can still work because players are generally 

accepting of unexpected developments. One participant reflected this sentiment: "I do think in 

general D&D players are quite accepting of just random stuff happening, which is also 

sometimes because the DMs improvise sometimes very stupid, which is also very fun." 

 

7.8 Difficulty Level 

Participants' feedback on the difficulty level of the generated encounters revealed three main 

themes: unbalanced encounters, the importance of party size, and appropriateness for 

beginners. 

 

In the first two test sessions, participants frequently felt that the generated encounters were 

not properly balanced for the party. This often resulted in the generated monsters or 

antagonists being too powerful for the players to realistically defeat. One participant 

remarked, "And then we finally get into combat and then we're like, I don't think we want to 

fight. This seems too strong." Another added, "I liked the story, but it was not power scaled 

correctly at all," while another noted, "Definitely wasn't scaled properly for a first level." The 

frustration with unbalanced encounters was further revealed by another participant: "If you 

think about the range, the amount of users, can I just do that every turn? It's like frightened. 

Frightened. Frightened. You lose." 

 

Some participants highlighted that the number of party members is especially important for 

the encounters. The first test session had one participant missing, which might have 

influenced the difficulty of the encounters. One of these participants mentioned, "Yeah, the 

final combat was too high, but that was only because we had three players, I think." Another 

added, "If we have four, it probably would have been doable." In the third test session, the 

party consisted of five player characters, which might have made the encounters too easy for 
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the players. As one of those participants observed, "And I think it's really built for a party of 

four, rather because they [the players] easily went through it." 

 

Modifications were made to the system prior to the third test session to ensure more balanced 

encounters. However, considering the larger party size of this session, it might have been too 

easy. One participant noted, "I think it was quite easy, no one died. I think it was very 

beginner friendly." Another added, "I think it's still very beginner friendly, like it's not easy, 

it's not boring or something. It's not too easy. Just beginner friendly mostly and I think it 

works for the beginner campaigns." A third participant simply stated, "Yeah, I'd say it's 

easy.". These observations suggest that encounters could be balanced on the easier side for 

novices, to prevent frustration and ensure game systems and mechanics are learned smoothly. 

 

 

7.9 Campaign Structure 

The participants generally found the story well-structured and easy to follow, which was 

particularly beneficial for beginners. One participant noted, "In terms of just following the 

story, I found it very easy." This simpler narrative helped players feel more comfortable 

exploring their options within the game, as highlighted by another participant: "The simpler 

story made me feel more comfortable to actually do stuff in the game and just explore my 

options." The campaign's flow was also appreciated: "Yeah, I actually didn't think that at first 

that that campaign was made by AI. I assumed in the middle that it's probably AI, but it felt 

quite natural in a way." 

 

The timing of the campaign was deemed appropriate given the context, with one participant 

commenting, "Yeah, but otherwise genuinely otherwise, one shots can take half the one shot 

just to get the party going. [...] So it was a good way to start." Supporting materials were 

considered relevant and useful by novice players, especially during combat: "Was definitely 

useful, especially with combat. While in combat I did check it a lot to see what my abilities 

were and like how I needed to move." 

 

Despite the overall positive feedback, some participants noted that the campaign took longer 

than anticipated. One participant observed, "I think it proceeded really nice, although it took 

quite a bit more time than expected.". One low-experience DM expressed that additional 

preparation time would have been beneficial: "I think I could have adjusted this story by 

making more time go for the guards so they could acquire the weapon [...] I think that would 

have been a better story but oh well." 

 

Some participants felt that parts of the narrative were too abrupt, leading to a rushed feeling 

in the story's progression. For instance, one participant mentioned, "It felt a bit too sudden. 

Like we're suddenly in the middle of the city, you know, approaching the city and suddenly 

getting things explained." Another added, "The entire start of a random old dude being like, 

OK, so you are a party now is a bit…”. Some users, particularly one of the low-experience 



 

101 

DMs, found the quantity of information overwhelming and suggested that it could be better 

structured. They mentioned "It may have some suggestions in some pages, but I couldn't 

really keep track of them. I think it would be way easier to have just a bullet point from each 

character like. Most important tips or something like this on a very reachable starting page. 

Because it was more in a very narrative way of putting it." They further added, "I feel like the 

information is good, but it's a little bit too slow to use during the gameplay itself." The 

suggestion for more concise bullet points was common among testers: "Bullet points would 

be nice to make it more accessible during game play [...] still there was a lot of information 

and it only started working when I made my own bullet points." While some participants 

appreciated the detailed descriptions, others felt that cutting down on these in favour of a 

more concise structure would be beneficial. One participant remarked, "Yeah, there was 

indeed for the start a bit of flavor that was more confusing than additive."  

 

There was a noticeable split in preference between standard D&D character sheets and more 

beginner-friendly formats. Some players preferred the traditional sheets, with one participant 

saying, "Actually like this one because it taught me a lot. I think I've played with both of 

them, but I like this one better." Another participant supported this sentiment: "Yeah, I 

personally prefer this one because it's the one I've always used." 

 

Conversely, others suggested that character sheets designed for beginners would be more 

appropriate: "There are also character sheets that are meant for beginners because this is the 

default D&D sheet." Another participant added, "You also have sheets that help with combat 

order and things you can do and that might also be nice to include in such a beginner 

bundle." 

 

The D&D styling format received positive feedback, one participant stating, "I just want to 

add. I love that it's actually D&D format. Like it's fonts and stuff. It brings a lot. Yeah, it does 

actually, like add a lot." 

 

 

As shown in Figure 7.9.1, the majority of players found the game materials to be on the 

coherent side of the spectrum, with 11 players rating the materials towards coherent, 3 

players giving neutral ratings, and 1 player rating the materials towards incoherent. The most 

dominant rating was "somewhat coherent," indicating that most players found the game 

materials generally good but not perfect. The small "somewhat incoherent" segment indicates 

that major issues with coherence were not common, but there is still room for improvement. 
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Figure 7.9.1: Coherence of game materials 

 

To be noted, the coherence of the materials may also be influenced by the Dungeon Master's 

experience and ability to improvise; a DM with less experience and a lower ability to 

improvise may negatively affect the perceived coherence of the game materials. 

 

7.10 Backstory Integration 

The system generated custom character traits based on user input, which some players found 

surprising and engaging. For instance, one participant shared, "I had bouncer insight." This 

led to an interesting dynamic where players debated the trait's potential effects and usage 

situations. Another player noted, "That was just you using your skill, right? It was not really 

in the campaign." This kind of feature could enhance the connection between players and 



 

103 

their characters, sparking discussions about how such features could be integrated into 

gameplay. 

 

Some participants reported feeling motivated by their character’s generated backstory to 

behave in certain ways during the game. One player mentioned, "I did find some extra 

motivation for my character to go on a quest to retrieve a magical artifact, because that's 

where my interest lies as a character." This indicates that well-integrated backstories could 

influence players' in-game decisions and enhance their role-playing experience. 

 

However, some participants experienced instances where their character's role was left 

unfulfilled due to unclear information in the DM-provided materials. One participant 

remarked, "But like for example my character, he was basically on a quest to try and help to 

heal people and I have had 0 targets to heal. Heal the deer? No." On a similar note, several 

participants noted that the integration of character backstories was often vague or missing 

crucial information. For instance, one player stated, "And then also in the background there 

was like, yeah, make solutions to your biggest fear. But then I had to based on very much 

nothing I had to project what the biggest fear of the character would be." Another added, 

"Yeah, in general, integrating some of the character back stories in the documents can work, 

but is currently just not working very well [...] I feel like it's just trying to fit the back stories 

in instead of actually making them make sense.". Generally, DMs expressed a desire for more 

detailed information about each character to facilitate better integration and storytelling: 

"Yeah, I also didn't know that there was this short piece of text about your characteristics, 

but I knew nothing about any of you." 

 

Other participants tied the lack of backstory integration to the campaign’s theme, suggesting 

that certain themes restrict the potential for integration. One player explained, "I think it's 

also connected to a story of a ritual, and this adventure doesn't allow for much choice and 

you have to go to a ritual and fight the boss in the end." Another added, "Yeah, I don't think 

that in the story prompt there was much place to make huge decisions to begin with." Some 

players felt that their backstory had only a minor impact on the storyline and would have 

liked more racial ties integrated into the narrative. One participant observed, "It was some 

elements, but not much to be honest. The story didn't really make a big difference if I was a 

dragonborn or if I wasn't one." 

 

Despite limitations, testers felt that their decisions still mattered in certain aspects of the 

campaign and appreciated not feeling fully railroaded. One participant said, "I think the 

decisions mattered in some ways, like in ways where for example, we could talk to people 

instead of fighting them." Another added, "Like we're mentioned and I don't know, just 

characteristics and it was nice and even as small machines, which don't really influence 

anything still feel more included in the story in a way." This could indicate that while 

backstory integration could be improved, the system still allowed for meaningful player 

interactions and decision-making. 
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7.11 Physical vs Digital 

Participants generally favoured physical materials over virtual solutions due to their ease of 

use. One participant noted, "Yeah, yeah, it's so much easier to just use. That for sure." The 

sentiment was supported by another user, who remarked "Way easier than searching through 

tabs. Yeah.”. 

The tactile nature of physical materials also pointed towards being more engaging than digital 

materials. One participant shared, "I think it is more engaging." Another explained "But 

paper, again, gives much more atmosphere and vibe to the whole thing and just feels like the 

true old D&D, which people like a lot you know." Additionally, the physical act of rolling 

dice was emphasised as important: "But yeah, physical is way better and I even used the DND 

beyond the app and I like literally rolling the dice now and also as a DM, which I never 

experienced before, I like being sheltered, having my own thing here.". 

Participants also highlighted the potential distractions posed by digital materials. One 

mentioned, "Yeah. No, but like if. I was doing an actual tabletop setting. The flick open really 

quick to see what I was doing, what my character was like somewhere and looking on my 

screen and trying to zoom out." Another added, "Because when I'm for example on my phone 

or my laptop I'm getting distracted constantly. And like it's easier to just put your phone aside 

and you just have everything that you need nearby.". This could indicate that as hypothesised, 

physical game materials might be more appropriate for novice players, allowing for more 

focused game sessions with minimal distractions. Additionally, the physical materials were 

also seen as beneficial for community building and promoting social interaction. One 

participant observed, "I think it is genuinely for. Literally just for getting people to play 

quickly, it's good." Later on, they continued, "This could allow FANAAT [University of 

Twente’s Board Game association] to set up a one shot evening somewhere earlier in the 

year that you can use this. Set it up and play it basically in one evening, which I think is for 

getting new people into it." 

 

Despite the overall preference for physical materials, some participants acknowledged that 

virtual materials could be more suitable for complex situations. One participant explained, 

"Yeah. The only reason I use virtual is because I use virtual more often is partially because I 

often play online, and when you already have a laptop, and secondly because. Often virtual is 

harder to lose in my opinion, and. Sometimes with the more complicated games. Virtual is 

easier because it calculates stuff." Multiple participants suggested a hybrid approach, 

especially for dynamic game elements that frequently change, such as inventory or HP. One 

participant mentioned, "It's not that easy to keep track of some certain things that are 

number-oriented because people constantly forget to write it and. Just remove it, etcetera, 

etcetera. But other than that, I definitely prefer physical materials." Another added, "I think 

what might work is like some hybrid approach where things which get changed a lot are 

electronic and things which are usually consistent are on paper." Similarly, another 

participant noted, "But for example, like health points or something. Constantly writing it 

down and then erasing it. You don't know where exactly to try it and keep track of this on the 

current character sheets. So, yeah, it's also for a hybrid approach." 
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In general, time spent on devices during testing was quite low; they were used only in 

situations where a rule had to be clarified or a spell’s/attacks description did not provide the 

desired information. No other supporting materials were used in the campaign (DM guide, 

Monster manual), although they were available nearby during testing. A standard DM screen 

was used, but participants reported that it would not be necessary for a starting campaign. 

 

 

7.12 User Suggestions 

For future development, users had multiple suggestions for making the product completer and 

more suitable for onboarding.  

 

Firstly, participants emphasised the need for checking the accuracy of the generated 

materials. One participant suggested, “It needs to double check itself to see if everything has 

been properly filled in, as many things were missing.” Another added, “Let somebody 

double-check and edit any errors which might happen due to the generation.”. This may 

suggest that this role could be done automatically, or by one of the players with more game 

experience. 

 

Some players also recommended simplifying the generated materials to make them more 

accessible. Suggestions included, “Just have your back story summarized in a few parts” and 

“Bullet points would be nice to make it more accessible during gameplay.” One participant 

also mentioned, “Use simplified character sheets. There are ones that have been designed to 

use with kids, which lowers the complexity,” and another suggested using “More accessible 

language.” in response to the fantasy-themed words generated by the system for flavourful 

descriptions. 

 

Conversely, others preferred more detailed explanations and overviews of game information 

such as spells, stats, and D&D terms. One participant proposed improvements in structure, 

“Maybe some referencing on the pages. Like you can find this point more detailed in there so 

I could not spend that much time navigating them.” Another suggested additional 

explanations, “If there was a document accompanying this that's telling you like the 

numbers,” while others called for “More info about roleplaying” and “More explanation for 

fantasy creatures names like who are they.” 

 

Participants had different perspectives on the amount of user input freedom. Some suggested 

reducing the number of inputs to further lower the entry barrier: “If you could somehow give 

it a playstyle and it would automatically determine this race works, this class works. You're 

lowering the bar to entry even more.” Similarly, another user proposed, “Just one choice of 

play style and possibly name so that you can just actually get the thing and then the AI will 

explain the choices. Like I picked this class because it does about what you want and then it 

could be useful to really cut down all the time.” Alternatively, others preferred more 

customization and freedom of choice. One participant suggested, “Something that you get 
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multiple characters out of it that are similar, but then it gives you a short description of what 

each one is or how it would be expected to be played, so that when you get your character, 

you're not immediately tied to one character with one playstyle.”  

 

An emerging concept was to allow users to include references from their pop culture and 

have the system make decisions based on that. One participant mentioned, “Something that 

might be fun to add there is an IP. As in, you can for example also add in something like 

Legolas or I want to play something that feels a lot like Mario.” They continued, “That would 

allow people to take their culture references and use that as input because most people will 

have some pop culture references that they know that can be applied to D&D. But most 

people won't know what an artificer does.” 

 

For the DM campaign preparation part, an iterative collaboration with the AI agent was 

commonly suggested. One participant noted, “Or a back and forth in between. I think that 

would be the most interesting back. Back and forth so it's more collaborative because 

something I try to do whenever starting a campaign is to make players collaborate on what 

the characters are, so they all kind of fit together.” Another added, “Maybe it's nice to have 

as a dungeon master the option to sort of talk to the AI like oh, I want something like this and 

AI give suggestions.” This could indicate that DMs may desire more input on the campaign 

materials than the players desire on their characters. A possible implementation of this would 

be to make a modular system where the players and DM decide what type of variables they 

input and what is generated by the system. One participant suggested, “The best one would 

be to make it modular to make it say OK I know that I want these things and I can fill them in 

already for myself or I don't know what I want, give me some options.” 

 

Lastly, several participants highlighted the importance of visual aids. One participant 

explained, “I was building a map inside of my head and it was not building itself.” Another 

added, “But when you as a player receive a note or like a map with some directions, that 

would be cool to have it visualised in some way also, because not only it makes you be in the 

story, but also because visualising maps and locations is always nice, especially for stuff like 

temple which is difficult to imagine.”. This feature could prove especially useful for new 

players, which may have a hard time visualising a game world entirely using theatre of mind. 

 

 

7.13 Future use 

Players reported varying levels of likelihood for future use, with different use cases and 

reasons. 

 

Some users indicated they would use a similar system for personal inspiration, incorporating 

elements of the generated campaign but not relying entirely on the generated materials. One 

participant noted, “I already ask GPT for Ideas. I make my own campaign usually, but 

sometimes I need something like a personal Idea or something. Or like what can be found in 
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a town and then GPT gives me a list of stuff.” Another added, “Probably; as a DM I might 

want to use a DM tool to generate the first adventure.” Additionally, one player mentioned, 

“I will say that the way the story was translated through you did sound very interesting and I 

was impressed with the way that the story was generated.” 

 

However, other participants expressed no interest in using a similar concept due to reasons 

such as already having their own inspiration or believing that personal experience yields 

better results. One participant stated, “I personally would not. I have too many ideas.” 

Another shared, “For the characters, I wouldn't use it because again I have ideas myself and 

also I think I can fill in the character sheet better.” 

 

It was suggested that such a system would be beneficial for first-time playing but not ideal for 

first-time DMing. A participant explained, “I think that the story generation bit is really nice 

for the first time playing, but not for the first time DMing. Yeah, it might help creating your 

own story if you already have some experience with DND.” In some cases, it was argued that 

additional onboarding assistance would still be necessary for players. As one participant 

highlighted, “As in its current shape, where you need to immediately like to write in all the 

data, I wouldn't recommend it to my players. [...] But for the players, I think some point of 

onboarding is still needed, and if I need to be next to them to make them use the AI, then 

might as well help them make the character.” 

 

Some participants saw value in using the system to introduce new player groups to the game. 

One low-experience tester mentioned, “To start playing it, I think I would use it.” Another 

added, “For literal babies, first session like for complete newbies to the system, yes I think I 

would use the character generation. Maybe the dungeon generation is good for starting DMs, 

but again, I don't have experience with the dungeon generation.” 
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Participants were asked to rate their likelihood of using a similar tool in the future on a 5-

point scale, where 1 = very unlikely and 5 = very likely. 

Figure 7.13.1: Average likelihood to use system in the future, grouped by experience 

level 

 

 

The results indicate a trend based on experience levels. As expected, low experience players 

show a higher likelihood of using the tool compared to high experience players. High 

experience players are the least likely to use the tool, which might suggest their confidence in 

managing without additional support or their preference for more advanced or customizable 

tools. The medium experience category had a single data point, making it difficult to draw 

any conclusions. 

 

 

 

To measure any potential changes in interest levels in D&D, we conducted pre-test and post-

test surveys using a 5-point scale, where 1 represented "not interested at all" and 5 indicated 

"extremely interested." None of the participants had an initial interest level in D&D lower 

than 3, indicating that the exclusion criteria were applied properly. Notably, all changes in 
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interest levels occurred among players with low experience levels; participants with medium 

and high experience levels did not show any changes in their interest levels. 

Fig 7.13.2: Individual pre-test and post-test interest levels in D&D  

 

 

Overall, there were 11 pairs where interest values did not change, suggesting that the testing 

session generally did not affect the participants’ interest in D&D. Some participants showed 

an increase in interest by one point, with two instances of interest increasing from 4 to 5 and 

one instance from 3 to 4, totalling an increase of 3 points. However, there was one instance 

where interest decreased from 5 to 3, resulting in a total decrease of 2 points. This decrease 

might be due to reasons such as mismatched expectations or a particular aspect of the game 

session that didn’t resonate with the participant. 
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Chapter 8 – Discussion & Conclusion  

This chapter presents a discussion of the results of the user study, along with an evaluation of 

the system requirements. The implications and limitations of this work are described, along 

with a section detailing possible suggestions for future work on the topic. This chapter ends 

with a concluding statement on this research project. 

 

8.1 General Findings 

The most significant weaknesses of the system include the occasional errors and vagueness in 

the generated materials. The most notable strengths are reducing mental load and preparation 

time, contributing to improved game understanding, providing learning opportunities, and 

supporting an increased confidence in users' abilities. 

 

For participants with low D&D experience, the system notably increased confidence across 

all tested categories—roleplaying, character creation, and rule interpretation. The use of the 

system also helped reduce the perceived learning complexity for novice D&D players. 

Participants particularly valued the comprehensive character generation process, which 

removed the entry barrier of needing to research character creation independently. They also 

appreciated the creation of a custom game narrative and supporting materials. 

 

Regarding user experience, opinions on the campaign structure were mixed. Some players 

found the quantity and structure of the materials overwhelming, while others appreciated the 

detailed descriptions. While there were some coherence issues, most participants rated the 

materials towards the coherent end of the spectrum. Diversity in interactions also contained 

mixed opinions: experienced players desired more varied interactions, whereas low-

experience players were satisfied with the given freedom, preferring simpler stories for 

starting sessions. The difficulty level was initially deemed too high in the first two test 

sessions, and after adjustments, it was considered easy in the final session. As such, further 

efforts are needed to achieve a balanced difficulty level for the generated campaign. 

Character backstory integration had minimal impact on the main storyline, with few moments 

where backstory elements were integrated. Despite this, some players felt their decisions 

mattered in other ways, such as having the option to talk instead of fight during encounters. 

 

There was a clear preference for physical materials over digital ones, attributed to increased 

engagement and a preference for tangibility. However, a hybrid approach was suggested for 

dynamic game elements, such as loot, which are notoriously hard to keep track of. 

Participants provided several suggestions for improving the generated materials. One key 

area identified was the structure of these materials, with feedback indicating the need for 

further refinement. Testers had varying perspectives on user freedom: some desired more 

customization options, proposing a modular approach, while others felt that letting the system 

generate more game elements could further decrease entry barriers. A prevalent comment 

among participants was to give Dungeon Masters more freedom and to make interactions 

with the system more conversational, similar to current chatbots like ChatGPT, until the final 
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details are decided. Several participants also highlighted the potential of generating visual 

materials to support the starting experience. 

 

Regarding future use, participants expressed varying levels of interest. Some expressed 

willingness to use parts of the generated materials for their campaigns, while others showed 

no interest due to already having sufficient inspiration. A few participants mentioned they 

would consider using the system if they were new players or for introducing a new player 

group, given that further refinements are implemented.  

 

8.2 Evaluation of Requirements  

8.2.1 Non-functional Requirements 

Priority Requirement Evaluation Justification 

Must The total system cost 

must not exceed 

€60. 

Accomplished The system cost totals 

€37. 

Must The system must not 

be slower or more 

expensive than 

existing onboarding 

processes. 

Accomplished Material generation for a 

one-shot adventure cost ~ 

€1.3 and takes ~ 20 

minutes. 

Should The system should 

not detract from the 

learning experience 

by automating 

important game 

concepts. 

Accomplished The system automates 

character creation which 

was not deemed an 

essential learning 

experience for new 

players. 

Should The system should 

generate materials 

that can be easily 

understood and are 

legible for all types 

of players. 

Partially accomplished Generally, the generated 

materials were understood 

by the participants. 

However, some 

participants found the 

structure of the materials 

confusing. 

Could The system could 

include a user 

interface that is easy 

to use for people 

with no prior 

TTRPG experience. 

Not accomplished The system has no input 

interface. 

Could The system output Partially accomplished The output material is 
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material could be 

stylized in an 

appropriate theme 

with D&D. 

stylized using a D&D text 

editor, but the editing 

needs to be done 

manually. 

Could The system could 

implement a 

modular design, 

such that players can 

decide what system 

subcomponents they 

wish to use. 

Not accomplished The system did not feature 

a modular design, all 

players use the same 

subcomponents. 

Table 8.2.2.1: Evaluated non-functional system requirements 

 

8.2.2 Functional Requirements 

Priority Requirement Evaluation Justification 

Must The system must make 

use of some form of 

algorithm or AI. 

Accomplished The system uses a LLM 

as a core technology. 

Must The system must 

tackle one or more of 

the 4 most challenging 

game aspects: rules, 

character creation, 

role-playing or combat 

mechanics. 

Accomplished The system addresses all 4 

of the most challenging 

game aspects to varying 

degrees. 

Must The system output 

must result in coherent 

and consistent 

materials fitting with 

the theme of D&D. 

Accomplished The user study supports 

the claim that the 

generated materials are 

generally coherent and 

consistent with the D&D 

theme. 

Must The player group must 

be able to have some 

degree of input that 

directly influences the 

system’s output. 

Accomplished The system output is 

dependent entirely on user 

input. 

Must The system output 

must result in 

information that can 

be used for printable 

materials during game 

sessions. 

Accomplished The system output 

consists of text files that 

can be printed. 
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Should The system should 

contain specific and 

structured supporting 

material for each 

player, such as cheat 

sheets. 

Accomplished The system output 

contains structured game 

materials for both players 

and DM. 

Should The system output 

should offer tailored, 

open-ended narrative 

options, such that 

elements can still be 

filled in by the users. 

Partially accomplished The generated materials 

contained tailored 

scenarios based on party 

preferences and 

characteristics. However, 

some participants felt that 

the pre-generated story 

was too limiting and that 

party mechanics could be 

better integrated. 

Could The system could 

focus on supporting 

the starting phases of a 

game/campaign, with 

less focus on later 

stages. 

Accomplished The system generates 

material for a one-shot 

starting at level 1. 

Could The system output 

could result in ready-

to-use physical 

materials that can be 

used during game 

sessions. 

Not accomplished The generated materials 

need to be manually 

processed using the 

Homebrewery text editor 

before printing. 

Could The system could 

generate auxiliary 

elements associated 

with combat 

mechanics, such as 

battle maps or 

dungeons. 

Not accomplished The system does not 

generate any auxiliary 

materials. 

Table 8.2.2.1: Evaluated functional system requirements 
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8.2.3 Evaluation 

Overall, the system demonstrates a capacity to reduce the complexity and preparation time 

associated with learning and playing D&D, particularly for novice players. It effectively 

integrates AI technology to address several game aspects and produces generally coherent 

materials that support D&D game sessions. However, the system can benefit from further 

refinements in user interface design, customization options, and clarity of materials to 

enhance its overall utility. The current implementation has successfully met the most 

important functional and non-functional requirements: the must-have requirements have all 

been accomplished, the should-have requirements have either been accomplished or partially 

accomplished, and three out of six could-have requirements have been accomplished or 

partially accomplished.  Conclusively, all three of the system goals have been partially or 

fully achieved. 

 

 

8.2.4 System Goals 

Goal Evaluation Justification 

Lower the entry barriers to 

Dungeons and Dragons. 

Accomplished The system successfully 

lowered 1 or more entry 

barriers to D&D for most 

participants. 

Provide appropriate 

supporting materials for 

novice players. 

Accomplished Based on the user study, the 

results indicate that the 

generated materials are 

relevant and helpful for 

novice players 

Provide tailored learning 

opportunities and do not 

automate important game 

concepts. 

Partially accomplished Some learning opportunities 

were provided, but more 

could be integrated in the 

campaign based on party 

characteristics. 

Table 8.2.4.1: Evaluated system goals 
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8.3 Implications 

AI-generated content holds significant potential to decrease the entry barriers to Dungeons & 

Dragons (D&D) with further development. The ability to generate content that is surprisingly 

coherent when implemented in a content generation pipeline suggests that AI already can 

provide valuable support in creating complex game materials. As automated content 

generation continues to advance, it may become more popular and widespread, potentially 

rivalling human-made content across modalities and industries. Significantly, this technology 

also has the potential to create engaging learning scenarios and provide customised 

instructions tailored to individual learning goals, which could be further developed into 

practical classroom solutions. By leveraging such capabilities, teachers and designers could 

enhance the learning process for diverse audiences, across a broad range of subjects. 

 

8.4 Limitations 

Several limitations affected the development and evaluation of this system. The researcher's 

lack of prior knowledge of D&D meant that no design choices could be made based on 

personal intuition or experience; the diverse approaches to D&D content creation required 

significant research time to identify and integrate appropriately into a cohesive method. The 

project also faced constraints related to time and budget, as it was not sponsored and relied on 

the researcher's own resources. Finding participants with low experience levels was 

especially challenging, resulting in mixed testing groups that may have influenced the 

outcomes. Distinguishing between the benefits brought by the system and the natural benefits 

of gaining D&D experience by playing was also one of the main limitations of the research. 

 

8.5 Future Work 

Future research could focus on incorporating retrieval-augmented generation (RAG) to 

enhance the accuracy and reliability of generated materials. RAG might improve generated 

content by integrating facts fetched from external sources, such as a comprehensive database 

of D&D-related information. This approach would ensure that the generated content aligns 

closely with established D&D materials and rules. Alternatively, future research could 

consider fine-tuning a LLM with D&D-specific parameters. This would involve training the 

model on a smaller, task-specific dataset, tailoring it to generate more accurate and 

contextually appropriate content. To ensure the quality of the generated materials, future 

work could also investigate the efficacy of self-performed accuracy checks before system 

output. Lastly, future research could involve testing the system with a larger and more 

representative sample of the target audience, across a wider range of scenarios. Between 

testing of existing onboarding materials and ones generated by the system might provide a 

more realistic evaluation of the system, and could uncover additional novel insights or more 

generalizable findings. 
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8.6 Conclusion 

Based on the findings of this research, conclusions can be formulated in regards to the main 

research question posed in Chapter 1: 

 

RQ: “How might content created through generative artificial intelligence enhance the 

onboarding experience for novice Dungeons & Dragons players?” 

 

According to the community survey, the most challenging game elements for new players 

consist of understanding the rules, role-playing in character, character creation, and combat 

mechanics. To address these challenges, consistent and relatively accurate D&D content can 

be generated by allocating resources to prompt engineering and by implementing a robust 

content generation pipeline.  

 

All in all, generative artificial intelligence can be used to enhance the onboarding experience 

for novice D&D players by implementing a content generation pipeline that creates custom 

one-shot adventures and supporting materials based on player desires, with minimal input 

effort required. By easing the onboarding process for D&D, a wider audience can benefit 

from using Dungeons & Dragons as a tool for personal development. 
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Appendix  

During the preparation of this work, the author used ChatGPT in order to format the 

document according to the expected standards. After using this tool, the author reviewed and 

edited the content as needed and takes full responsibility for the content of the work. 
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Appendix 1 - D&D Community Survey 
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Appendix 2 - Sample of Generated Output Materials 
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Appendix 3 - Pre-testing Survey 
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Appendix 4 - Post-testing Survey 
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Appendix 5 - Pre and Post Testing Survey Results 

 

 

 

 

Role in 

testing 

No. of D&D 

sessions 

Most 

experienced 

role 

Pre-test interest level 

in D&D 

Post-test 

interest level 

Pre-test perceived learning 

complexity 

Post-test perceived learning 

complexity 

Player 1-5 sessions Game Master 5 5 3 4 

Player 20+ sessions Both 5 5 4 4 

Player 20+ sessions Game Master 5 5 4 3 

Game 

Master 1-5 sessions Player 5 5 4 3 

Player 6-10 sessions Game Master 5 5 3 2 

Player 1-5 sessions Player 4 4 3 2 

Player 11-20 sessions Game Master 4 4 3 3 

Player 20+ sessions Both 4 4 3 3 

Game 

Master 20+ sessions Player 4 4 4 3 

Game 

Master 6-10 sessions Player 5 5 3 2 

Player None  None 4 5 5 2 

Player None  None 3 4 4 3 

Player None None 4 5 5 3 

Player None  None 5 3 3 2 

Player 1-5 sessions Player 4 4 4 3 
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Most significant entry barriers Entry barriers addressed by the project 

Character creation, Understanding the rules, Role-playing in character Role-playing in character, Preparation time required 

Character creation, Understanding the rules, Skill checks Character creation, Preparation time required 

Character creation, Understanding the rules Character creation, Preparation time required 

Character creation, Understanding the rules, Skill checks Character creation, Skill checks, Preparation time required 

Character creation, Understanding the rules, Combat mechanics, Preparation time 

required 

Character creation, Understanding the rules, Combat 

mechanics, Preparation time required 

Character creation, Combat mechanics, Following the narrative, Preparation time 

required 

Character creation, Understanding the rules, Role-playing in 

character, Combat mechanics, Skill checks, Monetary costs, 

Preparation time required 

Character creation, Understanding the rules, Combat mechanics, Preparation time 

required Character creation, Preparation time required 

Character creation, Monetary costs, Preparation time required, Managing the game 

(as a GM) 

Character creation, Role-playing in character, Preparation 

time required 

Character creation, Role-playing in character, Following the narrative, Managing 

the game (as a GM) 

Character creation, Monetary costs, Preparation time 

required 

Character creation, Understanding the rules, Combat mechanics, Managing the 

game (as a GM) 

Combat mechanics, Skill checks, Following the narrative, 

Preparation time required, Managing the game (as a GM) 

Combat mechanics, Skill checks, Monetary costs, Preparation time required, 

Managing the game (as a GM) 

Character creation, Preparation time required, Managing the 

game (as a GM) 

Understanding the rules, Combat mechanics, Skill checks, Monetary costs, 

Preparation time required, Managing the game (as a GM) 

Character creation, Understanding the rules, Combat 

mechanics, Skill checks 

Understanding the rules, Preparation time required 

Character creation, Understanding the rules, Combat 

mechanics, Skill checks, Following the narrative, Preparation 

time required 

People can't organize for a session Skill checks, Preparation time required 

Understanding the rules, Preparation time required, People can't organize 

themselves to have a session + difficult to find people in general + understanding 

the process 

Character creation, Role-playing in character, Combat 

mechanics, Preparation time required 
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Pre-test 

roleplay 

confidence 

Post-test 

roleplay 

confidence 

Pre-test 

character 

creation 

confidence 

Post-test 

character 

creation 

confidence 

Pre-test rule 

interpretation 

confidence 

Post-test rule 

interpretation 

confidence 

Pre-test campaign 

management 

confidence 

Post-test campaign 

management 

confidence 

3 4 5 5 5 4   

4 4 4 4 4 4   

4 4 4 4 4 4   

4 4 1 3 4 4 1 3 

3 4 4 5 3 4   

2 5 3 4 2 4   

3 4 2 3 2 4   

5 5 5 5 5 5   

3 4 5 5 4 4 3 4 

3 4 4 5 3 4 2 4 

2 4 4 5 1 3   

2 3 4 4 1 3   

2 4 2 3 1 3   

5 4 4 4 4 5   

2 4 3 4 4 5   
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Issues encountered Coherence of the game materials 

Likeliness to use such a tool in the 

future 

Some disruptive issues 

Somewhat incoherent – There were noticeable gaps or inconsistencies in the 

storyline. 1 

Minor issues, not a 

hindrance 

Somewhat coherent – The storyline had a few minor gaps, but it was generally 

easy to follow 4 

No issues Neutral – The storyline was neither particularly coherent nor incoherent. 4 

Some disruptive issues Neutral – The storyline was neither particularly coherent nor incoherent. 4 

Some disruptive issues 

Somewhat coherent – The storyline had a few minor gaps, but it was generally 

easy to follow 3 

No issues 

Very coherent – The storyline was well-structured and flowed logically from start 

to finish. 5 

No issues Neutral – The storyline was neither particularly coherent nor incoherent. 4 

Minor issues, not a 

hindrance 

Somewhat coherent – The storyline had a few minor gaps, but it was generally 

easy to follow 2 

Minor issues, not a 

hindrance 

Somewhat coherent – The storyline had a few minor gaps, but it was generally 

easy to follow 1 

Minor issues, not a 

hindrance 

Somewhat coherent – The storyline had a few minor gaps, but it was generally 

easy to follow 4 

Minor issues, not a 

hindrance 

Somewhat coherent – The storyline had a few minor gaps, but it was generally 

easy to follow 3 

Minor issues, not a 

hindrance 

Somewhat coherent – The storyline had a few minor gaps, but it was generally 

easy to follow 4 

No issues 

Very coherent – The storyline was well-structured and flowed logically from start 

to finish. 4 

No issues 

Somewhat coherent – The storyline had a few minor gaps, but it was generally 

easy to follow 3 

Minor issues, not a 

hindrance 

Somewhat coherent – The storyline had a few minor gaps, but it was generally 

easy to follow 3 
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Most useful feature What can be improved 

It helps with most of the character creation aspects which 

are just reading and filling in 

It needs to double check itself to see if everything has been properly filled in, as many 

things were missing 

for new players, removing the task of creating the 

characters is quite handy. But someone is needed to 

check the completeness 

use simplified character sheets. There are ones that have been designed to use with 

kids, which lowers the complexity. I have never used one, soooooo, not sure, but could 

be worth a look. 

Character background Some additional descriptions of what their spells do 

Generation of a story and NPCs 

The whole story is nice as preparation, but key bullet points with a character overview 

for during gameplay is nicer. Additionally, an overview of the "extra" things players can 

do would be nice. 

Help with the backstory Explanation on how to do stuff and why stats are the way they are 

Character creation was very easy Help them create characters by themselves 

Generating the story More info about roleplaying 

The background had overlap with another character which 

was nice. 

It might be good to tell the player how the character was created so they can be helped 

with making their character 

The Worldbuilding to adept from Encounter-balancing, running it at level 2 or 3 

Npc creation and environment descriptions, generated 

random encounters 

Add references, like look at section wtv for more info. Add more info or enemies 

bonuses. Simpler words and bullet points would make navigating the materials easier. 

calculating all the stats and keeping in mind every aspect 

of dnd rules while doing this, adding additional traditional 

DND events during the adventure 

The players can choose what they want to generate and what they want to make 

themselves (if they want to make their own adventure for example) 

Also adding an automatic calculation of skill checks while the game is going/reminders 

of things to keep in mind coz again DND can get too heavy on additional things that 

you need to keep in mind 

Quick access to information and easy to comprehend 

summaries A page with a glassary of some basic terminology 

It cut the preparation time a lot which was my main 

concern with trying out a new game I'd never played 

before 

I think the tool successfully assist new players while still letting players make their own 

decisions, so i wouldn't change anything 

Pre made character sheet 

More accessible language, more explanation for fantasy creatures names like who are 

they 

Descriptions of abilities, spells and features (their usual 

DnD description might feel a bit too complicated), 

character background and role-play ideas may help with 

feeling the character better and give a basis to their story, 

especially for people not familiar with DnD lore 

Let somebody double-check and edit any errors which might happen due to the 

generation, offer more customization in the choosing of spells f.e. 
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Other suggestions 

Just have a casual setting for the first session 

Having the flavourful skill descriptions really helps, since it speaks to the imagination 

Some very basic introduction to how combat works and what sort of actions are possible 

Supplying choices between paths of action would be nice. And maybe a flow chart-like structure for the game flow. 

Being able to roll your own stats is part of the fun. So maybe having a guid to roll stats instead of just giving them might be fun. 

This was really good. I guess maybe a rulesheet that explains combat basics or something. 

Explaining how the decision about the character were made ("you have a +3 in dexterity because it matches with your main stat" etc.) 

It already is quite popular 

Start with one-shots in less complex systems, then work your way up 

Objects always work, like miniatures and props gain higher interest, visuals are better than text 

A2 english words and a summary of rules 

Very basic rule explanation (like turns) 

No 

Maybe pictures or more visual explanations 

A more detailed explanation of common mechanics perhaps, such as what do stats influence, what saving throws are, attack roll VS damage 

roll, etc 
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Appendix 6 - Thematic Analysis by Categories 

 

System Weaknesses 

Focus Group Transcript Emerging codes 

A few errors here and there, which can be fixed by just having someone who knows the 

game quickly look at it. 

And also a number of details on enemies which is missing. 

I did fill in some blanks here and there. 

But for example then stuff like hey, what race is this sorcerer like? Yeah, that's the one 

thing I don't know because I have no experience with races. 

Yeah, it doesn't have a range. It's like it's missing 

You know, we're thrown into the center and suddenly, you know, the main quest is given to 

us right in front of our nose without explanation. 

Yeah, there was indeed for the start a bit of flavor that was more confusing than additive. 

And I also have proficiency in stealth, despite not having proficiency in stealth. 

The mistakes are also not the worst, because if you make a character for the first time then 

you also have mistakes in the character sheet. 

A lot of the encounters had a number of ways to solve them, and some of those were very 
unintuitive 
 

It was a bit frustrating that no one was willing to tell us what was going on. So everything 

felt a bit vague. 

Yeah, they came up to us and we were trying to basically negotiate with them. And they 

went from “Give us the heart” to “We're going to kill you”. 

So it's like oh, maybe that's like a big thing of the plot at the Harvest Festival. But no, it 

wasn't. 

I feel like it's just trying to fit the back stories in instead of actually making them make 

sense. 

I searched for them (the solutions), because it only says solve puzzle.  

But for this one, it was really, uh, you go here, you cannot fight it. But there's also no real 

extra information to get. Then you go here, you can't fight it. But there's also no real extra 

information to get and that. 

Minor errors or missing 
information 
 
Mistakes are not that significant 
 
Vague, unintuitive or incoherent 
content 
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System Strengths 

 

Focus Group Transcript Emerging codes 

It was fine. Like you don't have to think a lot about the character. It just already is there. I like it. 

 I didn't have to think about the stats or even think about the like personality traits of the character too 

much. Like to pick that myself, that takes so much time and mental power and I can't choose.  

This is more general knowledge and also simplifies the calculations a lot. 

And I also think that generally just generating sheets makes the entry level a lot easier, if that makes 

sense, just because you don't have to spend time understanding what the stats are, what the skills are, 

which you need to pick 

It was nice that I could always rely on some random material sheet stuff to put on and just play around 

it 

 And if you really want it to D&D and you want to make it easier for the GMs as well. And if you have 

this kind of tool and you just let it fill in to the people who want to participate. Makes it a lot easier to 

start a One Shot and get people into D&D. 

Yeah, it significantly cut down on the preparation time. If you have none and regardless of how you do 

your character creation, having a whole bunch of ideas laid out for the GM to work with, even if they get 

changed along the way, we're playing D&D. Everything gets changed. 

 So it makes it more open to people who maybe want to try out being a GM 

For the first time playing it's really nice to have a pre generated character because combing through all 

the information is a lot of work for the first time. 

But I think in that sense this really does help because if you want to go start playing D&D and then the 

first thing you're met with is OK, now fill in this math. I think that is the biggest problem. But if you just 

get this and it's like, OK, what do you want to play as if somebody was Standing next to you and like 

walking you through. Yeah, that's a big offloading. 

Yes, I think this works. [...] Works just being able to get started playing without having to do the math. 

Helps also with DMing. This way you don't have to get lost in all the DM videos where they say build 

the world, build a city, think of how the economy works.  

Generally, I think for really just picking up and playing, the value is pretty high up there. It's not perfect 

because again, the flaws. 

I think that for the player side this is quite nice to have the pre generated characters 

Now I feel like it can maybe help to like you know, reduce the amount of time needed for a new player 

to like make an entire character  

It was really nice that a lot of stuff was already explained  

But the sheets actually helped me a lot. It was very easy to understand and I liked it overall. 

Yeah, I think it made it very easy to understand as a beginner and it made for a nice demo game. 

you can use things like this until you are more confident in your knowledge of D&D rules and all the 

stuff that can happen in the campaign 

So it gives good GM experience for changing stories. 

Reduced mental load and 
preparation time 
 
Improved game 
understanding and 
provided learning 
opportunities 
 
Provided personal 
inspiration or motivation 
 
Increased confidence in 
own abilities 
 
Customizability 
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 But I think in D&D,  a lot of the experience comes from the people you're playing with and the dungeon 

master 

Yeah, saying like any experience is a good experience. I mean, it was a good experience as well, like, 

you know, generally looking at doing and being accustomed to game playing and how it is going, I think 

I think that not as a purpose of learning D&D. Not the greatest, but it gets you to learn all the other 

things except for character creation. A little bit. But as a way to introduce people to D&D. Think it's 

pretty good. 

I Think you it would get you to the table and I think that's the most important one. 

The best, the best thing it does is that it gets you playing, as you said in terms of and it gets you a bit 

familiar with some of the playing mechanics 

but if I was completely new. Nobody's gonna tell you this stuff beforehand, and yeah, and a lot of this 

stuff you will learn when it comes, when it happens 

I think the tips are really good for that. 

There's five people or more sitting at your table. And then you might miss it. But if it's already some 

things here. 

Was definitely useful, especially with combat. While in combat I did check it a lot to see what my 

abilities were and like how I needed to move. 

Yeah. Understanding how to behave as a certain class or a race. 

I think like in the future if I played D&D, maybe I will do my own background, but for the tips I would still 

use this AI at least in the first sessions to write to me what I should do. Because the tips are quite 

useful, like we usually have to research a lot or ask someone if you're starting out with a race or class 

that you are not very familiar with. 

I found the ability description to be incredibly useful because usually, I feel that the abilities are written 

in a way which is very friendly for experienced players because they already know a lot of stuff and 

they need a really short way of writing down things so that they can see the spell like ohh what this 

does. But for beginners that doesn't really work [...] I also used it as well and I guess for me they were 

not that incredibly useful because I was already familiar with most mechanics in a way, but they were 

useful in just getting the general idea of what I can do and just thinking about other possibilities and 

options. 

Those random encounters were very nice because you were just walking into the forest and I was like, 

OK, I don't know what to do 

I want to do an actual campaign now. 

I just have random inspiration for other stuff. 

Yeah, the setting I think was interesting. 

But by adding this environmental effect, I think. Really added more depth I think to the gameplay and 

so this was some inspiration from Baldur's Gate, so I don't know. Like the environmental turn and 

everything, and I should. I should have used them like this in combat or just as a constant element of 

Oh my God, you're in a temple. We need to hurry, but it's nice to know that I can use the environment 

as an enemy.  

I will say that the way the story was translated through you did sound very interesting and I was 

impressed with the way that the story was generated 

If you have new players, actually, I mean I guess you can get inspiration as well if you want to start 

something entirely new. 
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The simpler story made me feel more comfortable to actually do stuff in the game and just explore my 

options. 

I mean, the story definitely felt well made, though it was more simple. But again, I would rather have a 

simpler story for the first time I play a game and it gave me the opportunity to actually have time to 

understand some aspects of the game as well 

 I didn't quite know how to visualize all of this stuff, and I used some cheeky stuff like “The tunnel is 

quite dark. We cannot go there.” 

I wouldn't have made such a thing, because there is something sort of restrictive about sharing your 

own ideas and then if it doesn't stick with the group, it's you're kind of left alone.  

So I'm being given something and playing with it as opposed to, look at what I made and I think for a lot 

of players that would help. 

Yeah, I haven't played much D&D at all and when I get this story made for me, it gives me a little more 

confidence in trying to role play as that character. 

It means you're not trying to force your OC on people, but you've got a character and you try to play 

that. 

And the connection that that gave our characters, I think was pretty nice because I immediately felt like 

we, our characters, aside from also being halflings our characters had at least some kind of connection 

already. 

Personally, for me it went from zero to hero. I mean, yeah, I definitely would feel much more confident 

in myself if I was to play in a D&D campaign again, because now I feel much more familiar with the 

game mechanics and how it works 

I mean, I really was afraid of not being able to, like, understand stuff that fast, but I guess it now I would 

say I'm not as afraid for sure. 

I think for me what mattered is just actually playing a normal game for once, and that experience is 

what made me more confident. But the fact which made this experience good is the fact that it was 

easier to start because of the ready characters and everything, so I guess it all stays together in this. 

Yes, I remember that in Baldur's Gate 3, and now I feel more confident playing that game because the 

first time playing the game I was not very good. 

Your character background helped me a lot to like to feel my character better to understand their back 

story and how they act in general. Tips also help me a lot with utilizing my abilities and preferring one 

under or over another. 

 I really liked how much different it was, for a first level adventure [...]  And this one on the story side felt 

really different, which something I really did like like it felt way more unpredictable 

This is a fun, quirky campaign, but it's definitely not as absurd as your campaigns can get. 

I have more freedom than I would expect from the first view on it 

So this is a good way to avoid everyone playing the same story  

it really doesn't shine as much in numbers which is kind of expected from AI but it really does shine in 

creativity 

Yeah, creating a narrative and also just creating backgrounds 

Yeah, I actually didn't think that at first that that campaign was made by AI. I assumed in the middle 

that it's probably AI, but it felt quite natural in a way 
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Compared to pre made ones I guess. These will likely not be that similar, I guess. You will probably get 

something, it can be highly customizable I guess. 

So generating is and like increasing the variance, especially for settings like Comic Con and similar 

things. I think it really has a strong place there. 

I think especially starter campaigns are hard to find because there are many campaigns. They're like 

their level 5 level like that you can one shots that you can buy or whatever. One shots for starter play 

for starter games and starter players are very difficult. 

 

 

 

 

Most Appreciated Features 

 

Focus Group Transcript Emerging codes 

For the first time playing it's really nice to have a pre generated character 

because combing through all the information is a lot of work for the first time. 

Yes, useful. Yeah, sure. 

It helps with most of the character creation aspects which are just reading 
and filling in 
 
for new players, removing the task of creating the characters is quite handy 
 
Character background 
 
Generation of a story and NPCs 
 
Help with the backstory 
 
Generating the story 
 
The background had overlap with another character which was nice. 
 
The Worldbuilding to adept from 
 
Npc creation and environment descriptions, generated random encounters 
calculating all the stats and keeping in mind every aspect of dnd rules while 
doing this, adding additional traditional DND events during the adventure 
 
Quick access to information and easy to comprehend summaries 
 
It cut the preparation time a lot which was my main concern with trying out a 
new game I'd never played before 
 
Pre made character sheet 
 
Descriptions of abilities, spells and features (their usual DnD description 
might feel a bit too complicated), character background and role-play ideas 
may help with feeling the character better and give a basis to their story, 
especially for people not familiar with DnD lore 

Character creation 
 
Narrative and encounter generation 
 
Accessible and relevant supporting 
information 
 
Reduced preparation time 

 

 

 



 

159 

Diversity in Interactions and Player Freedom 

 

Focus Group Transcript Emerging codes 

I would expect more than one combat encounter in a oneshot. 

 I have more freedom than I would expect from the first view on it 

 I preferred maybe a bit more planning that we would like to get some, maybe 

information. 

 I would maybe like to talk to some of the townspeople to see what's going on with the 

Harvest Festival, 

So this is a good way to avoid everyone playing the same story 

I think also in the prompts that you gave, like the things that we could fill in a lot of, 

those were not necessary 

There could have been more variety in encounters. 

I think perhaps yes. Or more reveals to be learned sort of. 

It felt a bit like, you know, we were getting like, the same encounter. But, you know, 3 

flavors 

For the DM side, it is a real advantage to have thought of the story yourself 

I do think in general D&D players are quite accepting of just random stuff happening, 

which is also sometimes because the DMs improvises sometimes very stupid, which is 

also very fun. 

I also like that, uh, I didn't realize that you would have Yondala as well. So that's just 

the random god. [...] And the connection that that gave our characters, I think was 

pretty nice because I immediately felt like we, our characters, aside from also being 

halflings our characters had at least some kind of connection already. 

Like I think what we had here was fine. (number of inputs) 

I think the amount of inputs we have right now was quite, quite perfect. 

Yeah, yeah, this was good for a beginner. Yeah, this is a good input. Now what I 

would normally do for one shot is generate one or two more characters than players 

But the list you had now was quite nice, 

They would also need too many options, like if you're playing level 6. Then oh, I 

choose a cleric. It's not just for this one. It didn't ask me for a domain. Yeah, but if we 

went for level 6, then it would have asked me for so many more things. Between and 

taking spells, I guess. 

Level 3 you already have many choices like the reason that level one has so little 

things, it's just because it is the simplest, and most intros are given at level one, 

because then you're not overwhelmed by abilities. 

Want more freedom and diversity 
in interactions 
 
There is freedom in interactions 
 
Promotes novel and unpredictable 
scenarios 
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Difficulty Level  

 

Focus Group Transcript Emerging codes 

And then we finally get into combat and then we're like I don't think we want to 

fight. This seems too strong. 

If you think about the range, the amount of users, can I just do that every turn? It's 

like frightened. Frightened. Frightened. You lose. 

I liked the story, but it was not power scaled correctly at all. 

Yeah, encounter balance was off. 

Definitely wasn't scaled properly for a first level 

I would still very much recommend not doing this at level one. 

Too high 

Yeah, the final combat was too high, but that was only because we had three. 

Players, I think. 

If we have 4, it's probably would have been doable, 

I think it was quite easy, no one died. I think it was very beginner friendly. 

Yeah, I'd say it's easy. 

For the first encounter, I lowered its health and seeing how easy they kill it, I just 

left everything else the same as it was generated afterwards. And I think it's really 

built for a party of 4, rather because they easily went through it. 

Yeah, no one died and no one was that low. 

I think it's still very beginner friendly, like it's not easy, it's not boring or something. 

It's not too easy. Just beginner friendly mostly and I think it works for the beginner 

campaigns. 

Unbalanced encounters 
 
Depends on number of party members 
 
Easy, appropriate for beginners 
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Campaign structure 

 

Focus Group Transcript Emerging codes 

I just want to add. I love that it's actually D&D format. Like it's 

fonts and stuff. It brings a lot. Yeah, it does actually, like add 

a lot. 

in terms of just following the story, I found it very easy 

Yeah, but for time sake this was perfectly fine. 

I think it proceeded really nice, although it took quite a bit 

more time than expected. 

It felt a bit too sudden. Like we're suddenly in the middle of 

the city, you know, approaching the city and suddenly getting 

things explained. 

I feel like in general, having like an act 1-2-3 can help to give 

some clarity to you.  But It doesn't really, you know, do 

anything 

It's one quest line. Yeah. It's not multiple quest lines that tie 

into each other. 

 I think I could have adjusted this story by making more time 

go for the guards so they could acquire the weapon [...] I 

think that would have been a better story but oh well. 

The entire start of a random old dude being like, OK, so you 

are a party now is a bit… 

Yeah, but otherwise genuinely otherwise, one shots can take 

half the one shot just to get the party going. [...] So it was 

good way to start. 

Yeah, I actually didn't think that at first that that campaign 

was made by AI. I assumed in the middle that it's probably 

AI, but it felt quite natural in a way 

The simpler story made me feel more comfortable to actually 

do stuff in the game and just explore my options. 

 But as it was posed I think I had enough, like improv 

materials to work with 

but in terms of just following the story, I found it very easy 

And most of them do feel similar (to pre-made oneshots) 

because you are kind of rushing through a story trying to 

make it fit in shorter time than necessary. 

Like it looks pretty good. It looks pretty coherent. There's just 

details missing in places. 

I think the tips are really good for that. 

Well structured for intended use case and appropriate 
supporting materials 
 
Took longer than expected 
 
More preparation time would have helped 
 
Abrupt or rushed 
 
Split of Preference of standard material vs custom formats 
 
D&D format appreciated 
 
Overwhelming quantity of information or poorly structured 
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There's five people or more sitting at your table. And then 

you might miss it. But if it's already some things here. 

Was definitely useful, especially with combat. While in 

combat I did check it a lot to see what my abilities were and 

like how I needed to move 

Your character background helped me a lot to like to feel my 

character better to understand their back story and how they 

act in general. Tips also help me a lot with utilizing my 

abilities and preferring one under or over another 

There are also character sheets that are meant for beginners 

because this is the default D&D sheet. 

Actually like this one because it taught me a lot. I think I've 

played with both of them, but I. Like this one better. 

Yeah, I personally prefer this one because it's the one I've 

always used. 

you also have sheets that help with combat order and things 

you can do and that might also be nice to include in such a 

beginner bundle. 

The backstory I think might be a bit too much for a new 
player. 
 
Bullet points would be nice to make it more accessible 
during game play [...] still there was a lot of information and it 
only started working when I made my own bullet points. 
 

No, I think, there was just too much information and all this 

stuff I wanted to use wasn't there and all the stuff. 

I feel like the information is good, but it's a little bit too slow 

to use during the gameplay itself. 

having like an act 1-2-3 can help to give some clarity to you.  

But It doesn't really, you know, do anything 

Yeah. It's not multiple quest lines that tie into each other 

Yeah, there was indeed for the start a bit of flavor that was 

more confusing than additive 

It may have some suggestions in some pages, but I couldn't 

really keep track of them. I think it would be way easier to 

have just a bullet point from each character like. Most 

important tips or something like this on a very reachable 

starting page. Because it was more in a very narrative way 

of putting it. 
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Backstory Integration 

 

Focus Group Transcript Emerging codes 

 I had bouncer insight. 

 

That was just you using your skill, right? It was not really in the campaign. 

I did find some extra motivation for my character to go on a quest to retrieve 

a magical artifact, because that's where my interest lies as a character 

But like for example my character like he was basically on a quest to try and 

help to heal people and I have had 0 targets to heal. Heal the deer? No. 

Yeah, I also didn't know that there was a fair there was this short piece of 

text about your characteristics, but I knew nothing about any of you. 

I think that was also missing, usually at the start of the session, you just 

have everyone basically explain their character and we didn't really do that. 

And then also in the background there was like, yeah, make solutions to 

your biggest fear. But then I had to based on very much nothing I had to 

project what the biggest fear of the character would be. 

It was some elements, but not much to be honest. The story didn't really 

make a big difference if I was a dragonborn or if I wasn't one. 

I think it's also connected to a story of a ritual, and this adventure doesn't 

allow for much choice and you have to go to a ritual and fight the boss in the 

end. 

Yeah, I don't think that in the story prompt there was much place to make 

huge decisions to begin with 

I think the decisions mattered in some ways, like in ways where for example, 

we could talk to people instead of fighting them. 

Like we're mentioned and I don't know, just characteristics and it was nice 

and even as small machines, which don't really influence anything still feel 

more included in the story in a way. 

Yeah, in general, integrating some of the character back stories in the 

documents can work, but is currently just not working very well because one 

I don't actually have the back stories, which is quite annoying and two, most 

of it is trying, I feel like it's just trying to fit the back stories in instead of 

actually making them make sense. 

Non D&D generation 
 

Motivated role-play by backstory 
 

Unfulfilled character role/quest 
 

Vague or missing information 
 

Minor impact on storyline 
 

Depends on chosen theme 
 

Decisions mattered in some ways  
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Physical or Digital 

 

Focus Group Transcript Emerging codes 

Yeah, yeah, it's so much. Easier to just use. That for sure. 

Yeah. The only reason I use virtual is because I use virtual more often is 

partially because I often play online, and when you already have a laptop, 

and secondly because. Often virtual is harder to lose in my opinion, and. 

Sometimes with the more complicated games. Virtual is easier because it 

calculates stuff. 

Yeah. No, but like if. I was doing an actual tabletop setting. The flick open 

really quick to see what I was doing, what my character was like somewhere 

and looking on my screen and trying to zoom out. 

Way easier than searching through tabs. Yeah. 

I Think it is genuinely for. Literally just for getting people to play quickly, it's 

good. 

As you already mentioned conventions and stuff, I could definitely see the 

use of this in people's living rooms or yeah 

I think this would allow for like FANAAT on like the DM. This could allow 

FANAAT to. Set up a one shot evening somewhere earlier in the year that 

you can use this. Set it up and play it basically in one evening, which I think 

is in for getting new people into it. 

I think it is more engaging because when I'm for example on my phone or 

my laptop I'm getting distracted constantly. And like it's easier to just put 

your phone aside and you just have everything that you need nearby. 

I’m biased towards board games, so that's why I think that physical 

materials are nicer just because I like board games, because they are 

physical and using electronic materials all the time, it doesn't feel the same. 

[...] But paper, again, gives much more atmosphere and vibe to the whole 

thing and just feels like the true old D&D, which people like a lot you know. 

I think that physical material is definitely help a lot with the immersion, but I 

also think that it's maybe about some sort of balance because while it is 

very easy to access the overview, it's not that easy to keep track of some 

certain things that are number-oriented because people constantly forget to 

write it and. Just remove it, etcetera, etcetera. But other than that, I definitely 

prefer physical materials. 

On this one, because it was very difficult for me to keep the track of the 

initiative in the combat, maybe that was because, like. If we had the initiative 

cards, it would have been easier, but also it was difficult differentiating from 

the two types of mercenaries or enemies or whatever. So I had to find a way 

to label them and connect them with the miniatures on the map. And find a 

place to do that on the sheet. But overall, yeah, maybe just a very small 

container on the side with, like, you have 4 encounters and this is for each 

one of the players. So I can have enough space to write about their health 

and everything underneath it. But yeah, physical is way better and I even 

used the DND beyond the app and I like literally rolling the dice now and 

also as a DM, which I never experienced before, I like being sheltered, 

having my own thing here. 

Ease of use 
 
In virtual harder to lose track and better for 
complicated games 
 
Digital can be distracting 
 
Community building and promoting social 
interaction 
 
More engaging 
 
Preference for tangibility 
 
Hybrid approach for dynamic elements 
 
Material structure and layout should consider 
changing elements 
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Yeah. Oh yeah. Rolling dice is a very important part and it's very nice. And 

the dice are nice, I think what might work is like some hybrid approach 

where things which get changed a lot are electronic and things which are 

usually consistent are on paper 

But for example, like health points or something. Constantly writing it down 

and then erasing it. You don't know where exactly to try it and keep track of 

this on the current character sheets. So, yeah, it's also for a hybrid 

approach. 

 

 

 

User Suggestions 

 

Focus Group Transcript Emerging codes 

 just have your back story summarized in a few parts 

bullet points would be nice to make it more accessible during game play 

I would still very much recommend not doing this at level one. 

But for me, what's kind of missing from this [...] If there was a document 

accompanying this that's telling you like the numbers 

If you could somehow give it a playstyle and it would automatically 

determine this race works, this class works. You're lowering the bar to entry 

even more 

Or a back. And forth in between. I think that would be the most interesting 

back. Back and forth so it's more collaborative because something I try to do 

whenever starting a campaign is to make players collaborate on what the 

characters are, so they all kind of fit together. 

something that you get multiple characters out of it that are similar, but then 

it gives you a short description of what each one is or how it would be 

expected to be played, so that when you get your character, you're not 

immediately tied to to 1 character with one playstyle 

I think also in the prompts that you gave, like the things that we could fill in a 

lot of, those were not necessary, 

The best one would be to make a modular to make it say OK I know that I 

want these things and I can fill them in already for myself or I don't know 

what I want, give me some options. 

maybe some referencing on the pages. Like you can find this point more 

detailed in there so I could not spend that much time navigating them. 

I was building a map inside of my head and it was not building itself. 

But when you as a player receive a note or like a map with some directions, 

that would be cool to have it visualized in some way also, because not only 

it makes you be in the story, but also because visualizing maps and 

Accuracy check 
 
Simplified game materials 
 
More in-depth explanations & overviews: 
spells, stats, D&D terms,  
 
Balancing 
 
Simpler system for getting players into 
TTRPGs 
 
Varying user input freedom (+pop culture ref) 
 
Iterative collaboration with AI agent 
 
Visual representations 
 
Guided character progression 
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locations is always nice, especially for stuff like temple which is difficult to 

imagine. 

Yeah, if you were involved in the creation process. So I think it might be a 

disadvantage a DM to have a fully pre generated story, but having it as a 

tool that you can use to help generate stories 

I always make a list of names that belong to a race that you might encounter 

Just one choice of play style and possibly name so that you can just actually 

get the thing and then the AI will explain the choices. Like I picked this class 

because it does about what you want and then it could be useful to really cut 

down all the time 

Maybe it's nice to have as a dungeon master the option to sort of talk to the 

AI like oh, I want something like this and AI give suggestions 

Because I could have been like, you know, maybe my back story about my 

back story did not end in tragedy. I don't want to have a tragic backstory, 

basically. 

Something that might be fun to add there is an IP.  As in,  you can for 

example also add in something like Legolas or I want to play something that 

feels a lot like Mario 

That would allow people to take their culture references and use that as 

input because most people will have some pop culture references that they 

know that can be applied to D&D. But most people won't know what an 

artificer does. 

Yeah, so just having an overview of what is sort of possible. I think it helps 

spark some interest. 

Might be fun if you want to make a higher level character sheet. And then 

just present the one for level one and then say hey, you're going to level 2, 

so you can now upgrade these two things. 

Have a little bit of input in your playing style and maybe like a tiny note. You 

know you should change these things if you don't know something like that. 

If you're planning on leveling up, that is, you don't need that 

Is this to get people into role-playing or to get people into D&D? Because if 

you want to get people into table top playing. You're probably better off 

using a simpler system. 

It needs to double check itself to see if everything has been properly filled in, 
as many things were missing 
 
use simplified character sheets. There are ones that have been designed to 
use with kids, which lowers the complexity 
 
Some additional descriptions of what their spells do 
 
key bullet points with a character overview for during gameplay is nicer. 
Additionally, an overview of the "extra" things players can do would be nice. 
 
Explanation on how to do stuff and why stats are the way they are 
 
Help them create characters by themselves 
 
More info about roleplaying 
 
It might be good to tell the player how the character was created 
 
Add more info or enemies bonuses. Simpler words and bullet points would 
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make navigating the materials easier. 
 
The players can choose what they want to generate and what they want to 
make themselves (if they want to make their own adventure for example) 
 
A page with a glossary of some basic terminology 
 
More accessible language, more explanation for fantasy creatures names 
like who are they 
 
Let somebody double-check and edit any errors which might happen due to 
the generation, offer more customization in the choosing of spells f.e. 
 

 

 

Likelihood of Future Use 

 

Focus Group Transcript Emerging codes 

Yes 

I personally would not. I have too many ideas. 

I already ask GPT for Ideas. I make my own campaign usually, but 

sometimes I need something like a personal Idea or something. Or like what 

can be found in a town and then GPT gives me a list of stuff. 

I think that the story generation bit is really nice for the first time playing, but 

not for the first time DMing. Yeah, it might help creating your own story if 

you already have some experience with DND. 

To start playing it, I think I would use it. 

As in its current shape, where you need to immediately like to write in all the 

data, I wouldn't recommend it to my players. Probably; as a DM I might want 

to use a DM tool to generate the first adventure. [...] But for the players, I 

think some point of onboarding is still needed, and if I need to be next to 

them to make them use the AI, then might as well. Help them make the 

character. 

For literal babies, first session like for complete newbies to the system, yes I 

think I would use the character generation. Maybe the dungeon generation 

is good for starting DMs, but again, I don't have experience with the 

dungeon generation 

For the characters, I wouldn't use it because again I have ideas myself and 

also I think I can fill in the character sheet better 

I will say that the way the story was translated through you did sound very 

interesting and I was impressed with the way that the story was generated. 

 I personally wouldn't use it, but I can see other people using it. 

Can you send me the campaign after this? By the way, I’m interested to at 

least look at it. 

 

Yes, for inspiration 
 
No, already have inspiration 
 
Good for first time playing, but not for first 
time DMing 
 
Yes, to introduce a new player group 
 
Extra onboarding still needed for the players 
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Appendix 7 - Unedited Focus Group Transcript 

Transcript 1 

How do you describe your overall experience with this AI generated campaign? 

Speaker 2 

Well, the big question I have is how would the DM part was generated because like the player part except for know a few errors 

here and there, which can be fixed by just having someone who knows the game quickly look at it. I think it was fine. The 

backstory I think might be a bit too much for a new player. Yeah, because like, I got basically one entire page of back story. 

Speaker 5 

That's too much as a starting player to have like in detail? 

Speaker 2 

I think, yeah, I think you should just have a quick short. Like your character came from this place, this is what they did. Basically 

just have your back story summarized in a few parts. And, you don't need that much. 

Speaker 1 

Yeah. Because if you start at level one, you're also not an experienced adventurer in the world. 

Speaker 2 

No, like you should just have a quick like this is what your character is roughly, and the rest you can make up yourself, I think. 

Speaker 3 

Wrote it in the form as well, but I think it would be nice if you do have the full page, but also supply it a bullet point list so people 

can read it through for inspiration. 

Speaker 3 

I think for new players the whole story is nice, but bullet points would be nice to make it more accessible during game play, 

because right now I have to. I read it through and then I summarized it, but then still there was a lot of information and it only 

started working when I made my own bullet points. 

Speaker 1 

Yeah. 

Speaker 5 

So it's like you had to search through the information to find the things that you needed? 

Speaker 4 

Yeah. 

Speaker 2 

I got a heart attack for a second. I looked and I saw resistance to bludgeoning and piercing. I was like what the ****, but that's 

what it's there.  
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Speaker 3 

The other tree, yeah. It's a good thing. 

Speaker 5 

These are all AI generated. 

Speaker 2 

I assume this was AI generated because no, no, no D&D thing does have just has bludgeoning and piercing resistance without 

having like non magical things for our challenge.  

Speaker 3 

Well, I fixed them. 

Speaker 4 

Yeah. 

Speaker 3 

You could have put it on fire and I think you would have won. 

Speaker 2 

We have, we had, we had one person. 

Speaker 3 

Where you can have literal fire, you can just build fire. 

Speaker 3 

The tree is not going to be moving. 

Speaker 6 

We could afford to, yeah. 

Speaker 1 

But we didn't want to fight it with a tree. 

Speaker 3 

That's fair. 

Speaker 2 

I mean, if I was playing a chaotic character that tree would be dead. 

Speaker 1 

Ohh yes. 

Speaker 2 

But I was good. So no. 

Speaker 1 
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I was very confused. 

Speaker 6 

Too concerned with what wildlife you wanted to eat? 

Speaker 2 

OK. And the race, you could also fight the race also, these challenges are way too ... 

Speaker 1 

But having a lot of characters that you're not able to fight also is a bit frustrating if everything you encounter is. 

Speaker 2 

Yeah, especially at. You know it has been a long while and like the first basically combat encounter. We're not supposed to 

fight in the 2nd combat, we're not supposed to fight and then we're not supposed to fight. And then we finally get into combat 

and then we're like I don't think we want to fight. This seems too strong. 

Speaker 6 

And then it's also the case of. You have these two very powerful entities, and then we're just there doing their dirty work, even 

though they are stronger. 

Speaker 1 

And we're not allowed to fight back. 

Speaker 3 

I was also very confused by the missing of the second fight, because I have my first paper. 

Speaker 2 

Yeah. 

Speaker 1 

I fully expected it when we entered the forest and encountered the deer at first that we had to fight something there because 

usually you start out with. Like some sort of small thing that's at the very beginning. 

Speaker 1 

I would expect more than one combat encounter in a oneshot. 

Speaker 2 

I don't know where it is. 

  

Speaker 6 

Sorry. Yeah, but for time sake this was perfectly fine. Yeah, and. 

Speaker 1 

Yeah. 

Speaker 6 
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Also like I think what happened is because the theme of the game was exploration, the AI just took that. 

Speaker 1 

Yeah, we have made the exploration, yeah. 

Speaker 7 

Vulnerable to radiant damage. 

Speaker 3 

Oh yeah, yeah. I had no idea what you were asking. I'm sorry I couldn't see it. Can I look at it? I'm sorry. 

Speaker 7 

I think this is vulnerable to radiant damage, no? 

Speaker 2 

The last line of text at the bottom from the wraith: vulnerable to radiant image. I could have one shotted. 

Speaker 3 

Yeah, but I looked over here. 

Speaker 1 

But that was the break. 

Speaker 2 

Yeah, but it doesn't. It's AI. AI. No, no, no. 

Speaker 3 

I don't ******* know. 

Speaker 2 

A no, the AI is weird. I've tried generating things. 

Speaker 2 

Well, I mean it says here that the radiant that's because like, the vulnerable to radiance damage is not included here. 

Speaker 5 

So it should be there. 

Speaker 4 

It should be there, yeah. 

Speaker 5 

Up I think. Consistency is like the biggest issue. 

Speaker 3 

I was very confused by this because there was a lot of stuff to do, but there was nowhere to do it. 
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Speaker 5 

Almost. I put it like before as improved material as just if you want to just put that somewhere or give it to the players somehow. 

Speaker 3 

Yeah, I feel like the information is good, but it's a little bit too slow to use during the gameplay itself. So maybe for example, if 

you have to read one, you're like they can solve it, they can't solve it and then you can just follow a tree, something like that, to 

go for solutions. And there was a lot of stuff to do. But with character types that we didn't have, so that for example an 

alchemist could do something better. Or we could do something with a bard. 

Speaker 4 

Let me see. OK, let's see. 

Speaker 2 

Both. 

Speaker 1 

Yeah. 

Speaker 1 

I think a lot of things can happen, sort of happens on the spot. If a player asks, can I try this? Can I figure this out? Then you 

decide. Yeah, sure. 

Speaker 5 

But then you would need to know what would happen. 

Speaker 1 

Yeah, but that usually is just improvising, like almost always, that has to be improvisation because you cannot have a list of all 

the things that can happen in all the responses like. DM-ing is 80% improvising. I would say you have a list of just things you 

want to get to sort of, and then when the player tries on something you just figure out what the **** happened 

Speaker 4 

Yeah. 

Speaker 7 

We would have won the fights. He's also vulnerable to radiant damage. He would have died. 

Speaker 3 

You never asked me. That. 

Speaker 1 

Yeah, but we cast guiding bolt. It’s radiant damage. So he would have died instantly. Wow. OK, we won. We won. 

Speaker 7 

I hit him with radiant. 

Speaker 3 

Wait what the radiant damage. What does that do? 
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Speaker 1 

That's just damage. Has a type like. His guiding bolt has radiance type. 

Speaker 6 

The tree is weak to fire, so yeah, demon creatures are weak to holy light. 

Speaker 1 

Yeah. So the first guiding bolts if he was hit with the main, that guy would have done double damage. Yeah. 

Speaker 2 

This would be 14 doubled to 28. 

Speaker 1 

Yeah. So we would have won. 

Speaker 3 

Well, I'm sorry I tried. 

Speaker 2 

And also you have you also had like the dark whispers is a bit more for you. It says DC13 wisdom save or be frightened. 

Speaker 3 

I didn't understand that at all. 

Speaker 2 

Yeah, it doesn't have a range. It's like it's missing. If you think about the range, the amount of users, can I just do that every 

turn? It's like frightened. Frightened. Frightened. You lose. 

Speaker 3 

I also didn't. You asked me how many people you hit at the same time and just wasn't there. So I said what I wanted.  

Speaker 2 

Now I assume that eldritch blast is a thing where if you're level 5, it can shoot at 2 targets. 

Did this manage to keep you entertained throughout the storyline? If yes, why? If not, why 

not? 

Speaker 1 

Yes, yes, I would say so. I would say especially in the second-half, once we entered the forest, it was a bit frustrating that no 

one was willing to tell us what was going on. So everything felt a bit vague. 

Speaker 2 

Also, it felt like I'm confused. Yeah, I think also the main thing was remembering the 12 people. Yeah, they came up to us and 

we were trying to basically negotiate with them. And they went from “Give us the heart” to “We're going to kill you”. 

Speaker 1 



 

174 

And we were like in like the half second we just showed up and. They were like, what the ****? 

Speaker 3 

Yeah. So the prompt that I had for this was that you were recruited by someone and then after that you found out that you were 

working for the bad guy. But to enforce that belief I was like, I'm just gonna make the main good guy a very hot headed person. 

To not have patience at all. 

Speaker 2 

Like I get it. But he was a bit too hot headed? Like he should have explained a bit more why he's attacking us and then we 

could have tried to maybe persuade him because I'm pretty sure. I said can I persuade him? And he said, Yeah, I think that was 

one of them. 

Speaker 3 

Well, you tried and then you said something where there was like, you know. 

Speaker 2 

Because I like something like that. But yeah. 

How coherent did you find the storyline of the campaign, and did you feel any particular 

moments were disjointed? 

Speaker 1 

Yes, one Legolas showed up. 

Speaker 6 

Yeah. And the grim Reaper. 

  

Speaker 2 

Yeah, it felt a bit like at least the start. It felt a bit too sudden. Like we're suddenly in the middle of the city, you know, 

approaching the city and suddenly getting things explained. You know, we're thrown into the center and suddenly, you know, 

the main quest gift for us right in front of our nose without explanation. 

Speaker 1 

Yeah. 

Speaker 2 

And just like here, have a map and then basically runs away. 

Speaker 6 

Yeah. 

Speaker 2 

And then you know the city, you know, certainly, you know, an understated guy sells some daggers and then that was it. That 

was the entire city part. I preferred maybe a bit more planning that we would like to get some, maybe information. They were 

like, how have you not heard of the dark hearts? Gee, I wonder, because we couldn't talk to anyone. 

Speaker 2 
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It was a bit, you know, I would maybe like to talk to some of the townspeople to see what's going on with the Harvest Festival, 

because there was also a thing. So it's like oh, maybe that's like a big thing of the plot at the Harvest Festival. But no, it wasn't. 

Speaker 6 

Yeah, there was indeed for the start a bit of flavor that was more confusing than additive. 

Speaker 2 

Yeah. 

Speaker 3 

Yeah, I was also very confused. I'm sorry for not doing that very well. 

Speaker 2 

Yeah. No, no. Look, it must be expected. You know, just immediately getting like an entire sheet, like, I don't know how many 

pages that was, but I was reading that and I was, I was getting confused, so. 

Speaker 2 

I mean, I feel like in general, having like an act 1-2-3 can help to give some clarity to you.  But It doesn't really, you know, do 

anything. Yeah. 

Speaker 6 

It's one quest line. Yeah. It's not multiple quest lines that tie into each other 

Speaker 1 

It's not Lord Of the Rings. Yeah. Walk, walk, walk, walk. 

Speaker 2 

Ohh, just wondering where the hell did he appear from? Like you know the guy, that dark sorcerer. Because I feel like he was 

just there. At least it felt to me like we were. We were searching. 

Speaker 6 

To that sorcerer. 

Speaker 2 

Yeah, like we. We were looking for the guards. So we followed the trail of the guards and then suddenly poof, he's there. I don't 

know if you were supposed to appear there when we were looking. 

Speaker 3 

For the guards, the idea was that they were in the camp of the guards, so like the guards were camping in the open space, so I 

didn't have that, I think. And then he was there because he knew you were looking for the guards and he was looking for the 

guards to take them out or something. 

Speaker 3 

But I think I could have adjusted this story by making more time go for the guards so they could acquire the weapon which 

could destroy the gem and then could mark I could have made more time this this strong person instead of the actual work so 

you don't have to that name. 

Speaker 3 

I think that would have been a better story but well. 
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How well did the system integrate your characters into the campaign? Did you feel that this 

the background influenced the storyline in any way? 

No 

Speaker 2 

I don't think any of us have had. 

Speaker 6 

Like, I had bouncer insight. 

Speaker 2 

Yeah, like that. Didn't really. That was just you using your skill, right? It was not really in the campaign. 

Speaker 1 

I mean, I did find some extra motivation for my character to go on a quest to retrieve a magical artifact, because that's where 

my interest lies as a character, but. 

Speaker 2 

But like for example my character like he was basically on a quest to try and help to heal people and I have had 0 targets to 

heal. Heal the deer? No. But the deer I was just able to medicine patch up because only his back leg was hurt. He wasn't like 

any mortal danger or anything. 

Speaker 6 

I was just there. 

Speaker 2 

Just just, you know every single entity like do you need healing? No, no, no, no, no. OK, well. 

Speaker 3 

Yeah, I also didn't know that there was a fair there was this short piece of text about your characteristics, but I knew nothing 

about any of you. I only knew you're racist. 

So as a DM, would you like to have an overview of the characters themselves? 

Speaker 3 

Well, yeah a very short overview. I also filled in the form I think. 

Speaker 2 

And I think that was also missing, usually at the start of the session, you just have everyone basically explain their character 

and we didn't really do that. We had like maybe like you know. 10 seconds of like oh. Yeah, I'm a frog and I heal people. 

Speaker 1 

Yeah. I'm a dwarf. I like cool artifacts. 

Speaker 6 

I'm a human. 

Speaker 1 
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I call everyone lad or lass. 

Speaker 3 

Yeah. And then also in the background there was like, yeah, make solutions to your biggest fear. But then I had to based on 

very much nothing I had to project what the biggest fear of the character would be. So I was like, OK, which kind of animals eat 

frogs? And I was like maybe a hawk. Then I was. Like, OK, but what would humans be scared of? And I was like, yeah, 

poverty. But how am I going to be doing that? So death, I guess. And I was like, OK, I'm gonna go. Lord of the Rings. Let's go. 

What about the difficulty level of the challenges? What do you think about them? 

Speaker 2 

Too high? 

Speaker 1 

Yeah, the final combat was too high, but that was only because we had three. Players, I think. 

Speaker 2 

If we have 4, it's probably would have been doable, but the thing is though, I don't know how. 

Speaker 1 

Yeah. 

Speaker 2 

You probably didn't  max your character, right? Just because I did a bit of, you know, I made sure that my character wouldn't 

die. Well, that didn't really help, but I put points into the Constitution extra. 

Speaker 1 

Ohh no I changed nothing. 

Speaker 6 

Also didn't change a thing. 

Speaker 2 

No like because my racial attributes they weren't allocated. That's also great. So I put them in Constitution and then I moved. I 

swapped my Constitution and took 30 scores to get 16 16  instead of 17 15. 

Speaker 6 

Hmm yeah. 

How does this AI generated campaign compare to pre-made one shots? Do you think there 

are any advantages or disadvantages? 

Speaker 2 

I can't tell because I haven't played a previous one shot. 

Speaker 3 

Did we play pre-made? One shots. OK. 
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Speaker 2 

I also haven't been in any standard ones. I've only been in beginnings of campaigns and then I died and then the and then the 

campaigns ended. 

Speaker 6 

I have. I have been in 4 one shots excluding this one. And most of them do feel similar because you are kind of rushing through 

a story trying to make it fit in shorter time than necessary. 

Speaker 2 

Yeah. That's why they usually just end up being longer. 

Speaker 4 

Yeah. 

Speaker 6 

But for this one, it was really, uh, you go here, you cannot fight it. But there's also no real extra information to get. Then you go 

here, you can't fight it. But there's also no real extra information to get and that.  

Speaker 2 

Yeah. 

Speaker 6 

That there could have been more variety in encounters. 

Speaker 1 

I think perhaps yes. Or more reveals to be learned sort of. 

Speaker 6 

Of yeah, because now suddenly the Necromancer appears as well. 

Speaker 2 

Yeah, yeah, it felt a bit like, you know, we were getting like, the same encounter. But, you know, 3 flavors basically because. 

You know it's an approach thing. You can't fight thing, thing tells you vague things. That which doesn't really help because the 

story itself is a bit confusing. And then you move to the next thing. If you can't fight because there's twelve of them and then 

move to the next thing and then. 

Speaker 1 

They look very tough. 

Speaker 2 

And then the next thing appears to do 48 plus like 6 damage with one attack. 

Speaker 6 

Yeah, yeah. In terms of story progression, it was more of a. 

Speaker 5 

Yeah, fair enough. I think this might be because of the large amount of text also for the DM, hard to process all this and maybe 

it gets confusing. 
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Speaker 2 

Yeah, I think the amount of text is maybe a bit overwhelming, because if there's so much text, you're like, Oh well, there's a 

story written, so I should follow the story completely and. And that kind of ***** it over. 

Speaker 6 

I think that for the player side this is quite nice to have the pre generated characters. Someone needs to check them if they're 

generated correctly, but they also just work without them being fully correct. 

Speaker 4 

Hmm. Mm-hmm. Yeah, right. 

Speaker 6 

But for the DM side, it is a real advantage to have thought of the story yourself, because then you can more easily adapt on the 

fly and improvise because you already know what's happening if you have. 

Speaker 1 

Yeah, yeah, that is true. 

Speaker 2 

Yeah, you're pictured in your head and everything. 

Speaker 6 

Yeah, if you were involved in the creation process. So I think it might be a disadvantage a DM to have a fully pre generated 

story, but having it as a tool that you can use to help generate stories I think. 

Speaker 1 

Then again, there do exist a lot of premades D&D stories. 

Speaker 6 

But then again you. Spent you'd have the time or take the time to delve into it and there was no real time for that now. 

Speaker 2 

Now I feel like it can maybe help to like you know, reduce the amount of time needed for a new player to like make an entire 

character with someone. 

Speaker 6 

Yeah. 

Speaker 2 

But it's not really something you can basically just give to a group of four new players and be like, I guess this helps because I 

think it might even confuse them more than if they follow that tutorial. Or something. 

Speaker 3 

Yeah, the idea for a story that's nice. But then, yeah, there should be. Bullet points so you can make your own story out of it. 

Speaker 6 

So yeah, that's that. 
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Speaker 3 

So it's just inspiration instead of actually just following. 

Speaker 6 

I think that I think would make it very much more usable. If it's more of a bullet point, it's easier to get an overview of what's 

happening as an idea, and then you can also way easily fill in things or skip bullet points instead of it being one big text. 

And would you say to have some sort of random encounters or how would envision this type of? 

Speaker 6 

But that might. 

Speaker 2 

Because, like I do think you know, maybe having like a short list of, you know, things that you can do when you don't know what 

to do would be nice. Some type of encounters maybe?  

Speaker 3 

Yeah, those random encounters were very nice because you were just walking into the forest and I was like, OK, I don't know 

what to do or you were making a lot of noise. So it's like, yeah, **** you need to whisper there. So I was like, OK, I'm gonna be 

having you save the deer. And then when you're calming the deer down, you'll be silent. You will hear the whispers. 

Speaker 1 

Lists of random encounters are always nice to have, like as a dungeon master, just random **** that can happen. 

Speaker 2 

Yeah, sometimes, you know, because I've had this happen before. I've planned for them going north-south, east and West and 

since. Just a tiny bit north and then immediately go northeast and like, well, even what am I supposed to do? Because I didn't 

describe anything. 

Speaker 1 

We take the story and we move it over there. 

Speaker 2 

And just like, oh, God, yes, there's a mudslide with like a giant. Yeah, it makes sense. 

Speaker 1 

Yes. 

Speaker 2 

Because I do think in general D&D players are quite accepting of just random stuff happening, which is also sometimes 

because the DMs improvises sometimes very stupid, which is also very fun. Yeah, like God hitting me on my head 

Speaker 4 

Yes, but also sometimes players improvise something very stupid and then the DM just has to roll with it then. 

Speaker 4 

Ohh yeah. 

Speaker 2 
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Yeah. 

Speaker 3 

I want to do an actual campaign now. 

Speaker 1 

Yes, and something you think with yourself and see how that feels. 

Speaker 3 

Yeah, yeah. Well, actually, I want to be a player. I want to learn more before I am GM. 

Speaker 1 

Yeah. 

Speaker 3 

I like being annoying instead of having to fix other people being annoying. 

Speaker 4 

OK. 

Speaker 2 

You can be annoying as a DM too. 

Speaker 4 

Yeah. 

Speaker 3 

Yeah, I did. I hate your lightning. 

Speaker 2 

Yeah, yes, that was very annoying. I was like, I'm going to like I was at the health where I was like, if I use healing spell now, it 

won't be fully effective, God dammit. That's why I was like, please let him hit me with his shield, you know. 

Speaker 3 

I was very glad that you. You were the one who was the lowest at running away because I wanted you to run away. But I was 

like, OK, I can have you trip over a medicine somewhere. I had some trouble. 

Speaker 2 

Damn, I did. I did. I did. Like the heating potion, but I do think having it be having it certainly expire or anything like that seemed 

a bit weird. 

Speaker 3 

How to do that? 

Speaker 4 

OK. 

Speaker 3 
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Yeah, it was also like if you wait for a fight to use it, then yeah, I wanted to fix the lightning damage, but I also didn't want you to 

wait for the fight before you used it. 

Speaker 1 

I mean, that's up to the player. Then you just give them a healing potion and they can decide. To use it or not? 

Speaker 2 

Yeah, and if I then die. I'm just like, oh, well, I should have used that healing potion. Yeah. And then it's my fault instead of, you 

know, the DM like, basically because you basically forced me to just basically, you said like. 

Speaker 1 

Yeah. 

 Speaker 2 

This heating potion, drink it now because I was also like. 

Speaker 1 

Yeah, it expires now. 

Speaker 2 

Could I? Was also like could I purify it so it wouldn't spoil and if you allowed that instruction that would have felt really cool for 

me. It was like oh, I got use of this niche spell. Which would have been horrible for the fight, but it would have been cool. 

Speaker 3 

I didn't know it was a spell. I thought it was one of those things where you just said, hey, this is now happening. And I was like, 

yeah, but then. It's maybe a little bit overkill, but that's maybe my experience again. 

Speaker 2 

It was it, it was. It was a spell, though. If I used that spell, I wouldn't have had the guiding bolt and we would have lost. 

Speaker 1 

I think for most things as a DM, your intuition has to be that the player wants to do something. OK, let them do it, see what 

happens. 

Speaker 6 

Yeah, roll 20, see what happens. 

Speaker 2 

At least let them attempt this, yeah. 

  

Speaker 6 

There are also character sheets that are meant for beginners because this is the default D&D sheet. 

 Speaker 1 

Yeah, you have simplified character sheets. 

 Speaker 6 
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You have simplified character sheets that might also be worth looking into. 

Speaker 3 

Actually like this one because it taught me a lot. I think I've played with both of them, but I. Like this one better. 

Speaker 2 

Yeah, I personally prefer this one because it's the one I've always used. 

Speaker 6 

Yes,  I have switched. To one where all the skills are already allocated to each of your stats sources, it's sorted and not 

alphabetically, which helps me with finding things. 

Speaker 2 

Yeah, yeah. 

Speaker 1 

Yeah, also pretty nice. 

Speaker 2 

No, like, I'm not saying this is like the best one, but like, it's nice to have a sort of like standard. And this has become the 

standard over the years. 

Speaker 6 

Yeah, that's fair. But what I was working towards is you also have sheets that help with combat order and things you can do 

and that might also be nice to include in such a beginner bundle. 

Do you think your confidence has changed? 

Speaker 3 

No, I think, there was just too much information and all this stuff I wanted to use wasn't there and all the stuff. 

Speaker 3 

It was very large, so there was so much information to actually go through. And then I didn't have the time to prepare it, which 

wasn't partially my own fault, but also because I didn't get discord notification. So I was very lucky I saw your first request at all, 

but then I handed it in really late, and then I didn't have time to actually read. 

Through it I think that might have helped a lot. But for example then stuff like hey, what race is this source like? Yeah, that's the 

one thing I don't know because I have no experience with races. 

Speaker 2 

Yeah, I know that that is also like me at the start. I also had a problem like someone asked for a name and I was like oh God a 

name oh dear. 

Speaker 2 

No, but that's just something you gain as you DM, you start to, you know, think of names beforehand because they will ask 

because they always do. 

Speaker 1 

I always make a list of names that belong to a race that you might encounter and. 
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Speaker 3 

Yeah, but they're because of that. I swore there was some. 

Speaker 1 

I figure out who will. 

Speaker 3 

I swore somewhere there was like, hey, we have these countries aligning and I was like, oh, yeah, this is awesome. I can find 

people who are coming from one of the other countries to help with the thing. And then I couldn't find it anymore. So yeah. 

Speaker 2 

I mean also having maybe a list. You mean like basically you know this is … Yeah, maybe. 

Speaker 1 

I believe there's also some random names on your DM screen, I think. 

Speaker 3 

Ohh not sure, I didn't have time to study that either. 

So based on this experience, would you be open to using like an AI tool to generate? Not 

necessarily the full one, but like some materials for prepping it. 

Speaker 3 

Yes 

Speaker 2 

I personally would not. 

Speaker 1 

I already ask GPT for Ideas. 

 Speaker 2 

No, like I personally like. I have too many ideas. 

Speaker 1 

I make my own campaign usually, but sometimes I need something like a personal Idea or something. Or like what can be 

found in a town and then GPT gives me a list of stuff. 

Speaker 2 

Yeah, yeah, that. I have used it for inspiration sometimes, but it tends to give me some very weird out of topic answers. 

Speaker 1 

Yeah, but sometimes I really like that. 

Speaker 3 

Yeah, I said single player, it was really nice. 
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Speaker 6 

That explains it. 

Speaker 3 

I think the way that the information was written was nice, but the way it was structured may not be the way to go. 

Speaker 5 

Yeah, but the idea itself of having like a generative campaign that you can use. 

Speaker 3 

Yeah, but then a few stuff should be added, such as neighboring countries or different races of people, or the interests of that 

kind of stuff and maybe names. 

Speaker 6 

I think that the story generation bit is really nice for the first time playing, but not for the first time DMing. 

Speaker 6 

As in a fully new player DM, using this might get [overwhelming]. 

Speaker 2 

Like it might, what you're basically saying is it might help creating your own story, right? Yeah, yeah. 

Speaker 6 

Yeah, it might help creating your own story if you already have some experience with DND. 

Speaker 1 

Yes. 

Speaker 6 

So for the first, having played a few one shots and then. Using this to create your own, yeah. But I would not recommend it, I 

think, as a new player to go straight to a pre generated story.  

Speaker 3 

I also had a lot of difficulty with the fact that for act three I somehow had to end up within the forest again. But you also had this 

as a problem with the AI, but you also that sigil that you got. From the tree and. 

Speaker 4 

Yeah. 

Speaker 3 

Because you've got that you should be able to see all the paths out of the forest, but then you had to go out of the forest and 

you had to go into the. Just again, I was like, OK, but then you just need to go another way in the forest. 

Speaker 2 

Well, yeah, that also confused me a bit because I was like, you know, we were trying to leave the forest and we were, it 

seemed like we were going like this. And I was like, we have something. 

Speaker 3 
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Out for anyone. 

Speaker 2 

That allows us to go straight, right? Yeah. 

Speaker 3 

I was confused as well. 

This then leads me to the last question from the perspective of a novice player. Do you think 

such a tool would be useful in any way, and if not, what would you change about it? 

Speaker 3 

I think everything I've said before. 

Speaker 2 

We've already described most of the points like you know, if the character sheet gets generated, at least you know properly 

enough, yeah, then that should be fine for new players. 

Speaker 6 

For yes, for the first time playing it's really nice to have a pre generated character because combing through all the information 

is a lot of work for the first time. 

Speaker 2 

Yeah, you have, you have to know how Wiki dots basically work because if you have wiki dots you can do it all yourself, but you 

have to know what to look for. Basically, yeah. 

Speaker 1 

Maybe it's nice to have as a dungeon master the option to sort of talk to the AI like oh, I want something like this and AI give 

suggestions and then you can tell that, OK, work this out more or get rid of this part. 

Speaker 2 

Yeah, yeah. Because you basically generated it and then gave it to us instead of generating it, then looking at it. And then like, 

oh, I would like, like so much more of this and it gets generated and then basically after all of that, the session starts. That 

would have, yeah, yeah. 

Speaker 5 

Alright. 

Speaker 2 

Because I could have been like, you know, maybe my back story about my back story did not end in tragedy. I don't want to 

have a tragic backstory, basically. 

Speaker 6 

That's a bit for the future development section. 

Speaker 1 

Yeah, yeah, probably. 
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Speaker 5 

For sure. But yeah, like that was one of the ideas to make it. 

Speaker 1 

Future possibilities. 

Would you say, as a new player having some sort of input on your character is better than 

having like a pre made? 

Speaker 4 

Hmm. 

Speaker 1 

For characters, not necessarily. 

Speaker 2 

Like I think what we had here was fine. Yes, if you want this to be more specific, you could have basically like a baldur’s gate 

where you just step by step, you know, get asked for, you know first this input, give me this input then generates it and then the 

next input. 

Speaker 1 

I think the amount of inputs we have right now was quite, quite perfect. 

  

Speaker 2 

Yeah, yeah, this was good for a beginner. Yeah, this is a good input. Now what I would normally do for one shot is generate 

one or two more characters than players so that everyone can choose one that they'd be interested in. But the list you had now 

was quite nice, something that might be fun to add there is an IP.  As in,  you can for example also add in something like 

Legolas or I want to play something that feels a lot like Mario. Or Bowser 

Speaker 2 

Right. Yeah. But like, you know, how would you? Play for that stuff. 

Speaker 7 

Jump on people. 

Speaker 1 

Specifically, it depends on the level and what kind of choice you can make. 

Speaker 6 

That would allow people to take their culture references and use that as input because most people will have some pop culture 

references that they know that can be applied to D&D. But most people won't know what an artificer does. 

Speaker 3 

If you say, hey, I go to Level 3 and you can. You can do that. So then the shift for level one and say, hey, you're definitely not 

gonna make this. This choice and then. 
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But for example, you say it's this option would be better than just having. Pre made 

character that you. 

Speaker 6 

I don't know if it will be better, but I would be interested in what it would turn up? 

Speaker 

Yeah. 

Speaker 5 

In like stats wise but for you as a player to be more interested to play the game. 

Speaker 6 

Yeah, that's it. It might be easier for people that really don't know D&D to have some pop culture reference. 

Speaker 4 

Yeah. 

Speaker 1 

I think my attraction to D&D maybe is figuring out what sort of things are possible, like looking at other races, looking at all the 

classes and thinking, wow, this is really cool. I really want to play something like this. Yeah, so just having an overview of what 

is sort of possible. I think it helps spark some interest. 

Speaker 2 

Yeah, I have the same thing. I was like, you know, jumping seems fun. I'll try something with jumping and then I just looked at 

jumping and like, oh, hey, the monk is jumping. Yeah. Oh, hey, this is. Jumping on the ground is jumping. 

Speaker 1 

I think you jumped once. I jumped once. 

Speaker 2 

I jumped twice. Twice. OK. 

Speaker 2 

Because like I I tried with the grung and with the double jumping, triple jumping, double jumping. I think I had like 300 feet of 

jumping, but I don't think it works in D&D. If you go with the basics I think jumping is just moving so you can't. 

Speaker 5 

OK, well I don't have any other questions, but if you have any closing remarks, I would appreciate it. 

Speaker 3 

Yeah. Might be fun if you want to make a higher level character sheet. And then just present the one for level one and then say 

hey, you're going to level 2, so you can now upgrade these two things. So you can choose between this and this and then go 

until you are at level 5. So on. 

Speaker 2 

Have a little bit of input in your playing style and maybe like a tiny note. You know you should change these things if you don't 

know something like that. If you're planning on leveling up, that is, you don't need that. 
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Transcript 2 

How would you guys describe your overall experience with this AI generated campaign? 

Speaker 3 

It's not power scale correctly. It was fun. I liked the idea. I liked the story, but it was not power scaled correctly at all. 

Speaker 2 

Yeah. 

Speaker 4 

Yeah, encounter balance was off. And also a number of details on enemies which is missing, the cultists from the first acts had 

no attacks, so they would just be making armed punches. If you ever got into a fight with them. But then again, there's four of 

them and the High Priestess, which is a bit much for a first level party. Also, Zephyrus and four chaotic elements was too much. 

Also, the chaotic elementals had one action which didn't even specify what it did, which is a bit, so I just downscaled the earlier 

elemental. I'm giving Zephyros advantage against all magic and non magic attacks. Is just resistant to everything. 

Speaker 4 

No, just it resists pretty much all damage. 

Speaker 2 

That's why it was so difficult to get to that. 

Speaker 4 

Yeah, he was ridiculously powerful. 

Speaker 4 

Also, just an ability that says you can cast fireball against the first level party. Yeah, it doesn't matter what you do. It's just 

instant death. Like he could also cast like others like Thunder? 

Speaker 2 

Thunder is a first level spell. That one's fine.  

Speaker 4 

Oh, Ice storm and Thunder wave. 

Speaker 2 

Thunder wave again is that first level spell, but Ice Storm is I think not the spell at all. 

Speaker 4 

It's most definitely Ice Storm. 

Speaker 1 
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You can see. 

  

Speaker 6 

Definitely wasn't scaled properly for a first level, but it also… The adventure felt, I really liked how much different it was, for a 

first level adventure, whenever I was looking into running something, it was always like there's four wolves and like 1 bear or 

like just a criminal and they're all kind of the same. And this one on the story side felt really different, which something I really 

did like like it felt way more unpredictable. And the weird thing between cultists fighting each other. That was quite fun. 

Speaker 2 

I know like I know [name] DMing abilities which are pretty good. So I'm curious how much you've filled it in, But. But I know that 

with the prompt being absurd. This is only slightly absurd. This is a fun, quirky campaign, but it's definitely not as absurd as 

your campaigns can get. 

Speaker 4 

No, that's true. And I did fill in some blanks here and there. The way that the cultists interacted, they were having a perfectly 

normal fight. I didn't like that, that was the most important thing that I changed. I left out an entire encounter because we were 

out time; most of the actual world with all the gravity shenanigans is what is going on. But the way that the cultists reacted to 

mostly you was changed. From boring cultist things to whatever we turned into, and also the Zephyrus decently talking. They 

would have just attacked you the moment he saw you. Pretty much according to the sheet. But that's boring. 

Speaker 2 

I mean it makes sense for the character though. 

Speaker 6 

Yes, and the prompt also included that the focus will be combat. 

Speaker 1 

Yeah, right. Yeah, I think it makes sense. 

Speaker 4 

Yeah. Although in the end you only fought thrice. 

Speaker 6 

What we asked for. For a one shot, that's quite a bit, I think. 

Would you say that this campaign kept you engaged and entertained throughout the 

storyline? 

Speaker 6 

Yeah, yeah, for sure. Like, the storyline was the definitely best part. 

Did it feel coherent or disjointed in any particular parts? 

Speaker 2 

Well, not to us, but I think that [DM name] did decent work for that? 
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Speaker 4 

There was. OK, so the interaction between the cultists and Zephyr was just OK. So the cultist did something and for some 

reason they know where Zephyr is. That is a bit like. OK, sure, yeah. Of course they knew where the orb is, but then also the 

question there's a bunch of cultists. Why wouldn't they go after the first? So that's a bit also… The entire start of a random old 

dude being like, OK, so you are a party now is a bit… 

Speaker 3 

Yeah. 

Speaker 2 

Yeah, but otherwise genuinely otherwise, one shots can take half the one shot just to get the party going.  So it was good way 

to start. 

Speaker 4 

Yeah, yeah, that's which is also fun.  

Speaker 2 

I think it would be better if we actually all know Orin  beforehand and then. Because then we trust him. We trust him to also 

bring us together reasonably. And then. 

Speaker 4 

That is actually something I was missing. Like all of these, these pieces of paper mentions the characters and their backstories. 

I would also like to see the back stories, yes. As a DM that is just useful information to have and also. A lot of the encounters 

had a number of ways to solve them, and some of those were very unintuitive because most of them were something along the 

lines of: person X or Y make this and this save to do this and that which is it can give you a bit of guidance on what to do with 

your party. Ends up doing something like that, but it's highly unlikely your party will take a route. Like that, OK. 

Speaker 2 

Because like, it doesn't have any saying for proficiencies worked in it. And I also have. Proficiency in stealth, despite not having 

proficiency in stealth. Like the bonus seems to take in the proficiency while there are no proficiency dots and I don't have any 

proficiencies leftover to put in that. 

Speaker 1 

Yeah, and that is a thing that you can just sometimes mess up for no apparent reason. 

Speaker 2 

But aside from that. As a new player, I don't know if I would know how I got to an 18 armor class or whatever, or 12 hit points. 

So while it can get people into D&D I don't know if it teaches them to create the character because. They just put their things in 

there. They get a character sheet and. 

Speaker 2 

And so, depending on what your point is. There is. 

Speaker 1 

The main point was that you get started. 

  

Speaker 2 
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Yeah, like a pre generate. 

Speaker 4 

Also, I very much feel like some people play D&D for character creation. I know lots of people who have more characters than 

they will ever play. And also people who get into D&D, who get into D&D because they first want to make the character. And 

then play. 

Speaker 2 

But I think that's good about this, partially because before you you don't know how to make a character that you want, maybe. 

So you can fill in the bits here. Apparently yesterday someone used the bouncer as background and they got a unique 

background trait thing. So you can just use things that are not in the base rules of D&D and still get something semi functional. 

Speaker 5 

Yeah, I think it's like it's nice to get a background story basically for a character as well. Like, I feel like there's a couple of like, 

fantasy festivals or something to go to, and there they do one shots or it's like Comic Con or stuff. Also do one shots. And if you 

really want it to D&D and you want to make it easier for the GMs as well. And if you have this kind of tool and you just let it fill in 

to the people who want to participate. Makes it a lot easier to start a One Shot and get people into D&D. 

Speaker 2 

Yeah. 

Speaker 4 

Yeah, it significantly cut down on the preparation time. If you have none and regardless of how you do your character creation, 

having a whole bunch of ideas laid out for the GM to work with, even if they get changed along the way, we're playing D&D. 

Everything gets changed. 

Speaker 2 

Yeah, exactly. 

Speaker 4 

That is very nice because it saves you a lot of effort if you don't want to spend that effort. So if anything, it makes it a lot easier 

for GMs. 

Speaker 5 

Yeah. So it makes it more open to people who maybe want to try out being a GM 

Speaker 2 

And it means that you don't have …. Ah, that I've played two times myself and also I have seen multiple other people play 

where he helped the sheep go into a tree because the sheep comes to you with a speak and speak with animal thing and I've 

played that four times. I've seen it. It has come by multiple times and I'm like everyone's playing that. So this is a good way to 

avoid everyone playing the same story because the GM can throw their ideas onto something and then get a thing they might 

be working with. And most people on an adventure path will change bits anyway to make it more personal. So it gives good GM 

experience for changing stories.  

Speaker 4 

Yeah, in general, integrating some of the character back stories in the documents can work, but is currently just not working 

very well because one I don't actually have the back stories, which is quite annoying and two, most of it is trying, I feel like it's 

just trying to fit the back stories in instead of actually making them. Makes sense because it's some point having to roll because 

it having to roll for something good or bad to happen because the character has a certain backstory is also just quite boring. 

Speaker 4 

Because backstory shouldn't have any negative effects, they should just have opportunities. 
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Speaker 2 

It also depends on what kind of negative effect it has. What examples do you have ? 

Speaker 2 

Bad like I don't mind if people were like, ohh that person this person because my character was like a Princess in hiding. So If 

someone was like, oh, you are. We know you are from that family. Then I think that would be a nice character thing, even 

though it's bad because people are taking it. 

Speaker 4 

So something like. The DM should incorporate Igor's struggles with tradition for innovation by setting a DC-15 wisdom check 

when he encounters magical anomalies in the wobbling peak, challenging him to either embrace or resist using chaotic magic 

to solve problems. Which is just. 

Speaker 2 

It's not great. Yeah, that's true. I mean, it's cool to have to have them pointed out. It's meh to have them make a check. 

Speaker 4 

That's a very good point if. You just point them out. Like this is a major key part of their back story. So think about incorporating 

this instead of giving a concrete example. Yeah. I mean, you noticed that I skipped all of it because it it wouldn't. 

Speaker 5 

And instead of forcing it into the. Story forcing it. 

Speaker 2 

But as pre-gens the characters work OK again. The mistakes are also not the worst, because if you make a character for the 

first time then you also have mistakes in the character sheet. As long as people don't base their next character like try to 

determine the rules on the old character. 

Speaker 5 

Yeah, yeah. 

Speaker 4 

Suppose I would still very much recommend not doing this at level one. 

Speaker 6 

You know, I think so. I think level one is not necessarily a problem. If it's really fun for onboarding it. I agree level one is kind of 

boring. But for me, what's kind of missing from this and what I also wrote in the survey is that I like that you get a character 

sheet, but if you're a new player next time you're going to make one, you're still going to be just as lost. If there was a document 

accompanying this or even not accompanying you this, but accompanying you, that's telling you like the numbers. Thing to be 

so if there's something like oh, you have +3 in strength because we chose a 15th to go 15 to go there and you get a + 1 from 

halfling or whatever, and we chose that one because it fits nicely with your ability here, like if it's more of an explainer thing then 

like sure. Pre done thing for players that would help more. Yeah. And again it really doesn't shine as much in numbers which is 

kind of expected from AI but it really does shine in creativity and like just generating something. 

Speaker 5 

You know, creating a narrative. 

Speaker 4 

Yeah, creating a narrative and also just creating backgrounds. 
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Speaker 6 

Especially if it's something that actually combines backgrounds of characters into a story, because that's the biggest thing. If 

you're getting a pre generated thing then, none of the characters are actually going to be incorporated in the story 

automatically. So if AI could be used to just specifically put the characters together and generate the story from there, I think 

that's very interesting. 

Speaker 4 

I think as we already mentioned, just pointing out the important parts of the background and how you could incorporate them 

instead of strictly setting how to incorporate them would be very nice. But I would have most definitely not glossed over the part 

and decided, ah yes. 

Speaker 1 

Yeah, OK, OK, I get what you're saying. That was one of the things I was trying to like because we pre generated characters 

you don't really have like the same connection. So I thought that you inputting some variables and then getting like a character 

would make it so you're more connected. 

Speaker 2 

I think that is true. I think it does. It is true because it is like in DND and most many RPG's. There are pregenerated characters 

which are just characters created by this in this case, wizards of the coast that can be used by people new to the game, or if 

you want to test something, that's what I used it for. Which are just characters with stats and with a back story that's tied like 

they all are part of the same 4 factions. So they also tie it into each other. They have connections. And I think this is a great way 

to create such characters, because they also don't explain how the character actually is created. So in that respect, I think this 

works very well for them. 

Speaker 4 

On that note, I don't know how it felt for people actually making a character. But as a new player also having to decide on class 

and race and age and all of that, some of those really don't matter. If you could somehow give it a playstyle and it would 

automatically determine this race works, this class works. You're lowering the bar to entry even more. At least I would feel. Like 

it would. Yeah, but then you really need the accompanying documents. This is why we chose the class. 

Speaker 2 

I think, and I think that's very true. 

Speaker 6 

Or a back. And forth in between. I think that would be the most interesting back. Back and forth so it's more collaborative 

because something I try to do whenever starting a campaign is to make players collaborate on what the characters are, so they 

all kind of fit together. But also there's preexisting relationships, and this did scratch that itch a bit like I'm giving you something. 

I'm telling you, I'm a telechurch priest and then figuring out what the AI spews out of it is. Interesting, but if it was more of a back 

and forth, if I told him, oh, I'm interested in a Tele church priest. OK, what kind of place teller you're thinking about this, but then, 

oh, this could fit with these races. Like, so I'm making these choices, but not all of them up front immediately. So it's in the 

guiding process more than just data. Which of course is more work but I really like the idea just if it was like steps, yeah, yeah. 

Yeah. In future work that I did consider it like, we're just input like using natural language like I want to play a brawler or 

something like this and then. 

Speaker 5 

Those things maybe there's, like, you can get. If this would be a final product and you're and it's like and connect to the internet 

or something that you get multiple characters out of it that are similar, but then it gives you a short description of what each one 

is or how it would be expected to be played, so that when you get your character, you're not immediately tied to to 1 character 

with one playstyle. Especially for new players, I guess it gives them all and more a little bit more options and. 

Speaker 2 

I think also in the prompts that you gave, like the things that we could fill in a lot of, those were not necessary, I think as well. 

The main one that is completely unnecessary I think is age. I think that would be completely fine to be generated. 
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Speaker 4 

Also, because new players have no. Clue about how certain bases age. If you put in like a war forged, you're canonically not 

older than 30. Stuff like that. Elves can be hundreds of years olds. 

Speaker 2 

But I also think that you don't have a name. Coming up with a name is not necessary either, I think. Because. Think you can get 

the character like. I don't know. I just had to name my character. I was like, I don't know I. Don't know what the characters 

gonna be like, but if you want to give. 

Speaker 5 

I guess I guess you. Your character's name should be an option. The best one would be to make a modular to make it say OK I 

know that I want these things and I can fill them in already for myself or I don't know what I want, give me some options. 

Speaker 4 

And then yeah, It just gives something. 

Speaker 2 

Yeah, yeah. I think the play style is the most important because most people have that. 

Speaker 6 

But people might not know. 

Speaker 4 

And if they don't have that, then you have at least one experienced version to help you think if placed out. 

Speaker 6 

Yeah, but I think that would be the role of AI. I think in a perfect scenario, I come to the AI and I'm like, OK, I don't know what I 

want to do, so I might help play some. Like I think I want to play a character that does this or I might come with like, I want to be 

an Elven Princess and they're all. That's all I wanted to do. And then from there, working with it, collaborating as if having an 

expert next to me and it's like guiding me through the process. I start with whatever I want and then it fills in the gaps and we 

work together. 

Speaker 4 

And then and then rather than having an actual person next to you who could do the same but the AI does more Work and 

does it faster. 

  

Compared to traditional like pre-made one shots, do you think this type of campaign would 

have any advantages or disadvantages? 

Speaker 4 

No clue. I've never played. 

Speaker 5 

I mean. Yeah, yeah, I think I guess. Compared to pre made ones I guess. These will likely not be that similar, I guess. You will 

probably get something, it can be highly customizable I guess. 

Speaker 6 
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That's the biggest thing, like from the pre-made ones, the pool of them is surprisingly small of, like good ones and ones that 

have been played through and stuff. I was really surprised, like trying to find something I want to play is not easy. So generating 

is and like increasing the variance, especially for settings like Comic Con and similar things. I think it really has a strong place 

there. 

Speaker 2 

I think especially starter campaigns are hard to find because there are many campaigns. They're like their level 5 level like that 

you can one shots that you can buy or whatever. One shots for starter play for starter games and starter players are very 

difficult. Uh. And it's insane. Honestly, I don't know. Maybe the D&D starter box, I don't know. Pathfinder First Edition maybe 

also second edition? Has it had a starter box and that first? The adventure was pretty good at teaching the main mechanics, 

especially because it ended with a dragon fighting a young dragon, which you can't defeat. 

Speaker 2 

So the point is that it teaches you run away if you meet a ******* dragon. It's great. You can defeat it. You get, like a lot of items 

that are to defeat the dragon, but we never we didn't get all the items and so two good characters died and my character. 

Speaker 4 

Same here. You missed a couple of magic items that are really useful when fighting all of that. 

Speaker 2 

Yeah. That happens, but you know, the idea is that. I'm pretty sure that the idea with that final thing is to run away if things get 

too hairy. It's an important lesson to learn in D&D. 

Has your confidence in participating in the in the sessions changed in any way? As I think 

this was already asked, but is there like a noticeable thing that changed from this? 

Speaker 2 

No, but I think it's difficult to. Ask experienced players. 

Speaker 4 

I just have random inspiration for other stuff. 

Speaker 2 

Yeah, the setting I think was interesting. 

Speaker 6 

I will say what it does allow as a player. For example the thing with, the name of god, Yondala. If it was something I came up 

with, I wouldn't have made such a thing, because there is something sort of restrictive about sharing your own ideas and then if 

it doesn't stick with the group, it's you're kind of left alone. 

Speaker 2 

Yeah. 

Speaker 6 

But in this case it's just. It either works as a joke or it's funny because, but I feel free to do it because. It's not mine anyways, So 

I'm being given something and playing with it as opposed to, look at what I made and I think for a lot of players that would help. 

Speaker 5 

Yeah, I haven't played much D&D at all and when I get this story made for me, it gives me a little more confidence in trying to 

role play as that character. 
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Speaker 2 

It means you're not trying to force your OC on people, but you've got a character and you try to play that. 

Speaker 5 

Yeah, yeah, yeah. 

Speaker 2 

I also like that, uh, I didn't realize that you would have Yondala as well. So that's just the random god. 

Speaker 6 

Yeah, yeah. 

Speaker 2 

And the connection that that gave our characters, I think was pretty nice because I immediately felt like we, our characters, 

aside from also being halflings our characters had at least some kind of connection already. 

Speaker 4 

Yeah. Normally that's quite difficult to get in D&D. Because people just make what they want to make, and generally there's 

very little. Yeah. Overlapping what people do, especially in this case, non clerics usually have nothing with any sort of God. 

Which in this case wasn't the case. 

Speaker 2 

I try to usually give my characters at least a deity you know. Like the most. 

Speaker 4 

Yeah, that's fair. 

 From the perspective of a novice player, do you think such a type of tool could be useful in 

any way? 

Speaker 5 

Yes, useful. Yeah, sure. 

 Speaker 2 

I think that not as a purpose of learning D&D. Not the greatest, but it gets you to learn all the other things except for character 

creation. A little bit. But as a way to introduce people to D&D. Think it's pretty good. 

Speaker 6 

I Think you it would get you to the table and I think that's the most important one. 

Speaker 4 

The best, the best thing it does is that it gets you playing, as you said in terms of and it gets you a bit familiar with some of the 

playing mechanics, but thankfully those aren't that complicated. 

Speaker 2 

Yeah. didn't need tips. I don't know if anyone else here needed the tips. Again, you are probably the newest player here. 
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Speaker 5 

Yeah. Like, I mean, yeah. I knew. Most of these as well already, but that's only because I already played a couple a couple 

times, but if I was completely new. Nobody's gonna tell you this stuff beforehand, and yeah, and a lot of this stuff you will learn 

when it comes, when it happens. And if then your game master doesn't realize it or something like that and then you might ... 

Speaker 2 

I think the tips are really good for that. 

Speaker 4 

Which happens more than enough. 

Speaker 5 

Not just, yeah. There's five people or more sitting at your table. And then you might miss it. But if it's already some things here. 

Speaker 4 

And another argument to give the DM also all of the character sheets. 

Speaker 2 

It's good to give the DM the character sheets. 

Speaker 6 

Unrelated to that question, but something I just realized when reading these tips is. The tip is to maximize use of lucky and 

brave. So like it's telling me, you know, set yourself up in positions where you might get frightened to use the brave. So like, use 

your character ability. But what they the AI tried to incorporate our back story into the story. It didn't actually do the thing where 

it's like. Putting mechanics into the story specifically so that the players get a chance to shine, which is something I always try 

to do. Like if I have a brave mechanic if some if one of the players has a brave mechanic then you specifically put a monster 

into the fight that causes frightened. 

  

Speaker 4 

There was a. Yes, there was. I believe there was somewhere. But it was skipped 

Speaker 6 

That would be like, but that's the thing, like mechanical synergies would be very nice. 

Yeah, I did, but. Like, yeah, I get so like you build the encounter based on the party so you can like, actually use the mechanics. 

Speaker 6 

Yeah. 

Speaker 4 

Yeah, I believe there was something that caused frightening at least. Oh, it was IT was the. Lady. Yeah, it was the lady. 

Speaker 5 

Ah. 

 Speaker 2 

Yeah, we didn't. Fight. 
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Speaker 5 

No. 

Speaker 4 

It was for your who introduced herself, who introduced herself as Lady? Yeah. She yeah, she could cause fear. But you didn't 

fight her. You only. Fought one of her minions, Gurb. 

Speaker 5 

Yep. 

Speaker 6 

Gurb and then healed him. 

Speaker 4 

One thing in general, though, that's my personal opinion. Is this to get people into role-playing or to get people into D&D? 

Because if you want to get people into table top playing. You're probably better off using a simpler system. 

Speaker 5 

Yes. 

No, it's it was for DND specifically because that's my like research project. 

  

Speaker 4 

Yeah, because the problem part of the problem is that when people think of tabletop role-playing games, they only think of 

D&D. If they don't, if they are not really familiar with the subject and D&D. Face it, it's not the best place to start. 

Yeah. 

Speaker 2 

It's not the most complicated, especially 5th edition is relatively simple for its kind, but it's still a complicated, relatively 

complicated one. It's outdated right now. 

Speaker 4 

Through what converts to so many other things like, I wouldn't want people starting pathfinder either. But like there, there's 

more than enough systems. It's a bit rough around the edges and just generally but. 

Speaker 2 

Yeah. That's just a bit rough. No, I mean like. Rough to play cause you died pretty quickly. 

Speaker 4 

There are definitely other systems that getting people to play tabletop RPGs would be better, and because they're simpler, I 

think an AI would also be able to do more. 

Yeah, fair enough. Yeah. 

Speaker 5 

Yeah, but I guess more people know D&D. 
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Speaker 2 

Yeah, exactly. So they want to play D&D 

Speaker 4 

Yeah, which is a problem. 

Speaker 5 

Yeah, and that's the problem with the larger tabletop role-playing games, yeah. 

Speaker 2 

Well, I mean using D&D as a gateway drug isn't the worst. 

Speaker 4 

Either no, there there's worse options. There's many better. 

Speaker 5 

I mean, yes, the fact that D&D, kind of. Got popular by accident, really. 

Speaker 5 

Yeah, it was like. 

Speaker 6 

This is the first one. Like the reason the end is the biggest one is. 

Speaker 3 

No. 

Speaker 6 

Because it was the first big one. 

Speaker 2 

It was the 1st. It was one of the first ones, but, and it has lasted, but the reason it's popular now, I don't think it's necessarily 

because it was the 1st. 

Speaker 5 

One no, no, it's just like it just became iconic. It's just, you know, it was the. 

Speaker 4 

If you see it is, this is the big one that everyone knows and therefore it is the one that everyone defaults to, even though there 

are other systems. 

Speaker 5 

Yeah, just series and shows and movies. It's always, always D&D, you know. 

Speaker 2 

I genuinely think that part of the big D&D thing was critical role and Stranger Things. Those tools brought it into like this is a 

thing that is not just a thing basement dwellers play.  
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Speaker 6 

You know in Stranger Things, it's very much in the basement. 

Speaker 2 

Yeah, but I think I. Don't think the characters are like new, you know. So yeah, right. So. It makes it less slightly less 

stigmatized, and I think that's what helped a lot, but that was D&D. I don't think it was the 5th edition because judging by I think 

Stranger Things is supposed to take place in the early 2000s. 

Speaker 6 

Yeah. 

Speaker 6 

Right and 5th Edition doesn't exist there yet. 

Speaker 5 

No, no, it's 1970 right now. 

Speaker 6 

But I think in that sense this really does help because if you want to go start playing D&D and then the first thing you're met with 

is OK, now fill in this math. I think that is the biggest problem. But if you just get this and it's like, OK, what do you want to play 

as if somebody was Standing next to you and like walking you through. Yeah, that's a big offloading. 

Speaker 2 

Yes, I think this works. 

Speaker 2 

Experience I think even without someone next to you teaching you how to. Works just being able to get started playing without 

having to do the math. Helps also with DMing. This way you don't have to get lost in all the DM videos where they say build the 

world, build a city, think of how the economy works. 

Speaker 6 

Yeah, yeah. 

Speaker 2 

Yada yada, this gives you a world that's like OK, this probably. Works and then you can work in it. 

Speaker 4 

The world, yeah, the world. There was enough world even though there wasn't a lot of world, that was more than enough world 

and there were more than enough inhabitants so worked fine. All of the other details. 

Speaker 2 

For the. Yeah, I think. 

Speaker 4 

The world was very nice. The story was just nice. 

Speaker 2 
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Generally, I think for really just picking up and playing, the value is pretty high up there. It's not perfect because again, the 

flaws. 

Speaker 5 

Yeah. 

Ideally the way like I wanted to build it initially was that you also input the level, so you get like based on the level you also get 

the encounters that. That was so hard to make, so I just like scrapped it. Left the level one. 

Speaker 5 

Yeah, yeah. 

Speaker 6 

They would also need too many options, like if you're playing level 6. Then oh, I choose a cleric. It's not just for this one. It didn't 

ask me for a domain. Yeah, but if we went for level 6, then it would have asked me for so many more things. Between and 

taking spells, I guess. 

Speaker 4 

Yeah, you really don't want to go to like more than Level 3. 

Speaker 2 

Level 3 you already have many choices like the reason that level one has so little things, it's just because it is the simplest, and 

most intros are given at level one, because then you're not overwhelmed by abilities. 

Speaker 6 

So, let's say we started a long campaign, use this to generate level 1 to onboard all the like. Let's say nobody played before. 

And then with every level you're doing the character building thing. So like you are learning to build a character, you're just 

slowly doing it. OK, now I'm learning how to pick my weapons, my abilities, at some point increasing stats, and then you're 

learning the small number increases the big numbers. So like, if you were to play a long campaign, this would definitely work for 

the other thing as well. For like a slow onboarding. 

So like you start with this kind of thing and then you. Can just build on top. 

Speaker 6 

Yeah, yeah. 

Speaker 5 

If you have new players, actually, I mean I guess you can get inspiration as well if you want to start something entirely new. 

Speaker 2 

In theory, but I think I have often experienced. Too many characters that I never play, but then still I come up with new 

characters for most campaigns for the playing because it's like, oh, this character doesn't quite fit in this way. 

Speaker 4 

I totally agree. We have a homebrew horror campaign this vacation. So instead of making one class, one race and one 

background, I have three classes, 5 races and two backgrounds playing them all impossible. It's just what happens. 

Based on this experience, do you see like with your current level, using this type of tool in 

your like any activities at all? 



 

203 

Speaker 5 

To start playing it, I think I would use it. 

Speaker 6 

As in its current shape, where you need to immediately like to write in all the data, I wouldn't recommend it to my players. 

Probably; as a DM I might want to use a DM tool to generate the first adventure. 

Speaker 5 

MHM. 

Speaker 6 

But for the players, I think the. Some point of onboarding is still needed, and if I need to be next to them to make them use the 

AI, then might as well. Help them make the character. 

Speaker 2 

I think uh, really for. For literal babies, first session like for complete newbies to the system, yes I think I would use the 

character generation. Maybe the dungeon generation is good for starting DMs, but again, I don't have experience with the 

dungeon generation, but I think I would. 

Speaker 4 

There weren't any dungeons. There were just things. 

Speaker 2 

Yeah, but for the the, the, the one shot. But for the characters, I wouldn't use it because again I have ideas myself and also I 

think I can fill in the character sheet better. And for the GM, I think it would be more 

Speaker 2 

It's difficult because I definitely have moral qualms of using AI for generating anything, but also that I will say that the way the 

story was translated through you did sound very interesting and I was impressed with the way that the story was generated. 

That I think. Personal choice. I wouldn't use it because. Yeah. 

Speaker 4 

As for assuming that all of the flaws that we've talked about are patched, because that's much easier to judge, character 

creation. Maybe if you have completely new players assuming that there is. 

Speaker 2 

Yeah. 

Speaker 4 

Just one choice of play style and possibly name so that you can just actually get the thing and then the AI will explain the 

choices. Like I picked this class because it does about what you want and then it could be useful to really cut down all the time 

because it's really you who wants to use this AI if you want to cut down on time as much as possible. 

If you want to cut. down on the time just a bit, you're probably better off asking a player who really knows what they're doing, 

because then you're already making more decisions, so you're better off just.. As for the story, it makes good stories. I have no 

clue. I think other generative AI also make good stories. So using this one over any particular other one would just be that they 

are already made into like encounters and stuff. I personally wouldn't use it, but I can see other people using it. 

Speaker 2 

Can you send me the campaign after this? By the way, I’m interested to at least look at it. 
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Speaker 2 

Yeah, I would like to see it just out of curiosity and see what it actually looks like. 

Speaker 4 

Like it looks pretty good. It looks pretty coherent. There's just details missing in places. 

Speaker 2 

Yeah. In my character's back story, there was Princess in hiding. Despites her prowess ours the secretive nature once led her 

to withhold crucial information during the skirmish. Since bandits resulting in unnecessary casualties among companions, what 

information? 

Speaker 4 

Yeah. So I did have points encountered like that. Someone was a Princess in hiding, but I didn't know anything. 

Speaker 6 

I just want to add. I love that it's actually D&D format. Like it's fonts and stuff. It brings a lot. Yeah, it does actually, like add a lot. 

Speaker 5 

Yes. 

As like a very, very short last question, I basically made physical material because lots of 

people said that physical is better than virtual. Do you agree? 

Speaker 5 

Yeah, yeah, it's so much. Easier to just use. That for sure. 

Speaker 2 

Yeah. The only reason I use virtual is because I use virtual more often is partially because I often play online, and when you 

already have a laptop, and secondly because. Often virtual is harder to lose in my opinion, and. Sometimes with the more 

complicated games. Virtual is easier because it calculates stuff. 

Speaker 5 

Yeah. No, but like if. I was doing an actual tabletop setting. The flick open really quick to see what I was doing, what my 

character was like somewhere and looking on my screen and trying to zoom out. 

Speaker 6 

Way easier than searching through tabs. Yeah. 

Speaker 5 

Do you want this back? 

No, you can. I mean if you want your sheets, then you can keep it. 

Speaker 5 

Yeah, I'll keep them. 

Speaker 6 
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To remind me of how it died. 

Speaker 2 

I at least went down in a blaze of glory. I should not have let go. 

Speaker 4 

Yeah, the thing only had 22 health. 

Speaker 2 

The final thing. 

Speaker 4 

The yeah. The thing only had 22 health, but it had resistance again against every… 

Speaker 2 

The gem? 

Speaker 4 

Just you just want to inspect the gem? Sure, go ahead. You won't deal enough damage before you're dead. Like, yeah, I think if 

…, the thing would have blown up. That's probably what would have happened. 

Speaker 6 

Thank you all for the session. Very fun. It's my first time playing D&D as opposed to GMing yeah. 

Speaker 4 

Yeah, you've never played before. 

Speaker 6 

No, I'm. I'm forever the GM. Yeah. 

 Speaker 4 

So you were that person. Well, I'm glad to free you of that burden. 

Speaker 6 

Thank you. Yeah, thank you. Bye. Bye bye. 

Speaker 2 

I Think it is genuinely for. Literally just for getting people to play quickly, it's good. 

Speaker 4 

As you already mentioned conventions and stuff, I could definitely see the use of this in people's living rooms or yeah. 

Speaker 2 

I think this would allow for like FANAAT on like the DM. This could allow FANAAT to. Set up a one shot evening somewhere 

earlier in the year that you can use this. Set it up and play it basically in one evening, which I think is in for getting new people 

into it. 

Speaker 4 
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Yeah, that would actually work. 

Speaker 2 

I think it could. It could almost even be a kick in thing. 

Speaker 4 

It's a bit long for that, isn't it? 

Speaker 2 

Well, you know, yes, but that that's why you make it an special event on the kick in, not just like they have the board game 

night. Now you can make a dungeon night where you go there you get a group, you get this. I think it would could work. It would 

obviously it would obviously be long but you know. 

  

 

Transcript 3 

How would you describe your overall experience with this AI generated campaign? 

Speaker 2 

Positive. 

Speaker 3 

It was fine. Like you don't have to think a lot about the character. It just already is there. I like it. 

Speaker 4 

I like that more than my previous two one shots I had if you can call that in the experience, they were near by themselves, so 

it's not really a fair comparison, but it was really nice that a lot of stuff was already explained and I didn't have to think about the 

stats or even think about the like personality traits of the character too much. Like to pick that myself, that takes so much time 

and mental power and I can't choose. So yeah, it's easier to just have everything at once. 

Speaker 1 

Oh, it was my first D&D experience and before this it always seemed to me very difficult to start. But the sheets actually helped 

me a lot. It was very easy to understand and. I liked it overall. 

Speaker 5 

Yeah, I think it made it very easy to understand as a beginner and it made for a nice demo game. 

Speaker 6 

Yeah. I think overall, it's also my first experience for a D&D campaign. And I think that overall, you can use things like this until 

you are more confident in your knowledge of D&D rules and all the stuff that can happen in the campaign because it's really 

hard to imagine without any experience what exactly should happen during the campaign and I guess, ChatGPT like 

generalizes the knowledge. And then you can make more specific campaigns in the future. This is more general knowledge and 

also simplifies the calculations a lot. 

Speaker 2 

Yeah. And I also think that generally just generating sheets makes the entry level a lot easier, if that makes sense, just because 

you don't have to spend time understanding what the stats are, what the skills are, which you need to pick. And you just do the 

general picking like, oh, I want this class and this race and then you have everything ready. 
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Speaker 7 

And as a DM, it came to me very interesting because I thought from a linear story point of view that's going to be a very linear 

game play. And that's first I thought that we're proceeding through the end very fast. But you know, you’re never counting on 

what players might and might not do. So, it was nice that I could always rely on some random material sheet stuff to put on and 

just play around it. I have more freedom than I would expect from the first view on it and I think it proceeded really nice, 

although it took quite a bit more time than expected. 

  

  

  

  

Would you say that this campaign keep kept you engaged throughout the storyline? Why or 

why not? 

Speaker 3 

Yeah, I actually didn't think that at first that that campaign was made by AI. I assumed in the middle that it's probably AI, but it 

felt quite natural in a way, especially because you don't expect it. With this tutorial, it goes very smoothly. 

Speaker 2 

I agree, and I think that although it's not a human written story in a way that it doesn't have any amazing plot twist or like usual 

stuff which brings people into the stories just because it's a good story. But I think in D&D,  a lot of the experience comes from 

the people you're playing with and the dungeon master. So what matters more is how people behave and not the whole story 

component; The story component, which was important, was coherent and it was, you know, whole and pretty interesting. 

Speaker 4 

I think while the story was quite simple, I wouldn't want to have a more complicated story as a beginner. The simpler story 

made me feel more comfortable to actually do stuff in the game and just explore my options. 

Speaker 6 

Yeah, also true. Even if you have a very complex story in your head and like amazing turns. And then the very deep thoughts 

and ideas behind the story. As a beginner, you still can lack a lot of like gameplay elements and stories that can still make it 

engaging and in the line of D&D. Like  random events based on your character stats and people can overlook it. I think the AI 

just takes it like still in the story and tries to put those D&D elements inside. So you like to have different things going on except 

for the story. 

Speaker 5 

I mean, the story definitely felt well made, though it was more simple. But again, I would rather have a simpler story for the first 

time I play a game and it gave me the opportunity to actually have time to understand some aspects of the game as well. So 

yeah. 

Speaker 7 

Maybe it's also the thing that we chose that's very cultist related and dark that didn't allow for that much interesting stuff to 

happen as it would happen in a town, or as much as funny, light hearted encounters and so on. But as it was posed I think I had 

enough, like improv materials to work with and I got a bit overwhelmed by the idea of being in the temple because I didn't quite 

know how to visualize all of this stuff, and I used some cheeky stuff like “The tunnel is quite dark. We cannot go there.” 

Because I couldn't really know what to put next, but in terms of just following the story, I found it very easy, maybe some 

referencing on the pages. Like you can find this point more detailed in there so I could not spend that much time navigating 

them. 

Speaker 2 
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Did you also have generated maps or something? No. 

Speaker 3 

That makes sense because  I was building a map inside of my head and it was not building itself. It was like that part was bad 

because I was very lost. I was like, go to the right and then you have to go again left or right. What about that left? No. 

Speaker 2 

Yeah, I think it would also help us as  players, but I think it's more of a long term campaign thing. But when you as a player 

receive a note or like a map with some directions, that would be cool to have it visualized in some way also, because not only it 

makes you be in the story, but also because visualizing maps and locations is always nice, especially for stuff like temple which 

is difficult to imagine. But yeah, I think it made sense from you, it was obvious where the story wanted us to go. Not in a big 

way. But yeah, like that way it was already. 

  

Speaker 6 

I mean, there was this take with which you can choose if you want to exit the temple or break the ritual. And then you kind of 

didn't have an exit or you missed it, I don't know. 

Speaker 7 

Yeah, it was more like a lot of the NPCs pointing you towards the ritual. But yeah, a very important element from you finding 

yourself trapped somewhere. So yeah, and there was no actual entry and I didn't emphasize that at much at first. Because I 

wanted you to still explore and everything but afterwards. I was like:  I don't know where the entry is, you need to go to the 

black altar, please. 

Speaker 2 

I also don't know if the riddles were generated. I guess so. 

Speaker 7 

I searched for them, because it only says solve puzzle. So I searched for standard and D&D puzzles like logic puzzles and 

color coding and so on. 

Speaker 2 

OK. It was nice. 

Speaker 6 

Did it suggest the like events on? Based on the characteristics of the characters or something. 

Speaker 7 

It may have some suggestions in some pages, but I couldn't really keep track of them. I think it would be way easier to have just 

a bullet point from each character like. Most important tips or something like this on a very reachable starting page. Because it 

was more in a very narrative way of putting it. 

How well did this project integrate your characters into the campaign, and did you feel that 

your characters decision influenced the storyline? 

Speaker 3 

Sometimes, like when it was mentioned that oh if your dragon born, you have a good approval from someone or something. It 

was some elements, but not much to be honest. The story didn't really make a big difference. If I was a dragonborn. Or if I 

wasn't one. 
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Speaker 6 

I think it's also connected to a story of a ritual, and this adventure doesn't allow for much choice and you have to go to a ritual 

and fight the boss in the end. 

Speaker 2 

Yeah, I don't think that in the story prompt there was much place to make huge decisions to begin with. And I also think that 

that's alright for like the first campaign and for a short campaign and it really would have been unmanageable. If we could have 

just done stuff which is a lot different to what was proposed. I think the decisions mattered in some ways, like in ways where for 

example, we could talk to people instead of fighting them. The usual things, yeah. 

 

 

Speaker 7 

It's also that usually races, at least not really classes, because they matter more in combat, come into place in where you have 

a lot of variety of NPC's, while here you always have like that stuff because you're in a macabre temple. 

Speaker 2 

But it's still the racism. Like we're mentioned and I don't know, just characteristics and it was nice and even as small machines, 

which don't really influence anything still maybe feel more included in the story in a way. 

What did you think about the difficulty level of the challenges in this campaign? 

Speaker 3 

I think it was quite easy, no one died. I think it was very beginner friendly. 

Speaker 2 

Yeah, I'd say it's easy. 

Speaker 7 

I also like the first one of the, the aids for the first encounter, I lowered its health and seeing how easy they kill it, I just left 

everything else the same as it was generated afterwards. And I think it's really built for a party of 4, rather because they easily 

went through it. And I think they actually went through some combinations of mechanics. I don't know if from your previous test 

a party of four, it's like that's doable, but they vanished everyone very fast, I think. But also, I tried to allow as much aiding 

before the final battle. So I let them short rest, I give them healing potions and so on. I don't know if that would still be the case 

if there was no resting. 

Speaker 6 

Yeah, no one died and no one was that low. 

Speaker 2 

I think it's still very beginner friendly, like it's not easy, it's not boring or something. It's not too easy. Just beginner friendly 

mostly and I think it works for the beginner campaigns. 

Speaker 3 

Yeah. 
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Has your confidence in participating in the any change in any way after using these 

materials? 

Speaker 4 

Personally, for me it went from zero to hero. I mean, yeah, I definitely would feel much more confident in myself if I was to play 

in a D&D campaign again, because now I feel much more familiar with the game mechanics and how it works. 

Speaker 6 

Yeah, saying like any experience is a good experience. I mean, it was a good experience as well, like, you know, generally 

looking at doing and being accustomed to game playing and how it is going, I think. 

 

 

Speaker 5 

I mean, I really was afraid of not being able to, like, understand stuff that fast, but I guess it now I would say I'm not as afraid for 

sure. 

Speaker 2 

I think for me what mattered is just actually playing a normal game for once, and that experience is what made me more 

confident. But the fact which made this experience good is the fact that it was easier to start because of the ready characters 

and everything, so I guess it all stays together in this. 

Speaker 3 

I think I feel even more comfortable playing Baldur's Gate, maybe because to be honest, when I played it, I know that the rules 

are from DND, but I didn't know them, so sometimes stuff was happening and I wasn't understanding why it's happening and I 

was constantly getting attacked from behind. Now I'm seeing this and I'm like, oh, you'll be attacked. Yes, I remember that in 

Baldur's Gate 3, and now I feel more confident playing that game because the first time playing the game I was not very good. 

Did you find the second sheet with the tips and the background? Did you find it useful in any 

way? 

Speaker 5 

Was definitely useful, especially with combat. While in combat I did check it a lot to see what my abilities were and like how I 

needed to move. 

Speaker 4 

Your character background helped me a lot to like to feel my character better to understand their back story and how they act in 

general. Tips also help me a lot with utilizing my abilities and preferring one under or over another. 

Speaker 6 

Yeah. Understanding how to behave as a certain class or a race. 

Speaker 3 

I think like in the future if I played D&D, maybe I will do my own background, but for the tips I would still use this AI at least in 

the first sessions to write to me what I should do. Because the tips are quite useful, like we usually have to research a lot or ask 

someone if you're starting out with a race or class that you are not very familiar with. 

Speaker 2 
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I found the ability description to be incredibly useful because usually, I feel that the abilities are written in a way which is very 

friendly for experienced players because they already know a lot of stuff and they need a really short way of writing down things 

so that they can see the spell like ohh what this does. But for beginners that doesn't really work and it was nice. Having like. A 

human way, however funny that sounds with AI, of describing those abilities which just says that the text and the background 

also help to fill the character and the understand the character more like and the tips. I also used it as well and I guess for me 

they were not that incredibly useful because I was already familiar with most mechanics in a way, but they were useful in just 

getting the general idea of what I can do and just thinking about other possibilities and options. 

Speaker 7 

Oh yeah, for the beginning encounters. I didn't really use them because maybe that's why this campaign took so long, but I 

thought it's because I personally don't like tense time-based games so I don't want to add anything more tension to it for the 

first encounter. They also killed everyone so there was no reason for them going stealthy, but in the last one, yeah, they felt 

very nice to navigate with in terms of increasing urgency in the last final battle. So yeah, it was until later stages that they 

realized about the symbols. But by adding this environmental effect, I think. Really added more depth I think to the gameplay 

and so this was some inspiration from Baldur's Gate, so I don't know. Like the environmental turn and everything, and I should. 

I should have used them like this in combat or just as a constant element of Oh my God, you're in a temple. We need to hurry, 

but it's nice to know that I can use the environment as an enemy. Let's say that the players also need to focus on. 

Speaker 2 

It did feel like it was having a time limit. So yeah, I think the part about making it also like an enemy, and the environment turn 

worked, but again, I played Baldur's Gate. So maybe that's why. 

Do you feel like having physical like printed materials is an advantage over playing this game 

digitally? 

Speaker 3 

I think it is more engaging because when I'm for example on my phone or my laptop I'm getting distracted constantly. And like 

it's easier to just put your phone aside and you just have everything that you need nearby. 

Speaker 2 

I’m biased towards board games, so that's why I think that physical materials are nicer just because I like board games, 

because they are physical and using electronic materials all the time, it doesn't feel the same.  I guess for me one of the 

comfortable alternatives would be using something like an iPad, which you can draw or like an Android tablet with a pen. It 

doesn't feel it's not the same as a laptop, and it's also not the same as a phone, and I don't use that as often, so I guess I could 

just open the form there and write and double it there because it's not very comfortable to change stuff on paper. But paper, 

again, gives much more atmosphere and vibe to the whole thing and just feels like the true old D&D, which people like a lot you 

know. 

Speaker 4 

I think that physical material is definitely help a lot with the immersion, but I also think that it's maybe about some sort of 

balance because while it is very easy to access the overview, it's not that easy to keep track of some certain things that are 

number-oriented because people constantly forget to write it and. Just remove it, etcetera, etcetera. But other than that, I 

definitely prefer physical materials. 

Speaker 7 

On this one, because it was very difficult for me to keep the track of the initiative in the combat, maybe that was because, like. If 

we had the initiative cards, it would have been easier, but also it was difficult differentiating from the two types of mercenaries 

or enemies or whatever. So I had to find a way to label them and connect them with the miniatures on the map. And find a 

place to do that on the sheet. But overall, yeah, maybe just a very small container on the side with, like, you have 4 encounters 

and this is for each one of the players. So I can have enough space to write about their health and everything underneath it. But 

yeah, physical is way better and I even used the DND beyond the app and I like literally rolling the dice now and also as a DM, 

which I never experienced before, I like being sheltered, having my own thing here. 

Speaker 2 
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Yeah. Oh yeah. Rolling dice is a very important part and it's very nice. And the dice are nice, I think what might work is like 

some hybrid approach where things which get changed a lot are electronic and things which are usually consistent are on 

paper. And for example, for like when the character. There's a lot of new papers get printed, or maybe something like that or 

using some like coins. Or not exactly currency, but any of the, small items you have in a lot of board games with different 

symbols like cardboard stuff like using that for some numerical values maybe. Yeah. But I think that it's a common problem in 

D&D. 

Speaker 6 

And I think, like, I don't know how much it is applicable in this research, but there's like cards, these markers and like you can 

have a card for weapon or just a guide, what's the weapon is because well, from the DND campaign, and character to character 

it's all different and you cannot have a unified list of weapons. But for example, like health points or something. Constantly 

writing it down and then erasing it. You don't know where exactly to try it and keep track of this on the current character sheets. 

So, yeah, it's also for a hybrid approach. 

 Speaker 2 

Considering a hybrid approach. I also wanted to add that I think a nice addition would be to read all the generated things and 

then maybe edit them partially or like check on them whenever all the stuff and the skills are correct and consistent. I didn't 

personally notice any inconsistencies in my sheet but that might be because we don't have experience or it might actually not 

have any inconsistencies. And yeah, and because I don't know, it could be noticed a bit that some stuff wasn't fully fit with each 

other. And for example, on the character sheet and on the description sheet, I had different abilities. And I still checked both, so 

I don't think that it hindered my experience, but I think that it's a great addition to just reading it again and editing it would make 

it even better. 
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