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[Abstract]

This dissertation investigates the design of a survival RPG game featuring NPCs powered by generative agent technology.
Central to this study is the enhancement of NPC interactivity through the dynamically adapting dialogs and responses to player
actions and the game’s evolving environment. This approach not only revolutionizes NPC engagement but also significantly
enriches the gaming narrative, offering a varied experience in each playthrough. The study further explores the implementation of
a sophisticated filtering system to mitigate potential profanities during NPC interactions, fostering a refined gaming experience.
These advancements are set to deepen player immersion and increase replayability, signifying a significant advancement in the
combination of Al and game design. This innovative integration's implications transcend mere entertainment, indicating a

transformative impact on future game development paradigms.
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Table 1. Script based NPC

Script based NPC Description

There is the issue of reduced

Predictability challenge due to deterministic
reactions.
Discontinuity There is a lack of continuity in the

game due to constant NPC reactions.

Writing a large number of scripts for
different scenarios is resource— and
time—consuming.

Resource consumption
issues
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Table 2. Generative agent based NPC
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Generative agent
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Dynamic interactions improve the replay

Increase replay value
value of your game.
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Increase player NPC reactions to player choices add to
immersion the realism of the game world.

Deliver personalized Dynamic interactions personalize the
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Generative Agent Based NPC Script Based NPC

player input
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Forwarding
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price of # 500 or more?

the
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Don't sel
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Fig. 1. Difference between script-based and generative
agent-based NPC
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Fig. 2. Floraia storyline
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Table 3. Explanation of key terms in Floraia

Term Definition Description

The main setting of the game, a beautiful
Floralia Planet planet flourishing due to the World Tree
and natural forces.

The original inhabitants of “Floralia,"
Florana Residents | currently facing hardship due to the
invasion from Poltarea.

The protagonist of the game, endowed
with special powers from the World Tree,
leading the resistance against Poltarea
and serving as the savior of the world.
Interdimensional entities that have
Poltarea Invaders | invaded "Floralia," contaminating the
world and destroying the World Tree.

Seed Player
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Table 4. Introducing the mechanics of Floraia

Interaction Explanation
Players utilize Floraia's abundant resources to
survive. Activities include logging wood for
Resource . ) o )
. construction materials, mining minerals for
harvesting

tools and weapons, and gathering herbs for
potions and health-restoring items.

To ensure that their habitat is safe from enemy
attack, players perform civilian engineering

Build tasks. These tasks range from basic shelters
infrastructure to forts and citadels. In these built spaces,
players can craft various items or upgrade
existing equipment.

Using the resources they gather, players craft
a variety of utility items. These include basic
tools and combat gear, as well as artifacts
with unique abilities.

Creating items

Battle against monster entities in Poltarea is
one of the player's main activities. The results

Battle of the battles provide experience points, which
mechanics help to level up the character and provide an
opportunity to obtain special items and
resources.

When players discover a contaminated area,
they can use the World Tree's natural abilities
to cleanse the land. Purified areas offer the
opportunity to discover new resources and
items, and by completely eliminating pollution,
contribute to the restoration of peace in
Floraia.

World
purification
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Each region features
powerful enemies that drop
rare items when defeated.

Each region has basic

resources laid out and you
can collect these
Finally, you must defeat the
invaded territory and the
invading monsters.

Hostile behavior toward an
NPC will cause the NPC to no
longer help the player.

Food is available in each

area, and rare special items

can be obtained while
foraging.

P when you move to a

new area, you may
encounter new NPCs
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Fig. 3. Floraia game integrated design
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