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Abstract

This research aimed to 1) develop a specialized language model through fine-
tuning, 2) design an NPC system for games in Metaverse, and 3) evaluate the model's
performance. The study developed 3D characters on Unity 2022.3.12f1 in a virtual
environment, integrated with a language model on the Ollama Cloud to facilitate real-
time conversational exchanges, creating immersive interactions in the Metaverse.
Findings include: 1) The specialized language model, LLaMA 3.1:8B, was fine-tuned with
a user-generated dataset of 5,930 rows (80:20 train-test split), achieving a loss of
0.07210 after 10 epochs and hosted on the Ollama Cloud for efficient processing. 2)
The NPC system was designed with a three-layer architecture—Client Layer, Al Service
Layer, and Data Layer—working seamlessly to ensure effective interactions. 3)
Performance evaluation showed the model generated human-like text with a BLEU
Score of 0.4983 and Perplexity of 1.0987, handled complex questions with ROUGE-1
(0.3072), ROUGE-2 (0.1897), and ROUGE-L (0.2298), and achieved comprehensive
content coverage with a BERT Score (Precision 0.6295, Recall 0.7242, F1 0.6730). In the
Metaverse, the NPC system maintained consistent performance (BERT Score: Precision

0.6340, Recall 0.7266, F1 0.6766), demonstrating robust applicability and effectiveness.
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agUszasd 1) Wilomunlunanwianiznis lagn1sufuuss (Fine-tune)
Tuaa 2) ieponuuuszuuiny NPC Tulumidfa uag 3) teinuszansamliea 1uide
fimusazas 30 vuuwanledugdd 2022.3.12f1 Tulaniaiouats IneWeuseiulinnaniuw
vuloaamgaandiilo3u-dedoauaununiugidu afrsUszaunisainisldnouiianaidly
dnMnuInde Metaverse MUWITENUIN 1) NsHRLIlLAaN B IaNIENIe USuwsialuna
AazIpity 3.1:88 Fogndeyaiiflfaiiadu 5,930 un wadugndeyaSeuduasvaaoy
(80:20) Flnslu 10 59UUAT Loss anawnde 0.07210 wardaivlinnauuleaaiuzaandiile
MsUszInanafiiuszansam 2) msesnuuuszuuLny NPC luwnidsa gnesnuuusie
andnBnITILIUATUINASTIUSENOURY 3 Tundnvhnulszanuiuegediuszsavsam Tae
%u;ﬂ%mu (Client Layen) fuu3nisiele (Al Service Layer) uag %gu%’ayja (Data Layer) 3) n13
Tausgdniamluwa nan1smegeunuinlunaasiataniuad1uuywdale BLEU Score
0.4983, Perplexity 1.0987, Aouria1ududaudis ROUGE-1 0.3072, ROUGE-2 0.1897,
ROUGE-L 0.2298, LLﬁ%ﬂi@UﬂQﬂJLﬁjﬁ]W}éj’m BERT Score (Precision 0.6295, Recall 0.7242,
F1 0.6730) levlUldiu NPC Tu Metaverse 161 BERT Score TndiAns (Precision 0.6340,

Recall 0.7266, F1 0.6766) uanafiauszavdnamitasiausuasnsuszgndldlé
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pppunviieanalulad Al laganizlumaniwivuialng (Large Language
Models - LLMs) i LLaMA 3.1 #ildlusuddeil vlvusd duilien wnl $1ifn a1wnse
WamnUszansnmues NPC Idazulswanadu ndng Ao mstilunanivniiniunisilneduan
pgadaeld NPC adreunaunniifianuvarnvansuasifusssunfnndu Tasanuse
USuiasusuiuunsmeuauesmuanIunsailazuI unYesiay FeinenssuuiAnily
Fnounes uanant Al fataelsd NPC Wilamnuduiudssvinussloauaransdayaain
unaunuineuniinld vilinisaunundauseid esuazammvaaunauindu sauds
arwaninsolunsneumauiidudousenslinnginnumneuazasuidomaindoyaiia
Fa¥amaldrinusufiuszifiusiag wu BLEU Score, ROUGE Scores wag BERT Score fluandlef
duilsnaannsnadsdmeuiindeuyuduazaseunquidonléd nmhszuuidluldon
9351u Metaverse Hunisileusefunatadwazinueuiuegne Unity Ssuandliiiiuda Al
anunsovinnuldegesinsasiiafosnmiisaned miunsidneunuuiealng dawalifg

dulasuUszaunIsainsaUNLINaNAsasIdIuSINUINTY

2. ngufiiieadas LLMs uaz NPC

1) nuN15UsEIIaNaN1¥1I55IUYIA (Natural Language Processing - NLP) Large
Language Models (LLMs) 9y GPT, BERT wag Claude I%ﬁug’mﬁ]’quwﬁ Transformer
(Vaswani et al, 2017) sedanaln Attention iiedaseiauduiusseninsilulsslon
wuudean TnglideaSesadrdudeyauuulau (Wu RNN e LSTM) vililunaanunsaiseus
USUN (context) vasdoruldadnsiiusz@nsam uonand LLMs Ssldinada Pre-training
uway Fine-tuning Wiauumlihanuamenne wu nsneumauvsensadiaunaunu (
dialogue generation) daifufiugruddglunisiam NPCs Adeansrugiauldegrandu
5TV

2) nufn13as1edaazATAle Al (Al-Driven NPCs) NPCs lusnuagdelnsluiies
navausInuansud wald Al asraufduiusuuulaundin lnse1deuuiAn Interactive
Storytelling (Riedl & Bulitko, 2012) ﬁiﬁixuuﬁg’luﬁ/@L%I’ENLL‘UUL%Sﬁl%ﬁ@]’]uﬂ’]iﬂizﬁﬂ%m&:l’
/&1 waz Reinforcement Learning for Dialogue Systerns (Li et al., 2016) fiflnlsf NPC
Fouinisaunu1ann Feedback ileUsuugsnsneuldlianzanivaniunisal fegratu

NPC Tuiny RPG fidnaaayadnnmiazisnuanuduiusiugiaule

Y
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3) noufirududanuly NPC (Believability Theory) Liieliiausdndin NPC 4
"PI0" e thiun13ase AuLede (Believability) Wiu 2 ffivian loun Theory of
Mind (ToM) (Premack & Woodruff, 1978): 159 NPC @11150AALAIAUAANTBAIINTEN

2 I <@ < A v o v . .
VOIAY WU Mskanspuiueniulaliegiauwi wavSocial Presence Theory (Biocca et
al., 2003): MseeNLUUlHlAUTANIIMEIE a5 UAINLATITIY HIUVINIG i way
5 2 &

Undes wilunindius)

4) mM3Uszend LLMs Tu NPCs 911338a1gauansdn LLMs 93eli NPCs & wa@inssud
L\ANTULBY (Emergent Behaviors) 1 Procedural Story Generation (Martin et al., 2021):
afullasesgeguuvgulngnininuasnadoaiulAsiIawidn way Personalized Dialogue
Agents (Adiwardana et al., 2020): USuunaunuiivsnzfudnuusiiduusiasau

N1359ungud) NLP, Interactive Al 4ag Social Simulation vl NPCs Tugaiifiaay
aaauazidusssuvIfnIndu Insawizdflold LLMs Wugiu mnimuisely NPCs 919

[y

[d n aa v, Aa o a LY Y a
naelu "PIarAINANa V]NUQ?!&JW‘HﬁﬂLﬂaLﬂEJQﬂJ‘lé‘UEﬂULmJLLﬂS Metaverse

3. InQUszaeA
1) WAL IUAAN B IRNIENG Inen1sUSULAY (Fine-tune) luwwa
2) WipapnwUUsLUULNY NPC Tulunisa (Metaverse)

3) WiaUseiuuszansnnluwma

4. YDUIANITIIY

muiﬁ’aﬁyu‘fuﬁumsﬁwm NPC (Non-Player Character) #il4 Large Language
Models (LLMs) kuu LLaMA 3.1 (8B) dediumuanusalunisaunuisgradusssuily
Tanwaiiouass (Metaverse) Tneflvouwnnisisesi: 1) mswaunlawanwnaniznis Tng
n13UFuLA (Fine-tune) Tuiaa LLaMA 3.1 faegadoyafiadnstuios (5930 wa) ifunis
assunaunuiidennaesiu USUMNULAZYAANAINTBY NPC 2) N158anwuuszuu NPC Tu
W3 Waw U Unity 2022.3.12F1 deusiariu Ollama Cloud iaUszuianawuu Real-Time
PONWUU MarAs 3D havsyuuiu-dalennuseninulauiu NPC 3) n1sussiliudseansam
Taaa Mmeyntayanaday (20% maﬁauﬂaﬁy’mm) nranIe BLEU, ROUGE, Perplexity, tay
BERT Score 5au9n15Usetfiuuse@nsninnislaauaseluaninuwindeon Metaverse Aae

BERT Score
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5. MUMIUITITAIN TN IUATETN e

Stanford & NVIDIA (2023) Yaue NPC luinuiiduunaunuineuntin virlsnnsg
Tnaugienuagliansde damiladuauidnnenmsdeusolunuiiniudosn dniseld
GPT-4 $2ufuU Memory Networks el NPC ansunaunundoundsld 4-5 seu 35ieaeli
NPC n1useindoaduldogesuiu andefianarrlumsnoudaueiasvie 129% A
gmunauneidoniintu 35% fiduifini NPC famumsssuniiouuywd nisldmaug.du
5357 nedmSuinufiiunisianises DeepMind & Blizzard (2022) Tuiny MMORPG
9819 World of Warcraft @ng NPC sinlauduuuidse vilinisdeguinaiuvinnig dn3deld

Reinforcement Learning T NPC iSeusng@nssuidunazusunagnsnislaiuuuisealngd

a

BHvinsAedimedu 40% anruuleadet1win annanleuansuidngas 75%

[

FrgliinWannriaulaisiiu NPC anunsafeuguuuunislandlbinunsiuiaussazau

Y

wusdntannuvainvatslunisiau MIT Media Lab (2023) 1dawe NPC filvideyaiiiaizes

WnuAanatn as1enuduaulunuiiifielSosudeu TnITeWaun Neuro-Symbolic Al Tng

[

wets LLM U Knowledge Graph kil NPC aaudanuifgndulsyifagasvizemsnisnl
Tunuldusiugr F3difinanuusdugilunismeuidu 929% annsliteyafinas 65% NPC g
Udefouaziimnuiiivafulanveany fiauldiuteyaiiaenndosazgnies mmzdmsu
13l RPG %30 Open World Stanford & Google (2022) uffdagym1 NPC Tuinufivnaninandu
A9 09 I lilaninug 583n WnITeasra NPC Tu Smallville Ingly Generative Agents

wag Chain-of-Thought Tsitlithwsnediusa wu esrnufaliu wafe 80% e NPC @1unsa

o a A

autinUsziniuliedaglinesaasud faulinzuuuniiuanase 4.5/5 NPC andulanas

(% s =

Ufduiusiniounywd muedmsunud1aeedinuia Sandbox Meta (2023) wndgymn

'
a (%

Weanu NPC Tu Metaverse finauauasti ynluussaunisailaniadiouvinalnuaulva
039819 LLaMA 2 520 UssuUImsIei@sdwasvinnig el NPC aavauadly 1.3 3w

(1597 2 wi) NPC wansdntmuensuaiunaunuld iaulinzwuuaiuanade 4.2/5 354

(% s

ANANANTILAZITNAIINANTTY nUzdmsulaniadiouiiaaenisufdusiusviula Ubisoft

(2024) Ynaue NPC luiny Open World fifingAnssusiy MRLlaw3an9119 Ubisoft 14

Diffusion Model Tu Neo NPC titeu§unginssunualadiiauusiazau safe 90% vos NPC

Y

WaswiSaununazlvimnudiemaslaeg1aviizay WumIuaIniatslasANUduaIuA?

raulausyaunsalilianiu wsnsdmSuinueens Assassin’s Creed Electronic Arts (2023)

o v a

Wnausunaunuy NPC luiny RPG fdnamsizldansuddnsagy Unideld GPT-3.5 ade

v v 6

Dialogue Tree launfinfiiinunaunuilvg 50% wazUfdunusiu NPC u1nTu 3 w1 ke
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YAniudagnmaaulivszaunsaifiunnsts Blanmnudianaziiuamuvainvats Wy
dwsuinuiitiududonuas3e51 Sony Al (2023) uidauniieatu NPC flvianisnauauss
e Auensualfiau shljduniudguis 1nideld Affective Computing 1% NPC nga9du
p1suainnidsauardemnuld 88% NPC Usuides wu vasuludledidulnss ifinainu
auvswazanudndslunisldnoy wangdwiuinufiuiuensual Microsoft (2024) lauenIs
U3u NPC anuididusindeaiiuteyadius daneliAnauinaid esnundudius 1nide
14 Federated Learning fln NPC TaglsiiAudeyasenaininiesiiau andgmeanuifudius
100% wazUunn@nssals 70% NPC amauazmouauadldd wedmiuinuiid iy
Uaeaftdoya NVIDIA & Epic Games (2023) naaiis NPC #iSuuu Cloud #ifuaslimdsany
a9 laimangdu PC Malu 11n3981Y Edge Al Fulaaaniwiidng vu GPU fiaulu Unreal
Engine 5 NPC mauauesditu 1.8 wih uavlindenuanas 40% vilinudulvalaglsdesdis
Cloud WinzdmsuIny AAA fideansuszansaings suAdeargaierfunisiaun Non-
Player Characters (NPCs) Ingldlannaniwn LLaMA wansliiuainudniantivaieaiy Ahn,
Oh, wag Kim (2023) laauansaunisvinauainsuastsunaunuiuulaudnluny Tag
wua1 NPC 714 LLaMA a$rsunaununiidusssumfuagasnadassuuunnulddng
WUULALES 40% egelsAmudsdidedidnsiuanuiilunisussanananisaunuimdouiuy
$1uauIn d7u Garcia wae Lee (2024) slatfunsuidgmaniugidouves NPC Tunuidn
Tan femsaieszuanuduazyadnawly NPC Ganannassfugiau 200 Auwui 85%
w1 NPC Simuauadanndu uay 72% linusuuuunisaununiis deu luvued Patel

| [y

LAz (2023) AnwUfdunusiauiu NPC LUy LLaMA WU Litnataunse session

Y

v a

19 25% wegsddeyniTeenisnavaussdanalnusenial 15% veensal Feinideiauslily

¥
1Y 1

FEUUNTRIAMBULILAY Aeiuauddedyatiuniswmun NPC (Non-Player Character) 114
Large Language Models (LLMs) Wuv LLaMA 3.1 (8B) LaLNLAINAINITLUAITAUNUN

agradusssudlu laniailauass (Metaverse)

6. MINaLlaAaNB NN Taen1suSuuss (Fine-tune) luina
1) nswn3esudaya (Data Preparation) msiieudaya (Data Preparation) 1y
nszurumslunmshanuazen lnedaguiuuuasusuusetoyalimdoudmsuniniluldly

[

TunaUYeIN1TUTUNAtlAanlasuNs Pretrain Faunaundny TunswSeudeyaisl
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1.1) A1saan1saAfivIanely (Missing Values) nisauwaafisiaveyavianigly

Y

(Missing Values) ifu3gmsfansdeyaiiuguiidesliidesinanudouiowasnng: 354
mmzamﬁqmLﬁasﬁaaﬂaﬁﬁmmwwlﬂL*fJuLLUU Missing Completely at Random (MCAR)
uazfivinalliisnntn msauunaztieinwaugniesesteyalaglifeududaiuifiens
ylmiAnond sgdlsfnu Biidedfnddfoormvilfgudeteasuaumnmnerdiva
meluiidndiugs Inelamnzluyadeyaruinidn deevdmalinansiinneinanndounie

luma Machine Learning fiUszansninanag

1.2) n15a319UseleaNadans (Generating sentences) Ns¥UIUNISUTENIAKE
ToANUTSUAUAIBNISHRAILUU Longest Matching daduisnvisandeiinnainainnisen
o gj a @)

Aduiull fegrady Wsnulselea "salndumiuas’ ssuvazdadu ["saludn", "umn

1A' wnuazdadu "sa”, "lWA", w1, "ruas] ndsannduy WiayA19NATIIFBUAY

) td

WAUNYNTH IINNUAAAZNARA WU "UN1UADT" BIUANANINANYNABY "UNIUAT" 1A 2

v a ¥ & o o o 44' L% ¥

Mdnes svuvasenldilanduiugtiinisaznadiiiownlulvigndes
Tunsalinudademlunauynsuusuanaliiiy 2 fsnys Wy "umiuas" ssuy

LMNTIVADULNULALINADAIRANT DT USNVTERLAY WU LA (123) ©39755ARBU (,) dmsU

' (%
o a 1 Y 1

ATINIUNITATIRARUNINA Wi ["salniin", "unues'] %QﬂﬁwmiwLﬂuﬂiziaﬂamgsiﬁﬁﬂ
%3 nszvaumsiifeudladoRananiiugiuesiaznaiaviniu uddadanisiusnuse
fitawsinag vilildnadnsidudonnuiiazerauazgndosmaumdnaiv wiendmiunis
Ansgiviousrnanatugaely uansianind 1

2) funsunsutsyadaya

mautsgndeyadmiunsiinlinaniwilumiddeiifuumaiioonuuuananisile
NM33EUTUUY Instruction-based lnsuustayaseniduassdiundn Ao yarinaeu (Training
Set) #1UIU 5,930 uad (80%) uasyavingay (Test Set) 31Uy 1,490 una (20%) Fegaelit
annsaUsuiulszansmalunaldegnindede doyaurazuniuszneudieanugiuvan
18U Instruction Afuingliiave Lﬁ@iﬂﬁmmaﬁaui’mﬂ@ Input-Output laenss 1ng Input
azl¥A197n user input_corrected @21 Output S munuansafuauUszan Feedback

d1m3u Feedback Usziam "like” szuvazligumaununiinunisudlundndusiedig
N3iseU3 Wy Lﬁa;ﬂ%’ﬂau Input 31 "I9aAsvaty” lueaazlasu Output ﬁgmﬁaaﬁ]u T

Tugunivsetduatsynamiunidleni” lunensesiutiy Feedback Useinm "dislike” aggn
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T dudegradsau Tneinun Output WWuAing wu Input 191 Tesidudasnslan” azlile

Suameulae edsulunalnamsudniasenisneumauieoulmiviseluinunza

@

GaFIsau Tokenizer
1258 Longest Matching

l

GsIAsaud AN AGNEUUNS
ansiaswnialu?

/

Lai Tz

aIFTIREaVFAT .
. = = Tai
6179 > 2 GINan®s?T

'll/ it
f ‘ @AsIASEaU

- Gialau ‘

Tridwuzlnsazna LALFETS

- ATIAADU

K - -z}:In'ﬂa /1)

— -—
saudIALA laws
aivdszTunnadwg

==

a & Y] v ¢
AN 1 Tuseulunisasisuselennadns

3) 115 Fine-Tune lana NPC Tu Metaverse

3.1) n1sfmuadaya Instruction, Input wag Output N1BBNLULTBYAAINTU
nsEnlueanesrdisusunnsldanuasa Iag Instruction azgnusulviaenndesiulssian
fmey wWu mn NPC 1ugifnenns o19rmun Instruction 91 "meudnnanieiiugunsainis
fad" @ Input a]z:Lﬁuﬂidsﬂﬁ@dumﬁ]mmﬁq Wy "enverlsvethe? Tuaaedl Output
AeansedunazasaUssiy wu "auwman 500 nesuas A1udssa 1,200 nodua ASY'
feghatu yadeyadifaguenaiidnuasidunssfiuansgianu-daeudiauysal wansly
399 1

3.2) n514 Placeholder Placeholder Tuguuuu {fuush drelilaunaiinig
Savgulunisadraunaunun lasszuuazunuiiaaiadeliu fegragu NPC T sy’ 9

auduinaaudiluiios "enu" azLaRUNAUNUIeaLl:
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a oA

ABULNUAT: "alan! AUTD {{npc_name}} tnanaudmwns {{city name}}"
NAWNUA: "d3aR! due 15w dnatautRuns anu’
watiadyinlianunsaldtayagaiednuln NPC nanedald lnalidesashsyatoya

LENF NS ULIATAIATAT

A19199 1 A29874 Instruction, Input, tag Output

Instruction Input Output
"AOUAININATAINAN" "JuazBumsaanfanslé®  wudugiai
Tz {{fold man name}} 7
U518

{{castle_name}} ATU"

'
o I

3.3) nMsdamsAaauenmiland1u3 e NPC wdgyiudauileguenvileninus
Mvuald szuvazneundumeUsyleninnsgufiosnuuud e nwIANANAS
Maga:

o " [ < 1 "

A1R3l: "auAnvasiuazLiuegels?

AMBUNINTFIU: "velnuay Sududied lanunsarihneswaalsd”

lngAmaumaiazgnivuadmthiasiunMmaaeuiieliaenndasiuyadnn
v84 NPC ufazuseinm

3.4) NMIATIRHIUANNYNABIVIINIY NTEUIUNIATIFOUNWLTATRI oAy

nsaznaan: whly "Se" WJu s

assanaw: Hiuedonnnedanslulselon ilugafanid"

sedunen: 1Wasy Tawn" WJu easu" dmsu NPC wuunnenis

fhagrauseloanaannle:

Aoundle: "So.. oonletuilnugy”

waadle: 59 vihudosmstuiluuadu?

3.5) nszuaumanaanisudly dewadadunsudluiefnaouwazganaaeund
ﬁﬁaaﬂa%gﬂLLiJaQLi‘;Ju;;Uquﬁmmsamﬁm%’umi Fine-Tune lalaa Wu JSON Lines format:
{"instruction":"nBUANIUNITAIVY","input”:"V18LAS1EsERULNLTNe?" "output: "TiNSY

71119 200 MDA LNSIZMAN 500 NOILAT A"}
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gadoyainsendmiunsilnlunaliadrsunaunuindusssund denndesiulan

Ny wavnevausiaulaegaliussdnsam

4) msUSunsdlumadildsunns Pretrain Tassuiildluma LLAMA 3.1:88 Gl
AuEINsaasatarI (Text Generation) Tun1suld Fine-Tune Huduluna Open-
source Wedudulumaiilvunndnfimnsaudmdunisnaasuariinuanunsalunissessu
w1 (Multilingual) Tnenwfidesnisiifeniusine Tnensusuusslaaiilasunis
Pretrain ﬁ%u’umaué’fﬁ

4.1) mswanluaa Pretrain Tassouildluwa LLAMA 3.1:88 dadulunaloiy
gosavuIanafivinzaudmsuuasstennun 1w lve nszuaunsivanlumaniiunis

111 Unsloth Platform Tngldwaiian LoRA (Low-Rank Adaptation) iiiefinussansn1nnis

[
[

B Tnarinuanisndwesddgaadl r (Rank) = 64 (uiaumsnddmiuusuws) lora_alpha

o

o

= 128 (§n31n15158UT d1m5U LoRA) lora_dropout = 0.05 (Jasfiu overfitting)

oo

target_modules = ["q_proj', "k_proj", "v_proj'l (@enUsuusiaanie Layer NA81903iU

Attention) bias = "none" (liUsuaAn Bias)

from unsloth import FastLanguageModel
model, tokenizer = FastLanguageModel.from_pretrained("llama-3.1-8b")

model = FastLanguageModel.get peft model(model, r=64,

«nn «n-n

target modules = ["q_proj","k_proj","v_proj"], lora_alpha=128,

lora_dropout=0.05, bias="none")

4.2) mawdsudoyadmiumsiin dunewsioutoyadiuiumstinasti dataset 7
IsrumasSendoyamuvamnnsgugadeyalvoglusuuuuimnzaudmiunisiinluina
Tneiitunauay 2 dunoudsl

4.2.1) NM3591ARANUEIMIU Fine-tuning Tayassgnudaniuuiuuuinsgiudie

1A59d579 conversations NUsENaum8: role: IEYUNUIN (user/assistant) way content:

WHMTDANY LAAIlUAISI9N 2
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M1579% 2 n1swUaaduguuuu conversations

Aaegnedayanaunyas: wasuuanduguuuu conversations:
{ {
"Instruction": "sauAIn1x NPC", "conversations": [
"Input": "’ejﬁmﬂ"fuf:lﬂua&hﬂli?", {"role": "user", "content": oAU
"Output”: "Wlaldfimansy Wueels?y,
} {"role": "assistant", "content™: " lalaisl
LaA5U"}
]
}

4.2.2) n15U5UKA9 Chat Templates N15U5UWAI Chat Templates A935013
sonuuvgUiuuunaunuilagldlassairaame elilumaSeuiuasnevausdlsgniemy
USUNT AvuAsEnI19n15An Fine-tuning tae Llama 3 gld3UwuY prompt 9n3UKUY
prompt 484 Llama-3 ilegnunaniiia Token fiewiitontsdinunaununazlisuuuy dsnm

2

<|begin_of text|>

<|start_header id|>system<|end header id|>
AauAa NPC lunu Metaverse<|eot_id|>
<|start_header id|>user<|end header id|>
omeruililuegdlsr<eot id>

<|start_header id|>assistant<|end_header id|>

lalufwaasu<leot id|>

ANA 2 éh’ejEJ"NgiJLLUU prompt U89 Llama-3

aa e @ v e =~ P a
N magiiiland wialuaavrldsunuuiluninseuiiaseasianisaunun lagd

[

Taseadrenelugissil
<|begin of text|>fa Token Fusiuunaunu
<|start_header id|>system<|end header id|> #® ¥9A271 System Prompt
<|start_header_id|>user<|end_header_id|> fio YoAua1NELY
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<|start_header id|>assistant<|end header id|>f8 Taa11uanluaa

<|eot_id|>A8 Token Augausazaiu (End-of-Turn)

5) nsiinlana LLAMA n1siernmsniimessneg dmsunisiin Fine-tuning Tuina
1w Taglilausnd trl wae transformers damnsfiwosinanifniihiiniuaunssuiunsin
wagUszavBnmaadian Wwsfivesmsfindsil: $7n31n193815 (Learning Rate): 2e-5
Batch Size: 4 372U Epoch: 10 LLazmmmuqaqmwﬁamm (Max Sequence Length):

2048 tokens ¥asaNAIAITIwes Aaziduduneunis finetuning lawnalaeldgiuiu

ﬁaa&hﬁauﬂaiumimau 5930 §19819 LARIAINING 3

Training Loss over Steps

3.5 1 i —e— Training Loss
3.0 4 r

2.51

2.0

Loss

1.5+

1.0 4

0.5 1

0.0 1 T

T T T T T T T T
0] 100 200 300 400 500 600 700
Training Steps

A 3 nsl Training Loss Over Steps

Al 3 uanadansiasuutasues Loss (Aanugayide) lussuitensiinluea Tag
funuueudu fuseunisiin (Training Step) uasunusadu f Loss (Aarugayde) s
A1 Loss gaviegi 0.07210 Aadisann uansilunaeousldd Weifleuiud Loss Busu
(Usganad 1.5-2.0) anaen3n 95% jUwuUN15§1d7 (Convergence Pattern): NSIWUAAINTS

ana3081933nEIM 100-200 steps w3n NUUARAITY Fugden 0.07210 i step 742
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7. n1seanukuuszuUny NPC Tuiunisa (Metaverse)
MslelanagdInsu NPC szuvaunun NPC Tuimisaaneantuunlgandnenssy

Y

WUUATUIRSTIUSENBUME 3 Fundnvihaudszanuiuegiadivsednsam lag 1) Yudldau

v a

(Client Layer) Waiuauy Unity 2022.3.12f1 viwiidiwaninansifinuassu UNAKLAUR Y
FUMBTINELNY NTDUTEUUAIUANTINNNG NPC finevausmmoIsIAiUNALNIL 2) FUUINS
wlo (Al Service Layer) Uy Ollama Server 14luia LLAMA 3.1-88 9119 88 w1513inasi
H1UN1T fine-tune Wiou Tokenizer MiAwaIMTUUTENIaNAAIANYILULNY Way Context

Window 411 8K tokens iie3nw1usunn1saunun uay 3) Yudaya (Data Layer) 1%

'
{ =

Vector Database 8814 Pinecone 4aLfiu Embedding wouiioninuuazuszagiau 4
nsTUIUMsAUTUILUUSBalnsYususEUY Event-driven Architecture Tneiileffiauds
Fomm Unity 9a¥19 Request Packet fiusznoudedonnugiay Metadata NPC (19u
UNUIM @il wagorsunitlag i) wagdsyiRaunuiaian 4-5 seu ddluds Ollama Server
W11 gRPC Protocol Lﬁaaﬂ latency TULAaEUTLUIANALALABUNAULUU Streaming fy
JSON Object ifillaseadng 3 drundn laud Tanunauauss (content) Aziuua1TUe]
(sentiment_score) wagAuuztiuaiudy @nimation triggers) Inaszuuazdinn Context
Window viufikazduiinnsianeuasgiudeyansounzuuuauiienalaaingiau (1-5 A1)

dwsuldlunsusuusadlunanuusiaiilaaniu Active Learning Loop

AZURE PLAYFAB

b;)/

/ DATABASE SYSTEM

NPC SYSTEM

a U 1 b v U !
AN 4 G]’Jaﬂﬂﬂiﬂiﬂﬁiqﬂﬁaﬂﬂqﬂgﬂﬂi‘ULLGN
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8. n1sIaUszanS A nluea
1) 35n159AUsLANS AN N15IAUSEANS A NYelmanlasunIs Fine-tune wkaa 1ag

lpldyanaaeuiiteTaAuszansnmuedunasiail

1.1) BLEU Score (Bilingual Evaluation Understudy) Juedesiiodmiudssiiu
aunmvasdemuiiaiatulagluinaniu Tnglitsmaiouiutudonnudrdeiuyed
Foutu duneunisiunszneudensiusium ngram (nguuesdmiednusey) finsedu
sswinedennuiiadnetiu(generate text) fudanudneda (reference text) wdrruanian
precision d193U n-gram ity uenaniidaiinisifia brevity penalty Wedonuiiadne
Fuduninderudrdaietestulililumadonadrsdomudug fle1aiidn precision G
viademiiasudu azuuuiildazeglurag 0 fa 1 lnsargeniiuansisnilndifsei

YDAIUDNDIUINTVY
N

BLEU=BP* exp z w, logp_ 1

n=1

Ine?l  BP (Brevity Penalty): USUAMMINT8AMNTNES19EUNINIT0AINNDIIDS

ap {&1 if o>r 9
I T

Tefl ¢ Amenvestenufiasn

r AU NIVOIUDAIIUDID

P, : MULLUEIVOI n-gram
Number of n-grams that match the reference text.

- 3
Number of n-grams matching the generated text.

n
Taefl  w,: dwidnves n-gram

1.2) Perplexity Tdinanuaiunsaveslumaniwilunisaianisaiangalunielu
Uszlon Tnemifunsdssiiu ammuduaunse analduuey vedunaainnisuantasnany

Wzl BeAn Perplexity Wnlnd 1 snnwinlus Avuneanuitlueaaiunsavhuesdalule

agnasulalaz ki ugIUINTY

n

1
Perplexity=exp | -— Z log P (wilw,,...w.) 4
n

i=1
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Toefl P(wiw,,.w, ) : avmasduvesd w, Alaeasiune
n: IIUIUAYIIVIUA

1.3) ROUGE Score (Recall-Oriented Understudy for Gisting Evaluation) Ju

[ o 1

YaR8 Tan lddmiuiUIsuiisuanuad1eniaseninedonuiiasauasani1ud198s

¥ ¥
Y [

lngianzegedaluanuaiuaiy (summarization) Mdinlagiiunnisindl recall Hunns

ANUIUATITOUNTUVBY N-gram h3DAINNYIIVBIAR UAIMATIAU (Longest Common

| v

Subsequence) SENINUDAINNIADS HAaN5TLAv89 ROUGE Score Miflad1lng 1 e

TaAUNATNTULANUATOUARULALHDAANDITUTDAIINDNDS

ROUG E_N _ Zreferences Zn—gramg Countmatch(ﬂ'gram) 5

Zreferences Zn:grams Count(n-gram)

ROUGE-L (Longest Common Subsequence):

Length of LCS
ROUGE-L= 6
Length of reference

1.4) BERT Score tJun1sini19eaunasieturlannunuiglanssiudeniiy

'
a

199901nwA LY gl ndudaaiun1sTuaRAINASITULUUGAADF LANDINAIIUNLNELAE

Y

VsunwesAlunisaunun Tnswdsunsasiluderufiadsdutasdennusrdadunnmnes
(vector) den1sidTunanten BERT wazl3euiisunnimesvesusasiludornuisaasiny
cosine similarity Fsiidnlng 1 wansidenuiiadraduiirumuneuazmuaenadosty
foyadnsdanniign
1
Precision: P=— inex méax cosine_similarity(xi,yj) 7

X
b y

lne?l P : lRAYYBIANUARIEENAATENIINONATTAUMILA (x) fULBNaNTE1989934 ()

1
Recall: R= M Zyjey rrxwléé cosme_amﬂanty(xi ,yj) 8

1ngd R : 10AUIANUARIEEIEIATENINNDNATTONDNRT () Auenansnaumla (x)
PR
F1 Score: F1=2-— 9
P+R

Tae9 F1 : Aeagesuatin (harmonic mean) 9849 P kag R
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2) nan15nusEanSnwveasluma

1nN5IaUsEanSamvedlunailasunis Fine-tune ud lnalaldyannasuiingtn
LuieinAUseansnmaetuwa tneldrvesusasyanaaaudiail
2.1) BLEU Score (0.4983): a21ugndasvatiilaniluina BLEU dA15endng 0 84 1

[V [

Tneadilng 1 uansdsmuednsndsgatudonusnads A1 BLEU sedutiunansiiuansdy
Tuwaaunsaasrsunaunniiaenadestuidoninuiugls uidsiidosidaluaaunisel
Fudfou meoehdluny wu Wegiduam NPC 1AgIfU quest "3881 Draconis Mons' lainaena
noulagneias 70-80% vedoyandn wivinsigazidengesidu "dedld Flame-Retardant
Potion Aeuiiiuil' Maifindeysfinasdioudlugnd

2.2) Perplexity (1.0987): anusiulaluszuu fn Perplexity aglunauiAun s
Andlnd 1 uansliiiuin lueadaasiulagdunsiueddaly wagdaailivuuey

o w

(uncertainty) ¢ Perplexity agluinauifsnnilddgund msunui NPC dasnauausdatg

nsuazasiane Meogravy Wedlauadaniiily $urseseglvu’ lumaazaey
I@Wuidn "manztuesnvesdnianarades deanuiula 95% laglidua deai
Uszaunsalnsiauiianlva

2.3) ROUGE Scores: naidauluaiiann d1 ROUGE nadwsiilédo ROUGE-1 14
AzLUY 0.3072 ROUGE-2 léimzuuu 0.1897 wag ROUGE-L l¢inzuuy 0.2298 ogfluinainn
11189910 ROUGE HAnsewing 0 e 1 Tnwandnlng 1 Sefluszd@nSamm azuuu ROUGE
Aeudnain (Inewanng ROUGE-2 #i 0.1897) dunasoinufifiszuy quest dudeu foeradaym
fie Wlodiaunia " quest A udrazsi B sieldluy’ Tuinasnameunengiuin "quest A feq
91 monster 10 §7" Tnglaideulesin "dowi quest A Tiasanoudeag unlock quest B 4"
msudlvdeaiiudeyaiinuuuidesloavna

2.4) BERT Score (F1=0.6730): AMNANVIIUNUIMNATALAT A BERT Score Naans
filsife Precision léinzui 0.6295 Recall léAzuuu 0.7242 uay F1 Score léAzuuu 0.6730

aglunauia Lansntennuiaisduiinnuvinglarauaenndesiulayasa8s
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A 5 msilamanldly NPC

3) nMsnagaunsidaulueauuunidsa nsnaaeulszavinnluwa LLAMA Tu
% as gu o ° 1% a ) 1 v

anmanaeumdsaluuimeiiitusyuy lngthyadeyavedoudia 1,490 faeganldanu
HAUNITAUNUIAY NPC Haans i laa1nn1suseiiiuaae BERT Score wandALad ol
Precision: 0.6340 - LaA431 63.4% VBIAIMBUNAS WV UTAIUNUIEATITULLENID1989
Recall: 0.7266 - Us¥lulAaa1uNsaATaUARY 72.66% VadvayadiAgludineusneds Fl
Score: 0.6766 - ALAAYAIINANARATENIN Precision war Recall FaaviauAINa1IAYD
lumalunsasisdmeuiinseuaquiilonmvan (Recall g9) ulaziiauwiugluseaziden

1 < 4 .. [ a
UNEUANaaNUae (Precision UrUNang) andnanIng 5

9. %ﬁnil,t,aza'a;ﬂwamﬁé'ﬂ

1) ASHAIUITUAAAIYILANIENIG LUnaa1dy 3.1:8B tasun1susSukad (Fine-tune)
meyatoyadldasnatu 5,930 uad wiaduyaSeuiuaznagou (80:20) Hnru 10 soULA
Loss anadiiiae 0.07210 wazdmAuuuloaaiuzAands LumagIu1snas19unaunuai

aoandasiuusumnuiugulad widdivedndnluanrunisalidudouddasnistoyann

VRN et ANk Ug U 1wazRYn Fadanmandiu Stanford & NVIDIA (2023) #ld

144



GPT-4 uaz Memory Networks 191 NPC 9a31Unaunun 4-5 50U (@anUolanain 12%) way
MIT Media Lab (2023) 7il# Neuro-Symbolic Al Wiinauusiugluiedes 92% lunatiadns

unaunuugulan uidesiudeyarnitasessuaniunsaldudou

2) nN39NKUUTEUU NPC lunuuu Metaverse szuu NPC luiny trén Metaverse
Qﬂaaﬂufuué’ammﬂm8ﬂiiuam%uﬁvi’wmﬂizmuﬁ’uastﬁUazﬁw%mw: Client Layer
WAy Unity 2022.3.12f1 visiiluansnansiiinuaz Sudunnangiauriudumnesive
NTBUATUANYIINIG NPC TnevausinuesuaivesunaunuLiioauauass; Al Service
Layeriﬁiﬁmm LLaMA 3.1-8B it 1un13 Fine-tune Uy Ollama Server #ne Tokenizer W@z
dmsumdnsluinuias Context Window vu1a 8,000 Iniau LileUszananaunaununi
AOAAGBILAYSINST; WAy Data Layer 1% Vector Database (Pinecone) 9y Embedding
ﬂaﬂLﬁ‘f@uﬂLﬂuLLazUizi’a;ﬁLdu 50ISUNTEUNUILUUIS alnilkIU Event-driven Architecture
Tnotuiinnnsldmeuuazazuuunuiiansla (1-5 A7) ieduugslumastsdeidiosity
Active Learning Loop s'ﬁqaaﬂﬂé’mﬁu Client Layer mimmmhma NPC anue1sual
d0ARaINU Meta (2023) (moUdUBY 1.3 TUN, ATLUUANISTS 4.2/5) Lag Sony Al (2023)
(n5299U815U 88%); Al Service Layer n1510 LLaMA 3.1-8B Wag gRPC an latency
doAMaoaiu NVIDIA & Epic Games (2023) (nouausada 1.8 1) wag Stanford & Google
(2022) (NPC fidnuunediuda, Azluuauass 4.5/5) wag Data Layer A51Y Pinecone uag
Active Learning Loop @onaAassiu Microsoft (2024) (Federated Learning andeyuiaiy

Dusus 100%) uaz Ubisoft (2024) (Usungiinssu NPC 90%)

3) n1sdauszansamlaaa nan1suseidiulinanansuseansamuiunasiiam:
BLEU Score (0.4983) Us?n1sa§1sunaununiiugulddusviaseazidealuaniunisal
fudeu Perplexity (1.0987) uansninusiulagalunisviuneddnly sizdimiunis
mouauewuly ROUGE Scores (ROUGE-1: 0.3072, ROUGE-2: 0.1897, ROUGE-L: 0.2298) o¢]
Tunawien wansdadasrinlunisideslosudundmsu quest Sudeu BERT Score (Precision:
0.6295, Recall: 0.7242, F1: 0.6730) LaTHALY Metaverse (Precision: 0.6340, Recall:
0.7266, F1: 0.6766) uanaisnnuannsalunisaseunguiienindnldd wiauuiugly

a o PN A | Y] a a !
T18a28A8IUIUNANY ﬂ’]iLWﬂJ“U@;ﬂaaﬂWLGUQZJIEJQL‘WG!N@"U%SU'JSﬂﬂigﬂUﬂigﬁmﬁﬂq‘W I@Bﬂ']

BLEU ua¢ Perplexity dmnusiulagauagunaunuiiugiug @aennaediu Stanford & NVIDIA
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(2023) wiidpaUsuUTIanunnsaiduden ROUGE fiduansdodndaly quest dudou
donrdesiu MIT Media Lab (2023) fluugtinfisdayaideulos a1 BERT asouaquiilonman
167 @enndsriy Electronic Arts (2023) unaunulaundnifia 50% uay Ubisoft (2024)
Usumginssudiush namsitedilunadiusyavsnindiunated (BLEU 0.4983, Perplexity
1.0987) usidsiignoeuluuiundution (ROUGE #1) wazanuusiugrseaziden (BERT F1
~0.67) ﬂ’liWGMU’Wl'E]IﬂEJLﬁuﬁﬁayjaﬁﬂLLUUL%@%JIEJQLMG}Nﬁ, 19 RLHF dwisuunaununlauniin
LAY Fine-tuning laW1zinY LilaBNsEAUAINALATIYBY NPC auauidagaues MIT

Media Lab (2023) way Ubisoft Montreal (2024)
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