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Oberong99 =

The young noblewoman with the long flowing dark hair finds her seat, placing her shoulder bag safely between her feet while curiosuly studying the other
passengers around her. The tiny winged fey finds a seat above with some luggage where she too scrutinizes the others, messaging her protége to be
careful who she talks to, which is as per usual ignored by the young noblewoman with a roll of her indigo eyes. She finds herself intrigued by the variety of
people and things around her, the quite alluring karrnathi woman, the warforged with the peculiar mechanical bird, the even more peculiar cloaked
fungoid, the two khoravari, the short horned woman and finally the teenage boy, giving each and all of them a friendly smile.

“l hope I'm not being too forward but | adore your dress.’ She says to the karrnathi woman with sincere appreciation. "I am Léa by the way, and don't mind

(Perfect) any looks from Lilou up there, she is only doing what she is ordered to, keeping me out of trouble on my journey.” She explains with a soft laugh, and now
Join Date: 2/27/2021  1tis the tiny winged dark fey above that rolls her eyes.
Posts: 13,660

Last edited by Oberon99: Jul 21,2026
n n ™ Report s Reply @ Quote @ Multi-quote

Jul 22, 2026

Mister_Whisker ~ Veronica smiles and smoaoths her dress a bit.

"Well, | greatly appreciate the compliment, darling,’ the woman says, giving a friendly smile that reveals her fangs. "You look lovely as well; it is my
pleasure to make your acquaintance. | am Veronica, of the Osborn house. And | am used to stares, so | am not especially concerned about your friend's
curiosity. If you don't mind my asking, what business do you have in Sharn?”

Thaumaturgist Unhappy that the market got rid of individual purchases for one-off subclasses, magic items, and monsters?
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https://www.dndbeyond.com/forums/dungeons-dragons-discussion/play-by-post/242233-eberron-heart-of-war
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In-Character Text (IC)
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resistance of the bowstring. He pulls a lungful of air to keep himself steady, takes aim at the Bandit with
the deer, and lets fly.
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TURN 1:
Text

Player ID
Character
Race

Class
Pronouns
Inventory

In combat?
In character?
Action

You attack. You launch some fire onto the
goblin closest to the wagon. And with that,
he looks like he is on death’s door. And
the other goblin that you can see, the one
that’s not in the brush somewhere, just sort
of stops in his tracks. What do you do next?
0

Dungeon Master

N/A

Dungeon Master

N/A

N/A

Yes

Yes

Attack

TURN 2:
Text

Player ID
Character
Race

Class
Pronouns
Inventory

In combat?
In character?
Action

I grab my axe and bring it down on the
wounded goblin.
1

Magnus
Human

Fighter

he/him

Axe

Yes

Yes

Attack
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¥ &k5 = 1HL MIE Perplexity

odl sk& S 2= perplexity?} token accuracy
Model Perplexity Token Accuracy
LLM-Dialog 2.65 44.61
LLM-DND 2.50 46.92
LLM-DND-PREV-CTRL 2.51 46.84
LLM-DND-CURR-CTRL 2.34 49.67
LLM-DND-ALL-CTRL 2.37 49.02
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o 2cto| YOiLt 20122712 (1~10 ME) Does this response make sense?
o 1t DO| BTt MK| B (Gold response) S MG SHCH, - Makes sense
- Does not make sense
Is this response specific to the given context?
. Specific

. Not specific

How Interesting is this response on a scale of 107
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e Context
o =K O|F (R AlS
o 4K &at(HAlZ L&) A=
e Player()
o 1} BE/AN =20|0e] Eet 4H
MlIE
o offs E=Al0M= HEH 2R H
HHO|L1, OffHH| 2K BHRIA 25
e Ratings
o 1 HHHOICH B 3H0|| EolHl e

Context Player 10 - Del Ratings

Player 10 - Del (Barbarian) Response 1 Does this response make sense?
Player 0 - Dungeon Master Del quickly searches the store room, 4 Makes sense

Player 12 - Aramis (Bard) grabbing whatever weapons he find useful. a Does not make sense

Player & - Xavier (Bard)

Player 10 - Del {Barbarian): Del gives a final kick to the dead orc
that he just killed then proceeds to hunt through the main room
then the store room, looking for his axe and other gear

Player 0 - Dungeon Master : Del - make an investigation check.
Player 10 - Del (Barbarian): 3

Player 0 - Dungeon Master : The barbarian begins tossing things
around, overturning tables and tearing crates and sacks open,
though his still simmering rage at being locked up prevents him
from undertaking a thorough search. He turns up a shortbow, a
light crossbow, a few javelins, 2 quivers of arrows, 2 cases of
crossbow bolts, a crate full of mismatched leather armour and a
few sacks full of preveserved fruit and vegetables. There is no sign
of the equipment that was taken from him last night.

Player 12 - Aramis (Bard) : "anyone seen any keys? or my stuff?™
aramis calls out to everyone

Player & - Xavier (Bard) : "quickly picking up the dead orcs cleaver
50 a better weapon Xavier turns to the rest of the party™ "fighting
is not over, we are not sure whats to be found up there, raid the
store room, we must be ready for more combat™ *i turn to del®
“would you stand with me to defend the rest while they re-arm?™
*i offer the crowbar to del” "then turn back to the party™ ™and if you
find a shield and sword in there, i require a stronger defence and
fist™

He then heads back to the others "l found
another crossbow and arrows, and a
dagger. | have a short bow, but I'll leave it
here if someone else wants it. | also found
one of my javelins that | was missing.”

Is this response specific to the given context?
a Specific
4 Mot specific

How interesting is this response on a scale of 107

Response 2

del takes the crowbar and tells xavier to
find hes **en axe and ill keep good care
of him

Does this response make sense?

4 Makes sense
4 Does not make sense

Is this response specific to the given context?
a Specific

a Mot specific

How interesting is this response on a scale of 107

Response 3
Anyone see my axe, and leather?

Does this response make sense?

a Makes sense
a Does not make sense

Is this response specific to the given context?
4 Specific

a Mot specific

How interesting is this response on a scale of 107

Response 4

Noticing Del is searching the same room.
Del calls out to him "X, | just killed an orc
you could use its stuff if you like.”

Does this response make sense?

d Makes sense
4 Does not make sense

Is this response specific to the given context?
a Specific

4 Mot specific

How interesting is this response on a scale of 107

Figure 3: The user interface that our raters used to evaluate the quality of our model’s next utterance prediction.
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Model Sense  Specific Interest
LILM-Dialog 0.81 0.85 3.57
LLM-DND 0.9 0.9 3.91
LLM-DND-PREV-CTRL 0.86 0.88 3.96
LLM-DND-CURR-CTRL  0.88 0.9 3.96
LILM-DND-ALL-CTRL 0.87 0.88 3.92
GOLD 0.92 0.92 4.17

23



H|o] E-gof| = Bat

* XA Sd= AMset Olw="

¥ H|0o| EAM_Control Features

o SRS AT & 2 Q| HOf TH5SF| THE.

Model Output
LLM-Dialog moon_monk you can just join our discord conversation. it’s free and easier to deal with
LLM-DND I cast Ice Knife (I'm assuming this is not one of the ones I can’t do?)

LLM-DND-CURRENT-CTRL
Responding as Magnus (human
fighter, inventory: axe) In combat

[ turn from the goblin and go to help Merle and Taako with getting this wagon moving
again. Magnus can’t see them anymore with such a dense forest. They're likely in a
battle right now... I have to find them as fast as I can!

LLM-DND-CURRENT-CTRL
Responding as Taako (elf wizard, in-
ventory: spellbook) In combat

If the goblins still don’t look like they’re getting closer, Taako will yell, “Alright you
little monsters! Let’s see what ya got!” And he’ll cast Chill Touch on one of the goblins
that 1sn’t dead/on its doorstep. Attack: 22 Damage: 6

LLM-DND-CURRENT-CTRL
Responding as Mearle (dwarf cleric,
inventory: holy symbol) In combat

Merle steps away from the wagon. He draws his sword and takes aim at the hidden
goblin! Attack: 27 Damage: 8 He puts his free hand on the pommel of his sword and
shouts his battle cry, "For Clanggeddin!" His eyes glow brightly red as he strikes!

24
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Out-of-Character groii} In-Charactere| x}0|

o StL2| &= 00C EYLZ MU=t IC HUL=E LI =T12] A0 =4,

o OOCE CHAIBHA] ICE MARHS o] g F4: XIO)

Model Sense Specific Interest
LILLM-Dialog -0.01 -0.01 +0.06
LIM-DND -0.02 +0.03 +0.4
LLM-DND-PREV-CTRL +0.02 +0.02 +0.6
LLM-DND-CURR-CTRL  +0.06 +0.06 +0.93
LLM-DND-ALL-CTRL +0.07 +0.06 +0.81
GOLD +0.07 +0.05 +1.02
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State variable

Majority LLM-DND-GST
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Character Class
Character Name
Character Race
Character Pronouns
Character Actions

13
.89
S8
S8
15
S8
.80

.82
.82
16
18
19
.89
85
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