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A Tale From AI s
Generating a Mythology-Based      Visual Novel 
Using Generative AIs





Approach

Dynamically interact 
with a large language 
model (LLM) to generate 
coherent content
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With This Approach, the LLM ...
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Decide when to have 
branching (choices)

Generate dialogues

Generate character 
and scene information

Generate stories based 
on selected choices

And more...

Generate a
story outline

Decide an ending



Web-Based User Interface

No installation required

Playable anywhere due to responsive design

Enhanced accessibility and rapid development iterations
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Image Panel

Text Panel

Narrator's Message

Next Button
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Text Panel

Character
Image

Choice Panel

Character Name
Character's Message

Choice

Choice
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Current Issues
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LLMs struggle with generating long-context content
LLMs sometimes repeat generated content

Inconsistency in generated character and scene images

Japanese-generated content is unnatural



Future Outlook

Game improvements: other subgenres of visual novels and additional game elements
For example, sound effects, special effects, and more expressive characters

GenAIs will continue to improve
Expect even crazier use cases in the near future

GenAIs + Human > GenAIs
People who can use GenAIs will replace those who cannot


