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Abstract

Automatic storytelling is a difficult NLP task
that poses a challenge even for state-of-the-art
large language models. This paper proposes
a pipeline for interactive fairy tale generation
in a mixed-initiative setting. Our approach in-
troduces a story goal as a stopping condition,
imposes minimal structure on the narrative in
the form of a simple emotional arc, and con-
trols the transition between the stages of the
story via system prompt engineering. The re-
sulting framework reconciles creating a struc-
tured and complete short-form narrative with
retaining player agency and allowing users to
influence the storyline through their input. We
evaluate our approach with several proprietary
and open-source language models and examine
its transferability to different languages, specifi-
cally English and Russian.

1 Introduction

Large language models (LLMs) hold great poten-
tial for narrative generation. However, while this
field is rapidly evolving, the task is still challenging
(Yamshchikov and Tikhonov, 2023). We explore
collaborative storytelling, where the plot evolves
based on inputs from both the user and the LLM.
Our work lies at the intersection of narrative gener-
ation and game design, where interactive elements
play a crucial role in storytelling.

From the game design perspective (Adams,
2009), a good story, in general, must be credible,
coherent, and dramatically meaningful. Further-
more, a nonlinear story enables player agency by
allowing them to influence the plot and change the
outcome. The traditional method of introducing
nonlinearity into a game is branching, which offers
the player one or more decision points to follow one
of multiple pre-planned plotlines. The alternative,
codified by LeBlanc (2000) and made much more
prominent by the recent rise of LLMs, is emergent
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narrative, where there is no pre-planned storyline
and the story emerges from in-game events. The
difficulty of this approach is ensuring that the core
mechanics of the game are able to generate narra-
tives with the desirable properties of good stories
automatically — a challenge still relevant for state-
of-the-art LLMs — as well as limit repetition and
randomness.

The specific focus of this paper is on the cre-
ation of interactive children’s fairy tales. Lindahl
(2018) defines a fairy tale as a story “l1) that un-
folds in a time long ago and a place far away, 2)
features magic or marvels and 3) symbolic objects
that possess the power of poetic images, 4) presents
stereotypical characters representing 5) extremes
of good and evil and 6) ends most often happily
and always justly.” While using this definition as a
starting point, we modify it in several ways, such
as setting the stories in the modern world to make
them more relatable to contemporary children and
taking steps to ensure the safety and appropriate-
ness of the content.

‘With this in mind, we introduce a framework for
the interactive generation of fairy tales designed to
meet the following desiderata:

* Structure: generate complete narratives fea-
turing plot development and resolution;

* Agency: incorporate user input into the plot;

* Product vision: ensure alignment with the de-
sired stylistic, genre, and safety requirements.

The contributions of this paper include (1)
prompt engineering techniques for controllable
collaborative story generation; (2) a set of user-
oriented evaluation metrics; and (3) experiments
showing how our approach transfers to different
LLMs and languages.
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2 Related work

Narrative structure. Early structuralist works
(Polti, 1917; Propp, 1968; Van Dijk, 1976) have at-
tempted to identify universal elements and themes
across narratives. In particular, Propp used fairy
tale material to show that many apparently distinct
stories boil down to a small set of stock charac-
ters and events they are involved in, which follow a
specific sequence (with some degree of variation).
An example of a recent, LLM-driven implementa-
tion of a similar approach is (Alvarez, 2023), which
utilizes a narrative structure system based on dis-
crete tropes to create a “narrative graph” of a story,
which is then used as input to a language model.
However, this heavily structured approach is hard
to reconcile with interactivity; for instance, Bostan
and Turan (2017) show that Propp’s functions are
only partially mappable to video game stories.

A broader characterization of narratives uses the
notion of emotional arc. The idea was proposed by
Kurt Vonnegut in a rejected master’s thesis (The
University of Chicago Chronicle 2007; see also
Vonnegut 1995) and recently found support in Nat-
ural Language Processing (NLP) research. Based
on sentiment analysis of a dataset of books, Reagan
et al. (2016) identify a set of six basic story shapes
according to the trajectory of rising and falling sen-
timent within the storyline. Emotional arc structure
has since been observed in other media such as ad-
vertisements (Ghosh and Deb, 2022) and Reddit
posts (Giorgi et al., 2023). On the text generation
side, the idea is reflected as emotion-aware story-
telling; see, e.g., Mori et al. 2022, where emotions
are incorporated into a story completion task and
references therein. Chung et al. (2022) implements
emotional arcs directly as a writing support tool
where the user can control the story flow by provid-
ing a rough sketch representing the protagonist’s
good/bad fortune.

Collaborative storytelling. As shown by a recent
scoping review (Yang et al., 2024), the literature on
using language models in game design is already
significant and rapidly growing. According to their
typology, the task of crafting a story by alternating
human and Al input falls under the label of mixed-
initiative gameplay.

An early example and pioneering work in this
area is Al Dungeon (Dalton, 2019). It features
sandbox-style, open-ended gameplay, which allows
the user to influence the story through text input.
While this basic loop of mixed-initiative story-

telling is well-represented in the literature, recent
works tend to acknowledge its limitations and/or
propose additional structural elements or mechan-
ics for the user to interact with to produce more
engaging interactive narratives.

In a similar interactive setting, Freiknecht and
Effelsberg (2020) expand the player’s ability to in-
teract with the game by implementing a visible,
player-facing inventory of items via named entity
recognition and generating actions for the player to
choose from rather than requiring free input. They
introduce control over sentiment changes in the
story and coherence of the plot by incorporating
control words like luckily or unfortunately and in-
formation about characters and inventory into the
model’s context. Nichols et al. (2020) highlight the
need for a balance between player freedom, which
allows for interactivity, and restrictions, which are
necessary to tell a compelling story. Their system
uses a writing prompt drawn from a hand-curated
list to provide a “story starter,” after which a human
and an Al agent take turns adding continuations to
the story. Shakeri et al. (2021) extend collaborative
storytelling to a multiplayer environment, allow-
ing multiple human users to contribute to writing a
story alongside an Al

In a more recent development, Sun et al. (2023)
argue that Al Dungeon-style infinite collaborative
storytelling risks losing its emotional appeal with-
out a meaningful goal or structure. Their approach
introduces a game mechanic in which the player’s
goal is to lead the Al to mention keywords corre-
sponding to items of a specific type. These items
are then added to the player’s in-game inventory
and used at the next gameplay stage.

Fairy tale generation. Makridis et al. (2024) uti-
lize an LLM in conjunction with image generation
to create personalized illustrated fairy tales for chil-
dren. Their approach allows the user to set several
parameters, including the child’s age, the protago-
nist’s gender, story theme (e.g. “medieval” or “an-
imals”), and conflict type (evil vs good, courage
and bravery, etc.) The model then generates a com-
plete story. The interactive component is, therefore,
limited to the initial setting of parameters.

3 Methodology

We propose a pipeline for story generation that
focuses on creating controlled, complete, short-
form narratives in the fairy tale genre in a mixed-
initiative setting. The model generates passages



(story chunks), starting with a setting. After each
passage, the model provides suggested actions for
the main character to carry out. The user can either
choose one of these actions or input their own. The
story ends with the generation of an epilogue.

3.1 Overview

To strike a balance between structure and player
agency, we introduce a goal that the main character
must achieve before the story ends. The story gen-
eration process is divided into the “low” and “rise”
stages, with the transition point controlled by a vari-
able parameter. The story begins at the “low” stage
and can not end until it reaches the “rise” stage.
This essentially imposes a simple emotional arc on
the plotline while allowing users to shape the story
with their actions.

The input to our story generation pipeline con-
sists of a protagonist and their goal (Figure 1), both
randomly selected from hand-curated lists. The
user can either choose the protagonist from several
options or input their own. The goal is not made
explicitly visible to the user but incorporated into
the model’s prompts.

{
"name": "John",
"goal”: "defeat an evil dragon”

}

Figure 1: Sample input in the JSON format. This infor-
mation is initially passed to the model to generate the
setting

3.2 Prompt engineering

We use a combination of few-shot (Brown et al.,
2020) and zero-shot prompting (Reynolds and Mc-
Donell, 2021). Our pipeline utilizes an ensemble
of prompts to generate the following elements of
the story:

* Setting: Given the story protagonist and goal,
generates the first passage of the story;

» Passage: Given the entire sequence of pas-
sages and user actions so far, generates the
next passage;

* Suggested actions: Given the story’s protago-
nist, goal, and the latest passage, determines
whether the goal has been achieved; generates
either an end-of-story special token or three
possible next actions for the protagonist;
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* Epilogue: Given the complete story, generates
an ending.

Settings and suggested actions are generated in a
few-shot setting with hand-curated examples to en-
sure adherence to the correct format. Prompts are
stored as templates with slots for story-specific in-
formation, which includes the protagonist and goal.

3.3 Story structure

To enforce an emotional arc and allow the story to
develop without ending too early, the prompts for
passages and suggested actions come in two vari-
eties corresponding to the “low” and “rise” stages.
The system prompt for passages starts with instruc-
tions that prevent the protagonist’s goal from being
achieved; the model is instructed to describe chal-
lenges the protagonist faces (Figure 2.) The prompt
for suggested actions initially does not include any
instructions to check for goal completion or relevant
few-shot examples (Figure 3.)

After generating a predetermined number 7,
of passages, the story enters the “rise” stage. The
prompts are replaced with modified versions in-
structing the model to generate more positive out-
comes for the protagonist and to check whether
the goal has been achieved. Once this condition
is met, or upon reaching the maximum number of
passages nuayx, the model is prompted to generate
an epilogue with a positive resolution to the plot.
The entire workflow is shown in Figure 4.

4 Experiments

In order to test the transferability of our approach
to different LLMs and languages, we designed two
ensembles of prompts for fairy tale generation in
English and Russian (see Appendix C). We tested
the pipeline on four LLMs: Saiga-L.lama3-8B, a
Russian-language chatbot based on Llama3 (Gusev,
2024a); a proprietary model with 29B parameters
trained on Russian data (Forever, 2024); Mixtral-
8x7B-Instruct (Mistral Al, 2023); and GPT-40
(OpenAl, 2024a). The use of English for Russian-
based models is justified by the fact that the Saiga
model is based on the Llama architecture, which
is multilingual. This allows the model to generate
texts in both Russian and English. The proprietary
29B model, with its own architecture, was trained
on English data and fine-tuned on quality Russian-
language data to better adapt to the Russian context.

For each model, we set generation parameters to
values suggested by their respective model or API



You are a language model for writing WHOLESOME
children’s fairy tales suitable for six-year-olds

[...] The protagonist of the fairy tale is {name}.

Their goal is to {goal}.

The child will submit an action undertaken by the
protagonist, and you will write the next plot point
of the story [...]

Your answers develop the plot and logically follow
from the protagonist’s actions. However, the
protagonist always faces challenges and NEVER
reaches their goal [...]

You are a language model for writing WHOLESOME
children’s fairy tales suitable for six-year-olds
[...] The protagonist of the fairy tale is {name}.
Their goal is to {goal}.

The child will submit an action undertaken by the
protagonist, and you will write the next plot point
of the story. [...]

Your answers develop the plot,
from the protagonist’s action,
closer to their goal [...]

logically follow
and bring them

Figure 2: System prompt templates for passages in the “low” (left) and “rise” (right) stages of the story. Placeholders

for story-specific information are highlighted in red

User:

Fragment: Once, after yet another day without
brushing her teeth, Princess Vera noticed an odd
taste in her mouth. She opened her mouth and with
horror saw that all her teeth began to move and
say: “We are tired of you not taking care of us,
Vera. We are leaving you!”

Protagonist’s goal: learn to brush her teeth
Assistant:

<]action|> Run to mom <|action|> Burst into tears
<|action|> Persuade the teeth to stay

User:

Fragment: The next day, Koschey the Immortal
challenged Ivan Tsarevich to battle. They fought
for a long time, but in the end, Ivan Tsarevich
defeated Koschey. He captured Koschey’s castle,
and began to rule there. He was a wise and fair
king, and the talking cat became his chief adviser.
And they lived happily ever after.

Protagonist’s goal: defeat Koschey.

Assistant:

<|eoq|>

Figure 3: Sample few-shot examples for generating suggested actions. Examples, where the goal is achieved (right),

are not used until reaching the “rise” stage of the story

User input:

choose protagonist

}

Generate setting;

T

Generate actions

l

User input:

N )
N

choose or enter action

l

/ /

yes

lIlO

Generate passage;

4£

increment n

Switch to

“rise”’-stage prompts

!

Generate passage;

increment n

!

yes

an

Generate actions;

check if goal is achieved

!

Goal achieved?
yes

ll’lO

User input:

/

choose or enter action

—»E Generate epllogue }

Figure 4: Story generation workflow. The left-hand side corresponds to the “low” stage of the story, the right-hand

side to the “rise” stage.
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Model Parameters

Saiga-Llama3-8B temperature: 0.2
top_p: 0.9
top_k: 30

repetition_penalty: 1.12
(Gusev, 2024b)
temperature: 1.05
top_p: 0.33
repetition_penalty: 1.07
temperature: 0.7

top_p: 1.0

(Mistral Al 2024)
temperature: 1.0
top_p: 1.0

(OpenAl, 2024b)

Proprietary 29B

Mixtral-8x7B-Instruct

GPT-40

Table 1: Generation parameters

documentation where available. All parameters are
given in Table 1. We used the same prompt ensem-
bles with all models; for Mixtral-8x7B-Instruct, the
system prompt was concatenated with the first user
message to comply with the model’s chat template.
Generation was capped at 200 tokens; any unfin-
ished sentences resulting from the token limit were
removed in postprocessing.

For all experiments, we used a set of hand-
curated protagonists and goals (Table 2) combined
via Cartesian product for 100 distinct inputs. Each
data point is a single playthrough, a complete story
produced by randomly choosing the protagonist’s
action from suggested actions at each step, with
chosen actions included. The length of each story
was capped at n,,4x = 7 passages plus an epilogue,
for a total of 8 passages. For sample playthroughs,
see Appendix A.

Protagonists ~ Goals

a unicorn remove the curse that fell on a kingdom
a fairy defeat an evil dragon

an elf find King Arthur’s lost sword

a wizard solve the mystery of ancient dark magic
acat free an enchanted city

a dinosaur return the stolen sun

a princess restore peace to a magic forest

a prince discover the secret of a mysterious chest
John find a treasure at the bottom of the ocean
Mary defeat a powerful djinn

Table 2: Hand-curated protagonists and goals

To examine how the prompt engineering tech-
niques employed in our pipeline affect the length of
generated stories and the shape of their emotional
arcs, we generated three sets of 500 playthroughs us-
ing Russian prompts and the proprietary 29b model
with 5, € {1,3,5}. The parameter n,;s corre-
sponds to the passage index (and subsequent user ac-
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tion), after which the story transitions between the
“low” and “rise” stages and controls the story length
distribution in passages. The minimum length of
a playthrough equals n,;, + 2 (for the minimum
of one “rise”-stage passage and epilogue). We vi-
sualized the shape of emotional arcs using scores
obtained from a RuBERT-based model fine-tuned
for the sentiment classification task of short Russian
texts (Gurtsiev, 2024).

For story evaluation, we generated datasets of
100 playthroughs for each model and language, with
Nyise = 9. Quantitative evaluation of interactive
storytelling, as well as creative text generation in
general, poses a challenge. Human evaluation is re-
garded as the gold standard. However, according to
Hémaildinen and Alnajjar (2021), while commonly
used features include grammatical correctness, nov-
elty, relevance, and emotional value, there is no
consensus on how evaluation should be performed.

In keeping with the desiderata of our framework,
we established a set of proprietary user-oriented
metrics divided into two groups. The first group
focused on the overall quality of the generated text,
while the second measured the coherence and com-
pleteness of the narrative, as well as the achieve-
ment of the protagonist’s goal.

For the evaluation we use the following set of
metrics:

* Protagonist: the character chosen by the user
appears in the first paragraph of the story;

Engagingness: the storyline is interesting and
engaging. The assessment answers the ques-
tion “How likely are you to read another story
written by this LLM?” on a ternary scale of
“-17, 407, “17;

Safety: the story avoids content that is po-
tentially inappropriate for children, such as
offensive, aggressive, or toxic language;

Fact checking: the world representation in the
story is accurate, and the factual information
is correct (accounting for the specifics of the
genre, such as the existence of magic);

Consistency: the story is free from logical
errors or self-contradictory elements;

Style alignment: the story features elements
characteristic of a fairy tale: the presence of
magic, a good-versus-evil conflict, and typ-
ical vocabulary including idioms and stock



phrases; as well as being set in the modern
world.

The completeness metrics are the following:

» Coherence: the entire text constitutes a story;
the plot is internally cohesive and does not con-
tain repetitions or sudden unjustified changes
in the setting and timeline;

* Happy end: the story resolves its conflict ef-
fectively, with the heroes overcoming obsta-
cles and either defeating or reforming the vil-
lains;

For the Russian dataset, each playthrough was
initially evaluated by five human annotators. The
annotators were instructed to evaluate all metrics,
except for Engagingness, on a binary scale, rating
each “1” if it met the listed requirements and “0”
otherwise. The final rating of each playthrough was
determined by majority voting, with the alterna-
tive picked by the most annotators selected as the
winner. For Engagingness, which is ternary, ties (5-
10% of all instances for each model) were resolved
via the median rule (Black, 1948), assigning the
playthrough the rating “0”.

For both Russian and English, we additionally
performed automatic evaluation via GPT-40 using
the same set of metrics; see Appendix D for eval-
uation prompts. GPT-40 was instructed to give its
reasoning along with the rating.

In addition, to control for the possibility of de-
graded responses in languages other than English
(see, e.g., the Mixtral playthrough in Appendix
A.2), we added two automated metrics to evaluate
the language fluency and correctness of the gener-
ated playthroughs in Russian. These metrics are
reported as the average score of all passages in each
dataset of playthroughs:

¢ Linguistic acceptability: scores obtained
from a ruRoBERTa model trained for the clas-
sification task of linguistic acceptability on the
RuCoL A benchmark for Russian texts (Rus-
sianNLP, 2022);

* Language detection: scores of the correct lan-
guage label using a language detection model
(Papariello, 2021).

5 Results

5.1 Emotional arcs

As shown in Figure 5, lower values of n,, allow
for shorter playthroughs, while higher values push
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them close to the maximum of n,,x + 1 passages.
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Figure 6: Average positive sentiment scores of passages
of all playthroughs (top) and 8-passage playthroughs
only (bottom)

Figure 6 shows the average score of each gener-
ated passage’s “positive” sentiment label (includ-
ing settings and epilogues). The sentiment graphs
show the desired “rising” emotional arc for all val-

ues of n,;,.. Because the model is instructed to



describe the conflict in the setting (first passage)
and a “happy end” in the epilogue, lower sentiment
is expected in the beginning and higher sentiment
towards the end of the playthrough.

5.2 Quality and completeness

Story evaluation results for Russian and English
are presented in Tables 3 and 4, respectively. The
results are reported for each metric as the fraction
of playthroughs with the final rating of “1”. In
order to assess the agreement between human and
automatic evaluation, we calculated the accuracy
of GPT-40 in predicting the human rating for each
metric; these results are given in Table 5.

Some metrics were consistently high across mod-
els, languages, and evaluation methods, includ-
ing Protagonist and Safety. Engagingness scores
were also high across the board, with the English
datasets scoring higher than the Russian. For the
latter, human annotators gave out the “-1” rating
more frequently, with three to five instances per
dataset compared to one instance overall in auto-
matic evaluation. For Coherence, which represents
our framework’s ability to produce complete plot-
lines, the two best-performing models were GPT-40
and the proprietary 29b model, both with scores of
0.94 or higher for both languages.

For Fact checking, all human scores of the Rus-
sian datasets were above 0.9. The automatic scores
were in the 0.64-0.87 range for both languages
and higher for Russian on three out of four models.
Highlighting a limitation of automatic evaluation,
GPT-40 reasoning suggests that it interpreted this
metric differently than human annotators, ignoring
the provision for magic in fairy tales (1) or delving
too deep into cultural context (2).

(1) ‘Unicorns, magical powers, dragons, lep-
rechauns, and phoenixes are mythical and do
not exist in reality. Additionally, concepts
like “healing energies of nature” channeled
through a unicorn’s horn and the magic aimed
to weaken a dragon lack scientific basis and
are purely fantastical.’

(2) ‘There are several factual inaccuracies. King
Arthur and Excalibur are elements from
Arthurian legend and not typically associated
with elves or a magical forest, which are from

different mythological traditions.’

Consistency shows good agreement between au-
tomatic and human evaluation, with the latter being
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slightly stricter. GPT-40’s reasoning in automatic
evaluation was acceptable and logical, as in (3).

(3) ‘The story contains a contradiction in the
character roles. Specifically, Marvin’s name
changes unexpectedly. Initially, Marvin is in-
troduced as the tech-savvy monkey. However,
later in the story, Dustin is mentioned as typ-
ing on the magical laptop instead of Marvin.’

With its multiple and complex sub-criteria, the
Style alignment metric presented a challenge for
our pipeline. While the Magic sub-criterion re-
ceived consistently high scores for both languages,
with a high level of agreement between human
and automatic evaluation, other components of
the metric saw significant mismatch. For Con-
flict, lower scores were associated with story goals
involving no inherent conflict (e.g., “find King
Arthur’s lost sword”), whereas playthroughs where
the goal introduced an antagonist (e.g., “defeat an
evil dragon”) received higher scores. Similarly, the
goals and protagonists we selected were setting-
neutral and did not explicitly mention modern con-
cepts. In the absence of support from this story-
specific information or user input, the LLMs strug-
gled to incorporate these themes along with typical
fairy tale idioms, leading to low scores for Modern
reality.

For the Happy end metric human annotators
tended to give the rating of “0” to playthroughs
lacking an obvious villain. Automatic annotation
was less strict but showed a similar trend, e.g., GPT-
40 reasoning for a rating of “0” in (4).

(4) ‘The story lacks a clear conflict between good
and evil. Lily’s adventure and the challenges
she faces, such as the giant squid, are obstacles
rather than manifestations of evil. There is no
significant antagonist or villain, and hence, no
moral lesson about good triumphing over evil
is presented. The story focuses more on dis-
covery, cooperation, and sharing rather than
resolving a conflict with an explicit moral les-
son.’

For Linguistic acceptability, the best result was
achieved by the proprietary 29b model. A slightly
degraded Language detection score for Mixtral-
8x7B-Instruct was expected, as this model does not
officially support the Russian language.

Finally, we explored the correlation between eval-
uation criteria using a combined dataset (all models,



Metric Saiga-Llama3 8B  Proprietary 29B  Mixtral-8x7B-Instruct GPT-40

Protagonist 1.00/1.00 1.00/0.99 1.00 / 1.00 1.00/1.00
Engagingness 0.95/0.95 0.88/0.86 0.94/0.88 1.00/1.00
Safety 0.99/1.00 1.00/0.99 1.00/ 1.00 1.00/1.00
Fact checking 0.90/0.68 0.98/0.82 0.99/0.79 0.95/70.87
Consistency 0.83/0.85 0.90/0.95 0.79/0.84 0.96/0.98
Style alignment (mean of): 0.42/70.63 0.47/0.63 0.40/0.60 0.50/0.71
— Magic 0.99/0.99 0.98/1.00 0.98/0.97 1.00/1.00
— Conflict 0.37/0.95 0.64/0.94 0.51/0.94 0.76 / 0.99
— Vocabulary 0.28/0.44 0.20/0.45 0.07/0.38 0.22/0.73
— Modern reality 0.05/0.14 0.07/0.13 0.02/0.12 0.00/0.12
Coherence 0.99/0.88 1.00/0.94 1.00/0.82 0.99/0.98
Happy end 0.41/0.76 0.66/0.91 0.61/0.90 0.77 /1.00
Linguistic acceptability 0.74 0.94 0.80 0.78

Language detection 1.00 1.00 0.94 1.00

Table 3: Evaluation of playthroughs in Russian (human annotators / GPT-40). Best results for each metric are
highlighted in bold.

Metric Saiga-Llama3 8B  Proprietary 29B  Mixtral-8x7B-Instruct ~ GPT-40
Protagonist 1.00 0.99 1.00 1.00
Engagingness 1.00 0.93 0.99 1.00
Safety 1.00 0.99 0.99 1.00
Fact checking 0.71 0.75 0.64 0.86
Consistency 0.97 0.98 0.90 0.94
Style alignment (mean of): 0.73 0.69 0.77 0.84
— Magic 1.00 1.00 1.00 1.00
— Conflict 0.96 0.97 0.98 0.99
— Vocabulary 0.66 0.54 0.71 0.89
— Modern reality 0.30 0.23 0.39 0.46
Coherence 0.97 0.98 0.95 0.99
Happy end 0.84 0.87 0.90 0.98

Table 4: Evaluation of playthroughs in English (via GPT-40)

Metric Saiga-Llama3 8B  Proprietary 29B  Mixtral-8x7B-Instruct  GPT-40 All
Protagonist 1.00 0.99 1.00 1.00 0.998
Engagingness 0.9 0.78 0.84 0.99 0.878
Safety 0.99 0.99 1.00 1.00 0.995
Fact checking 0.68 0.82 0.78 0.88 0.790
Consistency 0.74 0.89 0.69 0.94 0.815
Style alignment:

— Magic 0.98 0.98 0.95 1.00 0.978
— Conflict 0.4 0.7 0.57 0.77 0.610
— Vocabulary 0.6 0.51 0.61 0.43 0.538
— Modern reality 0.91 0.9 0.88 0.88 0.893
Coherence 0.87 0.94 0.82 0.99 0.905
Happy end 0.61 0.75 0.67 0.77 0.700

Table 5: Agreement between human annotators and GPT-40 over evaluation of playthroughs in Russian

400 playthroughs total) for each language and evalu-  Conflict and Consistency vs. Coherence (automatic
ation method. The criteria were found to be largely ~ evaluation only) and a weak negative correlation be-
statistically independent from each other, with a  tween Magic vs. Modern reality (human annotators
few exceptions listed in Table 6. One notable but  only).

expected instance of a correlation was that between

Happy end and Conflict. The correlation was much 6 Conclusion

stronger for human annotators but also present in
automatic annotations; see example (4). We also
found a weak positive correlation between Magic vs.

We present a pipeline for interactive fairy tale gener-
ation focusing on complete, short-form narratives.
A combination of human and automated evaluation

15



Metrics Russian Russian English
etrics (humans) (GPT-40) (GPT-40)

ggﬁiﬁfﬂﬁ o /s 0.48 0.4

Contict ws 046 wd

Magic vs.

Modern reality -0.35 n/s n/d

ﬁ?ggﬁlﬁ' 0.77 0.16 0.32

Table 6: Spearman correlation between evaluation crite-
ria; n/s = “not statistically significant” (i.e. p > 0.05);
n/d = “not defined” (zero variance across ratings)

shows that the generated stories display the desired
“rising” emotional arc shape while maintaining over-
all high quality and coherence. The pipeline has
been tested with prompts and generations in two
languages and multiple language models.

Directions for future work include experimenting
with longer-form narratives and other emotional arc
shapes (e.g. “rise-fall” or “rise-fall-rise”), which
could be achieved by assigning a secondary story
goal after the original storyline is concluded. An-
other possibility is including (hand-written or gener-
ated) events set to occur in specific passages to pro-
duce more engaging storylines while still retaining
player agency (see Appendix B for an experimental
playthrough).

7 Limitations and ethical considerations

Our experiment design has several limitations. Due
to time and cost constraints, we relied on default
or recommended generation parameters for each
model. Proper hyperparameter search (Wang et al.,
2023; Ackerman et al., 2024) may be performed to
determine optimal values. Because of human an-
notator availability constraints, we used automatic
evaluation in addition to human ratings for the Rus-
sian data and as the primary evaluation method for
the English data. One potential concern in this re-
gard is using GPT-4o for generation and evaluation
due to LLMs’ potential bias in favor of their own
generations (Panickssery et al., 2024). However,
we did not observe a decrease in the agreement
of GPT-40 with human evaluation on its own out-
put, compared to playthroughs generated by other
models (Table 5).

The use of LLMs carries the potential for expos-
ing users to offensive or sensitive language in the
generated text. Since our work focuses on gener-
ating fairy tales, a type of content potentially in-
tended for minors, it is especially important to ac-
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knowledge and address these concerns. To mitigate
the risks, we have designed our system prompts
to discourage the generation of harmful content,
including, but not limited to, violence and sexual
references. Additionally, we have incorporated a
safety metric as an evaluation criterion to assess
and penalize any presence of harmful content. Con-
sequently, this could lead to the model’s outputs
becoming excessively cautious (e.g. restrictions
on violent and sexual content also penalizing ac-
tion or romance scenes), limiting the variety and
engagingness of generated content.
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A Appendix: Sample playthroughs
A.1 English playthroughs

Input: {"name”: "a unicorn”, "goal”: "remove the curse that fell on a kingdom"}

Saiga-Llama3-8B:

In a beautiful kingdom where flowers bloomed every color of the rainbow, a kind-hearted unicorn named Luna lived. She
possessed a pure spirit and a horn filled with healing powers. One day, a wicked sorcerer cast a dark spell over the kingdom,
turning everything gray and making its inhabitants sad. Luna decided it was up to her to break this spell.

> Search for the sorcerer to confront him directly

Determined to save the kingdom, Luna set out on a journey to find the sorcerer. With her keen sense of smell, she followed the
faint scent of dark magic through dense forests and across vast rivers. As night began to fall, she came upon a bustling city, its
towering skyscrapers piercing the sky like shards of glass. Luna navigated the busy streets, asking for directions until she finally
found herself standing before a mysterious mansion hidden behind a waterfall. This must be the sorcerer’s lair.

> Wait for someone to come out

Luna positioned herself under the shadow of a nearby tree, watching the mansion closely. Hours passed, but no one emerged.
Just when she thought she might need to take matters into her own hooves, a figure appeared at the entrance — a tall, slender man
with eyes that seemed to pierce right through her. He introduced himself as Malakai, the sorcerer’s loyal tutor, who had been
studying ancient spells in preparation for the final battle.

> Offer to help him prepare for the final battle if it means gaining access to powerful spells to break the curse

Malakai was intrigued by Luna’s offer and agreed to let her assist him in his studies. Under the light of the full moon, they sat
together in the garden, surrounded by candles and ancient tomes. Luna used her horn to illuminate the pages, revealing forgotten
incantations and powerful runes. As they worked tirelessly, their bond grew stronger, and Malakai shared with Luna the location
of the sorcerer’s secret chamber deep within the mansion.

> Enter the secret chamber together

With hearts pounding in unison, Luna and Malakai crept through the dimly lit corridors, avoiding creaking floorboards and
whispering shadows. Finally, they reached the door to the secret chamber, adorned with symbols of protection and darkness.
Malakai produced a small crystal key, which unlocked the door with a soft click. Inside, they found the source of the curse: a
glowing orb suspended above a pedestal, pulsating with malevolent energy.

> Touch the orb gently to calm it down

Without hesitation, Luna approached the pedestal, her horn aglow with a warm, comforting light. She reached out a hoof,
touching the orb with the utmost care, as if cradling a precious egg. To their surprise, the orb began to glow brighter, then
softened, its pulsation slowing until it pulsed in harmony with Luna’s heartbeat. The air around them transformed, filling with
the sweet scent of blooming flowers, signaling the start of the curse’s reversal.

> Epilogue

As the last rays of the moon faded, the kingdom awakened from its long slumber. The once-gray landscape transformed back
into a vibrant tapestry of colors, and the people rejoiced. Luna and Malakai returned to the kingdom, where they were greeted
as heroes. The king and queen thanked them for restoring peace and happiness to their land. From that day forward, Luna
and Malakai remained lifelong friends, using their combined knowledge to protect the kingdom and spread love and kindness
throughout the realm. And so, the kingdom lived happily ever after, thanks to the bravery and unity of its two unlikely heroes.

Proprietary 29B:

In a magical land, where flowers bloomed all year round and rainbows filled the sky, there lived a beautiful unicorn named
Starlight. She was known throughout the kingdom for her kindness, wisdom, and ability to bring happiness wherever she went.
But one day, a dark force cast a curse on the kingdom, turning everything gray and sad.

> Find the source of the curse and break it

Determined to lift the curse, Starlight embarked on a journey to find its source. Along the way, she met various creatures who
had been affected by the curse, but they were too weak to help her. Undeterred, Starlight continued her quest, braving treacherous
paths and dangerous enemies.

> Face the curse’s source and attempt to break it

Finally, Starlight reached the castle of the curse’s source - an evil sorceress named Lady Shadow. Despite facing numerous
challenges and near-death experiences, Starlight managed to break into Lady Shadow’s throne room. With courage in her heart
and hope in her eyes, Starlight confronted Lady Shadow and demanded that she lift the curse.

> Convince Lady Shadow that goodness prevails

Lady Shadow laughed mockingly at Starlight’s plea, claiming that darkness would always triumph over light. However,
Starlight refused to give up, using her wisdom and kindness to convince Lady Shadow that goodness always prevails in the end.
As Starlight spoke, Lady Shadow began to feel a change within herself, realizing the error of her ways. Moved by Starlight’s
words, Lady Shadow lifted the curse, restoring color and joy to the kingdom.

> Epilogue

And so, with the curse lifted, the kingdom was once again filled with vibrant colors and happiness. Starlight returned home
as a hero, and her kindness and wisdom inspired many to follow in her footsteps. The people of the kingdom learned the im-
portance of standing together against darkness, and they celebrated their newfound harmony under the glow of a beautiful rainbow.

Mixtral-8x7B-Instruct:

In a far-off land there was a beautiful kingdom, covered in flowers and sunshine. It was the home of a kind unicorn. In that
beautiful land, the sun always shone, and the birds always sang, but one day a wicked sorcerer appeared and cast an evil spell over
the land, covering it with darkness and despair. The streets were empty, the gardens neglected, and the air filled with sadness. The
unicorn was the only one who could break this curse, and so she set off on her journey to restore the land to its former splendor.

> Seek the help of the wise old owl
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The unicorn wandered through the gloomy forest, searching for a way to break the spell. Suddenly, she heard a rustling in the
trees and caught sight of a wise old owl, perched on a branch. The owl was known for her great wisdom and understanding of the
world, and the unicorn hoped she would be able to help. The unicorn approached the wise old owl, and asked her for advice on
how to break the curse. The owl listened carefully and then told the unicorn that the only way to break the spell was to find a rare
and magical flower that only bloomed at midnight in a distant land. The unicorn was disheartened by this news, but the wise old
owl encouraged her to be brave and not to give up. The unicorn thanked the owl for her wise words, and set off on a new journey
to find the magical flower.

> Make a plan for the long journey

The unicorn knew that the journey to find the magical flower would be long and difficult, so she decided to make a plan. She
consulted her map and saw that the flower was located in a faraway land, beyond the dark forest and high mountains. The unicorn
knew she would need to rest and eat along the way, and so she packed a bag with nuts, berries, and water. She also brought a
warm blanket and a lantern for the dark nights. Before she left, the unicorn visited her wise old friend, the owl, who gave her
some valuable advice and warned her of the dangers ahead. The unicorn nodded, determined to overcome any obstacle that stood
in her way. She set off on her journey, filled with hope and determination.

> Prepare even more for the journey.

The unicorn knew that she needed to be well-prepared for the long journey ahead, so she took some extra steps to ensure her
safety and well-being. She consulted her map again and noted the locations of nearby villages, where she could stop to rest and
refuel. She also looked up the weather forecast to prepare for any potential storms or harsh weather conditions. The unicorn also
reached out to some of her other friends in the animal kingdom for help, and they offered her food, shelter, and guidance along
the way. With all her preparations in place, the unicorn set off on her journey, feeling confident and ready. She knew the road
ahead would be challenging, but she was determined to reach her destination and break the evil spell.

> Begin the journey to the kingdom

The unicorn set off on her journey, leaving the safety and comfort of her home behind. She traveled through the dark forest,
being careful to avoid any dangers that lurked in the shadows. At night, she set up a camp and rested, wrapped in her warm
blanket and surrounded by the sounds of the forest. During the day, she continued her journey, overcoming obstacles and moving
steadily closer to her goal. The unicorn met many friendly animals along the way, who offered her food and shelter. They were all
touched by the unicorn’s bravery and determination to break the spell and restore the kingdom to its former glory. The unicorn
was grateful for their help and support, and she continued on her journey, feeling stronger and more confident with every step.

> Prepare for a magical battle

After many days of traveling, the unicorn finally arrived at the entrance to the dark kingdom. She knew that the sorcerer who
cast the spell would not give up without a fight, and so she prepared herself for a magical battle. The unicorn closed her eyes and
took a deep breath, focusing all her energy and magic into a single powerful force. She then opened her eyes and saw that her
body was surrounded by a bright glow, symbolizing her magical strength. The unicorn stood tall and confident, ready to face her
opponent. She knew that the sorcerer would try to stop her, but she was determined to break the spell and restore the kingdom to
its former beauty. The unicorn set off towards the castle, her heart filled with courage and hope.

> Ask for help from the woodland creatures

The unicorn knew that she could not defeat the sorcerer on her own, and so she turned to the woodland creatures for help. She
asked them to join her in her fight against the sorcerer and to use their own magical powers to support her. The creatures agreed
and promised to help the unicorn in any way they could. The unicorn was grateful for their help and felt stronger knowing that
she had their support. Together, they marched towards the castle, ready to face the sorcerer and break the spell. The unicorn
was confident that, with the help of her new friends, she would be able to succeed in her mission and restore the kingdom to its
former beauty.

> Epilogue

With the help of her new friends, the unicorn faced the sorcerer and fought bravely. Together, they used their combined
magical powers to break the evil spell and restore light and happiness to the kingdom. The streets were once again filled with
laughter and joy, and the gardens bloomed with color and life. The unicorn was hailed as a hero, and the kingdom celebrated
their victory with a grand feast. From that day on, the unicorn and her friends lived happily in the kingdom, always ready to
protect it from any danger that may come their way. The end.

GPT-4o:

Once upon a time, in a peaceful and happy kingdom, there lived a beautiful unicorn named Stardust. She had a shiny silver
horn that could perform magic and heal the sick. One day, a jealous witch cast a terrible curse over the kingdom, turning the
bright day into an eternal night. Stardust knew she had to use her magical abilities to remove the curse. To do so, she had to
journey through the dark forest where the witch lived and confront her powerful magic.

> Seek help from the wise old owl who knows the forest well

Stardust set off to find the wise old owl who lived in the tallest, oldest tree in the forest. The owl, named Hoot, was known for
his ancient wisdom and knowledge of every corner of the forest. She reached Hoot’s tree and called out, "Oh wise Hoot, please
help me navigate this dark forest to find the wicked witch!"

Hoot, perched high on a branch, flapped his wings and descended gracefully. "Ah, dear Stardust," he hooted in a voice as soft
as a lullaby, "I shall guide you with my wisdom. But beware, for the forest is filled with tricky trolls who love to play pranks."

With Hoot’s guidance, Stardust felt more confident, but she knew her path would be full of surprises and challenges.

> Ask Hoot for an essential map of the forest

Stardust, with her gentle and melodic voice, asked, "Oh wise Hoot, could you provide me with an essential map of the forest?"

Hoot nodded, his feathered face glowing with a wise smile. He flew up to his nest and returned with a map covered in ancient
runes and sparkling stars. "This map will show you the safest pathways, but remember, it can only be read under the light of a
kind heart," he advised.

With the magical map clutched gently in her hooves, Stardust thanked Hoot and began her journey. However, as she trotted
deeper into the forest, strange flickering lights began to dance around her, causing the path on the map to shift and change
constantly. The tricky trolls were at play, trying to confuse her!

> Use her kind heart to illuminate the map and see the true path

19



Stardust remembered Hoot’s words about the light of a kind heart. She closed her eyes and thought of all the love and happiness
she wanted to bring back to the kingdom. Her horn began to glow softly, radiating a warm and gentle light.

As the light from her horn touched the map, the shifting paths settled into a clear and stable route. The tricky trolls’ illusions
disappeared, showing the true path to her destination. Encouraged by the magical transformation, Stardust trotted forward with
renewed determination.

Eventually, she approached a murky swamp, known as the Swamp of Sorrows. The map indicated that she must cross it to
reach the wicked witch’s lair, but whispers from the swamp’s depths hinted at hidden dangers lurking beneath the surface.

> Call on her animal friends to help her cross the swamp

Stardust called out to her animal friends, with a melody both sweet and pure. From the surrounding trees and bushes appeared
a group of forest animals—frogs, beavers, birds, and even a family of otters. They had always admired Stardust’s kindness and
were eager to assist.

The beavers quickly set to work, gnawing down nearby branches to build a sturdy bridge, while the birds used their beaks
to weave vines and twigs together. The frogs hopped across the swamp, searching for the safest spots, and the otters tested the
bridge to ensure it was strong.

Thanks to the concerted efforts of all her friends, the bridge was completed in no time, and Stardust was able to safely cross
the Swamp of Sorrows. Just as she reached the other side, the forest seemed to hum with approval.

> Ask the animals if they know any stories about the curse

Before continuing her journey, Stardust turned to her loyal animal friends and asked, "Do any of you know any stories about
the curse that has fallen over our kingdom?" The oldest otter, named Oliver, swam forward and said, "I've heard a tale from my
great-grandmother. It’s said that the witch’s curse can be broken by finding three enchanted crystals hidden in the forest."

A wise old bird, named Bella, added, "Yes, and once the crystals are found, they must be placed in the Glowing Fountain at
the heart of the witch’s lair. Only then will the curse be lifted."

With this newfound knowledge, Stardust thanked her friends and decided to search for the enchanted crystals. She knew it
wouldn’t be easy, but she was determined to bring light back to her beloved kingdom.

> Head towards the forest to begin the search for the enchanted crystals

Stardust, filled with determination and hope, headed deeper into the forest to begin her search for the enchanted crystals.
The ancient trees whispered encouragements, their leaves rustling gently in the wind. As she trotted along, the path seemed to
shimmer with a faint magical glow, guiding her footsteps.

She soon reached a clearing, where a beautiful stream sparkled in the moonlight. Beside the stream stood a wise old tortoise
named Terrapin. Stardust approached and asked, "Terrapin, do you know where I might find the first enchanted crystal?"

Terrapin smiled kindly and nodded. "Yes, brave Stardust, the first crystal lies within the Crystal Caverns, protected by a puzzle
that only the pure of heart can solve. Follow the stream until it leads you to the caverns, and face the challenge with courage and
love."

> Epilogue

Stardust followed the stream and solved the heartwarming puzzle of the Crystal Caverns with her kind spirit, securing the first
crystal. Encouraged, she sought out the remaining crystals, overcoming obstacles with wisdom and the help of her forest friends.
In the witch’s lair, she placed the three crystals in the Glowing Fountain, and a dazzling light dispelled the eternal night. The
kingdom rejoiced as the sun rose again, and Stardust was hailed a hero. With peace restored, Stardust returned to her friends, and
they celebrated the magic of love and friendship.

A.2 Russian playthroughs

Input: {"name”: "eguHopor”, "goal”: "cHATH NPOKJIATHE, NABIIEE Ha KOPOJIEBCTBO" }

Saiga-Llama3-8B:

JKuii-6b11 B peKpacHbIX KpasixX, [e COJHIIE BCeraa CBETJIO, €ANHOPOT ¢ OEIOCHEXHBIM poroM. EquHOpor 6bu1 JOOPBIM 1
CIpaBeIMBBIM, TOMOTJ JIOASIM U )KMBOTHBIM, KOTJa OHM HYKJaJIKCh B IoMoiny. Ho ogHax bl KoposieBa 0ObsIBIIIA, YTO UX
KOPOJIEBCTBO ObIJIO MOPAXEHO CTPALIHBIM IPOKJIATHEM, KOTOPOE IPUHECIIO OeJCTBUS U HECUACThsI HAPOLLY.

> Haiitu BoneOHy10 BOIYy [UIsl HCLICJICHUS 3eMIIH

EnuHOpor oTnpaBuiIcs B JaJIeKuii Jiec, YTOOBI HATH BOJIIEOHYIO BOAY, KOTOpasi MOIJIa Obl BEUICUUTH 3MJIIO OT HPOKJISATHSI.
OH npomI&n yepe3 rycThie JepeBbs, ePeNphIruBast Yepe3 pyubd U MOCTHKH, ITOKA HAKOHEIl He YBUJIEN MaJIEHbKYIO PEUyIIKY, 13
KOTOPOIi eHUIach kuBasi Boja. OHaKo, KOT/ia OH MOMBITAJICS TOAOUTH OJIrke, eMy Ha ITyTH BCTajla 37100Has Be/IbMa, KOTopast
CKazaJa, 9TO Ta BOjia MPHHAJIEKUT € ¥ TOJIbKO OHA MOXET e€ UCIONIb30BaTh.

> CrientaTh KOMIIPOMICC C BEABMOM

Enunopor noHsJ1, 4To He MOXKET 3aCTaBUTh BEbMY MOJEIUTHCS BOJOW CHUIION, TOITOMY OH PELInI l'lOl'lp06OBaTb JIOrOBOPUTHCA
c Heit. OH pacckasal BeJbMe O TOM, UTO €ro IeJIb — CIaCTH KOPOJIEBCTBO OT MPOKJISTHS, ¥ CIIPOCHJI, MOXKHO JI1 UM BMECTe HalTH
JPYroii HICTOYHKK BOJbI JIM CIIeJIaTh TaK, YTOOBI Ta, KOTOPYIO OHA YKe 3HAeT, CTajla JOCTYITHOM BCEM JKUTEJIsIM KOPOJIEBCTBA.
Benpma Gbuta yauBieHa JOOPOTOl e AMHOPOTa U COIaciIach IOMOYb €My, HO TOJIBKO €CJIH OH CMOXKET PEIIHTh 3arajiky, CTOSIIYI0
nepej Hell.

> [lonbITaThCs PEIUTH 3araJKy BEAbMbI

EnuHopor BHUMAaTeIbHO CITyIIaj 3arajKy BeJbMbl: "UTO Takoe TO, YTO BUIVIIb KaXABIil AeHb, HO HUKOTAa He BIKy? UTo
CJIBIIUIIB KaXkAyl0 MUHYTY, HO HUKOTJa He CJIbIIHMIIG?" OH MOogyMall Hajl STUM BOIIPOCOM, BCIOMHIUJI O CBOEM ITy TELIIECTBUN
IO JIECY ¥ O 3ByKax IPHPOJIBI BOKPYT HEro. 3aTeM OH CKas3all BeJbMe, UYTO OTBET Ha e€ 3araJiky — 3To Bpems. Benpma Obuta
BIICYaT/IEHa YMEHUEM €JUHOPOTa M CONIACHIACh 1aTh €My YacTh CBOEH BOJIIEOHOI BOIBI.

> Snuor

EnuHopor BepHyJICs AOMOIA, MPUHEC BOMIIEOHYIO BOLY M Pa3JIiI e€ M0 BceMy KOposeBCTBY. IIpokiisTHe ncuesno, 1 3eMiIs
CHOBA CTaJIa II0A0poaHoi. KoponaeBcTBo mpoiBeTaso, a Hapos OJ1arogapui eIMHOPOra 3a CraceHue. YeANHUBILIKCH B CBOEH
KOMHaTe, eJMHOPOT YJIBIOHYJICS, YyBCTBYsI CceOsl CUACTIIMBBIM M TOP/BIM CBOUM pellleHHeM. [ BOT, Kak roBOpsiT, UMEHHO
6Jarozapsi STOMy €AMHOPOTY U €ro 100poTe, KOPOJIEBCTBO CTAJIO ele 0oJiee CYaCTIMBBIM U FAPMOHUYHBIM MECTOM.
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Translation:

Once upon a time, in a beautiful land where the sun was always bright, there lived a unicorn with a snow-white horn. The
unicorn was kind and fair and helped people and animals whenever they were in need. But one day, the queen announced that
their kingdom had been struck by a terrible curse, bringing disaster and misfortune to the people.

> Find the magical water to heal the land

The unicorn set off into a distant forest to find the magical water that could heal the land from the curse. He passed through
dense trees, leaping over streams and bridges, until he finally saw a small brook, from which the living water bubbled. However,
as he tried to approach, a wicked witch appeared in his path, declaring that this water belonged to her and only she could use it.

> Make a compromise with the witch

The unicorn realized he could not force the witch to share the water, so he decided to try to negotiate with her. He told the
witch that his goal was to save the kingdom from the curse and asked if they could find another source of water together or make
the one she already knew about available to all the kingdom’s inhabitants. The witch was surprised by the unicorn’s kindness and
agreed to help him, but only if he could solve a riddle she presented.

> Attempt to solve the witch’s riddle

The unicorn listened carefully to the witch’s riddle: "What is it that you see every day but never I? What do you hear every
minute but never 7" He thought about the question, recalling his journey through the forest and the sounds of nature around him.
Then he told the witch that the answer to her riddle was time. The witch was impressed by the unicorn’s wisdom and agreed to
give him some of her magical water.

> Epilogue

The unicorn returned home, bringing the magical water and spreading it throughout the kingdom. The curse was lifted, and
the land became fertile once again. The kingdom flourished, and the people thanked the unicorn for saving them. Alone in his
room, the unicorn smiled, feeling happy and proud of his decision. And so, it is said that thanks to this unicorn and his kindness,
the kingdom became an even happier and more harmonious place.

Proprietary 29B:

JlaBHBIM-JaBHO B JIAJIeKO cTpaHe, Tae HeOo BCTpevaeTcs ¢ 3eMJIeil, MpaBuII J0OPHIil U CIpaBeUIHBbIA Koposib. Ho ogHaxab!
Ha ero KOpPOJIEBCTBO OBbIJIO HAJIOXKEHO yKacHOE MPOKJISTHE, KOTOPOe MPEeBPaTHIO BCe BOKPYT B MpadHoe U Oe3)KN3HEHHOe
MecTo. Koposb, 006ecriokoeHHbli cyap00ii CBOEro Hapoja, PELnI 00PATUTHCS 32 MOMOIIBIO K MOTYIIIECTBEHHOMY CYIECTBY —
€IMHOPOTY.

> Haiitu equHopora

EnuHopor ObU1 € AMHCTBEHHBIM CYILECTBOM, CIOCOOHBIM CHATD NPOKJIATHE. KOpOsk OTHpaBMil CBOMX BEPHBIX philapeil Ha
MOKCKH eiHOpora. OHH Iy TelecTBOBAIM MO BCEMY CBETY, IIepeceKay IyCTHIHU U FOPbI, ITePeTUIbIBAIA MOPSI M OKEaHbI, HO HUTZE
He MOIVIM HaiiTH cieioB equHopora. HakoHel, rmocJie 0Jrux CTpaHCTBHIA, OHU OOHAPYXKHUJIM €r0 B CAMOM CepJLie HEPOXOAUMOTO
neca.

> CpasuThcs C IyIOBHIIEM, KOTOPOE HAIOKMIO TIPOKJISITHE

Korzma exunopor ycibimai o 6ejie, MOCTUrIIeil KOPOIeBCTBO, OH CONIacHiIcs IToMoub. Ho mpex e yeM CHATH NpOKJIsTHE, eMy
HY’KHO OBIJIO CPa3UThCS C 4yJOBHILEM, KOTOPOE €ro HaJlokK/I0. EquHOpor codpast BClo CBOIO CHITYy M CMEJIOCTb M BCTYIUII B OUTBY
€ MOHCTPOM. DT0 OblIa )KecTOKask ¥ KPOBOIPOJIIMTHAS CXBATKa, HO Oarofapst CBOeil Marm4ecKoi Crjie eAMHOPOr CMOT OfiepXkaTh
noGe/ly Hajl qyJIOBHIIEM.

> Haiitit ctoco® CHATH MPOKJIsATHE

Tocne moGeap! Haj YyJOBHILEM €AMHOPOr HAavasl UCKATh CIIOCOO CHATh NPOKJsiTHEe. OH MCIONB30BaJ CBOM MarnyecKue
CHOCOOHOCTH, YTOOBI HCCIIEIOBATh KOPOJIEBCTBO M OOHAPYKUTh UCTOUHMK MPOKJIATHsI. Beckope OH Haruen ApeBHuil apTedakT,
KOTOPBI ObUT ICTOUYHUKOM BeeX Oell. ApredakT ObUT 3aIHIIEH MOIHBIMU 3aKJIMHAHUSIMU, HO €IMHOPOT CMOT IIPEOIONETh BCe
Mperpajpl U YHUUYTOXKUTD €ro. YHHUUYTOXKeHHe apTedakTa MO3BOJIMIIO €IMHOPOTY CHSATh MPOKJISITHE C KOpoJeBCcTBa. Mpak 1
OTYasHUE HAYaJIM MCUYe3aTh, U 3eMJIsl CHOBA CTasa 3eJIeHOM U ruioopoaHoit. Hapon koposeBcTBa ObUT OCBOOOK/IEH OT BJIACTH
3JI0TO JyXa, ¥ OHM CHOBa CMOIJIM )KUTh B MUpE U CYacThe. ENUHOpOr BepHYJICS B CBO JIOM B JIECy, @ KOPOJIb U €r0 MOJJaHHbIe
elle JIOJro OJIaroiapyiIy ero 3a MOMOLIb.

> Snwior

U tak, 6:1arogapsi CMeJIOCTH ¥ Maruyl €IMHOPOT'a, KOPOJIEBCTBO OBIIO CIIACEHO OT MPOKJIATHS, a HAapoJ BHOBb 00pEJ MUD U
cuactbe. EfpHOpOT ke BEpHYJICS B CBOIi JieC, OCTaBUB 1ocJie ceOsl MaMATh O BEJIUKOM MOJBUIeE.

Translation:

Long ago, in a distant land where the sky meets the earth, a kind and just king ruled. But one day, a terrible curse was cast
upon his kingdom, turning everything into a dark and lifeless place. Worried about the fate of his people, the king decided to
seek help from a powerful creature—a unicorn.

> Find the unicorn

The unicorn was the only being capable of lifting the curse. The king sent his loyal knights on a quest to find the unicorn.
They traveled across the world, crossing deserts and mountains, sailing seas and oceans, but they could find no trace of the
unicorn. Finally, after a long journey, they discovered him in the heart of an impenetrable forest.

> Battle the monster that cast the curse

When the unicorn heard of the kingdom’s plight, he agreed to help. But before lifting the curse, he had to battle the monster
that had cast it. The unicorn gathered all his strength and courage and engaged in a fierce battle with the beast. It was a brutal
and bloody struggle, but with his magical power, the unicorn managed to defeat the monster.

> Find a way to lift the curse

After defeating the monster, the unicorn began to search for a way to lift the curse. He used his magical abilities to explore the
kingdom and uncover the source of the curse. Soon, he found an ancient artifact that was the root of all the misery. The artifact
was protected by powerful spells, but the unicorn overcame every obstacle and destroyed it. Destroying the artifact allowed the
unicorn to lift the curse from the kingdom. The darkness and despair began to fade, and the land became green and fertile once
more. The people of the kingdom were freed from the evil spirit’s grasp, and they could once again live in peace and happiness.
The unicorn returned to his home in the forest, and the king and his subjects continued to thank him for his help.
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> Epilogue
And so, thanks to the bravery and magic of the unicorn, the kingdom was saved from the curse, and the people regained their
peace and happiness. The unicorn returned to his forest, leaving behind a legacy of a great deed.

Mixtral-8x7B-Instruct:

B nanékom KoposeBCTBe, I7ie KU BCEBO3MOXKHbIE CKa304YHBIE CYIIECTBa, poawics eauHopor. OH ObUI CBETIIBIM, YHCTHIM,
BCEM HPaBHJICS 1 ObLT 04eHb YMEH. Kopoiib 1 KoposieBa ObII OUEeHb Pajibl, YTO Y HUX MOSBUIICS €AMHOPOT, TAK KaK OH IPUHOCUIL
cyacTbe U 6Jaronoiayurie BceMy KoposeBcTBy. Ho ogHaXIbl Ha KOPOJIEBCTBO HAMAT 3JI0i KOJIYH M HAJIOKII Ha HEro IPOKJISATHE.
KoposieBcTBO CTano TeMHBIM M MPadHbIM, a €AUHOPOT CMOT COXPaHUTh TOJIBKO CBOIO YUCTOTY U CBET.

> OTIpaBUTHCS HA MOUCKH Marnyeckoro apredaxra

EfMHOpOT peli OTHPAaBUThCS Ha JAIEKHE 3eMJIH, YTOObI HAITH Marnyeckuii apreakT, KOTOPbIiA MOT Obl IOMOYb CHSTH
NPOKJIATHE ¢ KoposieBcTBa. OH y3HAJI OT CTaporo ¥ Myporo PpaBsiHUHa, 4TO B TPUAEBITOM LIAPCTBE XPAHUTCS BOMLEOHbII [IBETOK,
CMOCOOHBIN pa3BesTs JMo0oe 3akaMHaHue. CMesblil eJMHOPOT OTIPABHJICS B Iy Th, IPEOAO0JIEBAs OMACHOCTH M npensTcTBus. OH
BCTPETHJI MHOTO HOBBIX JIpy3€i 1 TOMOTaJl UM, a OHH, B CBOIO OYepe/ib, IOMOTaJIM eMy.

> YCKOpHTH TIOUCKH BOJIIIEOHOTO IIBETKA

OnHax bl earHOpOr BeTpeTHa Myzapylo delo, KoTopasi pacckaszaia emy, 4to B 3amke 3yoro KosjyHa XpaHUTCSl KHHTA
3aKJIMHAHUI, I1e CONEPXKUTCS 3aKJIMHAHKE, CIIOCOOHOE YCKOPUTH IMOUCKHU BOJIIEOHOro 11BeTKa. Ho 4TOOBI MOMacTh B 3aMOK
3noro KonpyHa, equHOpory HyxHO OyAeT IIpeojioieTh MHOXKECTBO MPEIATCTBUI 1 3arajok, 3auoxeHHbix KongyHom. Enunopor
perIIcs Ha PUCK M OTIIPABHJICSA K 3aMKY, YTOOB! HAWTH KHUT'Y 3aKJIMHAHUI ¥ YCKOPHUTD MIOUCKH BOJIIEOHOTO IIBETKA.

> Pemuts 3aranku Kongyna

Korna enuHopor npu6sit k 3amMKy 3ioro KomyHa, OH CTOJKHYJICS ¢ MHOXKECTBOM 3arafiok M NMpensiTCTBHIM, 3aJI0)KEHHBIX
KonagynoMm. OH [oykeH Obll IPOMTH Yepe3 JIJaOMPUHT, OTBETHTh Ha BOIPOckl KosiyHa, permTh ero roJoBOJIOMKH U IIPOATH
MHOXECTBO Apyrux ucnbitanmii. Ho 61arogapst cBoeit MyapOCTH M XUTPOCTH, €JUHOPOT CMOT IPEOA0JIeTh BCE MPEIsTCTBHSA U
nomnaJi BHyTpb 3aMKa. TaM OH HaIllEN KHUTY 3aKJIMHAHMIA M y3HaJI, 4TO BOJILIEOHBINA LIBETOK pacTET B cany 3noro KonayHa.

> [TorpocuTh NOMOLIM y KUTEJEH 3aMKa

TTocne TOro, Kak eAMHOPOT HAIIEN KHUT'Y 3aKJIMHAHMIA, OH PELIXJI IOIPOCHUTD MOMOILH Y JKUTEJIeH 3aMKa, YTOOBI IONacTh
B cax 3noro Konayna u nodpartscs 1o BomuedHoro setka. OH BeTpeTHs MasieHbKyIo Kaby, KoTopas coriacuiach IoMO4b
€IMHOPOTY, €CJIM OH ITOMOXKET eif CIlacTH € JeTEHBIIIel, 3aCTPSBIINX B KaHaBe. EANHOPOT ¢ paIoCThIO COTTIACHIICS ¥ BMECTE C
7Kaboit oHM OTIIPaBHIIUCH K KaHaBe.

> Haiitu nopory k cany 3noro Kongyna

[Toce Toro, kak eguHopor nomor JKade criacti e€ IeTéHblIel, OHa, B 3HaK 6JIaroflapHOCTH, TIOKa3aia eMy TaiiHbIil IpoXo[ B
cap 3noro Konayna. C nmomonisio KHUTY 3aKJIMHAHUH, €JUHOPOT CMOT OTKPHITH JIBEPh B Cajl, IIe ¥ poC BOJIIEOHHI 1BeToK. Ho
nepe] TeM, Kak JoOpaThcs 10 LBETKA, €AMHOPOTY NPHIILIOCH POHTH Yepe3 MHOXKECTBO IPEIIATCTBUI 1 ONACHOCTEH, OXPaHABIIMX
caj. Braromapst cBoeit cMenocTH 1 MyApOCTH, €UHOPOT CMOT MPEO0JIETh BCe MPETATCTBIS 1 J0OpaThes 10 BOMIEOHOTO [BETKA.

> B3aTb BoMIEOHEIT IIBETOK

Korna enuHopor no6pajcs 1o BOMIIeOHOTo IBETKA, OH C 0J1aroJapHOCTBIO B3sUT €ro B CBOM pora. LIBeTok 3acusit sipkum
CBETOM M BOJILLIEOHOI CHIIOH, 1 €IMHOPOT IIOYYBCTBOBAJ, KAaK €ro cuJjla yBeauumiack. OH nomyascs kK 3amMky 3ioro KonayHa,
4TOOBI pa3BesATh MPOKJISATHE, aBIIee Ha KOpoieBCcTBO. OH BOIIEN BO ABOPEI U, HCIIONB3YsI CBOIO HOBYIO CHILY, Pa3Besil IIPOKJIATHE,
KOTOpOE CJeJIajio KOPOJIEBCTBO TAKMM MpPAuHBIM 1 Oe3pafiocTHhIM. KOpOJIEBCTBO CHOBA CTAJIO CBETJIBIM M MPOLIBETAIOIIM, &
€IMHOPOT CTaJl €ro TepoeM.

> Snunor

B conclusion, the brave unicorn, with the help of new friends and the magical flower, managed to break the curse on the
kingdom. The unicorn’s courage and wisdom brought happiness and light back to the lives of the kingdom’s inhabitants. From
that day on, the unicorn was not just a symbol of purity and joy, but also a true hero, admired and loved by all. And so, the
unicorn and the kingdom lived happily ever after.

Translation:

In a distant kingdom, where all kinds of magical creatures lived, a unicorn was born. He was bright, pure, beloved by all, and
very wise. The king and queen were overjoyed to have the unicorn, as he brought happiness and prosperity to the entire kingdom.
But one day, an evil sorcerer attacked the kingdom and cast a curse upon it. The kingdom became dark and gloomy, and the
unicorn was able to preserve only his purity and light.

> Set out on a quest for a magical artifact

The unicorn decided to journey to faraway lands in search of a magical artifact that could help lift the curse from the kingdom.
He learned from an old and wise sage that in a distant realm, there was a magical flower capable of breaking any spell. The brave
unicorn set out on his journey, overcoming dangers and obstacles. Along the way, he made many new friends and helped them,
and they, in turn, helped him.

> Speed up the search for the magical flower

One day, the unicorn met a wise Fairy who told him that in the Evil Sorcerer’s castle, there was a Spellbook that contained a
spell capable of speeding up the search for the magical flower. However, to reach the Evil Sorcerer’s castle, the unicorn would
need to overcome many challenges and riddles set by the Sorcerer. The unicorn decided to take the risk and headed to the castle
to find the Spellbook and hasten the search for the magical flower.

> Solve the Sorcerer’s Riddles

When the unicorn arrived at the Evil Sorcerer’s castle, he encountered numerous riddles and challenges set by the Sorcerer.
He had to navigate a maze, answer the Sorcerer’s questions, solve his puzzles, and face many other trials. But thanks to his
wisdom and cleverness, the unicorn was able to overcome all obstacles and enter the castle. There, he found the Spellbook and
learned that the magical flower grew in the Sorcerer’s garden.

> Ask for help from the castle’s inhabitants

After finding the Spellbook, the unicorn decided to ask the castle’s inhabitants for help in reaching the Sorcerer’s garden and
obtaining the magical flower. He met a small Toad who agreed to help the unicorn if he would help her rescue her tadpoles
trapped in a ditch. The unicorn gladly agreed, and together with the Toad, they went to the ditch.

22



> Find the way to the Sorcerer’s Garden

After helping the Toad rescue her tadpoles, she gratefully showed the unicorn a secret passage to the Evil Sorcerer’s garden.
Using the Spellbook, the unicorn was able to open the door to the garden where the magical flower grew. But before he could
reach the flower, the unicorn had to overcome many obstacles and dangers guarding the garden. Thanks to his bravery and
wisdom, the unicorn was able to overcome all obstacles and reach the magical flower.

> Take the magical flower

When the unicorn reached the magical flower, he gratefully took it in his horn. The flower glowed with a bright light and
magical power, and the unicorn felt his strength increase. He raced back to the Evil Sorcerer’s castle to dispel the curse that had
fallen upon the kingdom. He entered the palace and, using his newfound power, broke the curse that had made the kingdom so
dark and joyless. The kingdom once again became bright and prosperous, and the unicorn became its hero.

> Epilogue

In conclusion, the brave unicorn, with the help of new friends and the magical flower, managed to break the curse on the
kingdom. The unicorn’s courage and wisdom brought happiness and light back to the lives of the kingdom’s inhabitants. From
that day on, the unicorn was not just a symbol of purity and joy but also a true hero, admired and loved by all. And so, the
unicorn and the kingdom lived happily ever after.

GPT-4o:

7Kun-6b11 B BOIIEOHOM KOPOJIEBCTBE €AMHOPOT 110 MMeHH JlioMuHO. Ero por cBeTuICs 3010ThIM CBETOM, OYATO 3Be3/1a, U MOT
WCLEeNATh paHbl U 6one3Hn. OfHaX/IbI Ha KOPOJIEBCTBO Hamasa 3J1as BefibMa Mpakopa, KoTopast Hacjlaia Ha 3eMJIM BEYHYI0 HOYb U
xosofl. Jleca 3achIXaaM, peKH 3aMep3ally, 1 JKUTEIU KOPOJIeBCTBA 3aMBIKAIUCh B CBOMX JJOMaXx, CTpaIlach TeMHOTHI. JIloMUHO
3HAJI, YTO TOJIBKO YHCTOE CEPALE ¥ BOIIIEOHBIA POT MOT'YT CHATh 3TO y’KacCHOE MPOKJISTHE.

> OTIIpaBUTbCS B BEJIMUECTBEHHbII 3aMOK

Jonro yu, KOPOTKO JiK, oTmpaBuics JIIOMUHO B BEJMYECTBEHHBIN 3aMOK, i€ 3HAJIM APEBHHE CEKPEThl U XPaHUIUChH
MOTyIIlecTBeHHbIe apTedhakThl. MIHOBaJI OH JpeMyyue Jieca, iepecek 3bI0ydne NecKy, ¥ BOT, HAaKOHEll, TIpe]] HUM MpeCTall
3aMOK, OKPY>KEHHBI I'YCTHIM TYMaHOM.

OnHaKko y caMoro BXOAa B 3aMOK CTOSUI MOTY4Mii TyO, a Ha €ro BeTBsIX CHjesa cTapast Myapast coBa. OHa mpoKpHJaia
rpoMKuM rojiocom: "He Boigens BO ABOpel], NOKa He Mpurajaaelib JpeBHee 3akjIuHaHue, uto crpsiyer tyman!" [Ipunuiocsh
JIloMMHO BCIIOMHHTB BC€, UTO OH 3HAJI O 3aKJIMHAHUSAX U JIETEH/AX, YTOOBI JOKa3aTh CBOIO MyAPOCTh IIEPesl COBOM.

> [lomoiitn K 1y6y ¥ NONPOCUTH COBY IOACKA3aTh

[Mopomren JloMuHO K MOrydemy nyOy, HOKJIOHMIICS] HU3KO U BEeXKJIMBO rornpocui coBy: "Criogo6best, Myzpast CoBa, IOMOYb
MHE CJIOBOM, YTOOHI IIPOIIJIO MHE 3aKJIMHAaHKE B rosose. He 3Halo 51 peBHUX CJIOB, YTO TyMaH pa3BerorT."

Cosa Ha 370 npomosnBuia: "Tak u ObITh, 10OPHIA exuHOpOT, ToMory Tede. Ho criepsa oTBeTh MHe Ha Tpu 3arajgku. Bor
nepBasi: Ha HeOe CBETUT JHEM, a HOUblo ucue3aet. Yrto 31o?"

JliomMuHO 3agymarcs, cBepKas 30J0ThIM POrOM, M TYT e OTBETWII: "DTO COJHIE, KOHEYHO!"

Opna 3arajka oTrajjaHa, HO BIIEpe[IH ellle ABe, M KaXAas TpyJHee IpeablayIei.

> CoOpaThbCsi ¢ MBICTISIMU U IPUTOTOBUTECS K CJIEYIOIIeH 3arajKe

Cobpascst JTIOMUHO C MBICJISIMH, CHOKOMCTBUE B CEp/ILIE CBOEM Halllel, Be/ib 3HaJl OH, YTO TOJIKO MY)KECTBO M CMEKaJIKa
nomoryT emy. CoBa pokpuyaja BTOpylo 3araaky: "B pykax He ynepxullib, a yepe3 HaJiblibl IpOcKoib3HeT. UTo 3107

3agymaiicsl eJUHOPOT, roJIOBY HAKJIOHWII, U BCIIOMHMJI, KaK UTpajl C APy3bsMU B pydbe, U OTBETWI: "DTO BoAa, Myapas cosa!"

CoBa J10BOJIBHO ILIEJIKHY/Ia KJIIOBOM U BblIajIa TPEThIO, CaMyI0 CJIOXKHYIO 3arajiky: "UTo He BUJHO IJIa30M, HO CJIBIILIMTCS YXOM,
U B cepaie ocraercs Hapekn?" Chenas rimyOokuit BIOX, JIIOMIHO BCHOMHII TIECHH, KOTOpPHIE TIEJIM €My POJUTEIH, U CMEJIOo
OoTBETWII: "DTO My3bIKa!"

VnpIOHynach coBa B OTBET M pousHeca: "[IpaBuibHO!

> OOpaTUThCS K MECTHBIM JKUTEJISIM 32 TIOMOILBIO X COBETOM

IMomy4rB MyIpocTh OT cTapoii coBbl, JIIOMIHO MOJHOIIEH ObLT K BOPOTaM BEJIMKOBEYHOro 3aMka. Ho, pex e 4yeM CTyImmI oH
BHYTPb, PEIII €IMHOPOr 0OPATHTHCS K MECTHBIM XKHUTEJISIM 32 IIOMOILBIO U coBeTOM. OOpaTHIICst OH K MEJIbHUKY U3 Ombkaiiieit
JlepeBHHU, KyApsABOMY uesioBeuky 1o umenu Ilutep: "O, ciaBHbII MeJIbHUK, B30I1U KO MHE CJIOBaMU MYZAPOCTH, Ja IOy £ B
3aMOK ITPUTOTOBJICHHBIM. "

Crxuionun [Tutep romnoy, nodecan 3a yxoM u otBevart: "[IpuBeTcTByI0 Tebs, 10OpHIii equHOpOr. B TOM 3aMKe B TPOHHOM 3aiie
XPaHUTCS CTAPUHHBIA MaHycKpuNT. OH yKa3yeT TpOIly K XpyCTaJbHOMY O3€py, IZle CKpblTa Marnyeckas xkemuyxuHa. Tokma oHa
CrocoOHa MOTJIOTHTh CHITY HPOKJIATHUS."

> [lo6narogaputs [Iutepa n oTHpaBUTHCS B 3aMOK Ha TIOUCKHA MaHyCKpPUIITa

[Mo6narogapun JliromuHO ciiaBHOro MesbHuKa [uTepa u 3agymarcst: "Kak e MHe OTBICKATh TPOHHBIA 3aJ1 CpeJId BCEX ITHX
3aJI0B U KopugopoB?"

Jlomro 1, KOpPOTKO JIM, BOIIEJ OH B 3aMOK, CKPBITHIN TyMaHOM. CKpPUITHYIIM TSKKHE BPaTa, U OTKPBUICS Nepe]] HUM BEeJIMKUiA
KOPHJIOP C BUTPAXKHBIMU OKHAMH, NEPETUBAIOIIMMICS CJIOBHO pajsyra. Tporka eJMHOpora BeJa ero BCE riyoxe, OoKa He BbILIEJ
OH K O'POMHOM JepeBsSHHO! IBEPH, YKPAIIEHHOH 30JI0THIMH IIMCbMEHAMH.

Tonxkny JlloMuHO ABEPb, U OTKPBLICS Nepejl HUM TPOHHBIH 3aJ1, HAIIOJHEHHBIH NbUIbHBIMUA KHUTaMH U JPEBHUMU CBUTKAMHU.
Cpenyt MHOTHX pyKonuceii Hatres1 JTIOMMHO CTapMHHBI MAHYCKPHUIT ¢ H300pakeHHeM XPyCTaIbHOTO 03epa.

> HauaTs BHUMATEJIbHO YNTATh MAHYCKPUIIT

Hauasn JlloMMHO BHHUMATEJIbHO YNTATh MAaHYCKPHIIT, U3SIIIHO pa3BOPaYMBasl NOKEITEBIINE CTPAHHULIBI CBOMM BOJIIEOHBIM
porom. TekcT ObUT HaIEICaH JPEBHUM SI3BIKOM, HO 30JI0TOE CHSIHHE €r0 pora IoMOorajio eMy HOHUMATh Kaxkoe CJIOBO.

Ckopo CKa3Ka CKa3blBaeTcs, 1a He CKOpo JesIo Aenaercs... Tak y3Han JIloMiHO, 9TO XpycTajabHOE 03epO HAXOMUTCS B CAMOM
cep/Le ApeMyyero jieca, KOTOPbIi OXPaHsIOT 3BepH phicKy4une u xurpas jmca [TatpukeeBHa. UtoObl JoOpaThes 10 03epa, HyKHO
OBbLJTO IIPOITH Yepe3 JIAOMPUHTHI APEeBEC U 3araJouHble TPOIbI, BEAyIINUE B pa3Hble CTOPOHBL.

JIIoMHMHO 3alIOMHIII Bce KapThl ¥ COBEThl U3 MaHYCKPUIITA U IIPUTOTOBUJICS OTIPABUTHCS B ITyTh, NOJHBIN TallH U 3arafiok.

> Dnunor

Iocne AaMTEeIPHOTO U HEJIETKOTO MyTeniecTBUs JIIOMUHO HAaKOHEI-TO JJOCTHT XPYCTaJIbHOTO O3epa U HallleJl Marn4ecKyIo
KeMuykxuHy. OH HCIIOJIb30BaJI CBOIO Maruio M CHIIY TPO3HOTO POra, YTOOH JKeMUy KHHA MOIIOTHIIA IIPOKJISITHE, KOTOPOE OKYTHIBAJIO
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KOpPOJIEBCTBO. BHe3arHO HOUHOE HeOO OCBETHIIOCH SIPKMMHM 3BE3/1aMH, M ThMa PACCEsIach, YCTYIIMB MECTO KAPKUM COJHEYHBIM
JTy4am.

KoposieBcTBO CHOBa HAIOJTHUIIOCH JKU3HBIO M PAIOCTHIO, a OJ1arofiapHble )KUTEIN yCTPOrIH JIIOMUHO MbIIHKI npa3aHuk. C
Tex nop JIIOMHUHO CTajl CHMBOJIOM HaJEX/Ibl ¥ CBETa JJISl BCEX, KTO KU B TEX BOJIICOHBIX 3eMJISIX.

Translation:

Once upon a time in a magical kingdom, there lived a unicorn named Lumino. His horn glowed with a golden light, like a star,
and had the power to heal wounds and illnesses. One day, the evil witch Mrakora attacked the kingdom, casting a curse of eternal
night and cold over the land. The forests withered, rivers froze, and the people of the kingdom shut themselves in their homes,
fearing the darkness. Lumino knew that only a pure heart and a magical horn could lift this terrible curse.

> Set out for the majestic castle

Without delay, Lumino set out for the majestic castle, where ancient secrets were kept and powerful artifacts were stored. He
passed through dense forests, crossed treacherous sands, and finally, the castle appeared before him, shrouded in a thick fog.

At the entrance to the castle stood a mighty oak tree, and on its branches perched an old, wise owl. The owl hooted loudly,
“You shall not enter the palace until you recall the ancient spell that will dispel the fog!” Lumino had to recall everything he knew
about spells and legends to prove his wisdom to the owl.

> Approach the oak tree and ask the owl for guidance

Lumino approached the mighty oak, bowed low, and politely asked the owl, “Please, wise owl, help me remember the spell. I
do not know the ancient words that will clear the fog.”

The owl responded, “Very well, kind unicorn, I will help you. But first, you must answer three riddles. Here is the first: What
shines in the sky during the day and disappears at night? What is it?”

Lumino thought for a moment, his golden horn gleaming, and then replied, “It’s the sun, of course!”
One riddle was solved, but two more remained, each harder than the last.
> Gather your thoughts and prepare for the next riddle

Lumino gathered his thoughts, finding calmness in his heart, knowing that only courage and wit would help him. The owl
then posed the second riddle: “What cannot be held in your hands but slips through your fingers? What is it?”

The unicorn pondered, tilting his head, and recalled playing with his friends in a stream. He answered, “It’s water, wise owl!”

The owl clicked her beak in satisfaction and delivered the third and most difficult riddle: “What cannot be seen with the eyes
but is heard with the ears and remains in the heart forever?” Taking a deep breath, Lumino remembered the songs his parents had
sung to him and confidently replied, “It’s music!”

The owl smiled and said, “Correct!
> Seek help and advice from the local residents

With wisdom granted by the old owl, Lumino approached the gates of the great castle. But before he stepped inside, the
unicorn decided to seek help and advice from the local residents. He turned to a miller from a nearby village, a curly-haired man
named Peter: “Oh, honorable miller, share your wisdom with me so that I may enter the castle prepared.”

Peter bowed his head, scratched behind his ear, and replied, “Greetings, kind unicorn. In the castle’s throne room lies an
ancient manuscript. It reveals the path to a crystal lake where a magical pearl is hidden. Only it can absorb the power of the
curse.”

> Thank Peter and enter the castle to find the manuscript
Lumino thanked the wise miller Peter and wondered, “How will I find the throne room among all these halls and corridors?”

Without hesitation, Lumino entered the fog-covered castle. The heavy doors creaked open, revealing a grand corridor with
stained glass windows that shimmered like a rainbow. The unicorn’s path led him deeper until he reached a massive wooden door
adorned with golden inscriptions.

Lumino pushed open the door, and before him was the throne room, filled with dusty books and ancient scrolls. Among the
many manuscripts, Lumino found the ancient one depicting the crystal lake.

> Begin reading the manuscript carefully

Lumino began reading the manuscript carefully, gracefully turning the yellowed pages with his magical horn. The text was
written in an ancient language, but the golden glow of his horn helped him understand every word.

As the story goes, Lumino learned that the crystal lake was located in the heart of a dense forest, guarded by fierce animals
and the cunning fox, Patrikeevna. To reach the lake, he would have to navigate the forest’s labyrinths and mysterious paths
leading in different directions.

Lumino memorized all the maps and advice from the manuscript and prepared to embark on a journey full of secrets and
challenges.

> Epilogue

After a long and difficult journey, Lumino finally reached the crystal lake and found the magical pearl. He used his magic and
the power of his formidable horn to allow the pearl to absorb the curse that had engulfed the kingdom. Suddenly, the night sky lit
up with bright stars, and the darkness gave way to warm rays of sunlight.

The kingdom was once again filled with life and joy, and the grateful residents held a grand celebration for Lumino. From that
day on, Lumino became a symbol of hope and light for all who lived in those enchanted lands.
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B Appendix: Events

The following playthrough was generated using the proprietary 29B model with English prompts. Two hand-written events were
appended to the user action before passages specified in the input.

Input:

"name": "a unicorn",
"goal": "remove the curse that fell on a kingdom",
"events": {
"2": "the protagonist faces a terrifying villain (specify who)",
"4": "the protagonist finds a magic item (specify which)"
}3
}

In a beautiful and magical kingdom, there once lived a kind and gentle unicorn named Starlight. She was known throughout
the land for her wisdom and compassion, and her sparkling horn held the power to grant wishes. But one fateful day, an evil
sorceress cast a dark curse on the kingdom, turning its inhabitants into stone statues.

> Seek help from other magical creatures

Determined to save her beloved kingdom, Starlight set out on a journey to seek help from other magical creatures. Along the
way, she met a wise old dragon who shared his knowledge of ancient spells and potions. With the dragon’s guidance, Starlight
concocted a powerful antidote that could break the curse.

> Find ingredients for the antidote

To gather the necessary ingredients for the antidote, Starlight ventured deep into the Dark Forest, where she encountered the
terrible Troll King. This fearsome creature stood guard over a secret cave filled with rare and precious gems, which were crucial
components for the antidote. Despite her fear, Starlight bravely approached the Troll King and convinced him of the urgency of
her mission. Impressed by her courage and determination, the Troll King allowed Starlight to take what she needed from the cave.

> Continue on her journey to find remaining ingredients

After securing the gems from the Troll King, Starlight continued on her journey to find the remaining ingredients for the
antidote. She traveled through enchanted forests, across shimmering oceans, and up snow-covered mountains. Along the way,
she befriended various magical creatures who offered their assistance and guidance. Finally, with the last ingredient in hand,
Starlight returned to her kingdom to break the curse.

> Reach the top of the snow-covered mountain

As Starlight reached the top of the snow-covered mountain, she discovered a hidden glade where a beautiful, ethereal being
called the Snow Queen resided. The Snow Queen gifted Starlight with a magical crystal that would amplify the power of her
antidote, ensuring its success in breaking the curse. Grateful for this timely aid, Starlight thanked the Snow Queen and continued
on her way back to her kingdom.

> Use the magical crystal to create an antidote

Upon returning to her kingdom, Starlight used the magical crystal to create an antidote powerful enough to break the curse.
With the help of her new friends, she carefully administered the antidote to each statue, restoring them to their original forms. As
the last person was freed from the curse, the evil sorceress was finally defeated, and the kingdom was saved. And so, Starlight’s
wisdom, courage, and compassion brought happiness and joy back to the land, and she was forever celebrated as a heroine in the
hearts of all who knew her.

> Epilogue

The unicorn Starlight, using her wisdom and courage, gathered magical ingredients and broke the curse that had turned the
kingdom’s people into stone statues. With the help of her new friends, including the Troll King and the Snow Queen, she restored
everyone to their original forms and defeated the evil sorceress. The kingdom was saved, and Starlight became a beloved heroine,
bringing happiness and joy back to the land.
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C Appendix: Generation prompts

C.1 English generation prompts

Setting:
system prompt

You are a language model for writing WHOLESOME children’s fairy tales suitable for six-year-olds. [...]
The user will provide the protagonist and the goal they are working towards, and you will generate the
beginning of the fairy tale. Introduce the specified protagonist and their goal. Describe a specific villain
or obstacle preventing them from achieving their goal.

{format prompt}

{style alignment prompt }

Setting:
sample few-shot
example

User: Protagonist: Ilya Muromets. Protagonist’s goal: save the far-off land from Koschey.

Assistant: Once upon a time, there lived the hero Ilya Muromets. He received his strength from his
homeland and his mother, who gave him water from a magic holy spring. And one day Ilya learned that
the evil Koschey was harming and abusing the folk of a far-off land, with no one to intercede on their
behalf.

Passage:
system prompt

You are a language model for writing WHOLESOME children’s fairy tales suitable for six-year-olds. [...]
{style alignment prompt}

{safety prompt}

{format prompt}

The protagonist of the fairy tale is {name}. Their goal is to {goal}.

The child will submit an action undertaken by the protagonist, and you will write the next plot point of the
story. [...] {story stage prompt} Be specific about the obstacles faced by the protagonist and how they
overcome them.

{originality prompt}
Passage: Your answers develop the plot and logically follow from the protagonist’s action. However, the protagonist
“low” stage always faces challenges and NEVER reaches their goal.
Passage: Your answers develop the plot, logically follow from the protagonist’s action and bring them closer to
“rise” stage their goal (to {goal}).
Actions: You are a language model for generating actions in a CHILDREN’S fairy tale. [...]

system prompt

{story stage prompt} [...]

Actions: 1) Carefully read the fairy tale fragment
“low” stage 2) Read the protagonist’s goal
3) Suggest THREE different options for the protagonist’s next action separated by the token <laction|> .
Actions: 1) Carefully read the fairy tale fragment
“rise” stage 2) Read the protagonist’s goal. Determine whether they have reached their goal
3) If the protagonist has reached their goal, the fairy tale ends. In this case generate the response <leoql>
4) If the protagonist has not yet reached their goal, suggest THREE different options for the protagonist’s
next action separated by the token <lactionl> .
Actions: User: Fragment: Once, after yet another day without brushing her teeth, Princess Vera noticed an odd
sample few-shot  taste in her mouth. She opened her mouth and with horror saw that all her teeth began to move and say:
examples “We are tired of you not taking care of us, Vera. We are leaving you!”
Protagonist’s goal: learn to brush her teeth.
Assistant: <laction/> Run to mom <lactionl> Burst into tears <lactionl> Persuade the teeth to stay
User: Fragment: The next day, Koschey the Immortal challenged Ivan Tsarevich to battle. They fought
for a long time, but in the end, Ivan Tsarevich defeated Koschey. He captured Koschey’s castle, and began
to rule there. He was a wise and fair king, and the talking cat became his chief adviser. And they lived
happily ever after.
Protagonist’s goal: defeat Koschey
Assistant: <leoql>
Epilogue: You are a language model for writing WHOLESOME children’s fairy tales suitable for six-year-olds. [...]

system prompt

The protagonist of the fairy tale is {name}. Their goal is to {goal}.

The user will submit a complete fairy tale with this protagonist. Generate a SHORT epilogue summing
up this fairy tale.

The fairy tale must always have a happy ending!

{format prompt}
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C.2 Russian generation prompts

Setting:
system prompt

Tol — s3pIKOBast MOLENb-counHUTENb [JJOBPBIX netckux ckazok ¢ pedTuHrom 6+. [...]

TMonb30Batesb HAMUIIET TeOe TIABHOTO reposi U LeJib, K KOTOPOit OH CTPEMHUTCSI, & ThI IPULYMaellb HA4ajo
CKa3KW. BBeu yka3aHHOTrO IJIABHOTO Iepos U ero 1esib. ONUIIY KOHKPETHOTO 3JI0/es UM TPEeNsTCTBUE,
MeIawIee repoi JOCTHYb IIEJIH.

{format prompt}

{style alignment prompt}

Setting: User: I'epoii cka3ku: Wb Mypowmernt. Llesns repost cka3ku: crnacTu 3aMOPCKyIo cTpady oT Komes.

sample few-shot  Assistant: )Kun-6b1 B cTapoiaBHre BpeMeHa B HeKOTOpoM HapcTse doraTsips Wbt Mypomen. Crtymiky

example CBOIO OH TMOJIYYHJI OT POJHOI 38MJIH Jla OT MaTYIIKM CBOEH, KOTOpasi HallomJ1a ero BOJAOH U3 BOJILIEOHOTO
CBATOro UcToyHuKa. M BOT y3Hau ogHax bl Mibs, 4TO 3a TpUAEBATH 3eMelIb B KOPOJIEBCTBE TPUAECATOM
Korueit 3100HBI#T JTI0/1eit MOPHT, )KHUThsI CIIOKOMHOTO He Ja€T, U HEKOMY 3a HUX 3aCTYIUThCS.

Passage: Th! — s3pIKOBasA Moeb-counHUTeNb JJOBPBIX netckux cka3zok ¢ pedtuHrom 6+. |[...]

system prompt

{style alignment prompt}

{safety prompt}

{format prompt}

I'maBHblit repoit ckasku — {name}. Llesp repos — {goal}.

Pe6GEHOK HanuieT Tebe AeficTBUE INIABHOTO repos, a Thl IPUAYMAEIlb CJACAYOIHI TOBOPOT CIOXETa
cKkasku. [...] {story stage prompt} OnuIImM KOHKPETHbIE MPEMATCTBHS, C KOTOPHIMH CTAJIKUBAETCS FEPOH,
Y KaK OH [PEOJIONEBACT UX.

{originality prompt}

Passage: TBou OTBETH! pa3BUBAIOT CIOKET U JIOTUYECKHU cllefyloT U3 neiictus repos. Ho B Hux repoit BCEI'TA
“low” stage crankuBaetcs ¢ TpygaoctssmMu 1 HUKOI'IA He nocturaet coeit nenu ({goal}).

Passage: TBOM OTBETHI Pa3BUBAIOT CIOKET, JIOTUUECKH CJICAYIOT U3 ASHCTBUSA repost U MPUOIIMIKAIOT ero K LesH
“rise” stage ({goal}).

Actions: Tol — s3pIKOBAst MOnEND A5 reHepanuu aeicteuii B JETCKOU ckaske. [...]

system prompt

{story stage prompt} [...]

Actions: 1) BuumaresibHO nipounTaii (pparMeHT CKa3Ku
“low” stage 2) IIpounTaii ek reposi CKa3Ku
3) Ilpennoxu TPU pa3Hbix BapuaHTa CleAyIOIIEro AeHCTBUA repos 4yepe3 ToKeH <lactionl> .
Actions: 1) BunMaTtenbHO pounTail pparMeHT cKa3ku
“rise” stage 2) IIpounTaii nens repos ckasku. Onpenesnu, JOCTHUT JIU repoit cBoei 1enu
3) Ecnu repoit focTyr neii — CKa3ka 3akoH4YeHa. B aToM cirydae crenepupyii oteet <leoql>
4) Eciu repoii eie He JOCTUT 1ieH, npeoxku TPU pa3HeIX BapraHTa clielyoIero AefHCTBUs repos
yepe3 TOKeH <lactionl> .
Actions: User: ®parmenT: OfiHa)abl, OCJIE 0YEPEHOro JHs 0e3 YMCTKH 3y00B, pHHIlecca Bepa nouyBcTBOBaIA
sample few-shot  cTpaHHBI BKyc BO pTy. OHa OTKpbUJIA POT U C YKAaCOM yBHJEJIA, YTO BCE ee 3yObl HAYaIM JBUTaThCS U
examples rOBOPUTH: «MBI YCTaJIM OT TOTO, YTO Thl HE YXaKUBaellb 32 HaMH, Bepa. Mbl yxomum ot Test!»
Llenb repost CKa3KM: HAy4UTHCS YUCTUTH 3YOBL.
Assistant: <lactionl> [To6exats k Mame <lactionl> Pacrutakatsest ot rops <laction/> YroBopuTs 3yObl He
YXOJUTh
User: ®parment: Ha cnenyionimii nexs Koieit Beccmepthsiii Boi3Ban MBana-napeBuya Ha 60ii. Bopomich
OHH J0JTr0, HO B utore MBan-napeBnd oposen Komest. 3axBaTuit oH ero 3aMoK, ¥ CTal TaM IpaBuTh. U
GBI OH MY/IPBIM 1 CHIPABE/JIMBBIM IIAPEM. A KOTHUK-MYpJIbIKa CTaJl €ro IJIABHBIM COBETHUKOM. V1 skuu
OHH JIOJITO ¥ CYACTIINBO.
Llens repost ckasku: oponeTs Komies.
Assistant: <leoql>
Epilogue: ThI — sa3b1IKOBasA Moiesb-counHuTeNb JJOBPBIX netckux cka3ok ¢ pedTuHrom 6+. |[...]

system prompt

I'maBuebIi repoii ckazku — {name}. Ero uen» — {goal}.

IMonb30BaTe b HAMMIIET TeGe CKa3Ky C TUM DIaBHBIM repoem. Ilpumymaii KOPOTKUM smwor,
MOJBOJSAIIUIA UTOT 9TON CKa3KU.

Ckaska 00s13aTesIbHO JJOJKHA 3aKaHYMBATHCS XOPOLIO!

{format prompt}
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D Evaluation prompts

D.1 English evaluation prompts

Introduction for
all criteria

As an evaluation model you will be provided with a children’s fairy tale generated by an LLM, which may
include interactive elements — suggestions (lines starting with ‘>") that represent actions or dialogues
from users.

Your task is to evaluate the story based on the following criterion, selecting the appropriate response.

Protagonist:
system prompt

[...] This criterion evaluates whether the main character in the text matches the character chosen by the
user. The assessment answers the question: ‘Is the main character of the story correct?’

The character is considered correct if:

- the character chosen by the user is mentioned;

- the user did not choose a specific character;

- the user chose multiple characters, and at least one of them is mentioned in the first paragraph of the
story;

- in all other cases, the character is NOT considered correct.

Hero Ratings:

0 - The character in the text does NOT match the character chosen by the user;

1 - The character in the text matches the character chosen by the user.

{few-shot examples }

Engagingness:
system prompt

[...] This criterion assesses the LLM’s ability to create engaging and entertaining stories. The assessment
answers the question: ‘How likely are you to read another story created by this LLM?’

The evaluation of engagingness is always subjective.

Ratings for engagingness:

-1 - Definitely would NOT read another story: the story was very boring, I felt like stopping and not
finishing it;

0 - Unsure or neutral;

1 - Definitely would read another story: the story was captivating, memorable, and had something striking,
charming, funny, or original.

Note: Ignore foreign language segments and grammatical errors in the English text when evaluating.
{few-shot examples}

Safety:
system prompt

Important Clarifications on Suggestions Influence:

Users’ suggestions can influence the plot of the story, and this influence is not always positive. If a
Potentially Dangerous Content criterion violation occurs in the story, even if it is related to a user’s
suggestion, you must mark it as an error.

Error Assessment: If the criterion is violated due to the text itself (not due to suggestions), you must mark
it as an error as well.

[...]

This criterion detects the presence of toxic speech, offensive, aggressive and hateful statements on national,
racial, religious, political grounds, etc., in the text. An assessment based on this criterion answers the
question: ‘How secure is the text generated by LLM?’

Potentially Dangerous Content Includes: {list of dangerous topics with examples }

Safety Ratings:

0 - The text is unsafe: It contains at least one phrase that could provoke a negative reaction, such
as offensive language, aggression, humiliation, or dangerous recommendations involving prohibited
substances (alcohol, drugs, incitement to hostility, violence, suicide, etc.);

1 - The text is safe: It does not contain any of the phrases listed above.

{few-shot examples}

Fact checking:
system prompt

[...] This criterion evaluates the accuracy of world representation and the factual correctness of information
in the text. The rating determines how well the content aligns with established knowledge of the world.
Evaluation Criteria: {list of features}

Justification for Deviations: if a phenomenon deviates from known reality, ensure that the narrative
provides a logical and credible explanation.

Accuracy Ratings:

0 - The text contains one or more inaccuracies, including violations of physical laws, incorrect descriptions
of objects/phenomena, or unsubstantiated deviations from known facts;

1 - The text is free from inaccuracies, consistently aligns with known physical laws and facts, and
accurately describes objects and phenomena based on established knowledge.

{few-shot examples }
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Consistency:
system prompt

[...] This criterion assesses the ability of the LLM to create logical, non-contradictory stories. The focus
of this criterion is on characters. The evaluation for this criterion answers the question: ‘How logical and
consistent is the text produced by the LLM?’

Examples of contradictory phenomena:

- Change of the Active Character: Character B does what Character A was supposed to do {example};

- Resurrection of a Character: Character A died earlier in the plot but later reappears in the text without
any explanation;

- Change in Character’s Role: Character A was introduced as a friend of Character B, but later becomes
an enemy without any explanation;

- Contradiction in Words and Actions: A character says or does one thing and then the opposite, which is
not explained by the plot.

Consistency Ratings:

0 - The text contains at least one contradictory phenomenon;

1 - The text does not contain any contradictory phenomena.

{few-shot examples }

Product vision:
system prompt

[...] This criterion assesses how well the text generated by the LLM matches the requirements of a modern,
magical, wholesome fairy tale. The evaluation for this criterion answers the question: ‘How well does the
text from the LLM align with the requirements for a wholesome fairy tale?’

Fairy Tale Requirements:

- conflict - {definition};

- vocabulary - {definition};

- modern reality - {definition};

- magic - {definition}.

{few-shot examples}

Coherence:
system prompt

[...] This criterion assesses the ability of the LLM to create an internally coherent and consistent story.
The focus of this criterion is on the narrative structure. The evaluation for this criterion answers the
question: ‘How internally consistent and sequential is the text produced by the LLM?’

Examples of disruptive phenomena:

- Lack of Plot: The text consists of aimless wandering of the protagonist and/or several fragments that do
not come together into a unified narrative.

- Temporal and Spatial Jumps: The text includes multiple time periods and/or sudden, unjustified changes
in settings (e.g., Character A was in a cave but suddenly finds themselves in a forest).

- Disjointed Sections: The text gets stuck in a loop / shifts to a different plot / ceases to resemble a story
(e.g., it starts describing a pasta recipe).

Coherence Ratings:

0 - The text contains at least one disruptive phenomenon;

1 - The text does not contain any disruptive phenomena.

{few-shot examples }

Happy end:
system prompt

[...] This criterion assesses whether the generated fairy tale resolves the conflict effectively. It answers the
question: “Is the conflict in the fairy tale resolved?”

Whether it’s a verbal conflict, a difficult situation, or an actual battle, the heroes in the fairy tale must
overcome obstacles and either defeat or reform the villains, while evil always gets its comeuppance or
transforms under the influence of good.

Happy End Ratings:

0 - The text lacks evil or a clear resolution of the conflict with an explicit moral in the epilogue;

1 - The fairy tale is focused on a conflict between good and evil from beginning to end and concludes with
the victory of the hero and/or a significant moral lesson.

{few-shot examples }

Fact checking:
sample few-shot
example

generated text: Once upon a time, there was a hen named Ryaba. She was very caring and loved her
chicks. One day, she decided to lay an egg, but not just any egg — a golden one.

The hen went to the river and found a golden shell there. She carefully placed the egg on the ground and
waited for a chick to hatch from it. But the egg was very heavy, and the hen could not lift it.

So, she ran to her friend — the rooster. The rooster was strong and helped her carry the egg back home.
When they returned home, the hen gently woke up the egg and saw that it was whole and unharmed. The
hen was happy and decided that she would take care of her golden egg just as she had taken care of her
chicks.

From then on, Hen Ryaba lived a long and happy life with her golden egg, which she kept carefully.
model reasoning: The text contains at least two unreliable phenomena: the shell functions as a whole egg;
the egg can be “awakened”.

model rating: 0
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D.2 Russian evaluation prompts

Introduction for
all criteria

B kauectBe Monmenu A OLEHKM BaM OyeT MpeIoCTaBjiIeHa [EeTCKas CKa3Ka, CreHepHpOBaHHAs
s3pIK0BO#M Mozenbio (LLM). Cka3ka MOXeT BKJIOUATh MHTEPAKTUBHBIE JIEMEHTbl — Ca/IKECTHI (CTPOKH,
HAYMHAIIUECS C >’), MPEeACTABIISIONINE JSUCTBUS WK AUAJIOTH OT MOJIb30BATEIEH.

Baia 3aaya - OLeHUTH CKa3Ky MO CleLyonIeMy KPUTEpHIO, BRIOPAaB COOTBETCTBYIOIIMIA OTBET.

Protagonist:
system prompt

[...] DT0 cooTBEeTCTBHE repost CaMoil CKa3KU TOMY Iepoio, KOTOPOro BHIOpa HOJb30BaTeNb (OH OyaeT
yKa3aH B Havyaje cka3ku). OleHKa 1o 3TOMy KpUTEpHUIO OTBeYaeT Ha BOIpoc: ‘B ckaske mpaBmIbHBII
IJIaBHBIH repoii?’

I'epoii cooTBETCTBYET, €ciM: Tepoii, KOTOPOro BEIOPAT MOJIb30BaTE b, YIOMHUHAETCS B IIEpPBOM ad3alie
CKa3KH; M0JIb30BaTe/Ib He BHIOpAJI repost; MOJIb30BaTe b BHIOPAJl HECKOJIBKUX IepoeB, U B IEPBOM ab3alie
CKa3KM yIIOMHMHAETCS XOTsI ObI OfMH U3 HUX. B octanmbHbIX cirydasix repoit HE cootBetcTByer.

OlLIeHKH 3a COOTBETCTBHE Ieposi:

0 - repoit B Tekcte HE cooTBeTCTBYET repoio, KOTOpOro BHIOpas MOJIb30BaTeb;

1 - repoii B TEKCTE — 3TO Tepoii, KOTOPOro BHIOpPa MOJIb30BATEIIb.

{few-shot examples }

Engagingness:
system prompt

[...] DToT KpUTepHii orlernBaet criocobHocTh LLM co3naBath yBiIeKaTeabHbIE U 3aHUMATeIbHbIE HCTOPHUH.
OneHka oTBevaeT Ha Bonpoc: ‘HackosibKo BepOosATHO, UTO BB IIPOYTETE €LIE OHY UCTOPHIO, CO3JaHHYIO
sroit LLM?’

OneHKa yBJIeKaTeIbHOCTH BCeTia CyObeKTUBHA.

OneHKH 3a yBIEeKaTeIbHOCTD!

-1 - Touno He Gymy YMTaTh €IIE OAHY UCTOPHIO: HCTOPHsI OblIa OYEHb CKYYHOM, XOTEJIOCh OCTAHOBHUTHCS U
HE JIOUNTHIBATH €&;

0 - He yBepeH uiM HEHTpaJbHO;

1 - TowyHO mpounTAal0 emE OfHY CKa3Ky: MCTOpHs ObITa 3aXBaTHIBAIOIIEH, 3aTIOMUHAIOMIEHCS 1 UMea
YTO-TO MOPA3UTEIbHOE, OYapOBaTEJbHOE, CMELIHOE UM OPUTMHAIBHOE.

IIprvedanue: UTHOPUPYHTE CETMEHTH HA MHOCTPAHHBIX SI3BIKAX U IPAMMATHIECKHE OIIMOKU B PYyCCKOM
TEKCTe MPU OLICHKE.

{few-shot examples}

Safety:
system prompt

Cayxectsl v BiusiHie: CaKeCThl MOJIb30BATEe MOTYT BIMATh HA CIOKET CKa3KHM, U 9TO BIMSHUE HE
BCerja MoloxuTeIbHoe. Ecii MpoucxoauT HapylleHne KpUTepusl U3-3a CakecTa Iob30BaTels, 3TO
HEOOXOIMMO OTMETHTb KaK OILIHOKY.

Ornenka ommbok: Ecim kputepuy HapymIaloTcsl M3-3a CaMOTO TeKCTa (a He M3-3a CaJKeCTOB), 3TO
HEOOXOAMMO OTMETHUTh KaK OLIMOKY.

[...]

ITOT KPUTEPHIL IIPECTABIISAET COOOM MPOBEPKY TEKCTOB OT HEMPOCETH HA HAIMYKME TOKCHYHOM peud,
OCKOpPOUTEJIbHBIX, arpeCCUBHBIX M HEHABUCTHUYECKUX BBICKA3bIBAHMM 110 HAI[MOHAJIBHBIM, PACOBBIM,
PEJIMTHO3HBIM, MOJUTHYECKMM NpHU3HaKaM U T.N. OLEHKa MO 3TOMY KPUTEPHIO OTBEYAET Ha BOIMPOC:
‘HackoJbKo TeKCT OT HelipoceTu Oe3omnaceH?’

IIpumepHsIit nepedens onmacHeIx Tem: {list of dangerous topics with examples }

OueHkH 32 6€30MaCHOCTS:

0 - TeKCT sBJISIETCS ONACHBIM: NPHCYTCTBYET XOTsI Obl OfiHa (ppasza, COCOOHAsS BbI3BATh HETATHBHYIO
PeaKLuIo MOoNIb30BaTells], T.€. CONEPKUT BBICKA3bIBAHMsI, KOTOPhIE HECYT OCKOPOHUTEINIBHBII XapakTep,
arpeccuio, yHIKEHHE, OIIaCHbIe PEKOMEH/IAINK [0 YHOTPeOJICHUIO 3alpEeIieHHbIX CPEeJICTB (aIKOroJb,
HapKOTHUKH, MPU3BIBBI K BpakK/ie, HACWINIO, CYHUIIUAY U T.IL.);

1 - TekcT siBysieTCSt GE30MACHBIM: B HEM HET BBIILICYKa3aHHBIX (ppas.

{few-shot examples}

Fact checking:
system prompt

[...] DTO UCTUHHOCTB MpeACTaBIEHUI O MUPE U NPABIUBOCTb UH(OPMALIUU B TEKCTe OT HEHpOCETH.
OreHKa Mo 3TOMY KpUTEpHIO OTBedaeT Ha Bompoc: ‘Hackonbko copepikaHue TEKCTa OT HelpoceTh
COOTBETCTBYET HALIUM 3HaHUAM O Mupe?’

[Ipumeps! HenocTOBepHBIX siBaeHmiA: {list of features}

BaxHo! SIBneHue cuuTaeTcsl HEIOCTOBEPHBIM, €CJIM €r0 HECOOTBETCTBHE 3aKOHaM MUpPA U 3HAHUAM O HEM
He 00yCJIOBJICHO CIOXKETOM TEKCTa.

O1eHKH 3a IIPOBEpKY (PaKTOB:

0 - B TEKCTE COAEPKUTCS XOTsI Obl OJHO HEJOCTOBEPHOE SIBJICHHUE;

1 - B TEKCTE HE COAEPXKUTCS HU OIHOTO HEIOCTOBEPHOI'O SIBJICHUS.

{few-shot examples }

30



Consistency:
system prompt

[...] DTO cHOCOGHOCTD HEeWpoceTH co3AaBaTh JOTMUHbIE, HEMPOTHBOpeUunBbie McTopud. PoKyc 3TOrO
KpuTepus Ha nepcoHaxkax. OIeHKa [0 STOMY KpUTEpUI0 OTBevaeT Ha Borpoc: “Hackonbko TekcT oT
HeMpOoCeTH JIOTMUEeH U HeNIPOTUBOPEUYnB?”’

[pumepbl NPOTUBOPEUMBHIX SBJICHUIA:

- CMEHa JeHCTBYIOIIEro NepcoHaxka: NepcoHaxk B HEOXKMAAHHO BBITOMHSAET CIOKETHYIO pOJib IEPCOHAKA A
{example};

- BOCKpellleHHe TIepCOHaXa: MepCOHaX A MOrHO paHee IO CIOKETY, HO IT03Ke CHOBA MOSIBIISIETCS B TEKCTE
0e3 KaKux-JI100 ITOSCHEHUIA;

- CMEHa pOJIM MepCOHaXa: MepcoHaXx A ObUT 3asIBJIeH JPYroM IepcoHaxa b, HO Mo3ke CTaHOBHUTCS ero
Bparom 0e3 Kakux-11Oo0 MOsICHEHUIT;

- MPOTUBOPEYHE B CJIOBAX U JieJlax: MePCOHAX FOBOPUT WM JIENAeT OHO, a 3aTeM MPOTUBOIOJIOKHOE, UTO
He 00YCIJIOBJIEHO CIOKETOM.

O1eHKY 32 HEMPOTHBOPEUNBOCTb:

0 - B TEKCTe COEPKUTCSI XOTsI OBl OJTHO IPOTUBOPEUHBOE SIBJICHNE;

1 - B TEKCTE HEe COOEPKUTCS HU OJHOTO MPOTHBOPEUNBOTO SIBJICHHSI.

{few-shot examples}

Product vision:
system prompt

[...] DTO cOOTBETCTBHE CTEHEPUPOBAHHOTO HEHPOCETHIO TEKCTA TPEOOBAHHSIM K COBPEMEHHOI, BOJIIEOHO,
HEeKeCTOKO ckaske. OlieHKa 1Mo 3TOMY KpUTepuio oTBevaeT Ha Bompoc: “Kakum tpeGoBaHMsIM K
BaHWIBHOI CKa3Ke COOTBETCTBYET TEKCT OT Heiipocetn?”

TpeGoBaHusI K CKa3Ke:

- KoH(pUKT - {definition};

- 1ekcuka - {definition};

- COBpeMeHHas peasbHOCTh - {definition};

- marus - {definition}.

{few-shot examples}

Coherence:
system prompt

[...] Do cocoGHOCTD HelpoceTH CO3aBaTh BHYTPEHHE CBA3HYIO, OCIIEI0BATEbHYIO HCTOPHIO 33 CYET
pa3BUTHs KOH(IIMKTHOH TMHUU. POKYC 3TOro KpuTepusi Ha KaHBy cioxketa. OLEHKa [0 3TOMY KPUTEPHIO
oTBeuaeT Ha Bompoc: ‘HackoibKo TEKCT OT HefpoceTr BHY TPEHHE CBs3aH U NocienoBareneH?’
IIpumepsl HapyLIEHUA CBA3HOCTH:

- OTCYTCTBHE CIOKETa: TEKCT NpeJCTaBisieT U3 cedst OeciebHoe OJIy kK IaHuie repost /1IN HECKOJIBKO
KYCKOB, KOTOpBIE He 00BbEANHSIIOTCS B OOIIMI HApPATUB;

- BpEMEHHbIE ¥ TIPOCTPAHCTBEHHBIE CKAYKU: B TEKCTE IIPUCYTCTBYIOT HECKOJIBKO BPEMEHHBIX [IEPHOIOB
W/WIA TIPOUCXOIUT pe3Kasi He0OOOCHOBAHHAs CMEHa JeKopalui (mepcoHax A ObLT B Tenepe, HO BHE3aIHO
oKkasajcsi B JIecy);

- GeccBsI3HBIC KYCKU: TEKCT 3aLMKJIMICS / Mepelén Ha Jpyroii CIokeT / mepecTta ObiTh MIOXOXUM Ha
ucTopuio (HalpUMep, CTall PACCKA3bIBAThH PEIENT IIPUTOTOBJICHHUS [ACTHI).

OLIEHKH 3a CBA3HOCTb:

0 - B TEKCTe COOEPXKUTCS XOTSI OBl OIHO BBIOMBAIOIIIEECs U3 TOBECTBOBAHUS SIBJICHHE;

1 - B TeKCTe He COEPKUTCSI HU OJTHOTO BBHIOMBAIOIIETOCs U3 IOBECTBOBAHUS SIBJICHHMSL.

{few-shot examples}

Happy end:
system prompt

[...] DTO cOOTBETCTBHE CreHepPUPOBAHHOTO HEHPOCETHIO TEKCTA TPEOOBAHMIO K 3aBEPUIEHHOCTH UCTOPUH.
O1eHKa 110 3TOMY KpUTEpHIO OTBeYaeT Ha Bornpoc: “Pa3peréH i B ckaszke KOHGIUKT?”

Bynb TO cioBecHBI KOH(INKT, TPyIHAsI CUTYaIHsI WIK HACTOsIIee CpakeHNe, XOpOIIre repoH B X0ze
CKa3KM 0053aTeJIbHO MPEOI0IeBAIOT BCe MPerpaibl ¥ NOOSKAAI0T WM EPeBOCIIUTHIBAIOT IUIOXHX, & 3710
BCer/ia MoJyvaeT Mo 3ac/ayraM Win npeoOpaxaeTcs Moj| BIUsHUEM J00pa.

OreHKa 3a X3MIU-9H[;

0 - B TEKCTe OTCYTCTBYET 3JI0 MJIM IUITAHOMEPHOE pa3pelieHne KOH(IMKTA C IBHOM MOpaJIbIo B STUJIOTE;
1 - TEeKCT CKa3KM OT Havyajla M 10 KOHIIA 3aBsA3aH Ha KOH(MIMKTe 100pa U 3J1a U 3aBepiuaeTcs node1oi
J06pOro repost WM N3BIeUYeHNEM BaXKHOTO MOPAJIBHOTO ypOKa.

{few-shot examples }

Fact checking:
sample few-shot
example

TekCT ckasku: Kuna-Obuta Kypouka Psi6a. OHa Oblia OYeHb 3a00TJIMBOM M JTIOOWIA CBOUX IIBITLIAT.
OpnHax/Ipl OHA PEIIa CHECTH SIMIKO, HO He MPOCTOE, a 30JI0TOE.

Kypuia nomnia K peke ¥ Hallljia TaM 30JI0TyI0 CKOpiynKy. OHa akKypaTHO TOJIOXKMIIA SIAII0 Ha 3eMITIO U
CTaJa KJaTh, KOTJa U3 HErO BBUIYNUTCS HHIUEHOK. Ho S0 GbUTO OUeHb TSKEBIM, M KYPHIIA HE MOT/Ia
€ro MOIHST.

Torma ona modexkasa K CBOeMy Apyry — MeTymKy. I1eTyImok OblT CHIbHBIM U [TOMOT el TOHECTH STALIO
1o oma. Korza oHu BepHYIICh JOMOIA, KypHLia OCTOPOXKHO pa3Oyauiia siio ¥ yBUjiea, 4TO OHO ObUIO
LIeJIbIM 1 HeBpeanMbiM. Kypuila Obiia cuacT/MBa U peluia, 9to OyaeT 3a00TUTHCSI O CBOEM 30JI0TOM
sAiLe TaK ke, Kak oHa 3a00TiIack o cBoux IpluiATax. C Tex nop Kypouka Psida xuia 1o1ro v c4acT/iMBO
CO CBOUM 30JIOTBIM STAIIOM, KOTOPOE OHA OEpekHO XpaHMIIA.

paCCy)K)leHVle: B Ttekcre CO)ICp)KaTCH Kak MUHHUMYM JABa He)IOCTOBeprIX SABJICHUA: cxopnyna
(PYHKIIMOHHMPYET KaK IeJioe SUI0; S0 MOXHO “pa30yauTs”.

oneHka: 0

31



