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Figure 1: Dungeon Masters use MITHRIL to craft characters and campaign elements. MITHRIL’s
multi-modal capabilities enable the generation of detailed images and backstories for characters,
outlining their skills and attributes. Additionally, MITHRIL offers personalization options, allowing
characters to be visually customized to resemble the players themselves.

Abstract

Tabletop Role-Playing Games (TTRPGs) like Dungeons & Dragons (D&D) offer
rich, collaborative storytelling experiences where Dungeon Masters (DMs) play
a crucial role in creating narrative arcs, designing encounters, and bringing the
game world to life. However, the demands of crafting engaging stories, develop-
ing complex characters, and managing the intricate details of gameplay can be
overwhelming for DMs, often requiring significant effort and time. This paper intro-
duces a novel system that assists DMs in generating multimodal content, including
both text descriptions and images for characters, campaigns, and story arcs, with
advanced personalization features. Leveraging state-of-the-art Al capabilities, the
system enables DMs to automatically generate detailed character backstories, skill
sets, and high-quality images, creating a more immersive and visually enriched
narrative experience. Unlike existing tools that focus solely on text generation, our
system integrates both textual and visual modalities and allows for a high degree
of customization, such as embedding players’ faces onto character avatars. This
unique approach addresses the growing demand for personalized and dynamic
content in TTRPGs, reducing the DM’s workload while enhancing creativity and
player engagement. We detail the design and implementation of our system, eval-
uate its usability and effectiveness, and discuss how it sets a new standard for
multimodal content generation and personalized storytelling in TTRPGs.
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Figure 2: We conducted several game sessions (a) to evaluate the effectiveness of the proposed
system. Participants received personalized character sheets (c) designed to resemble their likeness
(b). These character images were also projected onto a screen to facilitate easy viewing among
participants. Additionally, an interactive map, created using our tool, was also shared with the
participants, enabling them to navigate their characters on the map using their laptops.

1 Introduction

Tabletop Role-Playing Games, such as Dungeons & Dragons (7)), have become increasingly popular as
collaborative storytelling experiences where players create characters and navigate through fantastical
worlds led by a Dungeon Master (DM). The DM is responsible for crafting narrative arcs, designing
encounters, and bringing the game world to life by portraying non-player characters (NPCs) and
orchestrating the game’s progression. This role is highly demanding, requiring a delicate balance
between creativity and rule-based decision-making, as DMs must manage not only the overarching
story but also fine-grained details of character interactions, environment descriptions, and plot
developments. While DMs are the cornerstone of the D&D experience, they often face challenges in
creating rich, immersive content that caters to the specific interests and styles of their player groups.
This paper introduces a novel system designed to assist DMs in generating multimodal content,
including text descriptions and images for characters, campaigns, and story arcs, while also providing
personalization features.

In recent years, generative Al has gained significant attention for its ability to create text, images,
audio, and even video content based on user input or existing data [8L[12; [13). In the context
of TTRPGs, where storytelling, creativity, and immersion are central, generative Al presents a
unique opportunity. By leveraging the power of Al to automate and enrich the content generation
process, DMs can overcome many of the traditional challenges associated with campaign preparation.
Generative Al can assist in developing detailed backstories, creating unique character portraits,
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Figure 3: Our framework consists of four interconnected agents: (1) Character Agent (2) Campaign
Agent (3) Map Agent (4) Personalization Agent (5) Brainstorming Agent.

generating dynamic descriptions of environments and encounters, and even adapting the narrative
on the fly based on DM’s actions. This capability not only saves time but also allows DMs to
focus more on the interactive and improvisational aspects of game mastering, enhancing the overall
player experience. Our proposed system generates detailed character backstories, skill sets (such
as proficiencies and abilities), and high-quality images that visualize both characters and story arcs.
Unlike existing systems that primarily focus on text-based content generation (14; 20), our approach
integrates both textual and visual modalities, allowing DMs to create a richer, more immersive
narrative experience. For example, our system can generate an image depicting characters entering
an enchanted forest and facing a giant spider, simultaneously providing text descriptions of the
scene, NPC dialogues, maps, and character sheets (see Fig. [T). Furthermore, our system offers
unique personalization features, such as embedding players’ faces onto generated character avatars,
enhancing engagement and immersion. This multimodal, personalizable approach addresses a
significant gap in current TTRPG tools by providing DMs with a platform for campaign and character
design.

2 Methodology

Our framework (see Fig. [3) consists of four interconnected agents: (1) Character Agent generates
characters, NPCs, and enemies based on user input, providing detailed profiles and attributes for
each; it also interacts with the Personalization Agent to create customized character images. (2)
Campaign Agent develops story arcs and narrative content based on user prompts and integrates
character details provided by the Character Agent to maintain narrative consistency. (3) Map Agent
generates detailed images of campaign locations. (4) Personalization Agent personalizes character
images and event scenes by incorporating player-uploaded photos and text descriptions, working
closely with the Character Agent to ensure visual consistency with the generated characters. (5)
Brainstorming Agent collaborates with both the Campaign Agent and Character Agent to propose
alternative story ideas in friendly, neutral, and antagonistic tones, ensuring diverse narrative paths
while maintaining alignment with established characters and storylines. Together, these agents form
a cohesive system that enables dynamic and immersive storytelling for Dungeon Masters and players
in TTRPGs.

3 Conclusion

We believe that our approach sets a new standard for the integration of multimodal content gen-
eration and personalization in TTRPGs, paving the way for more dynamic and engaging story-
telling frameworks. Our demo is accessible to public by developing a web-based software proto-
type with an intuitive interface that does not require any specialized hardware or technical skills:
https://dungeons-dragons-brown.vercel.app.
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