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H5FL LM - =Y b2ARALEMNGER S — a0 ZHEET S, ChoD7 —20HBES Z2H E3E 51203,
TLAY—DLVUIECTLIM T—Y = ¥ FOREN ZHIH L 7 — 2 OMGE 2B ST 2 Z e A TH 5.
FITARHETE LAY —2BMT 254 AV —Y 2 FREBALT, Wiffsr — A0S E 2% T 3 Fikz
BET5. TLAVY—DIFHZHET 54 VT —Y 2y M3, RFEEErS4EKENRS () VY F =2 0D
ARUIC & 2 NS O (b) BIFNCEFH XN 2 AT T 712 &K 2HEL NV OEEITS 28 T LA Y — L RA%D
HENERBIRL, BUALBAHTFL LTCOIRZB|BOERBT S, UKD, LAY —ICBOE R HES) %

2175,

*—7J—F LLM, MeE8IAF— LA Wiz —S 2V, FA4NVTZ =V N, RAVF =T, HFHTT7

1 1L ®IC

AR, N THIRERR OHEICHEY, BT FEAERN om k
PELLERLTED, 2OHTHRBESEET L (Large
LLM) OREBENF —LEFICEZ 288
BE ANV DERoTWS., R, a7y —a1lB
WT LLM PEAXINE 7 —XBHEINLTEB D, ZOiEHH
BIED DT TV S [1][2] 3] [4] 5], Mtz ERET55—2
Py YT, LLM Z2EHHIEF Yy 57X —%HLIH 3 Z
LT, INETRAVEARKRaII 2= Fr—>a UPA[REL &2
% (6] [7] [8] [9].

RERDY — MBI BRTES AT L1, FIA27 ) 7 MO
FEOSERTH D, FNCHRINIHERBSCEENRIEE %
PRI BEL R TH o7z, TD LS RIERDRFES AT 4
T, o2 UDHARENRE L7 F U FIcE 0T
FEONESTT B 720, LAY —DESOBHEERRENTHD,
F—ADU FLA I —EORIKEH 7. LarL, LLM
FEATBEILICED, F—bFXx52X—3 7L AY—0DH
235 B UCIE U CTHEY) R e B L AEICERTE 3 L 5
WY, XOEINLOZRERA VAT a v RBEIATY
% [10][11]. ZoEMFEHFICED, T4 ¥ =375 —aNTE
DY TZARIBEIEEEREBRL, B S OBRLITEIWED T
X ¥ TR -DRGICEEELRIET XD IR o14ER, &
DERWR AR ES S 2 AREL TR o /2

—HT, ZOXSHEHEDOEXIZ, HHEOHE KNt
LTW3., LAY —DAFARLHHFRIITEANTHY, F
NTOT VLAY =it UCEY & Tk & BEARR) Tigit
T30, BINRESERENRRIRTHS. RalE, 7
LAY —DETEHETZ 74 V- PEEAL(12],
IV FOHIBMBICER DT R e THSERERLRA
7. Lo L, BR2HEEOHIRZ Tl LLM Ak D REERE
71 (HEERRENIR SEBRGT) ORELHRTE T, HWULRHES

Language Model,

JERINZIEE S oz, Z I TARMIZETIE, MEEHA — A1
BUIBHRHMGEREFAL LT, 54T —Y 2 b
T AY 2B T 2B ERETS. 074NV —Dx
Y M, LAY —HEORERA XA NVLHBERBM T2 2
T, 7LA¥—1CoT B x5 YRV BEaEFLRD, 7¥'—
L OB TR 2 BT 5.

AL TIRRE T 2 FIRORHIE, 7 — o OHEITETE & HIFRHS
ooz NREBBR, ¢ H#Z 771 2EBAL, 205
WKESWTIA NV —Y = > P OfTEERICHE R T~y
F b=V BEKTIRICHL. ROATLIIBWVWT, K&
BEBMIIFEOMRICE 2 LA v — 2 —Y = ¥ FOBGRME
DR, RFED 7 2 —AETE2EHT2DICHVLNS.
ZAUCE Y, HHAEMEOHIZH X — o UL TOBMEZ THBU
P EATE) 2ERTBIehifEr 25, £, HEI 77
BT —Y = ¥ FOERB XSS LA Y =056 %8 U TE
BUIARE S L TREET ABEZHS. ZZ2T0iIR
AV F =2, TLAY—DEIFEE, Niiz—Y =
Y MZET A (SANNT—V 2y VORI S 7ADT
AN, BEOET VLAY —BEHFORFERARXANVERE LT
BHRTH 2. BARKICIE, M1 OFETHSERERITS. 7
LAY —EX v —YFMERL, Wi — x> e REEELT
I, WML —Y 2V MEIT LAY — L DRFHECHERERE L
TT—ZR=2AD L NFFICRERER LT 5. ZOFEHRD
FICHEANCER SN S 70835505, L4 v —r okt
B L TH R HEEPRENE ENEE, MEo—Y v
FSTF — R R— 2D T 7 R EHT BT E OMERE BN
T3, ZHIZED, T—RXRX—ROHFERT 7713 T4 ¥—
HHEA>TWS I Ziflic KM LR RS, F7
FTANNIT =YY MEIRVYF b=V ZHNT T LA Y —
PELEXyE—VBERT 2. ZOB, RAVFF—7VH
DONEEL—Y = v MBI 2505 %, LA v —OHEKL v
BHEUEY LThFRICHEBI B3 TRETS. ZhUTLD,
FANVIFEIL T LA Y= BEPLA@EEZREB DD, TL
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AXY—DOFPREENRR— VBRI HE 21T Z 2 H3AJEE
ER5.
AMROEBIIUATDOBY TH S.

o NREEBNBICHFHZZ 7EHAVT, FLAY—ICE
B EOBN R EERT S .

o RAVFF=TUERHWT, LAY —0DHRSFWE K
FTAHEIVRTLARREET 3.

2 BEMRE

LLM 2RV FEED YT I2aLb— 52—z}
(Role-Playing Language Agents: RPLA) OWFFEIIMEIL < 17H
NTV3. [13] Bz, Mgk obioREEET 2 71—
WCHEAPYTREANOFZEN~LY F, BN EDIL L B
ENFF ¥ T R—DRAVY FERMT2F v 577 X -1y
F, HxD2—F—F—RIZEINT LLM 2R 2 HE3HL
AN FPFET %, Fhr — 2O EE Al % HWTHIN
ICH%EE S % FETH % Dynamic Difficylty Adjustment(DDA)
HEZ I NT VS

2.1 RPLA

2.1.1 AO#EHER LY F (Demographic Persona)

Sirui & [14] 1FFT—Y =¥ ML, 5 AN O#E 20
B (EREG - MERISE) kA<, 44l - BRAE - B - S0 S
%5 BB LEo7ar > 41 (Role) ] ZERL. FEHaoM
MRS I D W HM I R E 21T o 72

2.1.2 ¥ %727 X—-YLYJ (Character Persona)

Yufan Shao & [7] @EDAYO THEER = TRLE ZFHIC
AR L Y SE, SORRERCTET 2 @ EDZ T
=#1 (Protective Experience) X3 Z & T, B2 OFELHT
BHBZEEEERRVY FE2EHRT S [Character-LLMJ F
HEeREL 7.

2.1.3 f@xl{k<1 Y F (Individualized Persona)

Liu & (2025) [15] 1%, BER 574V - 2—F—- =
Ry R—| BV 2a—NEAWT, Fa—F—DBEDEED
ba—F—FEEDEDAAL (VY FHDIAL) BEKT S
PPlug 8RR L7z . ZOFiEE, LLM O X — R &R
FT5ZriL, HOIAARE XA AJNAMT 3720 T, 12—
F—DOBEDIFAERZ =Y F 74 XS 7zH & AlBEI
3% . Roy 5 (2023) [16] 1, PEOFIRNEEDA TR =5 v
FDARANCEWLT B [Few-Shot RatA X A VA 212
KL . Fold, RAEXANVEE0ONFEE—E T AX AL 7
V— RIERGRILL, ZN2X—F7 v PRAXAINVTEZET
2EfEDA Y - ay TR RAMEFRBEALTWS . ZOFHKIC
kD, RFEOXR (wAFH—) EHFFLI-EE, BRRR
RANVERDAREL 2 % .

2.2 DDA

FrEy b IO OB [17] 1T XU, BADRFL
CHEOHMBENTID G o TR Z 2R ARSI L 245k

DEIM2026

HTHD, THIT — LIHEIGFRETDH 5. [18] Ronja Fuchs
519 1%, LAY —off8Erar—33 EREEL—Y
Vb e ENRBEIT DI b EE - 2 v by
EHAEDESZ 2T, LAY —MHADRFMEIG L 72X
HWAMHTFEERT 28—V F 7 4 KBNS EHRTE (PDDA) 7
L—2v7—27%4E%& L7-. Robin Hunicke 5 [20] 1&, 7RG
CHERETFTAEZHOT T LAY —DU V=X (~NJLRAPGHFE)
MBS 2 NEEIRE) 2 FHIL, ©—2NoWmEOHG e &
ZERNCHIET 2 Z e CHESE T 5 > 27 4 THamlet )
ZHFEL 7.

2.3 AHRAEICOWVT

BEERISE [12] TIZ S A NV —Y 2> b ¥ FL A Y — DA
WZEZDT 2 Z e THAEREZITRo TV, Ll 2O
ZEClk LLM ORFEREN DS EF I KR E CEEE R LTV
72 RBIECIRAGRRICEZD1T, SA4A LT —Y =z b2
LAY —%REE23 2L Ick > TG EFHIEEITS. £/
RHEARLY FI2B1F 32 LLM Do8— Y F 5 4 Xl L REER X
ANEROMFEEEB L L, ZhosE2r—2HNZ—YzV O
B IR 5.

3 HMBEDES L FAEHA

AREITIE, WMFEHS— L L #EEOERB X AR THY
2 HREDBIAELTS.

3.1 WERIFS—LCH#BEOEER

AFFRICBNT DHFER S — 24 2iE, T4 v— -
YIEOBARSEIC LI MEEETERAIL L, ZOEKAE
WESWTHREEERN L TF — 2 0REE S BB T2 X T A
CEFRT S, ZOREBEBKZ, MEEEUTCELRTEZILA
Y-t -z bOBGRERS — 20 TR ERELTE
D, HED /) — FADFED T — LD TEEKRT 5.
kD7 7o aryF—LFIIBIT5HMEEZ, 8O HP R
WS ¥\ o T B R 5 X — R & > TERBMICERARET
Hote. LaL, MEME — 2BV TIREFOME 2 TR
b2 hREETHZ. =—T x> FOHBEN LA Y —
ZEAITIIES — 2308 T, HICEFHTEE T LA Y —
WEREZEEC 2. ZITAWETIE, T—Y =¥ MRS 2
EREHF S 7 72 LTHELL, ZOBIRATRERHH (7
JERALAL) ko THRRZERT S, 20 LT, xfEEH
F—LZBIBMEE D ®, TLAY—DAN u, EHET S
TANNEZ=V =Y FOATID TER - HEREHEE)] 2 LT
HERT 2. BENZY -5 R0, Wir s 728D
VLAY — D K, ¥ REERES] Cp 1T L, 74 NADH
LDREN (K, = K, Cr = Cp) BFo THOVWASIRETH B &
T3, ZOUEERHREOLDIZ, YRATFAIT LAY —DEED
SEINCRLY FEERL, T4 VOHRZEWEFITET 22
D 5.
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B

WEEIC BB IR %

REBEE, SFERAZANOEH }4—

%%E&,%%E%m,ﬂ%737wJ‘_

|-

TLar— |

s Player
% Ay =T %fERK Hello ! Nice to meetyou !
A

Ayv—T%
EARTREEER

RIVYF b= v mER

|-

_<: Agent
Nice to meet you too !
) .

/ Rival
7 N\ ival
i[/\ ! ::\Eﬁ * Nice to meetyou!
I—yxzvhk

Y LAY —EEHLT
S Ay =T ERER

1 REFEROMEEX

3.2 HEHNA
AL THVEZHELES 2 E#HL, MHETS

WEI—-JIzV bk LAY —exEEZ2ITS LLM O —Y =
VAN

SANILI—=STV b TLAY—DF — LETOHEEITS
LLM =—> =z b.

REBBR SLAv—eMEz—Yor b oBREE2D
S5XLIEMZZ 7. J—FRiE§Eo—yc b A
Y- OMFEEEZRELTVS. Ty JRBRDOEX— 2 DER
HHEERL TNV,

LA ¥ —DIREEBRIC BT 2 BB

BRARIZ— F—2ohEkKTI2ETOR— VL

2=

MBS 57 WEEL—Y = ¥ MTOWTOHERE (R L7 R
757, 7—=27—F Naata , BHE/ —F Npo , T
E TR EN, G = (Ndata, Nre, E) ERENS. v
3/ — FRLORGREZELL, 727 & AATREZRFEEE 2 TR
5. HIHIREE Go icH L, WEEZ@ELC TH R, — %
Ty IHFHNEMENS.

TOERIALARIL Hi#7 57 G 2ko5b, T—Y= v b
SIAATRELIEMOEE L3, L4 v—D7 7k
LARLVE V,, FANMDT 7RIV E V, 5 5.

TLAV—=FIEIALRI Z—2V TRZBIZ3TLAY—D
77 AL NI,

SANLTIERALRNIL Z—YTRZBIFL74 VT —V =
VEDT TR,

RIWVWF =DV SANLZ—V 2 FDNBEEENERE
DU 3 AJVERORIK. REFFETIE, T A ¥ —DEREE
JBIE H, 54 NVHT ¥ A0[HEREGRT S 7 DEES
Grival, BEUT VLAY —DREERAZ AN Spiayer DA
BbBr L TERT 5.

B RS OXERRE R 1 1R

x1 HEErids

FHEE B
= T
AKX — 8K Tmax
HiF7 7 7 G
HF@ 77707 —%)—FK Ndata
HF 7o 7 OB#E ) — ¥ Niel
Hik o7 70Ty Y E
TVAXY =T 7 AL~V Vo, T
FTANNVT T RAL RV A
RNV F =TV P
T A ¥ —DRRFERE H
FA NV T 7R AFRER AR T 7 DEDEE  Grival
TLAXY—DRFEAZA L Splayer

4 REFZE

4.1 EFILEE
AFEOMBRZK 1 13RS, A TIRET 2 0584 —
LOMBEREL 257 813, LAY —Wikiztr> Tk
I—YzYbl o, PLAY—2EBLTHETS [543
IV b D2FEEDLLM T —Y x> M2 ko THRE
Nd. AT LAFFRUTO St R THET 5.

1. MFOMBEEH: FLAV—eRNFEL—D =2 FORE
Mo, LAY =R LI L WA HRE M L,
Wik o 7 BN EHT 5.

2. RIWVFP=I DER: FLAY—0 38R, &
wahiz V797, BLumtbhans I&ER 24
N BREL, SANNLI—V Y FDIREREDIT B
(RAVYF b=V BERTS.

3. SANILDITEER: VY F =TV EANEINZTA
PILIT—Y =Y M, LAY —AFEOHGRE R XA L
THEEITWV, F— DM EEHEFT 2.

D7 —=FT7F ¥IiTkD, HECEEINHEHE T X —
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# Talkabout ™

e her hobby ./

Fishes
Taking -

A complimen |
ts

s

( shachiko - — <>
— I

Cats

Hiroin ( Curiousgirl )

2 MFks 7 7Bl

2 TR, T A Y —DOEEDITEIEEICHE D WFH 72 i
ZEHIHDTIREL 72 5.

4.2 REFIECT— LET
AKERATFLZBI BT —1i%, TL4¥—, Wz —y >
F, BEOIANNI—-V 2y PO=FIZXkoTiIThbh 3. 1
R—VICBI 3 REFIE Q7 0 — I FO@EH TH 5.

Step 1 FLAY—AN (Input): Z—> t ITBWT, FL
AX—@HFL—V v PIHTE R v k=
EANTB.

Step 2 FANILNI—2 x> bOER (RivalGeneration):
FANNIT =YY NI, RAYF =TV P %
HWT, A Y —ORFETHE213E DALk

DFERE ury ZHENT 5.

Urs = LLM(P) (1)

Step 3 HIE L IREEER (Evaluation & Transition): Xt
L= =Y MET = ZR— 20 5 FETB B
W CREEEMK, M 77, REEE) %I
D, upt & ure ZHIERL, Y5 5 DOFEFENRICHE
LTW32, H2WVIHELW2ZHES 5.

Step 4 IBEER (Response): MEEL— = ¥ MIHIER
RICEDE, ROB L2 2IEE va, ZERL, 7

LAY —IZHRT 5.

Step 5 T T 7 LIREEBEDER (KnowledgeUpdate):
WMEHFL -T2 NI LAY —DHGE up L IOE
Ua,e ZIRFTL, MTLVHEESHEN G EN 25T,
Wik 77 Gy BT 5. £ we {pr} i
Hox, KEEBK S, 2EHMT2. JEI7770
Bz 2, REEBROFIZK 31TRT.
Gi41 = G U Extract(up,t, Ua,t)

(2)
3)

Si+1 = Transition(S, w)

DEIM2026

start
end

—» positive
— negative

neutral

3 REEBROE, 7L 4 ¥ =28 TW positive, 74 LT —T =
¥ FHBE T negative, €5 5 b RIS TH AL neutral I2EF
5.

Step 6 RZAINT—2EY FOEH (KnowledgeUpdate):
TUAY—DRFFEBEDP ORZANT =Xy D
BEHEITS.

4.3 RIWFHb+b—0 >

4.3.1 Y F =27 O/
ARRIBIZIAANT -T2 b ORKERDE TRALYF
F—2>1 PiE, BIED LLM RS— Y F 5 4 XFEE X F R
F— LD v 77 XR—ERIICHT B0, UTFD 3E
RICE > THHCER L IEWOBKTH 3.

P = {H, Grivah Splaye'r} (4)

ZIT, HE VLAY —DTolBEOLEFERIE, Griva 13
727 GDIBIANNIT— v BRI N5
757 GEEL~NAVDEIRD |, Spiayer E TV A ¥ —DFGED S
W - BEHIWERFER XA VT =Xy bTHB. LV F
P2 Y ERWEI ALY 2 v ORI, (1) BEo
By, (2) BFEAXA LOBIMRD 2 BFETHB I 3.
4.3.2 EE OB

FTANNI =Y 2 ¥ BTV A Y — & [[AED RIS %+
DRI, T AV —ORFEBE, Sl S R E AV
5. BN, ERoRFERES XOBEORBEEZ AL
L7z LLM (Extractor) WXL, 20714 ¥ —DMAE, FEL
By, BERR=VESHL, 74 VT—=T v FOBIRT 2
doTay T reERE L LWIEREEZRS. Ol
WRESANVLI—V 2V bPOYRTF AT B YT MCEINIZH
BALZ LT, AN —I2 b NI LAY —D LS X
T8 CHRIEZITO e BAREL 72 5.

4.3.3 RFEAXA VDO (Style Transfer Di#EH)
TEINAEZ G TR THR) HEHT 272512, Roy 5D
Conversation Style Transfer (CST) % [16] ZJ5H 3 5. CST
13 Few-shot 2B X DEBED A XA NALTHEITS FIETH
B0, RFKRTEEHE -7y b2 T 70L& 4 LCEHSN
ZFVLAY—DRARXA N ITRETLTWS.
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a) AXANT—=Xtv b OBHIEE

CST ieBIF 2 TR& A4 AERE (Style Reduction) ] O#ER
AW, LAY —DHFE up 205 AR A NVERD RV
un 2 LLMICEKDAERT 5. K RTATRE, X— VTS
BITUERT (un, 1) BF—RE Y b Spiayer (B LET 2
ZrT, T4 Y —DHROZMITERT 28T —X €y b
ZEIRNICHEE S 5.

b) MRER—ZADRAXA VAR

FTANNI—=Y ¥ FHPRFEEN (FF 7 ) 2AERULE,
CST @ Dynamic Prompt Selection D FEICHETE | Spiayer
DHID b BEIRINGEWEF 2R T 5. RS h: THhiisce 7
LA ¥ —FGEDR7 | % In-Context Learning D/~ (Demon-
strations) ¥ L CLLM IXIE/RT 2 I & T, A4 VDFHEE
T AY—FEOERPLSVEILICEHBR L THAIT 5.

4.4 TLAV—HBOEHK

AFETE, JET 7 7 2B R 57 —EZR—X LTTIR
TV AY =R LA ORK) E LTHHL, 74X
NIT—Y ¥ b OHERL L ZHIES 5.

4.4.1 HE%7 2 7 OHIEH

MFET— = ¥ NIRRT 7 Go ZIRFFLTW
5. B=YtIZBIB7LAY—ONFE D, IZBWT, #HlL
WHENHA LGS, ZOHERITH LV —F npew 21
Tv Y enew & LTHERZ T 7 1BIMENS.

Gt+1 == Gt U {nnew, enew} (5)

ZHZED, HEZ S 73EIC TZOREETIII LA v—7
HIDIG/-1EH) 2RI T 2B R 5.

4.4.2 TIZERLLOBE & BT

TLAXY—D7 7 ALV YV, %, BECH#IZ7 G,
WKBWTT LAY =07 7 RFEA (BEHD) Tdh 2 EHMOHH
CEERTD. CHIRHBEE H 2322 TREINS.
SANNI—T 22 DT ZERALNL VY, (T8DD Griva
DHEPA) 1X, 2DV, BRECHREZINSE. SAALETL
A ¥ - FAFEOHMERFOZ L THAEMF L L THEET 229,
F—hr LTOELERRFREE20, V, L TH/NZE
e 2 - HHERET 5.

VemV,Ee (6)

22T e WWRMIE U2 EBEE RS, BERME, SuA
Y=o TV AHEMOES T A, ZHCEET 2 KD
TBREDTNLICED 2D, HEZVIE—H2RESIEZIRET
Grivat BREET 2. ZhUCED, 4 0& T4 v —2IiZ
ERLZEEH>TWED, DULETES SR> TEL
BB,

5 RERCER

FRRBRFIEOAIMN 2 BELT 5720, #5#H % H 723
BiefTof. FBRIHHLZREBLURESNIA—X 2K 2
WRT.

DEIM2026

ZhicsiE!

BIELPE~ 2OUYTh,. SHHELWVEA
TERAT. LW

[ | s
X4 FEBHER LS — AHEE

5.1 F—LBIEXIL-)

EETIZ, kofy [Lebl) RERITV, BREZE
DTWKBESIaL—ayyF—a2EHLE. F—L400k
HILLTROBY TH 5.

1. FLA4¥v—ideaf i IszAvte—S%ANTS

2. FLAY—LRAMBICIANNI—VzY b RAvE—%
ANT 5.

3. emAYiE, FLAY—LIA4 LD 2DDRX vE—I T
ML, CHEOPRCELTWED, HEVIEFELVD
2T 5.

4. HPERBICE D ZREEBRK DEB T % [very poso-
tive,positive,neutral negative,very negative] @ 5 Etf& T

RET 5.

5. KEEBRROEBRAMICK->TI LA Y—knfred
BRMEEZ(bXE 5. EBRFMD positive ¥ 7213 negative
DEGEE 1 BRE, very positive ¥ 7z1d very negative D%
Ak 2 BFEBRMENZE LT 5. neutral DHEEIXEIRMEDS
ZeL 7w,

R U727 — AHEZ X 4 1R7

5.2 RERER (BT L)

REBETIE, UTD 32054 (A724) ZHEL, B
iTo 7=,

System 1 (Normal) #EFE S/ VT —Y =V bHS
LAY —DOREEEED SERE Ny F b =2 V2
W, T A Y —DBEPLORHERNT 5.

System 2 (No Persona) H#Fikl. 74 1T—Y=
MEFIET 2755, TLA Y —OfiiETbY, —iRiNk T
A0 e LTHRS 5.

System 3 (No Rival) [EF#E2. 7411z —Y = b
PEELEV. bad VERD LLM B 7L A4 ¥ —DFHED
AITESWTES 2N T 5.
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%2 ERBREBIUORI AKX
RIEME - A

HE
74 vdD LLM gemma3:27b

v A >o® LLM qwen3:30b-a3b-instruct-2507-fp16
PIHORER 7 Z 7D 7 — FEL 70

KEEBR D, — FH 12
7L A KR 15 min
5.3 REFIE

FBRIILU T OFIETITON .

1. F—LOHE: $EE WL, F—20HK (kuaf e
DEREL) B X UORIETIEEHIAT 3.

2. F—=LTLA: $EEIZ, 2BEOHEY X T L AW
DYATLEZFNFN 1S T LA T 5.

o BIRTLDTVAMEFE, FEMRSCIEFRZHE
R3320, HEBEZLIZT VX LTHRELT-.

o buAYOUKIIIEEHAEL, LAY -—Zkico
VELZIODY AT ANEIDIRS T2,

3. U=k BYRTLDTVAKTIR, HFTRAT LI
T AFHM T > — N EREEL 7.

5.4 MITIEAE

KREBRTIE, BYRATLAONRERIT 57D FOF—
REEIE L.

1. B (Win Rate): FT X7 LIZBIT B LA Y —Df
FlEEDE&

2. Talk Score: L A4 ¥ —DRFEREN ZHE T 2 7= D5
. Gemini3 Pro 2T, LAY —DOREEE»SZ
DREETT % 10 EXRE TR L 7=.

3. Tyr—FrAE: EHBEOTVIr— ML, VAT A
B3 L E (Enjoy)) & T#L & (Difficulty)] %5
BFEDV v A — b RETFHE L 745

5.5 #& R

FEEZ X DR o NIAERITOVTIERS.

5.5.1 7 Yo — MEReBE

BEWHRED T — LTV AW BT 28 E & O Talk Score %
K3, TVARO7 > — MER GELILELE) 2R A4
RS, 77— MERIZOWT, Normal £ No Persona 12
BIF3 TZEL X (Enjoy)) OFFRa72iET 2L, Zhe
N36BLU33THD, MEDHEICKELAEZIASNT,
FHNCE BB IIMER I N o 2.

5.5.2 #fatAYIHT

BFEOBRIZONWT, MIEDH 3 t MERITo 1A e R
5101 F. ROBAHLZM S, &R T a3z heh,
System 1 (Normal) (& Normal, System 2 (No Persona) (&
No Persona, System 3 (No Rival) {& No Rival W&zl 3 5.

DEIM2026

£ 3 BFHEICBI W% (%) & Talk Score
User Normal No Persona No Rival Talk Score
Player1 22.2 10.0 100.0 4.5
Player2 27.3 7.7 90.9 2.0
Player3 20.0 46.2 83.3 7.5
Player4 44.4 10.0 90.9 6.0
Playerb 57.1 11.1 100.0 4.5
Player6 22.2 30.0 77.8 8.5
Player7 27.3 30.8 100.0 9.5
Player8 25.0 33.3 72.7 10.0
Player9 8.3 36.4 75.0 7.0
Average  28.2 23.9 87.9 -

x4 7rr— MR (5 BBERHE 5 ANE)
Normal No Rival

Enjoy Diff Enjoy Diff Enjoy Diff

Playerl 4 3 2 5 4 2

No Persona

User

Player2 3 3 4 3 3 2
Player3 3 3 3 3 3 2
Player4 3 2 3 5 3 1
Playerb 4 4 3 4 4 1
Player6 5 5 5 2 5 1
Player7 4 5 2 4 5 1
Player8 1 1 3 2 1 1
Player9 5 5 5 2 5 1
Average 3.6 3.4 3.3 3.3 3.7 1.3

x5 Wat IR (BROMEDDH 5 t RE)

Ry t #iGt®  pfH

Normal vs No Persona 0.4991 0.63113
Normal vs No Rival -14.6506 0.00000
No Persona vs No Rival -8.3592 0.00003

#51RT X5,
DIERHG SN

FKYE 5% (p < 0.05) 12BNT, LT

e Normal vs No Persona: p > 0.05 TH b, HEZEIIR
ool

e Normal vs No Rival: p < 0.05 THH, HEEIRD
bh7z.

e No Persona vs No Rival: p < 0.05 THH, AEEH
s bz,

VIEDRERED, 4NV =Y 2> MBS %5 (Nor-
mal B X No Persona) 1%, 74 2NLHBFLELRWEHE (No
Rival) &HIELT, HEHHNCERICT LA Y —OBRMETT
52 ePfEREI Nz, ZhUE, FA =Y Y PR T LA
Y —DUiERE LTHREEL, Y—20HGEsARICER XY
TWb I ZRLTWS. —/5T, BEFIETH S Normal &
W7D No Persona DX, 2K FHE L THEINREREZ
BHRoO o7, Zhud, RETHERZ X512, LA v—
DAFNLRVZE L THROEL DR S (GRAXLE
WL <, BAFAFHRIEBHLLRS) ko, 2R LTD
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na Win Rate] (%)

mal Win Rate]-{NoPerson

Nor

gemini score

5 Gemini Score ¥ i5¥7% (Normal - NoPersona Win Rate) @
B

EHEDEDHR S NIFRTH L FR 5.

51 Talk Score (Gemini Score) & ¥ 7 (Normal - NoP-
ersona) OBRZRT.

15+ % Talk Score DHIEZ EHEIC TR a 7R (Score
2701 ¥ MERa7# (Score < 7.0) 1 WWHELTHNT S
L, UTodEmsiERshi.

1. BXO7E: Normal DR (£ 20.6%) & No Persona
DR (F35.3%) LD KL otz

2. {EX78: Normal DEFE (F#5 37.8%) 1& No Persona
OEFE (FF9.7%) LhdEL kot

I, BRAT7DOTVLAY IR LTEIA Vb EER
B 2175 ooz (#EHEELR) , BXarvo L4
Y= LTI A VL FERRITAR NS 7 4 =< VY R IR 57
» (HEHEET), R LIRS YIE L EZ 505,

6 & £

6.1 HEEREORR

EERFER LD, #BELFE (Normal) X7 LA vY—D2F 1L
UG U TEIRNCEE S (BR) 22 (kX8 a2l ExRo
YATRENTZ. KD No Persona FIETIE, 74 NILDIEX
MB—ETHB1D, TLAVY—DIAF NI X > THRIZFED D
EUTB. —F, BEFIETIE, 40—V =2V BT LA
YBT3 22T, MDA Y23, HuTrA
Y —IZEFKIRZ2ES k5w, BIHLBaziets
LABRREH N T WVWB E E X 5. t BEICB VT Normal &
No Persona O 2K EHIZED R o72 D&, ZO IEHAFL
BEANOHE) & MBERAFAEAD G HPHEELE - TAGRT
HBYERTES., ZHICED, 40T —Y Y FADR
Y FEBNC X 2 MG ERIEOBHMEIRE X T,

6.2 LT LHZERABROREEN
KRFFEDFEHINE, T A Y —DRFMZJE U #T) 7 # 5
LTS 22T, FY—2KBIcB 2 LX) 28X
¥ H5. 77— MERICBWTIE, Normal & No
Persona OB DXL S ITHEHN R EEEZIME IR r o7,
LAL, ZARRERFEDR LI 2R I 2EKT 2D
DOTIE RV, 7.1 §TlR7z Xk 512, Normal FEIZ LA ¥ —

DEIM2026

DRAFNLOWVZIECTHR EHHE) 2RTEE5 2 LK
WLTW3. F7Ey bINA 078517 I kiU,
ANDR XN REOHBEDTI D & o IR Z Z AR
TRECEETH B, AEBRTIE, FVXaEDEToHIE
b a4 Y OMEMADIFADEEL X OFHiicHE R 5 X - AT HetE:
WD, HHERIEE WIRL X BT X 5 EMBEEEICEI L T
i, REFEPRDBEYNCEMEL TV Z MRS, No
Rival (F 4 2NV ARTE) DI L X OFEEI EEFNIC D - 72
2, ZHUINEEZ O DR LPEORELEZEZ o0, HHFE
FREDT — AFHA LIZBWTIE, Normal FED X 5107
LAY —DENEDLET THT22AT 2000570 B
RIERMERFT 2 1A, RIANR T L A B X DEOEEL
X0RIHEHFE T e EZONS.

TF B

AWZE T, LLM Z2HIH LML — 21280 T, 94
NVE—=Vx Y MIT LAY —%BREE2 22T, BN
GRS 3 FERRE L. BEFHEE, LA v—0s
R, Wik T 7, REARANCH SWLY F =2
VEERL, FANNIT =YY bR T VLA Y — L RIFEDH
CIRBBNEREO XS ICHIET 2 DTH 5.

WEREEBROMER, 4\ V-V 2V MBFEETZ LT
F—LDWRENERICER TS Z LR INZ. X5,
REFEEAVZ 22T, RFEFENOENT LA Y=L T
BHERES EREL, BT LAY —IHLTHE RT3 03,
TV A X —DRAFI)VZIG U T EY) R #E B EREAFEH AT
ZZepmEN. TR, BEENKRBREZERDT A LT —
Yz b (No Persona) ¥ EIL T, X D ZRETHEIGH A 0THE
BRI TEX2 L 2EKT 5.

7Yy —MERICBY S BERL X OFHMliCIdFEIINRER
ZEIRONED o700, HHE L AF L E2HEHXEIARTF
B, 70 —HRICEIOHETS LAY —DRAREED 2720
DEERFEB Y 20182, 5B, LOVZHRFS—L>FVF
PR TV 41281 2 WD EOMGEE, B & OSSR
M7 A Y —DREIGPMREAICE X 2 BEDHER 2 W H
HThH5.

8 i &

AR DO—EIIRE R B (23K28094) 12X 3.
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