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Abstract. This paper proposes a Human-in-the-Loop architecture for wargame scenario
design interfaces to mitigate Large Language Model hallucinations. Replacing error-prone iterative
text prompting, the approach enables direct Ul manipulation of generated JSON structures. Through
a dual-layer data model and state locking, designers can efficiently validate parameters and ensure
semantic consistency.
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Benuki MoBH1 mozeni (BMM) 3acTocoByroTbCsl AJig TeHepalli KOHTEHTY,
30kpemMa TpaHchopmallli MPUpPOAHOI MOBH Yy cTpykrypoBaHi JSON-mani s
rekcaroHajqibHux Bapreiimis [1]. IlpoTe ceMaHTHYHI TadOUMHAINT  MoJenen
NPU3BOJATH JI0 TMOPYUIEHHS IrpoBOro OamaHCcy Ta BHUXOJy aTpuOyTIB 3a
JomycTuMi Mexi [2, 3].

CraHgapTHUI METOJA BUIIPABJICHHS IMOMUJIOK — ITEPATUBHUM MPOMIITUHT
(Prompt Chaining) — e needexktuBHuM. KokHa iTepallisi pPH3UKY€e CIIOTBOPHTH
KOPEKTHO 3T€HEpOBaHI BY3JIM JaHUX, a CJIOBECHUN OIKC YUCIOBUX 3MIH BHMAarae
BHCOKHMX KOTHITUBHUX BUTpaT. HaBiTh hopMarizallisi poOMITIB HE yCyBa€ MOTPeOH y
pyuHii Bamgarii [3].

MeToro po0OTH € OOIpYHTYBaHHS apXiTEeKTYPHOI iHTerparii miaxoay Human-in-
the-Loop (HITL) y rpadiunmii inTepdeiic MpoeKkTyBaHHS BapreiMiB s MpsMoi
MaHINyJAIiT 00'€KTaMM CIIEHAPi0 3aMICTh TEKCTOBOT'O A1aJI0Ty 3 MOJIEIUIIO.

Apxitektypa ta natepau HITL-B3aemoii.

bazosuii BexTop B3aemosii Text — LLM — Result Tpancopmyerbes y nmki Text
— LLM — UI state — Human Override — Result. 3renepoBanuii mogemmno JSON-
JOKYMEHT po3kiianaeTbest Ha quckpetHi Ul-kommnoneHTu. [HTepderic aie ik cCeMaHTUIHUN
nemmdparop: TexkctoBuid Buxim BMM crae MHOXKHHOIO aTOMapHHX pPeaaroBaHUX
€JIEMEHTIB. 3alporoOHOBaHA APXITEKTypa mependayae CyBOpy THITIZAINI0 3reHEPOBAHUX
naHux. ATpuOyTam OOMOBHMX OJMHMIIL BIJIIOBIIAIOTH YHCIOBI TOJS 3 BOYJIOBAaHUMU
BaJIiJJATOpaMH J1ara30HiB; TeKCAarOHAIBHUM TaiyiaM JaHamadTy — IHTEpaKTUBHA CITKa 3
napameTpaMy MICIIEBOCTI; MOAM(pIKaTOpaM KyOHKIB — BHIAAr04il CIIMCKH, 1110 0OMEXKEeH1
BHUKJIFOYHO JI03BOJICHUMM PSAKaMU TpaMaTUKUA BaprenMmy. lLle meperBoproe 3arainbHUM
TEKCTOBHH BUBIJI HA KOHTPOJIbOBAHE CEPEIOBUIIIEC MPOEKTYBAHHSI.

KopucrtyBau HampsiMmy 3MiHIO€ HEeKOpekTH1 mapamerpu uepe3 Ul Lls 3mina
¢ikcyerbes sk Human Override y nBomapoBiit MoJeni TaHuX, JI€ JIF0JAChKE BTpYYaHHs
Ma€e TMpIOpPUTET MiJg Yac cepiam3amii (iHanbHOro cueHapiro. Ha BigMiHy Bij
MOBTOPHOT'O TEKCTOBOI'O 3aMUTY, SIKUM pElHIlIali3ye KOHTEKCT MOJEII Ta CTBOPIOE
PU3HK HerepeadauyBaHOl 3MIHM CYMDKHUX KOPEKTHHUX BY3J1iB, pyYHa MPaBKa 130JI10€
moaudikoanuii enemeHT JSON-cTpykTypu. HITL y nboMy 3acToCyHKY (IKCY€ pIBEHb
aBTOMAaTH3allli, Ha SKOMY CHCTEMa JIMIIE MPOMOHYye 0a30BUU BapiaHT CLIEHAPIO,
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JOTIyCKa€ MOro JOBUIbHY TOYKOBY Mojaudikaiito 1 30epirae ¢iHAIBHUN CTaH
BUKJIFOYHO MICJISI SIBHOTO 3aTBEPKEHHS JIIOAUHOMW. Lle pearnizye npuHIMIK MIIIAHO-
iHiiaTuBHOrO crmiBTBOopeHHs [4] Ta Human-Centered Al [5].

[TpakTruna peamizaris HITL-B3aemoii ciupaeTbest Ha TPU MaTEPHH.

1. TpacyBanns 3B's3kiB (Traceability). Koxen mapametp iHTepdericy 30epirae
MOCUJIaHHS Ha (parMeHT MPOMITY, SKUH HOoro 3reHepyBaB. BHIIIEHHS TEKCTY
nokamizye mnoxigHi Ul-By3mu 1 waBmaku. lle OesmocepeaHbo ycyBae mpobiemy
HETPO30pOCTi Mojienei [2].

2. JlokanpHa MaHImyssis craHoM. UI-KOMIOHEHTH TiATPUMYIOTH OIEpaIliro
Lock (6mokyBanns). Ilpu mnoBropHomMy 3amuti 10 BMM 3a6nokoBani By3nu
nepenalTbes K He3MiHHMM (read-only) KOHTEKCT, IO ycyBae pu3HK HeOaxaHOi
perpecii paHilie BajliJTOBAaHUX €JIEMEHTIB 111 4aCc YaCTKOBOT pereHepariii.

3. Bizyanbna gudepenmiamis. Ul-By3nu MapKylOThCS 3a TOXOKEHHAM
(«3reHepoBaHO», «BepU(PIKOBAHO», «MoaupikoBaHO»). CraH 30epiraeTbcs y
METa/IaHUX CLIEHAPIIO AJI1 MOKIIMBOCTI 30BHIIIHBOTO ayIUTY.

CemaHTHYHA ILUIICHICTh 3a0€3MeUyeThCcsl JBOPIBHEBOIO Bamigarieto. [leprmii
piBEHb — aTOMapHi TpaHu4Hi yMoBH, BOynoBaHi B Ul-kommnonentu (oomexxenHs: do6-
TabNuIlb), 10 TapaHTye JOTPUMaHHA (QopMaiabHOI rpaMatuku. Jpyruii piBeHb —
aBTOMaTU4YHa TMepeBipka Kpoc-3aiexxHocTteld ycboro JSON-mokyMeHTa niepen
cepiam3zaniero. Jlenbra 3MiH MK reHepaniero Ta piHaJIbHUM CTaHOM 30€pIraeThCs AJis
3BOPOTHOTO 3B'SI3KY Ta MOJIAIBIIOT0 KamiOpyBaHHS MPOoMIITIB [3].

BucHoBkwu.

InTerpauia nigxoxy HITL yepe3 nBomapoBy MoJenb JaHUX 1 HATEPHU MPSIMOL
MaHIMyJSIli  yCyBa€ pPHU3UMKH CIHOTBOPEHHS BaIJHUX JaHUX, SIKI T[PUTaMaHHI
TEKCTOBOMY MPOMNOTHHTY, Ta MIHIMI3ye 3yCWUIsl Ha creuu@ikamiio 3MiH.
[HcTpyMeHTansHe cepenoBuiiie GyHKIIOHYE K 3aci0 MIATPUMKUA MPUNUHSATTS PIIICHD
(Decision Support Tool) — BMM BiamnoBijiae 3a 4OpHOBY I'e€HEpallito CTPYKTYpH, a
JI0JIMHA — 32 TOYKOBY Bajijailito uepe3 rpadiunuii iHTepdeiic. 30epekeHHs 1eTbTH
MDK TOYaTKOBOIO TEHEpalli€l0 Ta PYYHUM KOPUTYBAHHSIM CTBOpIOE 0azy s
3BOPOTHOTO 3B'SI3KY Ta MOJAIBIIOTO KaliOpyBaHHS MPOMIMTIB 3 METOIO ITiIBUIIICHHS
TOYHOCTI aBTOMAaTHU30BaHOI TpaHchopmarlii CrieHapiiB.

[Tinxing oOMeEXeHUN JTOMEHOM TeKCaroHaJIbHMX BapreiMiB Ha OCHOBI d6-
tabnuipb. Ilomanmpuni  gocimigkeHHs OynyTh CHPSAMOBaHI HAa KUIBKICHY OLIHKY
CKOpPOYEHHS 1Tepalliii Ta 4acOBMX BHUTpPAT y LHUKII «reHepaiis — Bepudikamis —
KOPHUTYBaHHS.
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