
LLM processes user commands to 

       update game state.

Dialogue implemented using arrays &

logical statements to manage multiple

character interactions.

Few-shot prompting handling variety

of inputs.

Characters have three interaction
phases:

Hint #1 revelation
Hint #2 revelation
Default response when all clues
are revealed.

JSON Lines format stores dialogue
for parsing.
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“Cloo” is a text-based RPG murder mystery following the format of the boardgame “Clue”, with the
user exploring rooms, interacting with characters, and gathering clues. 
The ultimate goal is to identify the killer, weapon, and location through logical deduction and
exploration.

methods & system designmethods & system design

frontend
Simple GUI allowing players an easeof use.
Text-box for entering commands.

Basic backend system 

architecture diagram
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Accomplishments: Challenges: Future Improvements:

Developed a functional game
skeleton with interconnected
rooms and commands.
implemented backend pipeline
for parsing user input.

balancing simplicity with
depth in narrative and game
mechanics.
managing logical
progression of dialogue.

adding randomized clues for
game replayability.
refining input parsing
enhancing user experience
with a visual map.


