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Abstract
This paper explores the potential of ChatGPT, to adapt cultural
heritage narratives for diverse audiences. By analyzing stories from
the rurAllure project, we assessed ChatGPT’s ability to evaluate
and modify content for various demographics, including cultural
background, educational level, age, and disabilities. Our findings
suggest that while ChatGPT can create an evaluative framework
and make adaptations that seem rational on the surface, the pro-
cess is not without errors and requires careful oversight. The study
highlights the promise of LLMs in enhancing personalized story-
telling in cultural heritage contexts but underscores the need for
further research involving real content creators and audiences to
fully understand their effectiveness and utility.
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1 Introduction
Narratives and stories have long been critical tools for cultural
heritage sites, galleries, archives and museums, engaging visitors
and creating emotional and intellectual connections [17]. Museums,
for example, ‘tell stories’ through carefully selecting and displaying
artefacts, supplemented by explanatory visual and narrative motifs
to transform exhibits into immersive narrative experiences [15].
Over the years, technological advancements have enabled the in-
tegration of cultural sites and artefacts with virtual elements like
reconstructions and digital storytelling, resulting in ‘hybrid’ ap-
proaches that create immersive storytelling experiences in specific
locations [3]. These technologies have been used to present histor-
ical and cultural narratives immersive and engagingly, reaching
broader and more diverse audiences [10].
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Traditionally, museum storytelling has often been confined to
descriptive, didactic prose, which may not fully engage all visi-
tors, especially those who prefer more dynamic and personalized
narratives [16]. However, a significant shift has occurred from an
object-centred approach to a more audience-centric perspective
in museum display design. This shift acknowledges the impor-
tance of empowering visitors to interpret artefacts independently,
even beyond the physical confines of cultural institutions [8]. This
change is reflected in the current trends in cultural andmuseum con-
texts, which are increasingly adopting immersive approaches that
are story-led, audience-centred, and multisensory, with a strong
focus on participation and engagement [6]. Moreover, extensive
research suggests that personalizing storytelling and catering to
user differences can greatly enhance visitor experience and en-
gagement [1, 7, 12]. However, creating adaptive and personalised
cultural heritage information for visitors is extremely challenging,
requiring modelling the user, context, and social aspects [1, 12].

Recent developments in machine learning and large language
models (LLMs) like ChatGPT have opened up new possibilities for
adapting text and audio, such as cultural heritage content, to meet
the needs of diverse audiences. Large language and text-to-image
models can generate multimodal output that is, when prompted
appropriately, indistinguishable from human-generated content [2].
These advanced models can generate and tailor narratives in real
time, offering the potential to personalize storytelling in previ-
ously unattainable ways. By adjusting the depth, tone, and focus
of information, LLMs could potentially help museums and cultural
institutions create more engaging and accessible experiences for
visitors with varying interests and backgrounds. However, while
LLMs present a valuable tool for enhancing the adaptability of
cultural narratives, they are not a silver bullet; their effectiveness
depends on careful implementation and ongoing refinement. This
paper explores the potential of GPT-based models to adapt existing
stories and narratives developed by domain experts, making them
more suitable for specific audiences and increasing engagement in
cultural heritage contexts.

Research Questions. LLMs have been praised for their transfor-
mative potential across various domains, including education [4,
5, 9, 11]. For instance, they can empower learners with disabili-
ties by integrating with speech-to-text or text-to-speech solutions,
making learning more accessible for individuals with visual impair-
ments [5]. Additionally, LLMs can provide adaptive feedback and
personalized learning content tailored to students’ needs and inter-
ests [4]. However, despite their impressive capabilities in content
adaptation, some studies have highlighted that LLMs still struggle
to consistently provide appropriate responses tailored to specific
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audiences [13, 14]. This research explores the opportunities and
challenges of using LLMs to adapt cultural heritage content to dif-
ferent audiences and enhance engagement. Our guiding research
questions are the following:

• To what extent can ChatGPT-4 be used as an analytical tool
to evaluate existing stories?

• How effective is ChatGPT-4 in adapting stories to different
audiences?

2 Methodology
Weused professionallywritten content from the rurAllure project [10]
for our investigation. The rurAllure project aimed to promote the
cultural heritage of rural areas adjacent to European pilgrimage
paths by developing engaging content and applications. Text and
audio stories were created to highlight cultural heritage sites along
the Saint Olav ways paths in Norway as part of the project’s deliv-
erables. These stories, available in both in text and audio formats,
were particularly suitable for our evaluation because they are origi-
nal works produced throughmeticulous research and are not widely
available online, minimizing the likelihood of being included in
ChatGPT’s training data. This allowed us to assess whether Chat-
GPT generates inaccurate or fabricated information when asked to
modify the stories.

Our primary objective in this exploratory study was to evaluate
ChatGPT’s capabilities in analyzing existing cultural heritage sto-
ries, suggesting improvements, and adapting content for diverse
audiences. To achieve this, we selected three distinct stories from
the Lake Mjøsa region: “When the Sea Serpents Ruled Lake Mjøsa1,”
“Transport on Lake Mjøsa2,” and “The Scottish Campaign3.” We
used ChatGPT-4 to evaluate these narratives based on the dimen-
sions that were suggested to be relevant to this context. We then
assessed its ability to propose enhancements and tailor the content
for audiences with different demographic profiles.

3 ChatGPT as a Tool to Analyse Stories
We explored the potential of ChatGPT as an analytical tool for
evaluating existing cultural heritage stories. We crafted a prompt
that provided context about the rurAllure project, asking ChatGPT
to assume the role of an analyst assessing and enhancing cultural
heritage narratives. In a subsequent prompt, we requested that
ChatGPT develop a framework for analysis, identifying key story-
telling elements or dimensions relevant to the evaluation of these
stories.

We then presented ChatGPT with the three aforementioned sto-
ries. We asked it to evaluate them across the suggested dimensions
using a ten-point scale and explain each rating. ChatGPT identi-
fied six evaluative dimensions: ‘Historical Accuracy and Depth,’
‘Cultural Sensitivity,’ ‘Engagement and Immersion,’ ‘Educational
Value,’ ‘Accessibility and Inclusivity,’ and ‘Sustainability and Im-
pact.’ The evaluation results, including ratings and explanations for
each story, are detailed in the Appendix (Table 1). At first glance,
the analysis seems thorough, with ChatGPT effectively identifying
1https://ways.rurallure.eu/saint-olav-ways/view/narrative/when-the-sea-serpents-
ruled-the-lake-mjosa-en
2https://ways.rurallure.eu/saint-olav-ways/view/narrative/transport-on-lake-mjosa-
en
3https://ways.rurallure.eu/saint-olav-ways/view/narrative/the-scottish-campaign-en

differences in the narratives and suggesting areas for improvement
supported by rational explanations. However, the analysis relies
heavily on surface-level criteria. For instance, ‘Historical Accuracy’
was not judged by verifying historical facts but by simply noting the
presence and quantity of references within the text. Similarly, the
other dimensions were evaluated mainly based on style and general
content structure rather than in-depth contextual analysis. While
these assessments may provide value, the actual usefulness of this
analysis for content creators remains uncertain. To fully determine
its relevance and usefulness, future studies should involve content
creators and storytellers focusing on cultural heritage. These stud-
ies are crucial for assessing whether ChatGPT’s recommendations
genuinely enhance the quality of these stories and whether these
tools can be effectively integrated into creative processes.

4 ChatGPT for Story Adaptation
To assess ChatGPT’s ability to adapt stories for different audiences,
we prompted it to modify the three selected stories for various
demographics, including Norwegian versus international visitors,
blind individuals, and younger versus older age groups. We did this
for each story, and we required explanations about what has been
changed and why.

In its first attempt to tailor the stories for local and international
audiences, ChatGPT significantly shortened the content, omitting
entire passages. Even after explicitly instructing the model to re-
tain all information, it continued to condense the stories. Despite
this, ChatGPT performed reasonably well in adapting the text for
Norwegian audiences by emphasizing shared cultural memories
and heritage, using familiar terms and references. For instance,
it transformed the original statement, “Mjøsa is Europe’s fourth
deepest lake,” into “Mjøsa is not just any lake—it’s a key part of
our national landscape and local lore.” For international visitors,
ChatGPT incorporated well-known global legends, like Scotland’s
Loch Ness Monster, to make the narrative more relatable and in-
triguing to those unfamiliar with Norwegian folklore. Additionally,
it attempted to provide a geographical context for non-locals. For
example, the original line, "The so-called Dølavegen is also known
from early times, an ice road that stretched from Eidsvoll in the
south to Fåberg in the north," was modified to, "One of the oldest
known routes is the Dølavegen, an ice road extending from Eidsvoll
in the south to Fåberg in the north, primarily facilitating east-west
travel across the lake." However, in doing so, ChatGPT introduced
inaccuracies, confusing directions, and misrepresentation of the
route’s orientation.

When adapting the stories for blind audiences, ChatGPT revised
the narratives by emphasizing sensory details beyond the visual,
particularly focusing on tactile and auditory elements, while re-
moving colour descriptions to ensure the storytelling remained
accessible and engaging. For instance, the original phrase "A green
substance flowed out of the carcass, and coloured the water green"
was transformed into "The creature’s body released a thick, viscous
substance that spread through the water." For a younger audience,
when prompted to adjust the stories for ten-year-olds, ChatGPT
used simpler language, enhanced narrative elements to add mys-
tery and adventure, and made historical and contextual information
more accessible. However, its claim to have explained historical
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references in a way young children could easily understand was
not fully realized. For example, instead of clarifying the role of
an archbishop, it simply presented the figure as “. . . a man named
Archbishop Walkendorf wrote a letter. . . ,” failing to provide the
necessary context for young readers.

5 Implications and Future Work
The initial exploration of ChatGPT’s capabilities in enhancing cul-
tural heritage content and aiding creators in adapting to individual
differences and preferences has shown promise. ChatGPT estab-
lished an evaluation framework, rated existing stories, and provided
justifications for its decisions. However, despite the generally sound
rationale behind the adaptations, there were instances where the
LLM produced erroneous text or overpromised on the modifications
it claimed to have made. This highlights the need for careful su-
pervision and suggests that the adaptation process cannot be fully
automated or conducted without oversight. This study serves as a
preliminary investigation focused on ChatGPT’s capabilities, but it
is clear that more extensive research is needed. In the future, we
intend to explore other LLMs and, more importantly, evaluate the
results with actual content creators and real cultural heritage site
visitors from different demographics. Our next steps will involve
conducting a study where human participants rate the stories based
on the same dimensions used by ChatGPT, allowing us to compare
the AI-generated scores with human evaluations. Additionally, we
will generate stories tailored for specific demographics and collab-
orate with members of these groups to assess both ChatGPT and
human-assigned scores for the adapted narratives. This approach
will help us determine three key outcomes: whether the ratings
provided by ChatGPT align with human curations, whether Chat-
GPT can effectively adapt human-written narratives for various
demographics, and whether the adapted narratives are preferred
by the target groups for which they were intended.
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A Evaluation Dimensions used for the three narratives.

Sea Serpent in Lake Mjøsa Transport on Lake Mjøsa The Scottish Campaign
Dimension Score Justification Score Justification Score Justification

Historical Accuracy and
Depth

8 Well-researched with
historical references,

although the blending of fact
and folklore may be

confusing.

8 Provides historical data and
detailed accounts, but could
benefit from more sources to

verify claims.

7 Offers historical details and
context, though some claims
lack confirmation, affecting

overall credibility.

Cultural Sensitivity 7 Respects local folklore and
uses it as a narrative

framework, but lacks broader
cultural perspectives.

7 Respects the historical
significance but lacks
mention of how these

histories interact with local
cultures today.

6 Attempts to recount events
neutrally but could improve
in presenting both Scottish
and Norwegian perspectives

more equitably.
Engagement and

Immersion
9 Highly engaging with vivid

descriptions and a
compelling mix of suspense

and intrigue.

6 Factual and informative but
lacks the narrative flair that
would make the history more

vivid and engaging.

7 Provides a compelling
narrative with vivid combat
descriptions, though some

parts may need more
emotional depth to fully

engage readers.
Educational Value 8 Offers significant insights

into the role of folklore in
history and cultural identity.

9 High educational content,
effectively providing a
historical overview of
transportation on Lake

Mjøsa.

8 Educative in illustrating
mercenary use in European
wars and regional military

strategies.

Accessibility and
Inclusivity

8 Uses accessible language and
clear narrative style, suitable

for a wide audience.

7 Language is straightforward
and accessible, though some

terms might need
clarification for broader

audiences.

7 Generally accessible in
language and presentation

but could benefit from clearer
explanations of certain

historical terms and contexts.
Sustainability and Impact 5 Enhances cultural

understanding, though direct
promotion of conservation or
community benefit is limited.

5 Discusses historical usage
but does not connect this to
current sustainability efforts

or impacts on the
community.

5 Mainly historical recounting
with limited discussion on its
modern-day relevance or
lessons for contemporary

conflict resolution.

Table 1: Comaperative table based on ChatGPTs evaluation dimension for the three stories
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