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G SCAS B A R 14 5 LA SRS iR e — N [11]. VEFERFHIE 1 22 A SOAS B 24
REih Z 2GS T2k —, FFEER R B I IR AR A AR B SRS [11].

EF A A g AL T RAE R — RO s B, G A nl REAE AL 48 SCAR A5 TR LB 2 IR e Y
SRR SN 5y T [12] o WFFERBT, A BE TSRy T AR e TR 27 o) A ) /v 2B AU ]
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'https://llama-cpp-python.readthedocs.io
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1 knights and princesses  Barbie dolls enact a pursuit
2 pirates Lego figures find a treasure
3 superheroes Hot Wheels cars  enact a struggle
4 Wild West Brio trains rescue someone
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l1lama-cpp-python==0.3.9
huggingface-hub==0.31.4

A.2. BIE

from l1lama_cpp import Llama

models = [
{"repo": "bartowski/gemma-2-9b-it-GGUF", "file": "gemma-2-9b-it-Q3_K XL.gguf"},
{"repo": "bartowski/OLMo-2-1124-7B-Instruct-GGUF", "file": "OLMo-2-1124-7B-Instruct-Q3_K XL.gguf"},
{"repo": "bartowski/Mistral-7B-Instruct-v0.3-GGUF", "file": "Mistral-7B-Instruct-v0.3-Q3_K L.gguf"},
{"repo": "bartowski/Qwen2.5-7B-Instruct-GGUF", "file": "Qwen2.5-7B-Instruct-Q3_K XL.gguf"},

{"repo": "bartowski/Meta-Llama-3.1-8B-Instruct-GGUF", "file": "Meta-Llama-3.1-8B-Instruct-Q3_K XL.gguf"},

params = [

{"world": "pirates", "objects": "Lego_figures", "task": "find a treasure"},
{"world": "wild West", "objects": "Briotrains", "task": "rescue someone"},
{"world": "superheroes", "objects": "Hot Wheels_cars", "task": "enact_a_ struggle"},
{"world": "knights_and princesses", "objects": "Barbie dolls", "task": "enact a pursuit"},
]
prompt_templ = """Provide a description of a_ game with, the Cubetto tangible programming toy, for preschool children. It should be about,{world},
involvey{objects} and children should use Cubetto to,{task}. Only three Cubetto_command blocks_ should be used: forward, turn left and turn,
right."""

for m in models:
mname = m["repo"].split("/")[1].split("-")[0]
print (mname)

1lm = Llama.from_pretrained(
repo_id=m["repo"],
filename=m["file"],
n_gpu_layers=-1,
flash_attn=True,

for p in params:
print(p)
prompt = prompt_templ.format(*+*p)
msg = [{"role": "user", "content": prompt} ]

output = llm.create_chat_completion(messages=msg, temperature=0)
result = output["choices"][0]["message"]["content"]

fname = f'results/{mname}-{p["world"]}-{p["objects"]}-{p["task"]}.txt"'

with open(fname, "w") as fout:
fout.write(f"{m['repo'].split('/")[1]}\n{prompt}\n\n---------oooo--- \n{result}")

B. it
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