
 

- 1 - 

 
Game-Based Story Generation Systems Using Player's Emotion and Action 

  *1  *1 
 Shusuke Sato Kaoru Sumi 

*1   
Future University Hakodate School of System Information Science 

Abstract: In this research, we developed a game-based story generation system that automatically expands contents by real-
time player's emotion and action. When a player plays actions in the created virtual space, the system automatically generates 
contents according to the action of the player. The idea of this system is as follows. 1) We set unrealistic and magical tool, 
and the player operates the tool by using the hand controller. 2) The system gets real-time emotions of the player through 
webcam and FACS (Facial Action Coding System), and outputs a reaction as part of the content according to emotion. 3) The 
system outputs the text according to the player's action and emotion. We evaluated the usefulness of the system by 
conducting experiments with elementary and university students as subjects. From the result of the questionnaire, generated 
story by the system was evaluated as interesting. According to the impression of the story based on the SD method, we could 
extract three factors of non-immersion feeling, non-novelty and narrativity. 
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 1  2  3  
  0,929 -0.279 0.261 
  0.922 -0.024 -0.241 
  0.550 0.290 -0.043 

  -0.533 -0.439 -.050 
  -0.317 -0.199 -0.240 
  0.063 0.903 0.658 
  0.091 0.658 -0.042 

  0.134 -0.542 0.037 
  -0.168 0.233 0.732 

  0.163 -0.238 0.591 
 2.722 2.322 1.098 

 31.036 15.409 10.435 
 31.036 46.445 56.880 
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