
 

 

 

 

 

 

While in play…. 

•  EMPath stories alternate between Plot Points and EM Actions 
• Plot Points occur as a result of user actions 
• EM Actions occur automatically in response to each Plot Point 

•  Experience Manager and the game are running at the same time 

•  When the user causes a Plot Point to occur, the EM generates all             
     possible story outcomes 

• These completed stories are rated based on Evaluation Features  
    that are designated and weighted by the game designer 

• The EM chooses an action and the game world is adjusted based on  
    this action, then waits for the next Plot Point 
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Problem  

•   Currently, games rely on 
linear storylines due to 
design constraints 

• Too much content creating 
involved and doesn�t make 
much use of the procedural 
techniques of computation 

 

•  Experience Management is a valid alternative to currently used 
game design solutions. 

•  Players prefer the Experience Management version of the game 
to the linear version. 

•  Creating a game with Experience Management is less complex 
than creating a purely trigger-based game. 

•   The majority of the players did not feel coerced or 
manipulated by the choices the Experience Manager made. 

• Adventure game with 25 
rooms, two bosses, fire 
traps, and many enemies 

•  A guarded prisoner holds a 
magical talisman that is 
necessary to leave the 
dungeon 

•   An angry monkey king 
guards his stash of candles, 
one of which is required to 
exit the dungeon 

Players were asked if 
items and story in the 
game made sense with 
choices: never, some of 

the time, most of the 

time, and always.  With 
Experience Management 
on, players had fewer 
questions and were less 
confused. 

Plot points are abstract events 
in the story that the experience 
manager should know about: 
t h e p l a y e r l e a r n s s o m e 
information, finds an object, 
etc. 

EM actions are specific ways 
the EM can intervene in the 
story world.  These actions 
cause, deny, enable or hint at 
plot points. 
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Responses to the exit questionnaire. Players had fewer questions and were lost less often when 
playing with Experience Management. 
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Research Goals 

Solution  
 

•  Create an adventure game prototype 
with typical complexity 

•  Integrate prototype with Experience 
Manager 

•  Perform user studies to validate the 
viability of Experience Management 

Experience Management 

EMPath screenshot and map: EMPath is a small prototype adventure game 
integrated. The map shows the default layout of items and enemies. 
 

EMPath Game World 

 

Example EM Action - CAUSER 

 Causer initiated Pink Monkey Discourse Plot Point caused 

EMPath Plot Points 

EM Action Types 
•  Cause – make a pp happen 
•  Hint – make pp more likely 
•  Temporary Deny – disable  
•  Re-enable – restore pp 
•  End Game – knows to end 

Evaluation  Features 
 

Story Density – It is very desirable 
that plot points don�t happen too 
close together or too far apart. 
 

Manipulativity -  Players  
don�t tend to enjoy it when it 
feels like the game is forcing 
things one them.  Manipulativity is 
a negative feature. 
 

Information Intensity – It is 
desirable to get the information 
before stumbling on the quest 
conclusion. 
 

Thought Flow -  It is more 
desirable to have a story where 
the player finishes out one quest 
before starting another. 

 

To get to the stairs, you must have the  
key and talisman. This ends the game. 

Conclusions from User Tests 

Player Experience 

Evaluated S tor ies and 

Complexity: This graph shows 
multiple runs of stories that 
have been evaluated for how 
�good� they are.  The green 
run through is not hooked up 
to the Experience Manager, 
and as you can see, the 
player can access a number 
of bad stories.  With the 
Experience Manager involved, 
the stories created tend to be 
much better. 

anne@soe.ucsc.edu 
 
sherol@soe.ucsc.edu 
 
michaelm@soe.ucsc.edu 

Properties 

•  Thought 
•  Prereq 
•  Sets Up 
•  Coord 

0

0.05

0.1

0.15

0.2

0.25

0.3

0.35

0.4

0.45

0.5

0.05 0.15 0.25 0.35 0.45 0.55 0.65 0.75 0.85 0.95

50 tree
100 tree
175 tree
200 tree
300 tree
400 tree
500 tree
1000 tree
null
search


