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Ensemble Engine: Framework Design for Visual Novel Game Production

Jong In Choi*, Shin Jin Kang**

Abstract

In this study, we propose an ensemble engine, which is a framework for game engine optimized
for visual novels genre, focusing on storytelling among various game genres. The game of Visual
Nobel genre is based on multi-ending story and features branching of various scenarios according to
user's choice. The proposed engine supports various multi-scenarios and multi-endings based on
nodes according to the characteristics of these genres. In addition, it provides a convenient and
intuitive user interface that not only enhances user immersion but also provides VR function to
maximize the sense of presence. We will demonstrate the usefulness of the proposed game engine by
designing the framework of a game engine suitable for this feature and actually creating variety

stories automatically.

» Keyword: Goal-oriented plot, Story generation, Visual novel game, Knowledge-based graph,
Interactive story telling
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Name Contents Precondition Result
Meet A and B meet Nothing A and B friendship +1
Talk A and B talk lightly Nothing A and B friendship +1
Meal A and B have dinner A and B friendship more than 2 A and B friendship +2
Date A and B go on a date A and B friendship more than 5 A and B friendship +4
Misunderstand A meet another woman A and B friendship more than 7 A and B.fr|endsh|p 7.2
B has misunderstanding
Reconcile A clarifies truth to B B has misunderstanding item Aand B fr|en.dsh|p 2 .
B removes misunderstanding
Lose gem B loses gem A and B friendship more than 3 B's gem item loss
; , . B's gem ltem recovery
Find gem A found a gem Lost B's gem item A and B friendship +5
Rival in Love C likes B A and B friendship more than 5 A and C friendship -1
Jealousy C hates A A and B friendship more than 3 A and C friendship -1
. . A and C friendship -2
1
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A has a duel win item
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Table 2. Generated Story from Nodes
Index Result Story
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2 Meet—Meet-Talk—Meal-Meal-Date—Date—Meal-Misunderstand—Meet—Meet—Meet—Misunderstand—Misunderstand—-Lose gem
3 Meet—Meet-Talk—Meal-Meal-Date—Date—Meal-Misunderstand—Meet—Reconcile
4 Talk—Meal-Date—Rival in Love—Meet-Talk—Rival in Love-Rival in Love—Talk—-Talk—Misunderstand—Meal
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