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Casual games are an established way to engage online audiences in topics that
otherwise might be less accessible. This makes them an ideal tool for collective
reflections around cultural heritage. The VAST project [1] studies the transformation
of values over space and time. Prominent values from different places and significant
periods in European history were identified and adopted by experts [2] to be used in
textual and image analyses. The project framework expands on the core values of the
European Union and shares attributes from the Schwartz theory of values [3]. On this,
VAST goes one step further and identifies the dualities of values that are prevalent in
many fairy tales and are particularly approachable by means of games. These are pairs
of values that are mutually opposed, such as “deceptiveness vs. honesty” or “trust vs.
distrust”. Generally, the alternatives in a duality do not necessarily imply a positive
vs. negative interpretation, namely none of the options is unequivocally preferable,
such as “tradition vs. innovation”, “individualism vs. collectivism”, “lawfulness vs.
autonomy” [4]. Fairy tales provide a context in which the reader can experience the
challenge of a choice between a duality of values, where the preference can be
influenced by the specific situation proposed in the story. Online games allow doing
this without exposing one’s identity or suffering actual consequences. Within the
VAST project, a dataset of fairy tales from different European countries - a type of
intangible folklore heritage - has been selected and annotated to explicitly tag the
occurrences of values in the considered sources [5]. The multiplicity of variants,
typical of fairy tales, is a good match for the variation required to create an interactive
game.

In this paper, we propose a solution to re-engage young audiences with fairy tales
and values behind them - universally or individually perceived. To this end, we
challenge users to role-play in fairy tales, by asking them to reconceive how fairy
tales are narrated and which values guide their characters. In VAST, we achieve this
by combining two interleaved approaches: i) the collaborative writing of stories
through an online platform [6], and ii) the interactive narrative of the created stories
through a card game [7]. As a case-study, we consider the fairy tale of Little Red
Riding Hood, since it is a classic story that raises a number of ethical issues. It is also
a well-known tale that has been widely used for experiments with interactive
storytelling [8]. We evaluate our proposed approach on the considered case-study by
involving a pre-teenage audience of the Fairy Tale Museum in Cyprus, which is a
partner of the VAST project consortium.
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Our approach to collaborative story writing allows users to propose new story
developments, and thus new personal interpretations through a scene-centred narrative
mechanism. It allows users to intervene and create new branches of the story at a
desired point with the necessary context and guiding structure. The context is
expressed as the combination of a global overview in the form of a summary of past
scenes, as well as a local detail showing the contents of the current scene up to the
branching point. Users are being guided through a form-filling interface where they
are asked to specify the following:

1. who acts in that moment,
2. how they do it (action or utterance),
3. what they do, and
4. why they do it, in the form of an inherent value, if any.

A screenshot example of our collaborative story writing platform is shown in Figure
1. The left-hand side contains the context in the form of a summary of previous
scenes and the exchange of the current scene up to the moment being edited. By
clicking on an arrow button (⏎), the user moves to a different point of the story
where they want to start writing. The right-hand side represents the guided
form-filling interface. The Hint button allows users to receive suggestions by
exploring the alternative contents generated by other writers in the same point of the
story, if any.

Figure 1: A screenshot example from the collaborative story writing platform of VAST. Here,
the user proposes an alternative development of Little Red Riding Hood, where the wolf, in a
moment of honesty, discloses himself at the first question of Little Red Riding Hood.

The created story branches are discussed and challenged by players within our
storytelling game, putting them in the shoes of the protagonist and asking them to
make the corresponding choices. The story is narrated through a sequence of scenes
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(i.e., cards) that the player can swipe to browse the story akin to the physical pages of
a book. In a card, a player choice could be included to introduce a choice between
possible continuations. A popup appears in the card with two option buttons to choose
from. The choice can be associated with a duality of values. In Figure 2, an example
of both a narrated scene (on the left) and a prompt for a player choice (on the right) is
shown.

Figure 2: Two screenshots from the storytelling game. On the left, we show a card with a
narrative portion of the story. On the right, we show the pop-up choice to be made by the
players.

Both the story writing platform and the storytelling game rely on a common data
structure that we call narrative block. As shown in Figure 3, a narrative block is an
story event described by a combination of the following:

1. a non-player character (or the narrator),
2. the character’s utterance or action defining the event,
3. the two possible options of a choice.

A choice option is defined by the following:

1. The text, namely the utterances or actions of a tale character, that describes
the option,

2. the value (if any) associated with the option,
3. the narrative block that follows if the option is chosen.

The narrative blocks offer a balance between granting an easy authoring
mechanism and supporting interactive story creation. The use of a binary choice
mechanism in the story provides two main benefits. First, it limits the potential
complexity that typically characterises branching stories [8]. Second, it perfectly
matches the dualities of values that we aim to capture.
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Figure 3: An UML class diagram of a narrative block and corresponding choices.

The combination of collaborative story writing and storytelling game aims at
eliciting, producing, and collecting interpretations of a fairy tale proposed by the
involved participants. The notion of narrative block favours the emergence of
different and possibly conflicting viewpoints. The possibility to play with stories
created by multiple users challenges players to reflect on the perspective of others.
The proposed approach has three important strengths: i) it engages an online audience
with folklore, ii) it explicitly puts values in the forefront of a dialogue between
different and personal points of view regarding how a narrative could unfold, and iii)
it guides users to generate and share interactive stories built around literary heritage.
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