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Design and Implementation

of an Emotional AI Game Character System

o o
A28 g2

Eun Joung Kim', JungYoon Kim’*

Q o
2 Qi7s 2CIH0A BFON KSoH A% Q0jTHS JuioR, HEAL Teke U X
2E maBE BUS 24 Al A e ArEe 84 U pHse o 282 S0 30, of

&olo|Eo| 79l K| A7k A2 SRS shzZop| 2o, e CloleHolA0) ZYsE £
AZ0| 7|yt OIBCLTIBE PAE S Chst U, AV, WM HES M 3 2 22
2 JEE el UBAE SR W, 2 M4t BRA0 2 of20] 7[usiol 107

of 2 ME|E HIBOTH AR WSS AAZ PO, 2 HolEE Al AEelel O
£ £3 2 WSS AT ZIHIL o SBAACE OPI0] AAE SEmEel A ZEmES B

(o)

5 24 cfel 578 o et 0|1} 2% 582 N4Noz +X 9 £aglol szE SN
=2 aiote UMY URES AAHIS PRI B 9IRs Al AY JRIES St o
x|

r

— E =
_OIL_]Il. Qﬂ)\-l ‘7|-X-17§'| I'_|-7:||E 6‘:{A‘|"|._T|_ AO'IJéI-"l.i ﬁialEﬂEl 0"O|K-|E’§ Jél-ol-OEM-l 7-||OI [_H
=ot #EH °EH7.:.*§ Stlots M22 4258 23S HASkRAr Ut

stA0f : AL A A2, S, H24L Jeted, 2 H4aet

nJHJ_K,?_FQE
ueo?tri

ot

s

Abstract

This study designed and implemented an emotion-driven Al game character system that operates
on-device, built upon a small language model integrating persona grounding and quantitative emotion
scoring. To address the limitations of large language models, such as latency and inconsistency, a
lightweight transformer-based encoder-decoder architecture was combined with a vector database to embed
dialogue context, world-building information, and emotional states, thereby maintaining consistency in
emotion inference and character identity. The emotion scoring mechanism was grounded in Plutchik's theory
of emotion to quantify 10 emotion vectors to interpret user responses numerically. This emotion data was
then used to dynamically adjust the dialogue tone and relational changes between the Al character and the
user in real time. Furthermore, by separating system and user prompts within the emotional dialogue design,
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the system continuously accumulated and analyzed dialogue history and emotional flow, enabling a
nonlinear narrative structure that triggers affinity-threshold events. By expanding Al game characters from
simple ‘conversational agents’ to ‘storytelling agents that build and grow emotional relationships’, this study
proposes a new interaction model that enhance immersion and emotional bonding within gameplay.

Keyword : Al, Game Character, SLM, Persona Grounding, Emotion Scoring
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