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Abstract: Most of the user driven online games are not truly user driven in the sense that those only allow users to choose from a fixed set of playing 
and non-playing characters. Moreover, the game theme is not customized. The present paper describes software architecture of a user driven online 
game where the game would be created based on a story the user would input. The game would allow role play by the user. 
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1 DETAILED DESCRIPTION                                                                     

he UML diagram of a subsystem of the gaming application is 
shown in Fig. 1. The invention is marked in the dotted 
rectangle that encloses it. The user enters the story in essay 
format and this story is used to populate the theme-based 
template user has selected. The interaction of user with game 
logics and physics is shown in Fig. 1, Fig. 3 and Fig. 4. User 
selects a game template 1 (for ex. action, comedy etc.). The 
Data Management Service 10 retrieves the game template 
and prompts user to enter her story 2. User types in the story 
in the essay format 3. Data Management Service extracts the 
character and non-character information and populates the 
game template 6. User then selects the game mode 7 (role 
playing, multi-player etc.) and starts the game. As shown in 
Fig. 1, Fig. 3 and Fig. 4, the user data is analyzed by the Data 
Management Service 10 which then extracts the subject nouns 
and verbs from the data. Next it arranges the nouns and verbs 
in a multi key table 4. The game template is populated with 
this data. The user is then prompted to select appropriate 
images/avatars for characters and non-characters 5. The user 
then selects the game mode 7 and runs the game 8. The 
game is played as per the game mode. If user selects role 
play, user can choose the role he would play. If he also selects 
multiuser mode, he can send invitation to other players. Fig. 2 
shows the data structure used to store user data. This could 
be a two key hash table or map for two-way traversal. The 
table could also be implemented with an array of doubly linked 
list. This would allow the user to modify and update her game 
story to increase or reduce the number of characters, non-
characters and actions. The first elements in each row are 
subjects and the last elements in each row are objects. The 
elements in between are verbs. The subjects and objects are 
ordered top down as per their order of appearance in the story. 
Similarly, action verbs are ordered left to right as per their 
occurrence in the story. For example, if subject 2 S2 hits and 
kills Object 3 and if subject 1 S1 marries Object n in that order, 
they would be placed in the hash table as showing in Fig. 2. To 
play the game the Data Management Service would update 
the message handler with the order of events as in the table. 
The individual subject, object and verb would be accessed by 
the pair of keys. As shown in Fig. 4, the Data Management 
Service 10 allows the user to create the game based on her 
popular theme. The flexible data structure allows update and 
addition of data and reduced access time. 
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3 CONCLUSION  
Global gaming market is growing at a double digit CAGR for 
last 10 years. The architecture here is perfectly suitable for 
short stories but could be scaled to create video-books from 
textbooks. This could open up a whole new paradigm on how 
we create and use games. 
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