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This paper aims to study whether the perspective of the character controlled by a player
can affect the player on her moral decision. To this end we designed and developed Castaway,
an interactive story using Unity3D game engine. The main story plot of Castaway is based on
the trial ‘R v Dudley and Stephens (also known as mignonette 1884) which occurred at 1884
in UK. In Castaway, the player can choose either the accused or the victim, and then play the
interactive story with the perspective of the chosen character. To investigate the relationship
between the player's empathy to the player character and player's moral decision, we
conducted a small-scale (n=10) pilot study. Results of the pilot study have shown that
different perspectives can influence the player on her empathy to player character and her
moral decision. In near future we plan to conduct a main study with more participants.
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- I looked at Monsieur Fogg
* ... and I could contain myself no longer.
"What is the purpose of our journey, Monsieur?'
A wager',' he replied.
'A wager!'[] I returned.
He nodded.
* x % 'Byut surely that is foolishness!'
* % % 'A most serious matter then!'
- - - He nodded again.
* * *  'But can we win?"'
'That is what we will endeavour to find
out,' he answered.
* k% 'A modest wager, I trust?'
"Twenty thousand pounds,' he replied,
quite flatly.
* * % T asked nothing further of him then[.],
and after a final, polite cough, he offered
nothing more to me. <>
* x "Ah[.']," I replied, uncertain what I thought.
- - After that, <
* ... but I said nothing[] and <>
- we passed the day in silence.
- -> END
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[Table 1] The result of judgment on the offender
of group A (perpetrator's position) and group B
(victim's position).

Guilty Not guilty
A 2 3
B 4 1
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[Table 2] Group A(perpetrator's position), Whether

or not each participant has been innocent of the

perpetrator and whether the victim was Killed in
the interactive story,

Guilty Not guilty
Don't kill Kill Don’t kill Kill
victim victim victim victim

Al O
A2 O
A3 O
A4 O
A5 O

[Table 3] Group A, Questionnaire for character(Alphie)
sympathy (1 to 5) of each participant

Empathy for character
Al 8
A2 4
A3 2
A4 4
Ab 5

[Table 4] Group B(victim position), Whether or not
each participant has been innocent of the
perpetrator and whether the victim expresses the
need to survive in the interactive story.

Guilty Not guilty
Don’t Don’t
Express Express
express express

Bl O

B2 O

B3 O

B4 O
B5 O

[Table 5] Group B, Questionnaire for character(Chara)
sympathy (1 to 5) of each participant

Empathy for character
B1 4
B2 4
B3 4
B4 3
B5 4
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