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Abstract. A qualitative study is presented aimed to explore how person-tailored
stories generated by a storytelling system agent built on a combination of
argumentation theory and large language models (LLM) can support a person in
reflecting on activities promoting health and potential lifestyle changes. We
conducted a formative evaluation with ten domain experts to explore perceived
purposes, benefits and risks. They saw both potential opportunities, if applied with
a clear purpose for their target groups, and risks in using LLM-based stories for
health reflection if not carefully designed to adapt to an individual's needs. The
results will guide further design and implementation of the storytelling functionality,
and studies involving older adults.
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1. Introduction

Encouraging reflection on daily activities and their effects on health and wellbeing is an
important aspect of promoting lifestyle changes that support healthy living [1].
Technologies designed to foster such reflection can enhance autonomy, social
participation, and the establishment of healthy routines [2]. However, many existing
digital interventions rely mainly on reminders or factual feedback [3], and therefore risk
missing the emotional and narrative dimensions that make reflection meaningful [4].
Storytelling is a fundamental way through which humans communicate, reflect upon
and construct their understanding of reality [5]. In medicine, narrative has also been
recognized as a valuable instrument for communicating with patients [6]. Within
Artificial Intelligence (Al), research increasingly focuses on the narrative and social
aspects of interacting with agentic systems [7]. Large language models (LLMs) offer
new opportunities to generate adaptive and personalised stories which, when grounded
in a person's habits, daily activities, needs, and goals, may serve as a tool for reflecting
on how lifestyle changes could improve health and prevent disease. Nevertheless, the
recent development of LLMs challenges the traditional expectations on believability.
Although these models can generate fluent stories, their probabilistic nature may lead to
outputs that are readable but not factually or logically grounded - commonly referred to
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as hallucinations [8]. It is worth noting that human storytelling similarly incorporates
elements of creativity to make stories more engaging and personally meaningful.

When combined with Al technologies that ground the purposes of stories in a formal
framework of knowledge, LLM-generated stories may achieve a balance between
perceived accuracy and creative flexibility. In this study, we apply argumentation theory,
which provides a structured approach to sense-making by framing the interaction as an
argumentation-based dialogue with a clear purpose, such as reasoning about and drawing
conclusions from past activities (inquiry), planning activities (deliberation), or challenge
existing habits to promote healthier behaviour (persuasion) [9].

The aim of this study was to explore the potential risks, benefits, and purposes of an
interactive storytelling system that integrates LLMs with computational argumentation
to promote autonomy, health, and wellbeing across different populations, with a
particular focus on older adults. Specifically, our main research question was: How do
experts in occupational therapy, physiotherapy, and nursing perceive the usefulness,
risks, creativity, and the potential of Al-generated person-tailored stories to motivate and
promote reflection on daily activities to improve health?

This paper presents the results of a formative evaluation study involving domain
experts. We examined how different dialogue types (inquiry, deliberation, and
persuasion) and creativity (hallucination) levels (low and high) are perceived with
respect to purpose, e.g., to support lifestyle changes to improve health and prevent
illnesses, and how these perceptions vary when imagining different user groups (e.g.,
older adults and younger people with cognitive difficulties).

2. Method

Ten domain experts (eight occupational therapists, one physiotherapist, and one nurse)
from three European countries participated in a qualitative evaluation study, part of a
participatory design process. All participants had substantial experience designing or
evaluating digital support for daily life and health-related activities among people with
cognitive or physical challenges.

A prototype of a personalised storytelling system was developed as a web
application in Python, embedding a storytelling module (hereafter, the storytelling agent)
[10]. The agent collects and stores information about the user’s activities. The
storytelling agent retrieves the user's logged activities and generates a user model. The
agent then generates eight stories in English that connect a person’s logged activities
with four pre-defined prompts designed to target four generic purposes related to
promoting reflection on meaningful activities for improving health and well-being (Table
1). For story generation, we used OpenAI ChatGPT-5-mini [11]accessed via API.
Each story was produced in two creativity modes (low, high) and three dialogue types
representing different communicative intents (inquiry, deliberation, and persuasion).

The study was conducted as follows. Prior to participation, each expert received
detailed information about the study and provided informed consent. Sessions were held
online or in person, based on participant preference. As a first step, each participant
identified their own activities within four predefined categories: physical activities,
social activities, recovery activities, and everyday activities. They then assessed these
activities in terms of their perceived importance, fun, the motives for doing them, and
the frequency with which they had engaged in each activity over the past weeks.
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Table 1. Prompts, dialogue types, and intended purposes used for story generation.

Purpose Type Prompt assumed to be posted by a user
Assessment of past activities Inquiry “Did I do something important the past week?”’
Assessing fulfilment of needs  Inquiry “Tell me how I have fulfilled my motives the past
and goals week/month.”

Decide what to do and plan Deliberation “What should I do to make the coming week more
the coming week recovering than the past week?”

Change attitude to do Persuasion “Please convince me what to do next week so it
something differently becomes a happy week.”

In the next step, the system generated eight different stories based on their activities
and the prompts. The story variants (high and low creativity) were presented in random
order. Semi-structured interviews were conducted during their use of the system. Given
the exploratory purpose of the study, the data analysis was conducted qualitatively.

3. Results

The experts approached the task from their own perspective (e.g., busy, middle-aged
with children), or from the perspective of someone in their envisioned user group (older
adults, young people with neuropsychiatric diagnoses or developmental disorders), and
they switched between the perspectives during the session.

All experts viewed the storytelling function as a promising tool for supporting
reflection and engagement among their clients. For example, they envisioned how Al-
generated stories could provide cognitive support by helping clients plan the upcoming
week and maintain daily structure (e.g., organizing tasks and remembering what to do).
Additionally, one participant mentioned that such stories could support individuals
discover new activities, for instance, to reduce isolation or increase physical activity.

However, their expectations and preferred applications differed. The perceived
usefulness of a story depended on the right balance between the type of dialogue and its
purpose. Inquiry stories (focused on reflecting on what had been important during the
past week) were seen to potentially be useful for memory support among older adults,
but less so for younger adults, who were believed to focus more on planning the future.
This story type was considered relevant mainly when a person explicitly sought to reflect
on their motives. Deliberation stories (focused on deciding what to do in the coming
week) were judged most helpful when they offered small, concrete suggestions that
supported planning. Persuasion stories (focused on encouraging certain behaviour or
attitudes to promote well-being) were perceived as useful when they were concise and
grounded in the person's own activities; when the phrasing became figurative, experts
reported confusion. For example, experts appreciated persuasion stories when they
offered grounded and concrete suggestions, such as “Combine tasks when it helps, like
a walk with the kids that doubles as fresh air and company, or a quick grocery stop
before cooking together.” Such phrasing was described as realistic and easy to relate to,
in contrast to more figurative language like “Imagine grocery aisles as quiet treasure
hunts—choosing bright vegetables, a loaf of bread that smells like comfort—each
selection a tiny promise you keep to yourself.” Several experts found them poetic but
harder to follow or connect to everyday experience, especially for older adults or
individuals with cognitive challenges.

Comments about perceived inconsistencies in the stories were mainly about (i)
contextual drift, words or examples that were not relevant to the person's logs, (ii)
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summary distortions, over generic statements about the week, and (iii) stylistic phrasing,
long, figurative sentences. They raised bother and reduced clarity. For example,
participants noted that when stories described their motives unprompted, it sometimes
created a sense of resistance, for instance, by making them present the activity as more
fun than it really was. Similarly, one participant noted, when a user rates an activity as
highly important, the story should reflect that importance rather than express uncertainty.
Experts preferred brief, literal wording and where appropriate, concrete pointers to the
underlying activities from the logs to make the stories' claims feel grounded. The experts
also requested clear, simple and concrete language with short sentences and minimal
stylish flourish, especially for individuals with cognitive difficulties or dementia
symptoms.

The preferences were also linked to some risks of Al-generated stories that the
participating experts mentioned, such as potential loss of comprehension due to
figurative wording (long sentences), and issues of grounding and trust when statements
lacked clear connection to a person's activity logs.

4. Discussion

This study explored the purposes, potential risks, and benefits of an interactive
storytelling system that integrates LLMs with computational argumentation to promote
autonomy, health, and well-being. As part of a participatory design approach, interviews
with experts revealed that they saw promise in such a system for supporting reflection
and engagement among their clients. The experts described how stories employing
different dialogue types (i.e., inquiry, deliberation, and persuasion) could serve distinct
purposes, each with its own strengths and limitations. These findings suggest that it is
important to clarify the individual's goal for using the storytelling system so that the
chosen dialogue type aligns with those goals. For example, if the goal is memory support,
inquiry-based stories may be most suitable, whereas deliberation-focused stories may be
more meaningful for offering suggestions and motivating future activities.

The narrative styles and levels of creativity were experienced differently across
experts. While most preferred low-creativity stories with literal wording, some favoured
the more creative versions. However, the results also highlighted that high-creative
stories may risk becoming detached from the person's lived experiences. The
heterogeneity in preferences for story types may stem from differences in personal
expectations, cultural backgrounds, and individuals' perceived connections between
story content and their everyday activities. These results suggest that personalisation
should encompass not only the content of the stories but also their style. Similarly, prior
research has shown that older adults exhibit different narrative styles when describing
their activity performance to an agent [12]: some provide precise step-by-step accounts
of their actions, while others include elaborations and additional context - an approach
that may parallel the high-creativity stories observed in this study.

A major limitation of the study was the low number of participating domain experts
as well as the storytelling system not being presented in participants' native language.
However, the group of participants provided diverse viewpoints and constructive insights
in how Al-generated storytelling may be used and experienced by different groups and
individuals, fulfilling the study's formative and exploratory purpose. As a next step, a
group of older adults will be involved in further forming and evaluating the storytelling
functionality, which will be further developed based on the results in this study.
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5. Conclusions

This paper presents a formative participatory study that explored how domain experts
perceived Al-generated personalised stories designed to promote reflection in daily
activities. The findings highlight that purpose alignment is important for their perceived
usefulness. Low-creativity stories with clear, literal phrasing were preferred for older
adults and persons with cognitive difficulties, while high-creativity narratives were seen
as engaging but occasionally confusing. The participating experts emphasized that story
type should fit the individual’s goal: deliberative stories for planning and organisation,
inquiry-based stories for memory support, and persuasive stories only when grounded in
the person’s actual activities. Across dialogue types, clarity, concise and exact use of
words and contextual grounding emerged as key to credibility and motivation.

To summarise, both potential opportunities were envisioned, if applied with a clear
purpose for their target groups, and risks in using Al-based stories for health reflection
if not carefully designed to adapt to an individual's needs. These insights underline the
value of combining argumentation structures with LLMs, and to apply participatory
design to make person-tailored storytelling both reliable and personally meaningful.
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