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Greg It, Kristin King, “A Dynamic Repuitation System Based on Event Knowledge”, 8.6, Al Game Programming Wisdom
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Greg It, Kristin King, “A Dynamic Repuitation System Based on Event Knowledge”, 8.6, Al Game Programming Wisdom

Master Event List

1. Bandit Killed Farmer

2. Player Aided Lawmen

3. Player Killed Bandit

4. Player TradedWith Townsperson
5.1...]

NPCZLDEEE
Memory Element ﬂ Group Reputation
1 : Farmers Neural
P R— b Lawmen Hate
2 Bandits Like
3 Player Hate
5 Townspeople | Neural

Bandit

Z D& (Bandit)lE. Player A\Bk75 (Bandit) #3%L .
M ThHHEZRZE (Lawmen) ZBhT-Z &% E LT, Player #E->TUL\5,



TS RT Ly

Master Event List L EE

1. Bandit Killed Farmer 4

o 2. Player Aided Lawmen | 1
AN BLR Y
> 3. Player Killed Bandit 3

4,

5.

37} 72X

SADNPC/Z
SHEINTB

EHRERAE
Player Killed Bandit.

Greg It, Kristin King, “A Dynamic Repuitation System Based on Event Knowledge”, 8.6, Al Game Programming Wisdom
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Master Event List L EE

1. Bandit Killed Farmer 4

2. Player Aided Lawmen | 1

AN E LR
>

3. Player Killed Bandit 4

4, /

—EFEADNPC/Z 5. /

3% 7SI X (BRESHOIZANITYRFHDEE)

32 SHE[E[HF + 1
»

fth DIZFTTNPCREI LA

(Fof-YHES
B E1TDEE

) B3 /=73 B4
R A

Player Killed Bandit.

Greg It, Kristin King, “A Dynamic Repuitation System Based on Event Knowledge”, 8.6, Al Game Programming Wisdom
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Master Event List SHEEH
1. Bandit Killed Farmer 4
2. Player Aided Lawmen | 1
3. Player Killed Bandit 4
4.
—EFEADNPC/Z 5.
3FF7FI2X
B2
e
Ir a1 DEE
B3 &5L7%4L) B4
BUHFERIUL

Playér Killed Bandit.

|

=5

Greg It, Kristin King, “A Dynamic Repuitation System Based on Event Knowledge”, 8.6, Al Game Programming Wisdom
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Greg It, Kristin King, “A Dynamic Repuitation System Based on Event Knowledge”, 8.6, Al Game Programming Wisdom

Master Event List SREH
1. Bandit Killed Farmer 4

2. Player Aided Lawmen 1

3. Player Killed Bandit 11

4,

5.

Subject Group Player

Verb DidViolenceTo

Object Group Bandit

Object Individual Joe

Magnitude 75(Killed)

Where 50,20,128(In front of saloon)
When High noon

Template KilledBanditTemplate
ReferenceCount Known by 11 NPCs

Reputation Effects

Bandits hate player more
Lawmen like player more
Farmers like player more




SIS RT L (R3S HL)

NPCZLMELIE NPCZ EMELtE
Memory Element [EtEE | MBS Memory Element EHE | ME6HZ
1 43 0:13:43 2 43 0:15:13
3 76 1:453 | 4 87 0:46:3
7 63 1:7:45 12 2:17:56
11 12 1:24:54 ~15 53 2:14:45
12 52 2:6:55 L 71 84 3:56:15

b

L ——

RILARUMNI T HIEHMAHAES L, EBEEOEVADFRICLES,

RIL R (BIZ [XJoe)l2xt T HIFHAHAZE L. FLLVERICLES

EEEZ9B54_R2k — Master Event List DS HE[EI 21+ 1
HESINBARE — Master Event List S ER[E] 51— 1
(Master Event List TERREIZMNOIZGNIL) RMDGIHEE)

Greg It, Kristin King, “A Dynamic Repuitation System Based on Event Knowledge”, 8.6, Al Game Programming Wisdom




SFHIDRT L (BT RT L)

ﬁ (NPC A Joe [Tt & =& (2 (%, Joe [EBEITIBATLI)

Joe was Killed by unknown group

(Joe Y Lawmen ITEF-NTLVADEXBEE)

3
R

Yoy

Joe was shot by lawmen group

FREEFFRND
EHEBREE

ﬁ Joe was killed by lawmen group

g 23+
#

BLVAADE...TH, ENTULWY,
ABEFZEINSHD LA (EWIFRFETT &)

Greg It, Kristin King, “A Dynamic Repuitation System Based on Event Knowledge”, 8.6, Al Game Programming Wisdom
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Never Winter Night [Z81F55EHI2 X7 L

ENCPOEKBEIFE HE (FEAR)HNGHER)ZENCLHNELE>TLNSD

yi R EUR4— | LM H—R —BA
ERA— 100 0 0 0
1Ll B 50 50 0 0
H—FK 0 100 100
— R A 0 100 80
B ITEN I T ARIFEZ{EE
BEE | #HblVEL | RIFFEER | WELE hifiEk | WELfEER | B9 | BuEH,h B
s | BEOK |EHE | (CHTRhI | AEkK | B
IFFERR A EirhoDE | T3l
HLEE 3 T
M EE -2 -12 -6 -4 -2 -2
=A -5 -45 -25 -15 -5 -5
B | -1 -5 -3 -2 0 -1 0
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Never Winter Night (28175

B TSR T ARIFERIER

=R TS A
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$ —XR|PC EURE— | LB A—K — A
EURE— 100 0 0 0

LBk 0 50 50 0 0
A—F 95 0 0 100 100

— R A 75 0 0 100 80

((F) PC DHAHEKRICH T DFREE [T, TDEEDPCIZH T HIFRELRIEET B,




Personal Reputation ME A
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A—EDEFDORELIZPCIZx 9 55 I D4 1E

. B

PCAETOH—FMLRANEIZESIEL
N2 TNGEYITFRHIZEZEELTHRS




References

Mark Brokington, “Building a reputation system: Hatred,
Forgivveness, and Surrender in Never Winter Nights”, 6.5,
Massive Multiplayer Game Development



ARFEDIER

F—8 = zal—iarDZEMEFEIMN? ]
B =TI %I)ILZERM )
BF—FE #EIIal—I3av
FIE WEEIIAL—IIavs—ALA
F=F H=ARES—LA
F—8 AooA T —LIZETAEEI AT LA
1 Assassin’s Creed DEE L X T L
E=81 The Sims IZHITHHEELIal— 3y




[Assassin’s Creed JIZ& T 5 EEE

GDCO8$i5=(3/13) =B —EBKIGDCIZRAERHAIETOL—D v JLE ]
http://igda.sakura.ne.jp/sblo files/ai-igdajp/Al/IDGA GDC08 Miyake public.pdf




[Assassin’s Creed |IZ§ T A B & &l 1E

FASSASSIN’S CREEDIIZH (T HBEFIE: U7 IIVEHEEZES
Taming the Mob: Creating believable crowds in ASSASSIN’S CREED
https://www.cmpevents.com/GD08/a.asp?option=C&V=11&SessID=6996
& /E 7 : Sylvain Bernard (Animation Director, Ubisoft Montreal),

James Therien (Technical Lead for crowd gameplay, Ubisoft Montreal)
HEF:2A228 (£) 1085305 ~ 1185309
357 : North Hall, 13252
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| Rigging the character
Assassin's Cresd R
- Hinge Bones * Lots of bones!
= Simple-physics: wind, gravity, momenium 5 il Hhh‘lskahflnn ~55
» No colisions. Uses constraints - Head ~35
« Far hair and robes — Procedural ~ 40-80
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teraction with environmen |
Assassin's Creed

» Level-design and navigation.
- Crowdflows
« Navigation highways
« Makes wandering very cheap
« Very useful also for flee
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Step1: FEETILMOFTES —2 3> - Ayl ab oI A RAVNEBEENER

(VIARA UM ELESFEBRDOESTYED )O3z
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Step2: TEH —L 3y - Ay a bV ITARAUNEXI DTS
Step3: E#G RO —(MRIER) LEDOITARAUMIIE
AR DB IBEOAD




Stepl: BEETILALFES =130 Ay a b ITA KA BEER

4 -~
-~
- -l S

BBEBir L 7 aer

* Genesated data from collisions




Step2: FTES —2a3 - Ay a b DI/ RAUER DTS

Step3: AN ROD—(IFIFEHR) LD ITARA ML
A2 EHREIEDHIAL

— Ohbjects wayponts and
Metalines
« Dhject waypoints are
SRS CONNBCTTY Mo

« Metsiinks encodes more 8
complex connecivity (far -
jumps lsdders, Doams
B |
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3) EEDFELEDIE A (fFIX)

ZEZaMO—ILT S

8 Crowd densit

Assassin's Creed

« Solution: The blob

et triandie on a 'd mash a8
WUic SR E d L4




3) HEDRLEDIEH (AFE)

RELZOMO—)ILT S
AKDOEGL, B OIRBABWNVGEEN) I3 %2~ TERMTES

— Mixing attributes on spawning
— Endless possibilities
« Head structure, facial texture, sk

color. body texture, male. female
military. thin, fat. tall, shon
accessones,. Al reactions. voics fone
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(4) BFHERICV AT L

@ 'f’\/h(l H—) IZ R
PRIZFEEZFFEEL CRICZRX AT S

RO RIS R IEZER AT 5 BICRAOTIRYIRY AS
FLOBVEIKIIBIEFY, EOTULKEWDI/E—23HD

BEOAIEEL-EILBIEFEST
IAbED



(4) BFHERICV AT L

ARV (A—F ) IZRIE

OFRIZEEEZFIEELTRIGERX AT 5
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RO RIS R IEZER AT 5 BICRAOTIRYIRY AS
FLOBVEIKIIBIEFY, EOTULKEWDI/E—23HD

BEOAIEEL-EILBIEFEST
IAbED



Assassin's Creed

* Reaction system
~ Communicating design to programmers
» Using fake footage of the different reaction
sCenano Reactior

— Paﬁ:ar}-”_rﬁlr_ are compased ,r 'J".'ﬁ!-g” uJ.-“Jr.,r‘-.‘

WLV L Ll
- |F|r’:|‘,[1’;|.j‘;.=' ’;..‘_1.-.‘T:r_r

* 2 +
. .rrlldr-'r.! al,

.-l i ™ F i 1!
43 Ip RS RE v 44 Ji £

« Body gesture chosen to match voice; over

100 possibilities

« Different reaction intensity

e EI;J st '.i’ et F-.rrgl..'_.ll:‘.:i.:T‘-fﬁ F']‘-'-‘"’r—h“"
n game videos

Fake comment shar ing between NPC
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(1) EIXHOFERZEZHL TS,
F—LMEZDEDIZEEH > TULVELY
A—H—ZEERIEENDS. EHT DH. HSLVTWD. RADATELTLD,

(2) FDHETRMELTLD ADLLVELY,
JED5FEY FOMEK TKZERATLVDAZIEY = of=,

. = Crowd composition
= Game play crowd
« Baxsa walking crowds

= lar camers

o2& — LIS %775'%&?1‘-_*7“'75\07“*'
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The Sims D& D B1Z
IV AR REREEALEHD,
A23259030F dRAZ=EYT=0N,

EDFLURL LD ?

v
(1) BEMIZEZFTEZED, (3) Edith [Z&3

2) T— IV hEIED ZITEID DY RAH
a4 o el OV2C 5 By A= W




The Sims ND&xAID B E
I—x M HEEFTEEAEIND,
AR 593 09 5T IEYT=LY,
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(1) BEMIZEFEZED (3) Edith 1I2& 5
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BEZAIDEY F

=ZEB—B. [ChhoDF—LAIDEY S ] (GDC2009ik &<
http://Iwww.digrajapan.org/modules/mydownloads/images/study/20090411.pdf




HERAIDEY A

NTY—E(H)

If (H(®) > 0.5)

goto
GetFood - ‘ F R (t)
NJ)—EMO. 5 v

A -oBEZIRYI217<,
H(t) =sin(1/24%*t)
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N Y—FE(H)

If (H® > 0.5)
goto GetFood
Else

Sleep

1 H =sin(1/24*)

B

-

»
»

BAY)




SFE SIS

HAIDE U 77 B TEAF 1)

BEDRYIZKWAIELE S,

T

NI —FE(H)

If (0.8*H(t) > 0. 5 1 H(t) =sin(1/24*1)

Egoto GetFood -
se

Sleep U >

BAY)




HIERAIDEY A

NI Y—[E(H)

A
If (Ht) > 0.8 && S(t) < 0.1) H(t) =sin(1/24%1)
goto GetFood .
Else If (H(t) < 0.3 && S(t) > 0.7)

FFIE7 (t)

BRY=0E (H)

S(t) =sin(1/48*1)

goto Sleep |
Else ,

»
»

-

v

Free Walk

—@®

\_

BAY)




HEZAIDEY A

ID+I

ED1F)

S

IF(0.55H(t) > 0.8 && S(t) < 0.1)

Else If (H(1)
0.7)

goto Sleep
Else

3&& 1.5%S(1) >

/\/7 Y—E(H)
H(t) =sin(1/24%*t)

FFIE7 (t)
|

BRY7=0E (H)
S(t) =sin(1/48*t)

v

7

Fre%%ﬁw:<<\ HEYRSEAIEES,

v
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HIERAIDEY A

o
X0%E IRI%
N
(k)
N Y~ (H) A BIEE D)
+ HE=sin(124%) 4 S@)=sin(1/48%) t D) = L/t D

If (Ht) > 0.8 && S(t) <0.1)
goto GetFood

Else If (H(t) < 0.3 && S(1) > 0.7 ;
goto Sleep h > I Ly I
Else If{ (I-H(®)*D(t) < 0.9) U E

Goto Fight
Else
Free Walk

-




Mat Buckland® E

BRT -1 RDTE

BiEZHESL. BRI LICHAERIAREIC

|

o

. #}
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WCTRET HEHMEFD

D HEBETS

. Q@ BHTS

® EIET7ATLEERS
@ HJ/EHES

EERRE . £TOI—ILD>6, &K

720k

H—IAl
Snss=vs

¥ i D 8

EEHOT—LERRLTITHT 2.
NG,

(B TESNT—LAITOO S50
(Mat Buckland Z., #\EHE—5)

http://www.oreilly.co.jp/books/9784873113395/
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(1) Chromehounds (Fromsoftware, Xbox360,2006)

47— LALERE 2 —5 3B Chrome HoundsIZH (5 F— LAl
http://www.geocities.jp/mnagaku2000/igda/gate.html?gameail.zip




Breaking
the Cookie-Cutter:
Modeling Individual
Personality,
Mood, and Emotion
in Characters

oLy 7f-

—\

E[(Z3DE

o=

=T )%

@) The Sims 3 (Maxis, EA)

Trait ... #FlE, EE/ VoA —5—
Wish ... 17D E#E

Sims Getting Smarter: Al in The Sims 3(IGN)
http://pc.ign.com/articles/961/961065p1.html

GDC09 & ¥} http://cmpmedia.vo.llnwd.net/o1/vault/gdc09/slides/Combined.ppt
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The Sims DAID & HE

== —ER. Spore [ZHTEH45 —LAIFMTETOL— )L ] (DIGRA Japan E£14E Al
B2 £) http:/lwww.igda.jp/modules/mydownloads/visit.php?cid=2&lid=77
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Meta 4, PN

.‘:’!

Ll

The Sims /u X‘ODAIOWEU?':‘

SiMs

[[REAI] REOXRIZHT S, HoRSHRIRELITEIN G,
L—F(FH) RBEEKEITDHTEEERT S,

Meta I Sims (not under direct player control) choose what to do by selecting, from all of the
Peer | | possible behaviors in all of the objects, the behavior that maximizes their current
happiness.
Sub BT A#HAFIIR(NER. BHEKEOHES ) ELTHMT .

HREENMNT PeerAl(=FrT794—Al) ZHEE,



A7 OMIMERAL T —2HEE

Data (Class, Sate)

Graphics (sprites. z-
Animations (skeletal)

Sound Effects

Code (Edith)
-Main (obiect thread)
-External 1
-External 2
-External 3

INTA—H—

IS IX
FoA—23>

vazada

XL XN

WBUNBILA RT3 DILTT

Ken Forbus, “Simulation and Modeling: Under the hood of The Sims” (NorthWerstern K. & & #)
http://www.cs.northwestern.edu/%7Eforbus/c95-gd/lectures/The _Sims_Under the Hood files/frame.htm
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Ken Forbus, “Simulation and Modeling: Under the hood of The Sims” (NorthWerstern K. & & #)
http://www.cs.northwestern.edu/%7Eforbus/c95-gd/lectures/The Sims_Under the Hood files/frame.htm
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Toilet

f i Mood +26
-Urinate (+40 Bladder)

=
Hx 15l

-Clean (+30 Room)
-Unclog (+40 Room)

Hunger +20

Comfort -12 Bathtub

Hygiene -30

Bladder -75 ﬁ Mood +20
f?lnergy iig -Take Bath(+40 Hygiene)
Sun‘ Lo (+30 Comfort)
ocia -Clean (+20 Room)
Room -60

Mood +18

[[REAI] REOXRIZHT S, HoRHRIAELRITEIMN G,

Happiness (CCTlEMood) ##EZEHm=KILT HITEIZEIRT S,




MoodDEtEN-HbD I T A~
(Y ITAF=MoodNENC DN ERT BH)

N

-100 0 +100 100 0 +100
w Hunger W_ Energy
I

-100 0 +100 -100 ¥ +100

w_ Comfort w_Fun

-100 0 +100 -100 0 +100

w Hygiene w Social

100 0 +100 -100 0 +100

w_Bladder w_Room

Mood = W_Hunger(X_Hunger) * X_Hunger + W_Engergy(X_Energy) * X_Energy + ...



W_Hunger(-80)

W _ Hunger(60)_._ B T X_Hunger

+100

-80 60
W_ HungerBE%



W_Hunger(-80)

W _ Hunger(60)_._ B T X_Hunger

| +100
_go 60
W_ HungerBE%

SODBEEDEBEAK = W_Hunger(-80)*(-80)
0D FFEDBEMK = W_Hunger(60)*(60)

A (Z1E4%) =W Hunger(60)*(60) - W_Hunger(-80)*(-80)
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W_Hunger(-80)

W Hunger(60) .- @ L e 11 X_Hungef
W_Hunger(90

+ } o0
-80 60 90

A (-80 — 60) =W Hunger(60)*(60) - W_Hunger(-80)*(-80)
A(60—90) =W Hunger(90)*(80) - W_Hunger(90)*(60)
A (-80 = 60) DADY A(60—90) LYEFIRIIZKELY

DHOEEF SN/ - DEH/-T LY,
TSN GNEDEDH BFEEZ =T FHOKXKE LB EEZL/ 5T




Mood & X1t
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+hunger

+social
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Mood ZFax K1k

¥

+social

AREATEET




Mood Z& X1t

HBENENT-DT.

+fun - playful

+fun - serious

HiHER,

H
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AR2593 9 HAETEYT=LY,

&:'f 2

(1) BEMIZETFEETD, (3) Edith [Z&3
(2) T—Cz U RREIED BITEID DY A H
HEIZA25023Y




(2) NPC-NPC 1245432

Mary

\ Flirt (social +25)

SeCEl 5l Talk (somal +195)
Compliment (social +20)

NPC Bl +. HENBHDINTGA—EZ—%ESTILSEINE
HELTRET D, LEETlE.Bob [Z. #HX/NSA—ANETLTEY.
Flit (V50 DK)ZET. FNMNEIET DD T, Flirt 2RI B,



NPC-NPC 41225723

Bob Mary

Social -30 _Flirt (+25 Social)
-Talk (+15 Social)
-Compliment (+20 Social)

Kenneth D. Forbus “Some notes on programming objects in. The Sims”

http:// www.qrg.northwestern.edu/papers/Files/Programming_Objects_in_The Sims.pdf



NPC-NPC €12 25723>

Bob Mary

Social 311\ -Flirt (+25 Social)

-Talk (+15 Social)

-Compliment (+20 Social)
(LYBE»DX)

Kenneth D. Forbus “Some notes on programming objects in. The Sims”

http://www.qrg.northwestern.edu/papers/Files/Programming_Objects_in_The Sims.pdf
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Social -30 _Flirt (+25 Social)
-Talk (+15 Social)
-Compliment (+20 Social)

(LV5+DX)

Kenneth D. Forbus “Some notes on programming objects in. The Sims”

http://www.qrg.northwestern.edu/papers/Files/Programming_Objects_in_The Sims.pdf
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(3) Edith IZ&AITEIDVEY ZH
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[RIEFI TEEDITEIL ) TELVTAL ...

S E
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(3) Edith [CKAHITEIDIEY ZH

JAGS3I5 AT OMEEITTITL
ESa7IL-TRTSIVYIRIE

Private: SubOnOfT (stack 1, 0, An Edith
0,0
4 statement

e
//JAr*mws indicate

= flow of control
5

ﬁ\\lggturn failure ]
Return success

_-—"'J

Kenneth D. Forbus “Some notes on programming objects in. The Sims”

http://www.qrg.northwestern.edu/papers/Files/Programming_Objects_in_The Sims.pdf
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TO9 S35 AT OB ITFTIKED AT7IL-TRISIVTIRE

i Edit Tree: joybooth::Take Shower

Object Edit Select Stack  Move

Type: (SN ~ iNothing zelected,
Createl iPrivate LI !Break LI

Add Mew: 'Eor'nr'nenti Label I Locali Treel EHDI’.l Apply

stack leals 0 = stack abj 100 I Global: Standard entry ¢
temps)
— e

Global: Standard Exit (stac

i persoh data Tree Usa D'gta
Figld =54

Kill S0UNdS of stack objscty

30, 0,0, 0y
Global; Wait For|Notify tack

J7 |ﬂ'|.l\lE fIn front of, Faclng
i
: S 0,000
J L |
~ -
Private: BI’I[BI shows ﬂﬂﬂ ‘temp 0 = constants 264
close door Gwith parah O=temp )

Tﬁ—[} v/ 7 Py

my motives Mood == constants 261

Global: idle stack 30, 0,003

Private: shower core ith

kill sounds (of stack object) param O=temp O, param 1=temp

=

Kill sounds (ot me) | v

— =

Kenneth D. Forbus “Some notes on programming objects in. The Sims”

http://www.qrg.northwestern.edu/papers/Files/Programming_Objects_in_The Sims.pdf
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Fridge Fix Dinner Q
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Fridge Fix Dinner Q

\ food / Placement surface

\ 4

table

A\ 4

chair

counter stove
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Fridge Fix Dinner Q ‘

\ Disposal (neat) \
fopd
—

\ 4

dishwasher

table

> chair

counter stove



Edith for Mood Adjuster (s—zzv £i#5vx)

Adjuster 3580

i Edit Tree: mutantlavalamp::Turn On
Object  Edit Select Stack  Move

B o allback Imy person data & logic =0
CreatEl |F'rivate _'_I IEUme.-’-‘n.ndSeeMe j

Bydd Mew: Eommentl Label I Lucall TreeI Expr. I Apply

Private: SubOnOHT guith param
0=1, param 1=0, param 2=0,

b

e person data proutgoing +=-50

i 4
<~

mo-persan datas: logic= 0

Kenneth D. Forbus “Some notes on programming objects in. The Sims”

http://www.qrg.northwestern.edu/papers/Files/Programming_Objects_in_The Sims.pdf
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| ABOEOMREBBHICEENDHD |

morality,
creativity,
spontaneity,
problem solving,
lack of prejudice,
acceptance of facts

, , . self-esteem, confidence,
Trait Satisfaction: 1 achievement, respect of others,
respect by others

Social 10

friendship, family, sexual intimacy

security of: body, employment, resources,
morality, the family, health, property

Security 100
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“The revelation of the Idea of man is accomplished chiefly by two
means: by accurate drawings of significant characters, and by the
invention of poignant situations in which they reveal themselves”
(Schopenhauer, The World as Will and Representation, Book Il1I)
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“The revelation of the Idea of man is accomplished chiefly by two
means: by accurate drawings of significant characters, and by the
invention of poignant situations in which they reveal themselves”
(Schopenhauer, The World as Will and Representation, Book Il1I)
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Producers added hundreds of social interactions
Producers added thousands of production rules

They were adding content in a safe environment: they couldn’t crash the
system or cause an infinite loop
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Search

Menu

Add Motive  Remove Motive  Copy M
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Batch Edit

Ilteraction

\ | ribject

Checks

J Output

Dutput

Dutput
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Motive ]

Irtensity

| Initialkic

Bladder

Bladder age: Tod...
Bladder age: Baby
Bladder age: Elder
Hunger

Hunager age: Tod...
Hunager age: Baby

Energy

Energy age: Baby

Energy age: Tod...
Furn

Hyaiene

Hyaiene age; Baby
Hyaiene age: To...
Wiork,
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Social

Social age: Baby
Ceizl ame Taddlar
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4000
4000
4000
10000
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700
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¥ Universal
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(¥ Fixed
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(" From Auto-Satisfy Curve
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iBakingDizh Cleanllp

\  BakinoDizh

! |nappropriatefF .

TraitPerfectionizt [200/2.

Dirtiness [10/0 flow)

Traithleat [200/200 delta]

Betdaid [20

edMakeBed

CleanB athtub
CleanOut
CleanShower
CleanSink.
CleanUpCake
CleanUp
CleanUp
Cleanup
CleanUp
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Clean
Clean
Cuttingboard_Cleanllp
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DizpozeTrash
EmptyTrazh
E ripty

oodTray Cleanlp

Bookzhelf_PutdlB ooksAway

Bed
B ook shelf
Bathtub
FishBowlB aze
Shiower
Sink
Cleanl
zhPila
BarTray
uffetT able
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razhcan
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HighChair
Toilet
CuttingB nard
Flant
TrazhPile
TrazhPile
Trashcanindoor
PattyChair
FoodTray

|nappropriateF .
InappropriateF ...
|nappropriateF .
nappropriateF .
nappropriatef ...
nappropriatef .
|nappropriateF ...
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nappropriateF .
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InappropriateF ...
Inappropriatef ..

TraitPerfectionist [200/2...
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Dirttiness [20/0 flow)
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TraitMeat [200/200 dela]

Hygiene [1
Betdaid 20
Fun [0/
Hugiene [1
Fun [0/
Dirtiness [
Betdaid [2C
PrepareForPe

Betdaid (20—
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Hygiene (1
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Hugiere [1
Betdaid 20
Traitheat [:
Dirtiness [
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TraitFamilyOri
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Bladder Auto Satisfy

Bladder Desire
4080

Bladder Mood Confribution

100

GDCO09 &# http://cmpmedia.vo.llnwd.net/o1/vault/edc09/slides/Combined.ppt
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In Sims 1 & 2, every Sim had the same 8 motives
In Sims 3, each Sim has a different set of motives, based on his traits
But the set of motives doesn’t just vary between individuals, it also

varies within the same individual over time

We add and remove motives through time, to model a Sim’s
understanding of social norms
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“The revelation of the Idea of man is accomplished chiefly by two
means: by accurate drawings of significant characters, and by the
invention of poignant situations in which they reveal themselves”
(Schopenhauer, The World as Will and Representation, Book Il1I)
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Traits also affect how they to social interactions initiated by
others

How a Sim responds to a social depends on a series of production-rules:
0% 7232 /—/L

TryingToBe. -> Neutral

TryingToBe. && Repetition -> Boring

TryingToBe. && LTR < -20 -> Insulting
TryingToBe. && Target.GoodSenseOfHumor -> Funny
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Production-rules are ranked by specificity

The most specific rule fires

Often, the traits of the actor or the target determine the outcome
When a rule fires, the other Sim learns the trait

Thus, trait learning is contextual

Jag oS /)L—)L

TryingToBe. -> Neutral

TryingToBe. && Repetition -> Boring

TryingToBe. && LTR < -20 -> Insulting
TryingToBe. && Target.GoodSenseOfHumor -> Funny

TO o3 )— (L FELE Lo TSI FEATIT,
RETODE/L—ILIEEN T B,
JL—JLIVEEN T BEMDSimIL, FDIFIHEFIEHE T B,
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Interaction 1

e Interaction 2
Interaction 1 on Sim 1 in Lot 1
Interaction 2 on Sim 1 in Lot 1 o T

Interaction 3 on Sim 1 in Lot 1

Interaction 1 on Simmin Lot n e
Interaction 2 on Sim m in Lot n

Interaction 3 on Sim min Lot n
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BRER - TAT S LDRIENZTED
Bad idea:
for each lot 1
for each agent x in 1

for each social interaction a on x

consider performing a on x

Better idea: FHITBIT—21 FDITEIEE S 1EFEE

Choose which lot to go to: 1
Then choose which agent to talk to in 1
Then choose which social interaction to perfo

O(L*M * N)vs O(L+ M + N)

L is the number of lots, M is the number of agents, and N is the number
of interactions on each agent

L=90, M =80, N =300
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OneShotMotives " Encourz Excludin Encoura: Ence ur..l'_tTim & NumDe HumDesiredSimsWhenActiveActarlsAround

Restaurant EalQutgide WaturalC Frugal  Culinary  Cooking

Social, StayArenus, Fur LewizThe Hates Ol P

oo

e )

SmallShop StayAlvenue Snat PTBookstareClerk, PTG
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Sims 1 & 2:

for each interaction a on each object x
check 1f a 1s currently available on x
if so, work out how much I want to do a

This is very inefficient when most desires are satisfied most of the time.

Suppose | have just eaten a large meal, and am completely full up. The
Sim will still consider every possible food interaction, even though he

LB/ NTA—F—DvIE T

In Sims 3, we store a map from things we might want (“commodities”) to
interactions which satisfy that commodity.
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Commodity

Interactions

Bladder
Hunger
Energy
Hygiene

Fun

Dittiness
Social
CameAndSee
DaredevilOnDare
Extinguishalf
SwimminglnPaoalhotive
FreparaFarFarty
BeHostatParty
ChildEnjoyParty
TeenEnjoyFarty
AdultEnjovParty
FrepareForFuneral
BeGuestAtFuneral
StavAtvenue

BelnGym
BelnArGallery
BeAtSwimmingPool
BeSuspicious
Betaid
BeFepairman
KeepSwimming
FelieveMaugéa

|

Use(ToiletStalllse(ToiletStall) Use(ToiletStall) Use(T oiletStall)

Hawe Fefreshing DrinkiBartdodern) Hawve Refreshing Drink{Bartdodern) (Fridgelrawer) (FridgeDrawer)
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Take/shower(ShowerLoft) Take Bath(Bathtubbdodem) Take Delightful Bubble Bath(Bathtubbdodern) Take Shower(Shower
Furfip IronMarkoutBench) Dance(SterecExpensive) Tum On(SterecExpensive) Strength TrainingiStereoExpensive) Take
Cean(Cd) Clean(Ch) Clean(ShowerLof) Clean(BathtubModern) Clean(ToiletStall) Clean(ToiletStall) Take Out Trash{Trash
Train MorkoutBench) (WorkoutBench) Train (SterecExpensive) (SterecBExpensive) Train Buster[TWWall) (TWall) Thain (]
Check Dut Mew ObjectFoal)

Take Shower(ShowerLoft) Take Shower{ShowerLoft) Take Shower(ShowerLoff) Take Shower(ShowerLoff)

Fut Out Self(ShowerLoff) Put Out SelfiShowerLoft) Put Qut Salf{ShowearLoft) Put Out SelfiShowerLoft) *** Gameplay/abstrac
e GameplayiAbstracts/ScriptObject/GetlnPaal InteractianMNarmea ***{Foal) Swim(Pool)

Claan(Cd) Clean(Ch) Clean(ShowerLoft) Turm On(StereaExpensive) Clean(BathtubModern) Clean(TailetStall) Cleani Toilet
Make Refreshing Drinks(BarModerm) Make Refreshing Drinks(BarMadern) (FridgeDrawer) Sarva Dalightiul Hot Beverage
Play Video Gamea(TvWWall)

Oance(SterecExpeansive) Turn On(SterecExpensive)

Dance(StereoExpensive) Tur On(SterecExpensive)

Clean(C4) Clean(CB) Clean(ToiletStall) Clean(ToiletStall) Clean(ToiletStall) Clean(ToiletStall) Clean({C457) Clean{C458)
Sit{ChairDiningtoderate) Sit{ChairDiningModerate) Sit(ChairDininghoderate) SitiChairLivingDesigner) Sit{ChairLivingD2si
Sit{ChairDininghoderate) Sit{ChairDiningModerate) Sit(ChairDininghModerate) SitiBathtubhodern) Sit{ChairLivingDesigher’
Sump lron(WorkoutBench) *** Gameplay/Abstracts/ScriptObject/GetlnPool InteractionMarme ***{Pool) Waork Out{Trefadmi
View(UberBoxPedestal) WView(SculptureVaseContemporany) View(Sculpturevase Contemporary) View(Sculpture PlantPhile
e Gameplayfabstracts/ScriptObject/GetinFool InteractionMame ***{Fool) Swim(Pool) Relax{ChairLoungetodern) Rela:
Look MindowMindowFullContemporary2x1) Look In Window(WindowFullContemporany2x1) Look In WindowMind owFu
Clean(CHCleaniCh) Clean[ShowerLof) Clean(BathtubModerm) Clean(TailetStall) Clean(ToiletStall) Take 04t Trash(Trash
Fepair ShowarishowerLoff) RepairSterecExpensive) RepairBathtubModern) Unclog{ToiletStall) Unclag(ToiletStall) Uncl
Swim(Fool)
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