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‘We would like to make a trade proposal.

‘What are the current deals we have together?



Final Fantasy (1987)
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Final Fantasy VI (1994)
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Final Fantasy VII (1997)

NAME LIMET TIME
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Final Fantasy IX (2001)
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Final Fantasy Xlll (2009)
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The lllusion of Natural Behavior

Smart, to a certain extent

Unpredictable but rational decisions
Emotional influences

Body language to communicate emotions
Being integrated in the environment
Adapting to dynamic circumstances
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(Online) Adaptive Al

e Self-correction
* Creativity
e Scalability




Implementing Adaptive Game Al

* High complexity
— State-action space
— Uncertainty
— Real-time

 Computational regs.
— Speed
— Effectiveness
— Robustness
— Efficiency
* Functional regs.
— Clarity
— Variety
— Consistency
— Scalability
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Dynamic Scripting
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Typical Fitness Progression
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Why Does Dynamic Scripting Work?

Scripts are readable (clarity)

Scripts are always different (variety)

Script creation is almost instantaneous (speed)

Knowledge base avoids bad behavior (effectiveness)
Redistribution of weights allows knowledge to return even if it
was discarded before (robustness)

Every trial is used for adaptation (efficiency)

Exploration and exploitation happen simultaneously
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Player Modeling

Player Model

Actions
Preferences
Style
Personality
Skills

updates predidtions \ observations actions
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The glass is

half full ! The glass is

hal ¥ empTy.

Aalf full. No!Wail!
Half empty !--No half...
wha' was the question?

The four basic personality types



Openness

Conscientiousness |

Extroversion

Close-Minded !———.':4 Open to new Experiences

Disorganized }=————" ! Conscientious

Introverted | Extraverted
Disagreeable "
Nervous/High-Strung | = ® | Calm/Relaxed

- Agreeable
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Nelson Millar

e haven't heard from our son Pedra in weeks now.

Usually he writes once a week. My wife is a bit

worried. She has prepared a letter for him, which we
 would like you to deliver to him personally. YWould you

e
W48 be willng to do this for us?

1 Certainly. What should | do?
o 2 Mo, | am not interested.
3. lam no postman! Get someone else to deliver your stupid letters!
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Some Findings

High Openness correlates with fast choices and movement
High Conscientiousness correlates with ethical decisions
High Agreeableness correlates with friendly behavior

High Neuroticism correlates with taking long to finish



You didn't fool me. I just pretended not to know. <Lie>
Great party, Amata! Thanks for doing this for me.

Is this it? Or hasn't the real party started yet?

FALLQ

First 45 minutes
165 variables

107 conversation
37 G.O.AT

20 movement

1 miscellaneous
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Collected Data:

Player name
100-item IPIP

Age

Country of residence
Gaming platform
Credits




Personality and play style:
- Conscientiousness relates to speed
- Unlock score relates to multiple personality dimensions g8

- Work ethic relates to performance

PERSONALITY

Personality cormrelates
equally, but differently
with Play Style & Age

Play Style
Age correlates y Sty
comrelates

more strongly more strongl

with Play Style Age ¢ i
with Age than

than Personality Personality




¥ X

Age explains ~45% of variance in play style

Older players focus more on the game's goals

Older players are less successful at achieving the game's goals
For most play style variables, players peak around 20
Effect sizes are very high for age groups

# Participants
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