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Mat Buckland

H(t) = 0.8 * ((1-

Mat Buckland
http://www.oreilly.co.jp/books/9784873113395/




Chromehounds (Fromsoftware, Xbox360,2006)

Chrome Hounds
http://www.geocities.jp/mnagaku2000/igda/gate.html?gameai3.zip




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

Trait ...
Wish ...

The Sims 3 (Maxis, EA)

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

GDCO09

http://cmpmedia.vo.llnwd.net/o1/vault/gdc09/slides/Combined.ppt




The Sims

Spore

DIGRA Japan
http://www.igda.jp/modules/mydownloads/visit.php?cid=2&lid=77




The Sims

Meta
Happiness
Meta I direct player control) choose what to do by selecting, from all of the possible
Peer | | behaviors in all of the objects, the behavior that maximizes their current happiness.
Sub

PeerAl(= )



Ken Forbus, “Simulation and Modeling: Under the hood of The Sims” (NorthWerstern )
http://www.cs.northwestern.edu/%7Eforbus/c95-qgd/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 )
http://www.cs.northwestern.edu/%7Eforbus/c95-gd/lectures/The Sims Under the Hood files/frame.htm
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Mood +18

[ ]

Happiness



Happiness

\_

-100 0 +100 -100 0 +100
w Hunger W_ Energy
\// U
-100 0 +100 -100 0 +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
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