GLC

Emotional Al for Expanding Worlds

Stéphane Bura

GAME DEVELOPERS CONFERENCE




m e g — ( Raven Hill
" g § | = N
1_’ Nishoba i ) b ||

I - 135 = (S

‘ ‘G

4 | A \°
- = 5 P
Sister Elsington )i m

Objectives (3) )

els Without a Clue (low level)

Goodbye )

—_—
| Sister Elsington ol |
| Level 25 @

| Gilneas
PvP










Norther hemisphere
average surface temperature

Population

GOP

Loss of tropical rainforest and woodland

1750

Water use

/‘

1850

Species extinctions

otor vehides
1900

Paper consumption

isheries
exploited

Foreign
investment,

Ozone depletion

1950




GLC

Emotional Al for Expanding Worlds

Stéphane Bura

GAME DEVELOPERS CONFERENCE




EXPRESSIVENESS SCALABILITY



EXPRESSIVENESS
























ABSTRACTION




- }

'
A |

WE NEED TO GO DEEPER’
" . -y

TN

} R
» 4

)

%+

7,

;.









=5

) ,us% P
= ool . W e &

|
R
L?_....hkhh\axl.x.wmu.,ﬁ.n..»: ﬂx A

Y g







| "’uﬂ!'f'lf LIk ﬂm




I n T
* \ ’1- 3

,(' -
B
Q\

,2 F

/4 ¢ P

.

\

WE NEED TO GO DEEPEF;;

WE NEED TO GO DEEPER

f




INTENTION



.
e E
Py ___ —
Connor thinks Sophie is
okay.

Show Off

Thu. 3:59 PM

(& [o 83 [ [






FOR THE OBSERVER







SELECT




SELECT

MODIFY



SELECT

MODIFY
RUL



BEHAVIORS RULES TRAITS




BEHAVIORS RULES TRAITS




TRAITS

RULES

BEHAVIORS




EXPRESSIVENESS SCALABILITY



SELECT

MODIFY



SELECT

MODIFY



WE NEED TO GO DEEPERS
Vs =

WE NEED TO GO DEEPERP

WE NEED TO GO DEEPER’



LIMBO

LIMDOGAME.ORG



UNIVERSAL
ARBITRARY
ABSTRACTION









OCEAN MODEL
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MOTIVATIONAL PSYCHOLOGY
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The 5 Domains of Play: Applying Psychology's Big 5 Motivation Domains to Games ®
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SPEAKER/S: Jason VandenBerghe (Ubisoft)

DAY [ TIME / LOCATION: Thursday 11:30-12:30 Room 2002, West Hall, Znd Fl

TRACK / DURATION / FORMAT / AUDIENCE LEVEL: Game Design / 50-Minute [ Lecture / Al

GDC VAULT RECORDING: Video Recorded

DESCRIPTION: Over the last 20 yvears an often unobserved modern motivational psychology has coalesced around a system called “The Big 57 or QCEAN, Why
should we care? Because unlike its predecessors, this one has a titanic landslide of repeatable, sdentific evidence behind it. But how does it apply to games?

The speaker has been collaborating with academics and industry colleagues to try and answer that problem - and we have found that we can, without difficulty,
connect specific game elements directly to measurable Big 5 personality “facets”, By doing this, we have uncovered a completely new way of looking at the
motivations of play.

The potential of this connection is broad: it guides the speaker's our game design dedision-making, it helps explain why particular games satisfy (or otherwise), it
offers a statistical framework for playtest evaluation and shows us which audiences we have been missing out an.

TAKEAWAY: Attendees will gain an overview of the Big 5 (OCEAN) system of motivational psychology, and a detailed system of design analysis (the ™5 domains of
play™) based on that system that will enable them to understand why their game is or is not satisfying their customers,

INTENDED AUDIEMCE: This talk is intended for designers and producers who are engaged in understanding why their players are or are not satisfied with their
game, or for anyone looking for a deeper insight into their player's mind. & basic understanding of how player motivation works will be helpful.

ELIGIBLE PASSES: All Access Pass, Main Conference Pass

Sessions
Sessions
Sessions
Sessions
Sessions
Sessions




NEUROTICISM
ANXIETY
ANGER
DEPRESSION
SELF-CONSCIOUSNESS
IMMODERATION
VULNERABILITY

EXTRAVERSION
FRIENDLINESS
GREGARIOUSNESS
ASSERTIVENESS
ACTIVITY LEVEL
EXCITEMENT-SEEKING
CHEERFULNESS

OPENNESS
IMAGINATION
ARTISTIC INTERESTS
EMOTIONALITY
ADVENTUROUSNESS
INTELLECT
LIBERALISM

AGREEABLENESS

TRUST
MORALITY
ALTRUISM
COOPERATION
MODESTY
SYMPATHY

CONSCIENTIOUSNESS

SELF-EFFICACY
ORDERLINESS
DUTIFULNESS
ACHIEVEMENT-STRIVING
SELF-DISCIPLINE
CAUTIOUSNESS



EXTRAVERSION

OPENNESS

NEUROTICISM

ANXIETY

ANGER

DEPRESSION

SELF-CONSCIOUSNESS -1
IMMODERATION il
VULNERABILITY

+1
FRIENDLINESS

GREGARIOUSNESS

ASSERTIVENESS

ACTIVITY LEVEL
EXCITEMENT-SEEKING

CHEERFULNESS

+1
IMAGINATION
ARTISTIC INTERESTS
EMOTIONALITY
ADVENTUROUSNESS
INTELLECT
LIBERALISM

S
il

AGREEABLENESS
TRUST
MORALITY
ALTRUISM
COOPERATION
MODESTY
SYMPATHY

+1
+1

+1

+2

CONSCIENTIOUSNESS

SELF-EFFICACY
ORDERLINESS
DUTIFULNESS
ACHIEVEMENT-STRIVING
SELF-DISCIPLINE
CAUTIOUSNESS



NEUROTICISM -1 AGREEABLENESS +2

ANXIETY TRUST
ANGER MORALITY
DEPRESSION ALTRUISM
SELF-CONSCIOUSNESS COOPERATION
IMMODERATION +1 MODESTY -2
VULNERABILITY SYMPATHY Al
EXTRAVERSION +1 CONSCIENTIOUSNESS
FRIENDLINESS +1 SELF-EFFICACY
GREGARIOUSNESS +2 ORDERLINESS
ASSERTIVENESS +1 DUTIFULNESS
ACTIVITY LEVEL ACHIEVEMENT-STRIVING +1
EXCITEMENT-SEEKING +1 SELF-DISCIPLINE il
CHEERFULNESS CAUTIOUSNESS
OPENNESS +2
IMAGINATION
ARTISTIC INTERESTS
EMOTIONALITY +2

ADVENTUROUSNESS +1 S E D U C E
INTELLECT

LIBERALISM



NEUROTICISM -1 AGREEABLENESS +2 +1

ANXIETY TRUST +1

ANGER MORALITY

DEPRESSION ALTRUISM +1

SELF-CONSCIOUSNESS -1 COOPERATION

IMMODERATION +1 +1 MODESTY -2

VULNERABILITY SYMPATHY +1 +2

EXTRAVERSION +1 +1 CONSCIENTIOUSNESS

FRIENDLINESS +1 SELF-EFFICACY

GREGARIOUSNESS +2 ORDERLINESS

ASSERTIVENESS +1 DUTIFULNESS

ACTIVITY LEVEL ACHIEVEMENT-STRIVING +1

EXCITEMENT-SEEKING +1 SELF-DISCIPLINE +1 -2

CHEERFULNESS CAUTIOUSNESS -1
OPENNESS +2 +1

IMAGINATION

ARTISTIC INTERESTS

EMOTIONALITY +2 +2

paiiibes % SEDUCE LOVE
INTELLECT

LIBERALISM



NEUROTICISM -1 AGREEABLENESS +2 +1

ANXIETY TRUST +1

ANGER MORALITY

DEPRESSION ALTRUISM +1

SELF-CONSCIOUSNESS -1 COOPERATION

IMMODERATION +1 +1 MODESTY -2

VULNERABILITY SYMPATHY +1 +2

EXTRAVERSION +1 +1 CONSCIENTIOUSNESS

FRIENDLINESS +1 SELF-EFFICACY

GREGARIOUSNESS +2 ORDERLINESS

ASSERTIVENESS +1 DUTIFULNESS

ACTIVITY LEVEL ACHIEVEMENT-STRIVING

EXCITEMENT-SEEKING +1 SELF-DISCIPLINE Ifi -2 I

CHEERFULNESS CAUTIOUSNESS -1
OPENNESS +2 +1

IMAGINATION

ARTISTIC INTERESTS

EMOTIONALITY +2 +2

paiiibes 5 SEDUCE LOVE
INTELLECT

LIBERALISM



SEDUCE

S




NEUROTICISM
ANXIETY
ANGER
DEPRESSION
SELF-CONSCIOUSNESS
IMMODERATION
VULNERABILITY

EXTRAVERSION
FRIENDLINESS
GREGARIOUSNESS
ASSERTIVENESS
ACTIVITY LEVEL
EXCITEMENT-SEEKING
CHEERFULNESS

OPENNESS
IMAGINATION
ARTISTIC INTERESTS
EMOTIONALITY
ADVENTUROUSNESS
INTELLECT
LIBERALISM

+1 AGREEABLENESS

+1

+2

+1

-2

TRUST

MORALITY

ALTRUISM

COOPERATION

MODESTY P2
SYMPATHY

CONSCIENTIOUSNESS

SELF-EFFICACY

ORDERLINESS

DUTIFULNESS

ACHIEVEMENT-STRIVING

SELF-DISCIPLINE P2
CAUTIOUSNESS il

SHY



NEUROTICISM
ANXIETY
ANGER
DEPRESSION
SELF-CONSCIOUSNESS
IMMODERATION
VULNERABILITY

EXTRAVERSION
FRIENDLINESS
GREGARIOUSNESS
ASSERTIVENESS
ACTIVITY LEVEL
EXCITEMENT-SEEKING
CHEERFULNESS

OPENNESS
IMAGINATION
ARTISTIC INTERESTS
EMOTIONALITY
ADVENTUROUSNESS
INTELLECT
LIBERALISM

+1

+1
+1
+2
+1

+1

+2

S
Sl

+1 AGREEABLENESS +2
+1 TRUST
MORALITY
ALTRUISM
+2 COOPERATION
MODESTY -2 +2
+1 SYMPATHY +1
-2 CONSCIENTIOUSNESS
SELF-EFFICACY
-2 ORDERLINESS
-2 DUTIFULNESS
-1 ACHIEVEMENT-STRIVING +1
-1 SELF-DISCIPLINE +1 +2
CAUTIOUSNESS +1
=

Sl

SEDUCE SHY



NEUROTICISM | -1

ANXIETY
ANGER
DEPRESSION
SELF-CONSCIOUSNESS
IMMODERATION +1
VULNERABILITY

EXTRAVERSION [+1
FRIENDLINESS T1
GREGARIOUSNESS | +2
ASSERTIVENESS +1

ACTIVITY LEVEL

EXCITEMENT-SEEKING I +1

CHEERFULNESS

OPENNESS +2
IMAGINATION
ARTISTIC INTERESTS
EMOTIONALITY
ADVENTUROUSNESS

+1| AGREEABLENESS +2
+1 TRUST
MORALITY
ALTRUISM
+2 COOPERATION
MODESTY | -2 +2 |
+1 SYMPATHY T1
-2 | CONSCIENTIOUSNESS
SELF-EFFICACY
-2 ORDERLINESS
-2 DUTIFULNESS
=1 ACHIEVEMENT-STRIVING +1
-1 I SELF-DISCIPLINE +1 +2
CAUTIOUSNESS +1

INTELLECT
LIBERALISM

.| SEDUCE SHY



SEDUCE

S




SEDUCE

S




MULTI-ATTRIBUTE UTILITY

« ATTRIBUTES ARE ALL COMPARABLE

e SHARED SCALES






THE ILLUSION OF INNER LIFE



« HEURISTICS

(e.g. CATEGORY PRIORITIES, LIKE
IMMEDIATENESS)

« DEEPER DNA COMPARISONS

(e.g. TO COMPUTE WHAT A CHARACTER
THINKS OF ANOTHER CHARACTER'S TRAITS)

e COMPLEX BEHAVIORS THAT

SIMULATE SOCIAL PROTOCOLS
(SMART OBJECTS)
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TRAIT COMPONENTS CAN QUALIFY:

« BEHAVIORS

« CHARACTER TRAITS

« CHARACTER MOODS

e RELATIONSHIPS

« CHARACTER GOALS AND NEEDS

« CHARACTER GROUPS / FACTIONS

« LOCATIONS / AMBIANCES

o« ITEMS & GAME EFFECTS’ PROPERTIES
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NEXT STEPS:

« PLANNING
e NEGOTIATION
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