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MODEL OF EMOTIONAL DIALOGUE TREE BASED ON NON-LINEAR SCENARIO OF INTERACTION
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Abstract. The last decade does not cease to be relevant issue with such a model of the virtual agent's
behavior in the game, or a program that would satisfy the needs of most users. The functional of the currently
proposed developments is adapted for the tasks solved by these developments. In this paper, we describe the
approach to developing a model of dialogue based on emotional interaction.
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BBenenue. B nocieqnue HECKOIBKO JIET pa3pabOTYUKHU MPOTPAMMHBIX CHUCTEM, Peallu3ylo-
M€ Pa3IUYHOTO POAA AMAJIOTH TPOTPAMMBI C IOJIb30BATENIEM, 3aHHTEPECOBAIUCH MPOOIEMON
MOJICTTUPOBAHUSL dMOLMN NAJsl OpraHu3aluu TakuxX AuanoroB. OCOOEHHO aKTyalbHBIM SIBIISETCS
JaHHBIA BOMPOC JUIsl pa3pabOTUYMKOB OOYUYAIOMIMX WUTPOBBIX NpuiokeHui. Takas 3amada TpeOyer
HETPUBHAIILHOTO MOAX0/1a, TOCKOJIbKY UMHUTAIIMS YMOLIUNA OCIIO’KHEHA KOHTEKCTOM JIMAaJIora.

Moaean 3MOUMOHAJILHOTO auaJjora. B padore [1] onuckiBaeTcsi mMporpaMMHOE MPUIIOKE-
HUe, peIHa3HaueHHOe Ul 00yueHHs JeTell MaTeMaTHKe Ha OCHOBE JiHajiora pebeHKa ¢ BUPTyallb-
HBIM HAaCTaBHUKOM. [IpW 3TOM [uIs TpuBJIE€YCHHS BHUMAaHWs peOEeHKa BHPTYAIbHBIH HACTaBHUK
MPOSIBJISIET PAa3JIMYHbIe SMOLUU. [ MOCTPOEHUsT SMOIMOHAILHOTO Jiajiora pa3paboTaH MOAYJb
BUPTYAIBHOTO MpernoaaBarens Ha ocHoBe apxutektypbl EE-AIML (Emotional extension of Artifi-
cial Intelligence Markup Language, AIML). SI3pik  AIML — 5T0 CKpUOTOBBIN SI3BIK, KOTOPBIH HC-
MOJTK30BAJICS IS pa3pabOTKu 0a3y MaHHBIX BOIPOCOB U OTBETOB. B pabote [2] mpemioxkeH Urpo-
BOM JBMIKOK, MCIIOJIb3YIOIIMHA JHAJIOrOBOE NEPEeBO NpU OOLIECHHsS B UIPOBOM MpuiioxkeHHH. OH
MTO3BOJISIET TTOJIB30BATEI0 BEIOMPATh CBOM BOIPOCH / OTBETHL. B paboTre mpemiokeHa HOBast JHajo-
roBasi CUCTEMa, KOTOpasi MccielyeT SMOIMOHAIbHbBIE COCTOSIHUE cOOeceIHNKa, YTOOBI 00ecTIeuuTh
Oosee coXHYIO popMy auaiora. s mocTpoeHHs THaiora UCTIONb3YeTCS MOIETh SMOIIMOHAEHO-
ro nuanorosoro jaepesa (Emotional Dialogue Tree, EDTree). [ToBeaenne BupHaibHOTO cobece-
uuka (Non-player Character, NPC) momenupyeTcsi ¢ MCIOIb30BaHHEM ITapaMeTPoOB, OTOOpaKaro-
IIMX BO3MOXKHBIE  AMOLIMOHAJbHbIE COCTOSHUS (CHUMIATUs, YBaKE€HHE U T.J.), 3HAYCHHE,
ompenesoniee Tekymee cocrossane NPC | ompenensieTcss mo pe3yinbTraTaM B3aUMOICHCTBUS C
M0JIb30BATEJIEM.

Mopaeb IMOIMOHAJIBLHOTO THAJIOra ¢ BHPTYAJBHBIM COOECeTHHKOM, HMHTHPYHOIIEM
peasibHOTrO 4ejioBeka. B nanHoii paboTe onmuchiBaeTcs pa3paboTaHHAs MOJIENb AUAJora, mpeaHa-
3HA4YCHHAs ISl peaM3aluy B MPHIOKCHHUIX, IMUTHPYIOIIUX THAJIOT TOJIH30BATENS C PEaTbHBIM
cobecequukoM. IlocTpoeH HenuHeiHbIN cueHapuil. ClieHapHii COCTOMT M3 TEKCTOBBIX COOOIIe-
Huil. J{nanor noctpoeH B hopme Borpoc/oTBeT. Tak, BUPTyaabHbIA cOOECeTHUK 3a7aeT BONPOC U B
pe3yabTaTe aHaju3a OTBETA, BBIAET CBOM AMOIMOHANBHBIM oTBeT. [lepexon Mexay sneMeHTamMu
JIMajiora OCYIIECTBISIETCSI B 3aBHCHMOCTH OT TEKYIIEro CTaTyca MOJb30BATENs, OMpPEIeieMOro
KOMOMHAIMe! MmapaMeTpoB, BEIOMPAaEMBIX B 3aBUCHUMOCTH OT Ipeamera pasroBopa. Kaxaomy co-
OOIIIEHNI0 COOTBETCTBYET HanOoJiee MOAXOAAIIas SMOonoHaIbHas (Gororpadusi BUPTYaIbHOTO CO-
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OeceqHuKa, BEIOpAaHHOTO M3 HaOopa, MPeJOCTaBICHHOTO MMOIb30BaTelleM. B 3aBUCHMOCTH OT CTaTy-
ca Tekca (S) u ¢ortorpaduu cTaHOBATCS BCe 00Iee IMOIMOHAIBLHO OKPAIICHHBIMH.
Ha puc. 1 mpencrasieH ¢pparMeHT MOJICTH OMMCHIBAEMOTO JHAIOTOBOTO JIepeBa

Emotion Emaotion
TEXT 1
TEXT 21 TEXT 22 TEXT 2n
PHOTO
TEXT nt TEXT n2 — TEXT nn
PHOTO
PHOTO PHOTO

Puc 1. ®parmeHT Moien1 AUAIOTOBOTO JiepeBa

IIpumeHnenne mMoaean 1Jisi pa3padoTKu MOOMIbHON Mrphl. 3HauanbHO, omMchiBaeMas
MoJienb pazpaborana s moounsHOU urpel “DON’T MAKE ME AN ORPHAN, MOM” [3] [an-
HOE IIPWJIOKEHNE HAIPABJICHO HAa MOMOUIb JIIOAAM C KYPUTEIbHOW 3aBUCUMOCTBIO. MIrpa ocHOBaHa
Ha €CTECTBEHHOM YYBCTBE CTpaxa 4eJIOBEeKa 3a CBOMX OJMU3KUX (0COOEHHO JIeTeil), KOTOpOoe ObIBAET
CHJIbHEE CTpaxa COOCTBEHHOM CMEpPTH, U K KOTOPOMY HEBO3MOXKHO NMPUBBIKHYTh. Llenb urpsl 3a-
KJIFOYAeTCsl B TOM, YTOOBI yOEIUTh KypUJIbIIMKA MPEKPATUTh KypUTh U CAENaTh ero OJu3kux (pe-
OeHKa) cuacTIMBBIM. B omuceiBaeMoil Urpe peaan3oBaH BUPTYaJIbHBIH SMOLMOHAIBHBIN HElIWHEH-
HBIM AMAaJIor KypsIlero nojab30BaTelis ¢ ero peOeHKoM. BupTyanbHbli coOeceIHUK HHTEpeCcyeTcs y
II0JIB30BATENS O KOJIMYECTBE BBIKYPEHHBIX CHUTrapeT. OTHU JIaHHBIE, ITOIYYEHHbIE OT IOJIb30BaTEI,
HCTOJIB3YIOTCS JUISl AaHAJIM3a €r0 KYpUTEIbHOM aKTUBHOCTH. JlJIsl OLIEHKU KYpPUTEIbHOW aKTUBHOCTH
II0JIB30BATENS HUCIOJIB3YIOTCS JIBA NOKA3aTelNsl: MHAEKC MHTEHCUBHOCTU KYpPEHHMS U MHIEKC KypH-
TEIbHOrO MoBeAeHUs. [lepBblil MHAEKC MOKa3bIBaeT U3MEHEHUS] HMHTEHCUBHOCTH KYpPEHHUS IO0JIb30-
BaTesl, BTOPOM MHJEKC OTpa)kaeT M3MEHEHHUs MOBEICHUS IO0JIb30BaTeNsl ¢ TOUKH 3pEHUsl paBHO-
MepHOCTU KypeHus. KomMOMHammMu TeKymuX 3HauY€HUH HHIEKCOB HHTEPIPETUPYIOTCS C TOUYKU
3peHusi KypuUTelbHON aKTUBHOCTH MoJib3oBartens. [lepexoa mo BepumHam npeacTaBieHHOro rpada
OCyIIEeCTBIsIeTCS Oaroapst KOMOMHAIMK JIBYX MHJEKCOB. DMOIMOHAIBHBIN ke OKpac COoOIIeHHne
proOpeTaeT MyTeM HHTEPIpPeTUPOBaHUS KOMOMHAIMKM HHAEKCOB. OmnpeneneHbl MecTb 0a30BbIX
Mol pebeHKa: paccTpoHCTBO, 00WIa, rope, yIOBIETBOPEHHOCTb, PaJoCTh, cHacThe. Tak Kak
«cobeceTHUKOM» SIBIISIETCS pealbHbI peOeHOK, TO doTorpaduu 3arpyxarorcs mnoib3onareiemM. B
paccMaTpuBaeMoi Urpe ObLIO PEIIeHO pa3/eiauTh BO3MOXHBIE SMOIMU pedeHKa Ha 6 TUIIOB U Jie-
MOHCTPHUPOBATh N300paKeHHNE KAKJOT0 U3 HUX B 3aBUCUMOCTH OT I0JIb30BATEIHCKOTO MTOBEICHUH.

Ha u3o06paxennn 2 nmpoieMOHCTpUPOBaH (parMeHT AUAJIOTOBOTO JepeBa, UCIOIb30BAHHO-
ro i peanusanun MoomisHOU urpel “DON’T MAKE ME AN ORPHAN, MOM”.
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Puc 2. pparmeHT 1nanoroBoro aepeBa, UCIOJIb30BAaHHOIO /IS pean3alui MOOUIbHOM
urpsl “DON’T MAKE ME AN ORPHAN, MOM”.
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Annotation. The article presents theoretical development of adaptation of the monkey algorithm
based on k - means. Segmentation of images and the work of genetic algorithms are considered. The analysis
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