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Personalization vs Adaptation

User-directed game development concepts

/

Personalization:

“In the context of games, often the term
personalization is used for a (static)
one-time adaptation of a gaming aspect to
the needs or preferences of a user, (...)"

N\

Adaptation:

“(...) adaptation refers to the continuous
adjustment of the game based on the
actions and performance of a user and the
current state of the game towards a desired
state”



Personalization vs Adaptation

What is your opinion about the definitions given by the authors?
How can the concepts be approached in HRI?

e The definitions are not clear
e Personalization is related to your profile (prior data)
e Adaptation is adjusted dynamically

In the HRI context:
e Example: Astro was adapted to what the child was doing. The predefined behavior has been
adapted to the child during the interaction
e Continuous adaptation of the embodiment? Is it possible? (baymax)
e \What is adaptation? Is a behavior that is trigger by something?
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Player modeling

Acting
F 3
Killers Achievers
Players « » World
Socializers Explorers
A J
Interacting

Player Preferences

h 4

Monitor player
performance

Help or hinder the
player

In-game system

traitValue = o - observeredValue + (1 — o) - traitValue




Learner Modeling (Knowledge Space Theory)




Dimensions and Mechanics

HRI/ other HCI ways of approaching:

e Difficulty/Expertise adaptation
e Player/Human Modeling
e Learner Modeling

e |tis difficult to use the presented learning model in the context of HRI. Do you need a challenge?
Why would the robot hinder the human?

Changing the interaction path of the robot following a flow (challenge and abilities are balanced)
In the HRI context the flow can be translated in the level of engagement

In a social robot is not intuitive to say what is actually more challenging for improving an abilities
Challenges are different in the game context and in an HRI context. In the game context players
expect to be challenged more.

e Machine teaching can be a way to adapting examples to the student

e Compositional tasks

e Transparency adaptation - give the right amount and type information
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Story arc models
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Interactive Storytelling

Storytelling and games fundamentally
differ from each other, with a conflict
between narration and interactivity

This leads to the narrative paradox



Approaching the narrative paradox: Facade




Dimensions and Mechanics

Storytelling Applications in HRI/ other HCI

° fSto.ryteIImg. branchllng works well for games but not HeESTANLEY
or interactive media PARABLE

e Patricia’s robot defines the story with its behavior (that
depends by the user)

e Raul’s story changes in relation to the user’s choices




Facade Demo Time
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