grAksly| ot i)
Vol. 10, No. 9, pp. 2361-2368, 2009
A2 E F13F A58 NPC =ZH|YH=

o2, MxHE”, 223!

'BSism HIMA HREBR, BYS MAIMA
An Intelligent NPC Framework for Context Awareness

Bong Keun Lee!, Jae Du Chung” and Keun Ho Ryu'
'Chungbuk National University, “Ministry of National Defense

2 o 2 ARNIxe Aol ta Bilel FolAT glonl AFAE JI4S olgsiel A ALHE £ ¢
Ar A o|aL HAZ 1117'“ St A7 XY=L ek £3] Aol A NPC(Non Player Character)= Al 315A]5 B
A7 die] Fee RBom ARIE AR Zdolshs AlRE wRe dael Hu odth B :RolHe
PC(Player Character)¢] 552405 Wh3-dh= X5& AMSQIX|(Context Awareness) NPC 7]|<&of tjjslo] EAI5EaL 0]9]
FHL 9ok A5F NPC ZeQ)E Attt AeHE AN NPC A)5E Zelolelat chake Aaeld] A
59 ololdE FEol 488 4 90w @ WAHel oleldEs] ik A olsbrl el AAH A

E]—Ok?ﬂ— _Q_oﬂ 8 Z(j‘ og 7H1:|1—o' 7]_01_1:]_

Abstract Recently Al(Artificial Intelligence) is one of the issues in the on-line game, a research that a game
character seems to be realistic and is progressing using Al technique. Especially NPC is an important part of
the Al researches of on-line game, and it is concerned by a game player and an architect. We proposed an
intelligent agent framework to implement the NPC technique after studying the NPC technique using context
awareness that reacts to the PC(Player Character) actively. Also, it can be developed gradually, and apply to
various application because it has the capability to of adding an agent or deleting an agent easily.
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Coneerned with relationship between this mind and
others, including sell-appraisal by comparing one’s
abilities and goals with those of others.

L Self-Reflective Thinking
th

[ Self-Conscious Thinking

Concerned with larger scale models of “self”, including
e extent and boundaries of one’s physical and cognitive
abilities and knowledge.

Reflective Thinking
Reflects on and manages deliberative activity, including
assigning credit to inference methods, selecting suitable
representations, and so forth.

Reasons about the situations and events in the external
orid, e.g. prediction, explanation, planning, diagnosis,

L Deliberative Thinking
w

generalization.

Learned reflexes, scripts, and otherwise automatic, non
deliberative processes acting both on the external world

[ Learned Reactions

and within the mind.

Innate Reactions
reflexes and o and
emergencies that occur in the external world or in the

mind itself.
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