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Modeling of Emotional Effects on Decision-Making by

Game Agents
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5. Future Work

This paper has presented a novel agent architecture that incorporates emotional effects in agent decision
making. The model and architecture are framed in game Al with the intent of making game Al agents more
humanlike. Several experiments were run to calibrate and then validate the agent model. To present a richer
decision-making process integrated more tightly with emotional state, the implemented experiments can be
enhanced. Particularly, the Nuclear Power Plant experiment can be upgraded to include multiple and sequential
states and actions in memory, maintained in an interaction matrix. The decision-maker would then have several
hypotheses to choose from to determine the cause of low water pressure. Also, the decision-maker would use fault-
model analysis based on emotionally dependent probabilities to make its decisions, instead of a strict utility function.
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