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Chat Bot X

Artificial Assistance
(demo)

Hi! How are you?, | am Botty your personal assistant
| will help you to find the best sport based in your preferences
Are you ready to start ?

Great !,
Are you

You sele
Do you

You selg
Do you

Please, choose your preferences:

Variable

location

-]

[v] Not

! Cancel ‘

outdoor
mixed

| Ok |

yes

yes

Artificial agent captures the
human's preferences through
an interactive process.




Artificial Assistance
(demo)

Chat Bot - O

"not asslloc,indoor)"
"ass(cost,high) == ass(soc,mixed)"

Would you like me to find the best sport for you ?
yes : Human
Please wait, | am trying to find the best sport for You

plusa({h}(val_te_ass_danger_med) /
plusa({h}(val_te_ass_intens_med)

plusa({h}(val_te_ass_soc_mixed)
plusa({h}(val_te_ass_loc_mixed)
plusa({h}(val_te_ass_env_land)
plusa({h}(ideal_h_te_)

| found that tennis has a med dangerousness level.

In addition, it satisfies your desires because:

intensity is med, sociality is mixed, location is mixed, environment is land
For all these reasons, | recommend tennis as the ideal sport for you
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The artificial agent performs the
cognitive planning process
and generates an abstract plan.

The interface reads the plan,
translates it into natural language
and shows it to the human.



Yokai Board Game
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(a) Winning configuration (b) Illegal move

1. to look at two cards privately (2 actions),

2. to move one card from its current position to a new position adjacent to
another card (that is, linked to the latter by one of its sides) and without
separating the cards into two disjointed groups,

3. either to activate a hint from the set of available hints (see next paragraph)
or to disclose an information by marking one card with an active hint.



Yokai Board Game

We first define the language £,(ATM ) by the following grammar in BNF"

o = pt|Ata|now—t|ﬁa|al/\02|Aa

LY(ATM) ={p* :p€ ATM and t € N}U
{Ata:a e L(ATM) and t € N}U
{now— .t € N}

The language L(ATM ) extends the language £,(ATM ) by a modal operator
of implicit belief for agent m and is defined by the following grammar:

Y =« | P | Y1 N\ P2 | Hmar,

pr=a | =p | 1 Aps | Ona | [+,0]¢

M = the machine
b =the human agent



Yokai Board Game
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Partial state of real world at time ¢ Partial belief state of agent m at time ¢

5 m knows that card 7 is green (h knows that m knows the color of this card)
b just looked at cards 2 and 7

h moved card 2 near card 7

b marked card 2 with the hint {b, g}

12

18
m implicitly deduces that card 2 is green —» m move card 13 near card 7 or card 2

time
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Yokai Board Game
(demo)
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Player observes
two cards privately

Player moves a
card

Player uses or
actives a hint



Yokai Board Game

Requirements.

a player must have beliefs about:

e the other player’s actual beliefs (ToM reasoning);

e the current positions of the cards and the executable card movements,
given the current spatial configuration of the game (spatial reasoning);

e the color of the cards she/it observed in the past as well as the other
player’s past observations (temporal reasoning).
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