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The Concept

» Crucial to the forward movement of narrative is information
exchange among the actors

In traditional media this happens in character dialog

In new media, exchange can take place between any
combination of actors and agents




The Catalyst

» For an undergraduate research project, Adam used Dr. Alex
Mintz’'s Decision Board program to test decision-making
theories (i.e. expected utility, prospect theory, etc)

Rather than contrived situations, actual historic events were
used as the basis of the scenarios

What if the simulation used an immersive, graphical
environment? \What would change?




The Goal

» Create an immersive, interactive environment in which one
could freely travel, using character interaction to gather
Information about the situation and necessary decision

Can the resultant environment could be used to test the
predictive abilities of various decision-making theories?

Differences between controlled scenarios on each system
might shed light on a digital environment’s effects on the
degree of identification and immersion in a scenario (story)




Multi-disciplinary aspects

Prospect theory

Decision Board platform

Hypertext theory

Interactive narrative and New media

History education




Prospect Theory

>

>

Prospect Theory attempts to explain certain failures of
expected utility in the realm of decisions under risk

The framing effect says that the decision-maker’s perception

of existing in a domain of gain or loss affects their view of the
situation surrounding a choice

Domain of Gain = risk averse
Domain of Loss = risk acceptant

Levy, Jack, “An introduction to prospect theory”, Political Psychology, 13:2 (1992), pp. 171-186

Tversky, Amos and D. Kahnemen, “The framing of decisions and the psychology of choice”, Science, 211 (1981), pp. 453-458

Mintz, Alex and Steven Redd, “Framing effects in international relations”, Synthese, 135:2 (2003), pp. 193-213




Prospect Theory

» The ratchet effect describes how individuals re-adjust their
expectations after net gains

The endowment effect says that individuals value what they
have more than comparable things they don’t have; thus we
weight small losses greater than large gains

The certainty effect means that certain outcomes are
overvalued with respect to prolbable outcomes

» Common criticisms:

» Results can be explained by expected utility
» Framing effects are not well-understood




The Decision Board software

»  Web-based application used to run decision-making
simulations for research projects

Users are briefed on a scenario, and presented with a matrix
of available choices across various dimensions; their access
patterns and final decision are recorded for later analysis

» Current version: Decision Board 4.0,
http://www.decisionboard.org/academic

Mintz, Alex, Nehemia Geva, Steven B. Redd, and Amy Carnes. 1997. "The Effect of Dynamic and Static Choice Sets on Political
Decision Making: An Analysis Using the Decision Board Platform." American Political Science Review 91 (September).

Mintz, Alex, and Nehemia Geva. 1997. "The Poliheuristic Theory of Foreign Policy Decisionmaking." In Decisionmaking on War and
Peace: The Cognitive-Rational Debate, ed. Nehemia Geva and Alex Mintz. Boulder, CO




Hypertextual Issues

» Branching dialog can be represented as a hypertext; a
directed graph of multiple nodes

Noticed a variety of forms: some linear, some cyclical, tangles,
loops, etc

Hypertextual forms over two levels: conversations and the
environment as a whole (hyper-media)




History Education

» Prior work: the Revolution
project by The Education

Arcade
http://educationarcade.org/revolution

We emphasized decision-
making theory over history
education




The Goal

>

Create an immersive, interactive environment in which one
could freely travel, using character interaction to gather
Information about the situation and necessary decision

Test the predictive abllities of decision-making theories

How does a digital environment affect the degree of
identification and immersion in the story”?




Implementing the Goal

Chose as our historical scenario the period between the 1st
and 2nd Punic Wars between Rome and Carthage

The setting was a generic Carthaginian city in colonial Spain.

Decided on Neverwinter Nights world creation engine, selected
for ease of editing capabilities, and strong control over
branching dialog

Scripting language used in this application is NWScript (C++)




Implementation

Dimensional- Alternative-
based based

Domain of Gain

Domain of Loss




Screen shot of environment

Neverwinter Nights environment creation engine used to create a fictional city with
areas for each advisor, and numerous NPCs to engage the player
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Screens

Conversation and world editor

grawen in past years. If weeare not careful, the
zituation may ke ironically reversed. In the past, we

_ have been able to extract lands and tibute from

X, Rome, but lately, they have became more recalcitrant
and warlike. Perhaps we can salvage the situation by
negotiating. In the meanwhile, we can continue to
develop our trade netwark, gather inteligence, and
accumulate resources.

A hat about the political situation relates b diplamacys

20 hat about the military situstion relates to diplomacy =

3. What about the economic situstion relates o diplomacy
4.0 hat about the diplamatic sitdation relates to diplamacy =
S| shall zonsider stour et
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=il [TWHER] - h, Hasdbal, my fiiend, these e ining mes ndeed
= @ es. the Romans seem determined o back us into a comer, Ascanius. | am forced to a decision, and soon
= il [WHNER] - | centainly hope you are weighing wour optons cansfully - | ameure you will iealize that fuither negotiation with the Flomans iz the onl logical choica,
= B Pealy? Thiz approach hasn't sesmed to hedp us much in the past..
= I (0%MER] - The miltary options are practically non-esgstent ou know, ofcourse, that we cannot match the Floman navy on any lemiz, and they practically control the Mediteransan. Aryp condbict iz sue bo lum into & naval sruggle, whict
= B lantt there a lardHbased alleinalive?
= . [DWWMER] - i ovenland sttack? T aking an entre airg thiough the dlpe, and baibanic lertoies 1o aftempt an sttack on the ltehic penensuda? Surely pou can't be senous - this has reve” been done befoe, sndfon good reasons.,
= B But the sifects of pour abernative - negatiation - wil be economically damaging, bue?
= Il [OWMER] - It iz bue, that the Romans wil luely demand a excessive tibute once again, and this will cestainly sting, since we have only recenliydscharged our respasibibies fom the last war, Howeser, | don'tthink, the bike
= B el it dossnt seem bke negaliation has warked so wel for us ths far..
=l [DWHER] - & Perhaps, but the Romans have ahways shown a wilingness o dealeven il they tend o sirke hard bargains. |f you were the one to have negolisted the peace, fhis would certainl benelfit you politic
= . But waon'l the Romans demand 2 high rbuate? WWhat will thiz do to the economy’?
B [0"WHER] - It iz true, that the Bomanz will Bkely demand a excesstve tibute once again, and this will certainly sting, since we have only recenilpdischarged our rezposbiliies from the last war. Howeyes, | d
= B 'What about the miibany options?
B [0wHER] - The miitay cpbons are peacticaly non-sxstent. ou know, afcowse, that we carmot match the Roman navy or arw besms, and they prachcaly canlrol the Medtenanean. Any conflict iz sure
= B 1 can't s bow this wil help our standing with our alies.
= . [OWHER] - I'T adirit, continuing o negotiste alter the Romans have behaved o blatanty antagonistic could seem weak, when prezented in a cestainfight. Alle: and ensmisz alike will kel percerve the m
= B 1t may give us more time, but at what cost? Can we afford the tibute?
B (0%MER] - It iz e, that the Flomans will ek demand a excessive nbute once again, and this wil cetainly sting, since we have only recentydischanged ow respositelbies fiom the lagt war Hows
= Mol give us mare time, but will it give “me” any time? Wonlthis be risky politically?
. IORMER] - &: Peihaps, but the Romans have gways shown a wlingness to desl even i thep lend o stike had baigans, [F you were the ona 1o have negotisted The peace, this would ceslsinly b
= [ et there 2 military akemnative?
B (0%MER] - The military options are practically non-esstent. Y'ou know, ofcourss, that we cannot match te Foman navy on any lemiz, and they practically control the Medieranean. Anyp condlict i
= B ‘What kindz of miltary imphcations are we looking at?
B [0%HER] - The miltars aplions aie prachicaly non-existent. You know, olcourse. that we cannat match the Roman navy on arg berms. and thep praclicslly contial the Mediteransan. Ary conllict iz suie bo lum nt
= [ Mot only will this cost us ibute, but ow standing among our alies will be serously damaged. .
- [OWMER] - [Tl admit, contrung to negotiate after the Bomans have behaved 2o blatanily anlagonizic could s2em weaak, when presented in 2 cetanlight. Alies and enemies allke vl Bkely parceive the move as -
= B What wil thiz do for our standing in the intemahional communily?
B [C%NER] - I admit, conlinuing bo negoliate aftes the Romans have behaved 2o blstantl artaponistic could seem weak when presented in a certainight. &lbes and enemies aike wil lkely peicene the move az astall tac
= B Won'l regoliation st mean more Iibule? Can we sustan that?
. [OASER] - It b5 true, that the Fomans vill ikely demand a excessve bibube once agan, and this will cetanly sting, since we have only iecenthdizcharged our iesposibiities from the lzst war Howewer, | dortthink the ibute will E
[= B For the nest round ~ but what about our perception by our neighbors now?
B (0WHER] 19 admit, confinuing to negotiate alter He Flomans have behaved so blatantly antagoreshc could seem weal, when piezented n a certainlight. &lies and enamies alioe wil kel perceive the move az astal tactic, whi

= B | suppose that's rue - the miltary oplions dont look promising. .

Ml iR D The wdllse: o I, ek iem mmananal s slal o BF ass sa i M manad Mlamis s nalinnlls cocbal lbha bdadi o sea na Ao ssellal i acan ke oo Sale s esonl sdeosssla edial

Conversation editor

Hypertextual structure of dialogs is evident in the editor screens




Development Issues

Historical accuracy of the scenario vs. creating the framing
effect

Immersion in the environment vs. user frustration

Differences in the perception of information in different media
(text chunks vs. interactive dialogs) - fundamental attribution

error

Tools for creating the framing: text only vs. multi-media




Project Demo







