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This is the reviewing of Ulid Jirapatnakul and his project the game “Façade.”

When Ulid Jirapatnakul first presented this game, called Façade, I was interested. Firstly, it is a game. Secondly, it sounded and looked something similar to “The Sims,” which I like. And lastly, the AI that was represented sounded very interesting. I still believe the AI is very interesting, seeing how it tries to respond to your response. But I was disappointed at a couple of things. One of the disappointments was that the AI could not learn and was very limited to what it can say (or respond). Another disappointment was that the game looked very outdated. For one, the graphics looked very terribly. It looked like it was done by ages ago. Another thing is that the dialogs were really bad. Aside from these facts, I was really interested in the AI, mostly on “Façade’s Beat System.” I found it different from the ways other games approach AI games, sequential and straight forward. Many games, mostly role playing games (rpg), have a sequential story line and an AI that is also sequential. They can not freely act on themselves and have to follow what the programmer(s) created. In Façade, there is no sequential story line. There can be, but why create it. The AI is able to decide on its own to figure out what to say next or what the response is going to be. It is nothing sequential or something that is one route. At the same time, as stated before, the “vocabulary” for the AI is limited and the AI can respond incorrectly.
