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Analyzing the game of Façade.

The game Façade (http://www.interactivestory.net/) was released in the summer of 2005.  It is the result of 5 years of research billed as the one-act interactive drama. It is a game where the player is a long time friend of a couple and must help decide their future. The player “interacts” with the couple by inputting personal dialogue. I believe this will be an interesting topic to study, as it is a very recent development in technology and shows a glimpse of what AI can be in the future. Topics will include:
· An examination of past “interactive” fiction and what Façade does differently.

· An analysis of the parser, interpreter, and reaction of NPC’s (Non-Playable Characters), and the capabilities and limitations that arise with each component.
· A review of the underlying technology that includes systems such as JESS and CLIPS and other works such as the Oz Project and how they are used in Façade.
I believe this game is related to AI because the game tries to have an actual dialog with the player and attempts to respond realistically. If these capabilities are further developed, it can drastically change the way humans interact with computers.
