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ADNOTARE

Aceastd teza are drept scop cercetarea posibilitatilor de integrare a Teoriei Mintii in agentii
inteligenti pentru imbunatatirea povestirilor interactive digitale. Lucrarea evidentiazd modalitati prin care
agentii inteligenti pot fi echipati cu caracteristici umane, permitdndu-le sa inteleaga si sd empatizeze mai
eficient atat cu utilizatorii, cat si cu alti agenti din mediul virtual.

Capitolul intéi stabileste fundamentul teoretic al lucrarii, introducand conceptul de Teorie a Mintii
si importanta sa In povestirea interactiva. Se analizeaza actualitatea dezvoltarii in naratiunea interactiva si
Teoria Mintii, evidentiind provocdrile existente si posibilele solutii.

Capitolul doi descrie in detaliu specificatiile sistemului propus pentru implementare. Capitolul se
axeazd pe arhetipurile narative: Eroul, Mentorul si Raufdcdtorul si modul in care Teorii Mintii poate
imbundtiti comportamentul agentilor inteligenti in cadrul povestilor virtuale.

Capitolul trei detaliazd implementarea practicd a sistemului in mediul Unity, punand accent pe
dezvoltarea interfetei utilizator si a mecanicilor de interactiune. Este descris despre modul in care
utilizatorii interactioneaza cu lumea narativa si personajele sale, si se prezintd o simulare a dialogului
intre personaje pentru a demonstra aplicarea Teoriei Mintii in practica.

Cercetarea aratd cd integrarea Teoriei Mintii In agentii inteligenti conduce la interactiuni mai
naturale si mai relevante din punct de vedere emotional. Sistemul dezvoltat permite agentilor inteligenti
sa interpreteze si sa raspundd adecvat la starile emotionale si intentiile utilizatorilor. Agentii inteligenti,
modelati dupa arhetipurile narative traditionale, sunt imbunatatiti cu reguli din Teoria Mintii, reflectand
astfel o intelegere profunda a contextului narativ si a dinamicilor interpersonale.

Sistemul este construit utilizand Unity, un motor de joc puternic si versatil, care a permis
implementarea avansatd a interfetelor utilizator si a mecanicilor de joc. A fost folosita tehnologia de
procesare a limbajului natural, Incorpordnd API-ul ChatGPT pentru facilitarea interactiunilor bazate pe
text intre utilizatori si agentii inteligenti. Este inclus un set de scripturi care gestioneazd miscarea
personajelor, interactiunile si raspunsurile, asigurand o experientd de povestire fluida si imersiva.

In concluzie, teza demonstreaza modul in care integrarea avansati a Teorii Mintii si a Inteligentei
Artificiale in povestirea interactiva poate revolutiona modul in care povestile sunt spuse si experimentate
in medii digitale. Aceasta deschide noi orizonturi pentru dezvoltarea jocurilor si a aplicatiilor

educationale, oferind o experientd narativa mai profunda si mai imersiva pentru utilizatori.



ANNOTATION

This thesis aims to explore the possibilities of integrating Theory of Mind into intelligent agents to
enhance digital interactive storytelling. The work highlights ways in which intelligent agents can be
equipped with human-like characteristics, allowing them to understand and empathize more effectively
with both users and other agents in the virtual environment.

The first chapter establishes the theoretical foundation of the work, introducing the concept of
Theory of Mind and its importance in interactive storytelling. It examines the current state of the art in
interactive narration and Theory of Mind, highlighting existing challenges and possible solutions.

The second chapter describes in detail the specifications of the proposed system for
implementation. The chapter focuses on narrative archetypes: the Hero, the Mentor, and the Villain, and
how Theory of Mind can improve the behavior of intelligent agents within virtual stories.

The third chapter details the practical implementation of the system in the Unity environment,
emphasizing the development of the user interface and interaction mechanics. It describes how users
interact with the narrative world and its characters and presents a simulation of dialogue between
characters to demonstrate the application of Theory of Mind in practice.

The research shows that integrating Theory of Mind into intelligent agents leads to more natural
and emotionally relevant interactions. The developed system allows intelligent agents to interpret and
respond appropriately to users' emotional states and intentions. Intelligent agents, modeled after
traditional narrative archetypes, are enhanced with rules from Theory of Mind, thereby reflecting a deep
understanding of the narrative context and interpersonal dynamics.

The system is built using Unity, a powerful and versatile game engine, which allows for the
advanced implementation of user interfaces and game mechanics. Natural language processing
technology, incorporating the ChatGPT API, is used to facilitate text-based interactions between users and
intelligent agents. The system includes a set of scripts that manage character movement, interactions, and
responses, ensuring a fluid and immersive storytelling experience.

In conclusion, the thesis demonstrates how the advanced integration of Theory of Mind and
Artificial Intelligence in interactive storytelling can revolutionize the way stories are told and experienced
in digital media. This opens new horizons for the development of games and educational applications,

offering a more profound and immersive narrative experience for users.
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INTRODUCTION

In the age of rapid technological evolution, the boundaries of artificial intelligence (AlI) and
human interaction are consistently being redrawn. The internet has revolutionized many aspects of life,
including the age-old practice of storytelling which has transitioned from the traditional oral tales shared
around a campfire to engaging digital narratives experienced on screens. At the core of this evolution is
the goal to evoke emotions, foster connections, and deepen understanding among listeners. Nowadays,
storytelling goes beyond merely narrating events because it seeks to actively involve the audience in the
narrative. The instrument to achieve this is an Interactive Storytelling Platform, which exemplifies the
blend of technology and storytelling, transforming users from readers into active participants in the
unfolding story. This constantly changing format of storytelling not only reshapes how stories are told but
also how they are perceived and interacted with by the audience. The depth of engagement offered by
interactivity is not just a technological advancement, but a fundamental alteration of the psychological
dynamics of storytelling. Here, the concept of Theory of Mind (ToM) becomes particularly relevant. The
Theory of Mind, a concept deeply rooted in cognitive psychology, refers to the ability of an individual to
attribute mental states to oneself and others. It's the understanding that others have beliefs, aspirations,
emotions, and intentions that might be different from one's own [1].

For digital narratives, this psychological aspect is indispensable. As users engage with the stories,
they are not just passive participants, but are actively interpreting and predicting the mental states of
characters, delving into complex emotional and social scenarios. This process mirrors the cognitive
functions involved in Theory of Mind, where understanding and empathy are developed through the
exploration of diverse perspectives.

In the case of human-human interactions, ToM enables empathy, deception and cooperation.
However, when it comes to human-Al interactions, especially in the context of interactive storytelling, the
technology available nowadays cannot genuinely comprehend user's emotions and dynamically respond,
in a feedback chain, to user actions. This leads to the central questions of this thesis: Is it possible to
further enhance human-Al interactions? Can an Al-driven character be developed to adapt the progression
of a story based on the user's perceived mood or intentions? Additionally, can it understand the thoughts,
beliefs, and desires of other Al-driven characters and real users?

This thesis aims to explore the intersection of interactive storytelling, artificial intelligence, and
the Theory of Mind, particularly focusing on how they function together within simulation games. The
objective is to achieve more credible responses from intelligent agents during interactions in a virtual
environment. Through this exploration, the ultimate goal is to understand the possibilities and challenges
involved in integrating digital narratives with a deeper sense of a humane understanding. This research

draws inspiration from basic storytelling archetypes and the principles of Theory of Mind.
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