dilmmemanon nveuinfimmnszh

‘ a d o [V Y
a1suailszAnsdmiudazaslunu

ARTIFICIAL EMOTION IN GAME CHARACTER

¢ o a n‘
ansan Smlszang

VITEIN AIUIN

Al A
& /98
95

ALIRLR SO
820286 . 11242ba7
-4 0.0, 29911

VAN LY
uanoud

a 1 3 s = v A
PBaaniinusiiiludumilvesmsannmunidngasifSaaniamssumansiasdia
a a a a <
ﬂ'lﬂ')‘lﬂ’Jﬂ'JﬂiiilﬂﬂN‘ﬂ’J!ﬂﬂ‘g AUSIAINTTUAITAI
o = Vv v @
ﬁﬂ'l‘l.l‘i—l!'ﬂﬂi‘uii‘lﬂ‘wﬁ%i]ﬂulﬂﬁ]m]f]m‘ﬂ‘ﬁ'lﬁﬂ]ﬂﬂiﬁiﬂﬂ

=i =
In1sany 2550



J o d o [P
p1suailszAngfimiudazasluny

ARTIFICIAL EMOTION IN GAME CHARACTER

¢ = q‘
261590 3nszans

VFIHIA AIHIN

o ¢ % = ar o
Waaniinusiiuaunilvesmsanmnmunangnifiganiainssumansiuna
=Y =Y =Y g o d
MATIININTINNONNAADS AU IAINTIUMANS
T o4 v v ar
aohumaluladinszeoundudgannisainnszia

Umsanw 2550



) ) o
YsaygiinusilnisAnui 2550
= = = o
MAITVIFINTTUNDUN UNDS
S o wr ! @
AnzIRINssumans aniuna Tulagwszaounduihgunmsaransza
2 L4 s do o @
4 osuallszAvidmSudnzas unw

Artificial Emotion in Game Character

Yo o

AEONE
1. 10 99347 $nilszdng SHAINANY1 47010083
2. U0 VFTLIN AU SHAIINANYI 47010402

P L2
(ﬂ'i.'J‘i'mlUEgIﬂﬂl)ﬁ/_

o ~
(9197158 1UN Mﬂﬂﬂ?@liﬁ‘]ﬁ)

oA [
919150M5 Ny

P
a19158n15nH0



o1suailseAngamiualazashany

o [ a o
WY 9959 imlszans 47010083
' 1
WY UTTUIN AU 47010402
ar 4 : Sl (9
A3. 137U GIABGY AR RFLARMY IR
4 = L] '
91913 010UN WAAARY 919138013113

ANy 2550
(V3 ]
UNAALD

iiroa91nilagriu Tanldaawaulsludu AE (Artificial Emotion) fiuadian3isunna
Tasfinmswanietieaaiios nazinmlszgndldlunawadwdoiu Taommizdiun
a o Y 1 K] ¥ a a aoa o Ly LKl hlyﬁ 1
wma w1251 AE g ldinannuaues 1331 uazad19ersuals iy laiuetis
40 o Yo ] a A o fq Vo A i A I
A At gia 39l uARnezti AE u1szgna 19 3D Simulation Game e 1¥1 iy
o Y 9 3 (4 o o b ¥ ¥
annsanpuausnuiay 18 lndinseiuanuee Tasmsimauiniediu Al uaz A
Software Engincering Tunmswau 1dsunsu
::i’d o . . a ¥ = v
ahmuigyeelsenifensWaiiuny 3D Simulation Useneudums [meatia AE 140

o A o o o AaAa LY 9/ v A LY o -
Wszyna Lwamaaamﬁmmumm'lumaqma:ﬂs'lumn"lﬂ1ﬂagﬂuanuﬂa1nzﬁui)ﬁamﬂmm



Artificial Emotion in Game Character

Mr. Jaturong Rukprasit 47010083
Mr. Bunyong Khongnuam 47010402
Dr. Voravat Limpokha Advisor
Mr. Anek Mongkolwoothidech Co-Advisor

Academic Year 2007
ABSTRACT

At present, AE has become more widespread in the world. It has been developed
continued and it can be applied in many cases, especially, entertainment because AE can help the
picture to be real, lively and good feeling.

Therefore, the constructors have an idea that we will take AE to be applied with 3D in
order to make the game to be close to the real and suit with the players by bring the knowledge of
Al and software engineering to develop this program.

The target of this project is the 3D simul;;tion game development and the applying of AE

technique for duplicate the daily life of the game characters to be close to the real.
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2.5 Game Engine
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1#dne1atian middleware s1zdumln platform Tanuaassarlunmsldauaiuninu
#9IN15409 core MDY middleware DU game engine 921l platform abstraction NAWITON
4 T3 & a $
Tinudqmuiseldaulduunaion platform Taouny ludoaihmsdsunaon source code
i p
ar n’: = Vo =
YOAUNVUINUA HAWAIIN game middleware ﬂzgﬂ@ﬂﬂlluv1ﬂﬁﬁﬂym$ component-basedN 92
. qy 4 ¥ A ad 4 4 ﬂ Y ]
Mixeusa)dou component 1in1A lavdrwdao1vvzddunsounsduiiiu’ld game engine
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2.5.1 3D engine

3D engine WIUARIWAMNTOZNNIS render AW engine MEIRABI0IY
unwaunnulumsitounsely middleware 52UV engine mdﬁ”gnﬁun'h graphics engine ,
rendering engine W30 3D engine A290719%U Realm Forge, Ogre, Power Render, Crystal Space,
Genesis3D, 1A% Panda3D Fauanwwaludnume object oriented TuTan 3D Fevil¥nisadie

» ¥
INUI009
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2.52 Game engine NiiluniivnTuilegiu

nuadlu 2 Uszinm Ao

2.5.2.1 Game engine A1 License

2.5.2.2

2.5.3 Panda3D

Torque Game Engine
TV3D SDK 6
3DGameStudio

C4 Engine

Unity

Cipher

3Impact

Beyond Virtual

Deep Creator

DarkBASIC Pro

Free Game engine ( open source )
OGRE

Crystal Space

Irrlicht

JME

Panda3D

Reality Factory

The Nebula Device 2

Realm Forge GDK
OpenSceneGraph

Blender Game Engine
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6. ATVAYUMTIINUAYIZVVURTANIING Windows LA Linux
o
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10.
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2.6 FUZZY LOGIC
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fa A A i o s
ﬁanmuamaﬂnmwgnmwm 4 W15 wein e {a, b, c, d}
0 N
{(x—a)ib—-a) a=x=b
mapezoidalix:a.b.c.d)y=- 1 bsyv=c
. o \ (2.8)
(d-0dd-c) czxad

0 xad

o o L4 . . .
3. Weanvunaweu (Gaussian membership function)

o o ¢ - =1 u‘: =Y oA P &8 -
HINFUMALTEUUNINUA 2 WITNABTAD {m, 6} ¥I m NUIWDINUNDY LAY

o MU0 ANDUIULIATTIY
(x—m™) !

*

r

(2.9}

guassian(x :m.c ) = exp)

4. Rafduszaianth (Beli-shaped membership function)

o w ar ° =Y o 3 [
Handugiszaisnilimsiimesnanua 3 mfe {a, b, c}

bell — shaped(x:a.b.c)=————
— (2.10)

5. AanFuduod (Smooth Membership Function)

o o ar =y o :j v
Handugdneaiimsiliweinanua 2 mfe {a, b}

0 . X=<a

I

Q2
[FAN

(2.11)

2
b
S =

S(x:a.b)=5 £ p?
x—

1A
-t
I
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i
>

6. HanFuduaa (Z-membership function)

&Y o = ¢ o 4
Handugaaeaiimslimeiianua 2 fA1fe {a, b}
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1 . e 9 ]
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1
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IF premise (antecedent), THEN conclusion (consequent)w
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Fuzzy Fuzzy

taput Fuznficahon _>Outpu!

31]‘?; 2.31 Sunoudt 3 veamsszuanauuuitydasin
SEmsiuiiumaquaie  (Fuzzification)  33msfiloniFlunsaniumunawa
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Mathemarnc
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2.6.11 52UUNGHFFY0NUNAIN (Mamdani)

~ =

ssuungiaduuy Mamdani  dluszvuiitianuiionlfinnfigassuomilslume
Uua Fussuuflgsulsmuniludedaas temuiesafouietaunn Uy, xU,
x-eox Upiihu W
AR L:TF (v, is 4,) AND (xsis 4.) AND ... AND (x, is -4, ) THEN s}is ¢,
ﬂg'ﬁ 2: IF (xyis 4. YAND {1215 4, ) AND ... AND (v, 15 4., ) THEN yis C.
ngﬁ L:TF (viis 4,,) AND (x: 5 4;.) AND ... AND (v is .4, 3 THEN vis C,

Y s ‘=' ar = o o L4
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iy = (o, £ Cod)
¢ - o v ~ o & '
pas v RNaisdtmuan ldnnmsyfiounadninnuaazng
Ciiw) = (e, ~ Ciov)). (2.17)
C(w)y = Cj(w’ Clw) = (o, A G WD v (@ A C:ar)
qathe mindesmsmaeanaiiiuamaly annsamleetnsuasmiAadilun,
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Tool Class DiatogHead
»ﬁun:n(_(od Class Player [ e == Talkwnth ——
“:,; gr:! 4 Map [myAyatar 4 1
Liten_ Seltiax 1 [Environ_)de .:‘)'Fi:
[Pos_lok ec
:::-;“’:9“ . Home Rl e Closs World Class DiakogGirl
b 1 HPos_Home [+stopnm() jtext_day Tallwth —
:x:m::,ﬂmm c"”:;:“"' ﬁmnmn_smp »s:anad@nn()) Hext_season s .
BoxT [ rycal 'os_Shop j+stopaction{ HagH
: Hdd\’DnBox(; [imebeg Environ_Bant 1 Jrincbar() HagG -
t e Pos._Bent frshowbat{} 12gS Class DiatogSale
i [Minimap 00 ) tagl. Taikwath
Emotion 1 hour Light . tagB . 4 -
[ Personaiity ;’::' F{oacFogy) ] | pushtaik
[ orait }+DetFogl)
ensitive ::a:::n t+LoadRaini} q Pl:l.ns Sawve Y Ciass DislogLoan
[ Mood . _namel | braetkey(} T alkwath
Memaory 1 lincexseason DelRaint) il
ELovePt ! b Shaw_Minimap() text_day |+ deryQuesti)
"Lave I;f:(;« ; 1 hindexweek L +ude_Minimap() text_teason |+ acoeptQuest]} ! !
[ pcmeloved) Tagar eent I+Set_Environidel) ———t money rrowel_sender) |
[+ Chveck_Surpise() myOnscreentme [+ Delete_| ) 1 -account lese_sendes() -
[ Check Femt: [+ Time(} |+ Set_ErvironHome() day l+tatdcar) Class DialogSender
+ Check_Joyt) [+runtimey{} [+ Detete_ErvironHome() 1 Hindexweek I+ paid() Fealkwath
[ ) [+pavsel) J+Set_ErvitonShop() Lindexseason | fvnotpaid()
[ Cpeck Dot rshowtme) - Detete_EnvironShopi) Lyear b buysale() !
Lon “*—5“‘ z ,“ [+ checkday() |+Set_EnvironBent(} Fhour |+1alksalef)
= [*changedayt) |+ Delete_ErvironBer)y . [minute {+checkQuest() 5
[ ) [ 3 tagH i+checktalkNPC() 1 Class Dialogtalk
1 129G b checkNPC{)
1
1 tagS iti
Cultivate ") 05 Bent ey Neloamiviumld M L cunanicalogue
o pant M""‘" 1 [Water_Pig 1208 ,’:‘“* "'(‘)" | dologuechaice K
| Fos or @ H\atei_Chic Lan ) -cuttentChar
Plart Dy I [Food_Pig currentTime
b &) 1 |Speed 0s1 [Food_Chic 1 -maaﬂ(
+tpdate_halfday rStop M 1 Hanishtaik
oo St ¥l LSteep Chc | McChc 1| 4 Lnamedspiay
s Drgi) 1 *Movetol) |} [-Number_Pig Htextdispiay
s wates() b+ StepPlayet() gumbef_chie Class L taskialk
[+ Grow() ) el 1 )
Lt New_Chic{} m 41y pedalogue()
:;.od ;Qua() ol.e8 [+ New_Pig() sl oaner |+ hice Chatbox(}
Pick() " F i+ Update_Bert() Pool 'Lnad:Eanev() P [+showChethox ()
Plant 1 1 ish [+pausel oaner()
e B o L [ ecktommi) —— 1
[Type Stah ) [ ot wergnt [+ DeleteLoaner(} Class Girl Clats Haad
L Rate, water INetooa K- | Text_detait m e
Rate ter No_water - [+ New_fizhi) 1sGit FisHead
rGrade Time sick |1 | + Show_detsit_Frt{) > LoadGirl) FLoadHendl)
FCan_ick Medical Buftalo [+ Mark) Class Sender {* DeteteGin) [+backHead()
[+ Unman) - % [*DeleteHeak)
[+ Sell_Tishi} [,
i l+Shoe_detail_sed() T isSender (Tr
[*Move_chooee_Fish(}| |1  [*Loadsender(} Class CharacterTable
> Cancel_Sefl{) D ) F
[+ Approve_Sel() ad

[ b 4
511 3.15 Class Diagram 53uvanuaves lsunsy



57

3.5 Artificial Emotion
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° :J 1 o <
3.5.2 MNUANE (Rule Base) NINUANTINANIZNUNIDISNBIAIN

3521  Surpise (Ysznamnlo)

HoSuRsinansENy - Level of sensitive musou v lusisualvesdiazas)
- Level of event (3efutiazaNnydfyvaungnise)
- Memory ( AN IVOILARZAIAZAT)
N7 (Rule Base)
1. If (Level of sensitive is H) and (Level of event is H) and (Memory is N) them (Output is VH)
2. If (Level of sensitive is H) and (Level of event is H) and (Memory is S) them (Qutput is H)
3. If (Level of sensitive is H) and (Level of event is H) and (Memory is A) them (Output is L)
4. If (Level of sensitive is H) and (Level of event is L) and (Memory is N) them (Output is H)
5. If (Level of sensitive is H) and (Level of event is L) and (Memory is S) them (Output is M)
6. If (Level of sensitive is H) and (Level of event is L) and (Memory is A) them (Output is VL)
7. If (Level of sensitive is L) and (Level of event is H) and (Memory is N) them (Output is H)
8. If (Level of sensitive is L) and (Level of event is H) and (Memory is S) them (Output is M)
9. If (Level of sensitive 1s L) and (Level of event is H) and (Memory is A) them (Output is VL)
10. If (Level of sensitive is L) and (Level of event is L) and (Memory is N) them (Output is M)
11. If (Level of sensitive is L) and (Level of event is L) and (Memory is S) them (Output is L)

12.If (Level of sensitive is L)} and (Level of event is L) and (Memory is A) them (Output is VL)

3.5.2.2 Fear (N22)

Josuiisimanszny - Personality (HABIRWIZAIUDIABZAIAZAT)
- Level of sensitive (mméau"lmiummnfmmﬁaa:m)
- Level of event (s:ﬁmmzmmﬁﬁnummme}mmf)
- Memory ( 17IUNIINVOWANLAIALAT)
Nf (Rule Base)

1. If (Personality is G) and (Level of sensitive is H) and (Level of event is H) and {Memory is N)

them (Output is VH)

2 If (Personality is G} and (Level of sensitive is H) and (Level of event is H) and (Memory is S)

them (Output is H)
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3. If (Personality is G) and (Level of sensitive is H) and (Level of event is H) and (Memory is A)
them (Output is M)

4 If (Personality is G) and (Level of sensitive is H) and (Level of event is L) and (Memory is N)
them (Qutput is M)

5. 1f (Personality is G) and (Levcl of sensitive is H) and (Level of event is L) and (Memory is S)
them (Output is M)

6 If (Personality is G) and (Level of sensitive 1s H) and (Level of event is L) and (Memory is A)
them (Qutput is VL)

7. If (Personality is G) and (Level of sensitive is L) and (Level of event is H) and (Memory is N)
them (Qutput is H)

8. If (Personality is G) and (Level of sensitive is L) and (Level of event is H) and (Memory is S)
them (Qutput is M)

9. If (Personality is G) and (Level of sensitive is L) and (Level of event is H) and (Memory is A)
them (Cutput is L)

10If (Personality is G) and (Level of sensitive is L) and (Level of event is L) and (Memory is N)
them (Output is M)

11.If (Personality is G) and (Level of sensitive is L) and (Level of event is L) and (Memory is S)
them (Output is VL)

12.If (Personality is G) and (Level of sensitive is L) and (Level of event is L) and {Memory is A)
them (Output is VL)

13.If (Personality is B) and (Level of sensitive is H) and (Level of event is H) and (Memory is N)
them (Qutput is VH)

14If (Personality is B) and (Level of sensitive is H) and (Level of event is H) and (Memory is S)
them (Output is H)

15.1f (Personality is B) and (Level of sensitive is H) and (Level of event is H} and {Memory is A)
them (Output is M)

16.If (Personality is B) and (Level of sensitive is H) and (Level of event is L) and {Memory is N)
them (OQutput is H)

17.If {Personality is B) and (Level of sensitive is H) and (Level of event is L) and (Memory is S)

them (Output is M)
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18.1f (Personality is B) and (Level of sensitive is H) and (Level of event is L) and (Memory is A)
them (Qutput is VL)

19.If (Personality is B) and (Level of sensitive is L) and (Level of event is H) and (Memory is N)
themn (Output is H)

20.If (Personality is B) and (Level of sensitive is L) and (Level of event is H) and (Memory is S)
them (Output is M)

21.If (Personality 1s B) and (Level of sensitive is L) and (Level of event is H) and (Memory is A)
them (Output is H)

22 If (Personality is B) and (Level of sensitive is L) and (I.evel of event is L) and (Memory is N)
them (Output is M)

23. If (Personality is B) and (Level of sensitive is L) and (Level of event is L) and (Memory is S)
them (Output is L)

24. 1f (Personality is B) and (Level of sensitive is L) and (Level of event is L) and (Memory is A)

them (Qutput is VL)

3.5.2.3 joy (Al0)

Jodoiiinanszn - Mood (mazmsuafmmﬁmzﬂﬂwmmfu)
- Personality (UHFUMWIZAIVOILUAAZAIAZAT)
- Level of sensitive (ANuoou Tnarluorsuelvosdiiazas)
- Level of event (32A1AZANNEIANYOUNANTEI)
- Memory ( A1UNIDIV0IUAAZAIASAT)
N§) (Rule Base)
1. If (Personality is G) and (Mood is G) and (Level of sensitive is H) and (Level of event is H)
and (Memory is N) them (Output is VH)
2. If (Personality is G) and (Mood is G) and (Level of sensitive is H) and (Level of event is H)
and (Memory is S) them (Qutput is H)
3. If (Personality is G) and (Mood is G} and (Level of sensitive is H) and (Level of event is H)
and (Memory is A) them (Output 1s M)
4. 1f (Personality is G) and (Mood is G) and (Level of sensitive is H) and (Level of event is L)

and {(Memory is N) them (Output is L)
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5. If (Personality is G) and (Mood is G) and (Level of sensitive is H) and (Level of event is L)
and (Memory is S) them (Output is L)

6. If (Personality is G) and (Mood is G) and (Level of sensitive is H) and (Level of event is L)
and (Memory is A) them (Output is M)

7. If (Personality is G) and (Mood is G) and (Level of sensitive is L) and (Level of event is H)
and (Memory is N) them (Output is H)

8. If (Personality is G) and (Mood is G) and (Level of sensitive is L) and (Level of event is H)
and (Memory is S) them (Qutput is M)

9. If (Personality is G) and (Mood is G) and (Level of sensitive is L) and (Level of event is H)
and (Memory is A) them (Output is L)

10. If (Personality is G) and (Mood is G) and (Level of sensitive is L) and (Level of event is L)
and (Memory is N) them (Output is L)

I1. If (Personality is G) and (Mood is G) and (Level of sensitive is L) and (Level of event is L)
and (Memory is S) them (Output is VL)

12. If (Personality 1s G) and (Mood is G) and (Level of sensitive is L) and (Level of event is L)
and (Memory is A) them (Output is VL)

13. If (Personality is G) and (Mood is B) and (Level of sensitive is H) and (Level of event is H)
and (Memory is N) them (Output is M)

14, If (Personality is G) and (Mood is B) and (Level of sensitive is H)} and (Level of event is H)
and (Memory is S) them (Output is M)

15. If (Personality is G) and (Mood is B) and {(Level of sensitive is H) and (Level of event is H)
and (Memory is A) them (Output is M)

16. If (Personality is G) and (Mood is B) and (Level of sensitive is H) and (Level of event is L)
and (Memory is N) them (Output is L)

17. If (Personality is G) and (Mood is B) and (Level of sensitive is H) and (Level of event is L)
and (Memory is S) them (Qutput is L)

18. If (Personality is G) and (Mood is B) and (Level of sensitive is H) and (Level of event is L)
and (Memory is A} them (Output is L)

19. If (Personality is G) and (Mood is B) and (Level of sensitive is L) and (Level of event is H)

and (Memory is N} them (Output is L)



20. If (Personality is G) and (Mood is B) and
and (Memory is S) them (Output is L)

21. If (Personality is G) and (Mood is B) and
and (Memory is A) them (Output is L)

22, If (Personality is G) and (Mood is B) and
and (Memory is N) them (Output is VL)

23. If (Personality is G) and (Mood is B) and
and (Memory is S) them (Output is VL)

24, If (Personality is G) and (Mood is B) and
and (Memory is A) them (Output is VL)

25. If (Personality is B) and (Mood is G) and
and (Memory is N} them (Qutput is VH)

26. If (Personality is B) and (Mood is G) and
and (Memory is S) them (Output is H)

27. If (Personality is B) and (Mood is G) and
and (Memory is A) them (Output is M)

28. If (Personality is B) and (Mood is G) and
and (Memory is N) them (Output is L)

29. If (Personality is B} and (Mood is G) and
and (Memory is S) them (Output is L)

30. If (Personality is B} and (Mood is G) and
and (Memory is A) them (Output is VL)

31. If (Personality is B) and (Mood is G) and
and (Memory is N) them (Output is M)

32. If (Personality is B) and (Mood is G) and
and (Memory is S) them (Output is L)

33. If (Personality is B) and (Mood is G) and
and (Memory is A) them (Output is VL)

34. If (Personality is B) and (Mood is G) and

and (Memory is N) them (Output is VL)
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(Level of sensitive is L) and (Level of event is H)

(Level of sensitive is L) and (Level of event is H)

(Level of sensitive is L) and (Level of event is L)

(Level of sensitive is L) and (Level of event is L)

(Level of sensitive is L) and (Level of event is L)

(Level of sensitive is H) and (Level of event is H)

(Level of sensitive is H) and (Level of event is H)

(Level of sensitive is H) and (Level of event is H)

(Level of sensitive is H) and (Level of event is )

(Level of sensitive is H) and (Level of event is L)

{Level of sensitive is H) and (Level of event is L)

(Level of sensitive 1s L) and (Level of event is H)

(Level of sensitive is L) and (Level of event is H)

(Level of sensitive is L) and (Level of event is H)

(Level of sensitive is L) and (Level of event is L)



35, If (Personality is B) and (Mood is G) and
and (Memory is S) them (Output is VL)

36. If (Personality is B) and (Mood is G) and
and (Memory is A) them (Output is VL)

37. If (Personality is B) and (Mood is B) and
and (Memory is N) them (Output is H)

38. If (Personality is B) and (Mood is B) and
and (Memory is S) them (Output is H)

39. If (Personality is B) and (Mood is B} and
and (Memory is A} them (Output is H)

40. If (Personality is B) and (Mood is B) and
and (Memory is N) them (Output is L)

41. If (Personality is B) and (Mood is B) and
and (Memory is S) them (Output is L)

42. If (Personality is B) and (Mood is B) and
and (Memory is A) them (OQutput is L)

43. If (Personality is B) and {Mood is B) and
and (Memory is N) them (Qutput is M)

44, If (Personality is B) and (Mocd is B) and
and (Memory is S) them {Output is M)

45. If (Personality is B) and (Mood is B) and
and (Memory is A) them (Output is M)

46. If (Personality is B) and (Mood is B) and
and (Memory is N) them (Qutput is L)

47. If (Personality is B) and (Mood is B) and
and {Memory is S) them (Qutput is L)

48. If (Personality is B) and (Mood is B) and

and (Memory is A) them (Output is L)

3.5.2.4 Disgust (Vuzuvy3)
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(Level of sensitive is L) and (Level of event is L)

(Level of sensitive is L) and (Level of event is L)

{Level of sensitive is H) and (Level of event is H)

{Level of sensitive is H) and (Level of event is H)

(Levet of sensitive is H) and (Level of event is H)

(Level of sensitive is H) and (Level of event is L)

(Level of sensitive is H) and (Level of event is L)

(Level of sensitive is H) and (Level of event is L)

(Level of sensitive is L) and (Level of event is H)

(Level of sensitive is L) and (Level of event is H)

(Level of sensitive is L) and (Level of event is H)

{Level of sensitive is L) and (Level of event is L)

(Level of sensitive is L)} and (Level of event is L)

(Level of sensitive is L) and (Level of event is L)

W o as ;
ﬁ‘i) HNUHANTENY - Mood (mazm‘mm‘umﬂJazﬂ‘iﬂluﬂumzuu)
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- Personality (HABIRWIZAIVOUAATAIAZAT)
- Level of sensitive (ANugau maluersusivosdazas)
- Level of event (32AULATANUENYVDUNAMT D)
- Memory ( AN HI1YDUATSAIAZAS)
N (Rule Base)
1. If (Personatlity is G) and (Mood is G) and (Level of sensitive is H) and (Level of event is H)
and (Memory is N) them (Output is VH)
2. If (Personality is G) and (Mood is G) and (Level of sensitive is H) and {Level of event is H)
and (Memory is S) them (Output is H)
3. If (Personality is G) and (Mood is G) and (Level of sensitive is H) and (Level of event is H)
and (Memory is A) them (Output is VL)
4. If (Personality is G) and (Mood is G) and (Level of sensitive is H) and (Level of event is L)
and (Memory is N) them (Output is M)
5. If (Personality is G) and (Mood is G) and (Level of sensitive is H) and (Level of event is L)
and (Memory is S) them (Output is M)
6. If (Personality is G) and (Mood is G) and (Level of sensitive is H) and (Level of event is L)
and (Memory is A) them (Output is L)
7. If (Personality is G) and (Mood is G) and {Level of sensitive is L) and (Level of event is H)
and (Memory is N) them (Output is VH)
8. If (Personality is G) and (Mood is G) and (Level of sensitive is L) and (Level of event is H)
and (Memory is S) them (Output is VH)
9, If (Personality is G) and (Mood is G) and (Level of sensitive is L) and (Level of event is H)
and (Memory is A) them (Output is VH)
10. If (Personality is G) and (Mood is G) and (Level of sensitive is L) and (Level of event is L)
and (Memory is N) them (Output is H)
11. If {(Personality is G) and (Mood is G) and (Level of sensitive is L) and (Level of event is L)
and (Memory is S) them (Output is H)
12. If (Personality is G) and (Mood is G) and (Level of sensitive is I.) and (Level of event is L)
and (Memory is A) them (Output is M)
13. If (Personality is G) and (Mood is B) and {(Level of sensitive is H) and (Level of event is H)

and (Memory is N) them (Output is M)



14, If (Personality is G) and (Mood is B) and
and (Memory is S) them (Output is M)

15. If (Personality is G) and (Mood is B) and
and (Memory is A) them (Output is M)

16. If (Personality is G) and (Mood is B) and
and (Memory is N) them (Output is M)

17. I (Personality is G) and (Mood is B) and
and (Memory is S) them (Output is L)

18. If (Personality is G) and (Mood is B) and
and (Memory is A) them (Output is VL)

19. If (Personality is G) and (Mood is B) and
and (Memory is N) them (Output is M)

20. If (Personality is G) and (Mood is B) and
and {Memory is S) them (Output is M)

21. If (Personality is G) and (Mood is B} and
and (Memory is A) them (Output is M)

22. If (Personality is G) and (Mood is B) and
and (Memory is N) them (Output is L)

23. If (Personality is G) and (Mood is B) and
and {(Memory is S) them (Output is L)

24. 1f (Personality is G) and (Mood is B) and
and (Memory is A) them (Output is VL)

25. If (Personality is B) and (Mood is G) and
and (Memory is N) them (Output is VH)

26. If (Personality is B) and (Mood is G) and
and (Memory is S) them (Output is VH)

27. 1f (Personality is B) and {Mood is G) and
and {Memory is A) them (Output is H)

28. If (Personality is B) and (Mood is G) and

and (Memory is N) them (Output is VH)
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(Level of sensitive is H) and (L.evel of event is H)

(Level of sensitive is H) and (Level of event is H)

(Level of sensitive is H) and (Level of event is L)

(Level of sensitive is H) and (Level of event is L)

(Level of sensitive is H) and (Level of event is L)

(Level of sensitive is L) and (Level of event is H)

(Level of sensitive is L) and (Level of event is H)

{Level of sensitive is L) and {Level of event is H)

(Level of sensitive is L) and (Level of event is L)

(Level of sensitive is L) and (Level of eventis L)

(Level of sensitive is L) and (Level of event is L)

(Level of sensitive is H) and (Level of event is H)

{Level of sensitive is H) and (Level of event is H)

(Level of sensitive is H) and (Level of event is H)

(Level of sensitive is H) and (Level of event is L)



29 If (Personality is B) and (Mood is G) and
and (Memory is S) them (Output is H)

30. If (Personality is B) and (Mood is G) and
and (Memory is A) them (Qutput is H)

31. If (Personality is B) and (Mood is G) and
and (Memory is N) them (Output is VH)

32. If (Personality is B) and (Mood is G) and
and (Memory is S) them (Output is VH)

33, If (Personality is B) and (Mood is G) and
and (Memory is A) them (Output is H)

34. If (Personality is B) and (Mood is G) and
and (Memory is N) them (Output is VH)

35. If (Personality is B) and (Mood is G) and
and (Memory is S) them (Output is H)

36. If (Personality is B) and (Mood is G) and
and (Memory is A) them (Output is M)

37. If (Personality is B) and (Mood is B) and
and (Memory is N) them (Output is H)

38. If (Personality is B) and (Mood is B) and
and (Memory is S) them (Output is M)

39, If (Personality is B) and (Mood is B) and
and (Memory is A) them (Output is VL)

40. If (Personality is B) and (Mood is B) and
and (Memory is N) them (Output is M)

41. If (Personality is B) and (Mood is B) and
and (Memory is S) them (Output is VL)

42. If (Personality is B) and (Mood is B) and
and (Memory is A) them (Output is VL)

43. If (Personality is B) and (Mood is B) and

and (Memory is N) them (Output is VH)

68

(Level of sensitive is H) and (Level of event is L)

(Level of sensitive 1s H) and (Level of event is L)

(Level of sensitive is L} and (Level of event is H)

(Level of sensitive 1s L) and (Level of event is H)

(Level of sensitive is L) and (Level of event is H)

(Level of sensitive is L) and (Level of event is L)

(Level of sensitive is L) and (Leve! of event is L)

(Level of sensitive is L) and (Level of event is L)

(Level of sensitive is H) and (Level of event is H)

(Level of sensitive is H) and (Level of event is H)

(Level of sensitive is H) and (Level of event is H)

(Level of sensitive is H) and (Level of event is L)

{Level of sensitive is H) and (Level of event 15 L)

(Level of sensitive is H) and (Level of event is L)

(Level of sensitive is L) and (Level of event is H)
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44. 1f (Personality is B) and (Mood is B) and (Level of sensitive is L} and (Level of event is H)
and (Memory is S} them (Output is M)

45. If (Personality is B) and (Mood is B) and (Level of sensitive is 1) and (Level of event is H)
and (Memory 1s A) them (Output is VL)

46. If (Personality is B) and (Mood is B) and (Level of sensitive is L) and (Level of event is L)
and (Memory is N) them (Output is VH)

47. If (Personality is B) and (Mood is B) and (Level of sensitive is L.} and (Level of event is L)
and (Memory is S) them (Qutput is H)

48. If (Personality is B) and (Mood is B) and (Level of sensitive is L) and (Level of event is L)

and (Memory is A) them (Qutput is L)

3.5.2.5 Angry (In3%)

Josufifinansyny - Mood (mazmsnnfmmﬁaazﬂ'i‘lummztfu)
- Personality (HAUMNIZAIVOUIADZAIAZAT)
- Level of sensitive (ﬂmmiﬂu"lﬁa‘lumﬁmﬁmmﬁmzm)
- Level of event (szAuIRzANNd A Yv0IMANIS 0l
- Memory ( ATUNITITIVOIAATAINZAT)
1) (Rule Base}
1. If (Personality is G) and (Mood is G) and (Level of sensitive is H) and (Level of event is H)
and (Memory is N) them (Output is H)
2. If (Personality is G) and (Mood is G) and {(Level of sensitive is H) and (Level of event is H)
and (Memory is S) them (Output is M)
3. If (Personality is G) and (Mood is G) and (Level of sensitive is H) and (Level of event is H)
and (Memory is A) them (Output is M)
4. If (Personality is G) and (Mood is G) and (Level of sensitive is H) and (Level of event is L)
and (Memory is N) them (Qutput is L)
5. If (Personality is G) and (Mood is G) and (Level of sensitive is H) and (Level of event is L)
and (Memory is S) them (Output is VL)
6. If (Personality is G) and (Mood is G) and (Level of sensitive is H) and (Level of event is L)

and (Memory is A) them (Output is VL)
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7. 1f (Personality is G) and (Mood is G) and (Level of sensitive is L) and (Level of event is H)

and (Memory is N) them (Output is VH)

8. If (Personality is G) and (Mood is G) and (Level of sensitive is L)} and (Level of event is H)

and (Memory is S) them (Output is H)

9. If (Personality is G) and (Mood is G} and (Level of sensitive is L) and (Level of event is H)

and (Memory is A) them (Output is H)

10. If (Personality is G) and (Mood is G) and
and (Memory is N) them (Output is M)

11. If (Personality is G) and (Mood is G} and
and (Memory is S) them (Output is L)

12. If (Personality is G) and (Mood is G) and
and (Memory is A) them (Output is L)

13. If (Personality is G) and (Mood is B) and
and (Memory is N) them (Output is M)

14, If (Personality is G) and (Mood is B) and
and (Memory is S) them (Output is L)

15. If (Personality 1s G) and (Mood is B) and
and (Memory is A) them (Output is VL)

16. If (Personality is G) and (Mood is B) and
and (Memory is N) them (Output is VL)

17. If (Personality is G) and (Mood is B) and
and (Memory is S) them (Output is L)

18. If (Personality is G) and (Mood is B) and
and (Memory is A) them (Output is L)

19. If (Personality is G) and (Mood is B) and
and (Memory is N) them (Output is M)

20. If (Personality is G) and (Mood is B) and
and (Memory is S) them (Output is M)

21. If (Personality is G) and (Mood is B) and

and (Memory is A) them (Output is L)

(Level of sensitive is L) and (Level of event is L)

(Level of sensitive is L) and (Level of event is L)

(Level of sensitive is L) and (Level of event is L)

(Level of sensitive is H) and (Level of event is H)

(Level of sensitive is H) and (Level of event is H)

(Level of sensitive is H) and (Level of event is H)

(Level of sensitive is H) and (Level of event is L)

(Level of sensitive is H) and (Level of event1s L)

(Level of sensitive is H) and (Level of event is L)

(Level of sensitive 1s L) and (Level of event 1s H)

(Level of sensitive is L) and (Level of event is H)

(Level of sensitive is L) and (Level of event is H)



22. If (Personality is G) and (Mood is B) and
and (Memory is N) them (Qutput is L)

23. If (Personality is G) and (Mood is B) and
and (Memory is S) them (Qutput is L)

24. 1f (Personality is G) and (Mood is B) and
and (Memory is A) them (Output is M)

25. If (Personality is B) and (Mood is G) and
and (Memory is N} them (Output is VH)

26. If (Personality is B) and (Mood is G) and
and (Memory is S) them (Output is H)

27. If (Personality is B) and (Mood is G) and
and (Memory is A) them (Output is H)

28. If (Personality is B) and (Mood is G} and
and (Memory is N) them (Qutput is M)

29. If (Personality is B) and (Mood is G} and
and (Memory is S) them (Qutput is M)

30. If (Personality is B} and (Mood is G) and
and {Memory is A) them (Output is H)

31. If (Personality is B) and (Mood is G) and
and {(Memory is N) them (Output is VH)

32. If (Personality is B) and (Mood is G) and
and {Memory is S) them (Output is VH)

33. If (Personality is B) and (Mood is G) and
and (Memory is A) them {OQutput is H)

34. If (Personality is B) and (Mood is G) and
and {(Memory is N) them {(Output is M)

" 35. If (Personality is B) and (Mood is G) and
and (Memory is S) them (Qutput is H)

36. If (Personality is B) and (Mood is G) and

and (Memory is A) them (Output is H)
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(Level of sensitive is L) and (Level of event is L)
(Level of sensitive is L) and (Level of event is L)
(Levcl of sensitive is L) and (Level of cvent is L)
{Level of sensitive is H) and (Level of event is H)
(Level of sensitive is H) and (Level of event is H)
(Level of sensitive is H) and (Level of event is H)
(Level of sensitive is H) and (Level of eventis L)
(Level of sensitive is H) and (Level of event is L)
(Level of sensitive is H) efnd (Level of eventis L)
(Level of sensitive is L) and (Level of event is H)
(Level of sensitive is L) and (Level of event is H)
(Level of sensitive is L) and (Level of event is H)
(Level of sensitive is L) and (Level of event is L)
(Level of sensitive is L) and (Level of event is L)

(Level of sensitive is L) and (Level of event is L)
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37. If (Personality is B) and (Mood is B) and (Level of sensitive is H) and (Level of event is H)
and (Memory is N) them (OQutput is M)

38. If (Personality is B) and (Mood is B) and (Level of sensitive is H) and (Lcvel of event is H)
and (Mcmory is S) them (Output is H)

39. If (Personality is B) and (Mood is B) and (Lcvel of sensitive is H) and (Level of event 1s H)
and (Memory is A) them (Output is H)

40. If (Personality is B) and (Mood is B) and (Level of sensitive is H) and (Level of event is L)
and (Memory is N) them (Qutput is 1)

41. If (Personality is B) and (Mood is B) and (Level of sensitive is H) and (Level of event is L)
and (Memory is S) them (Output is M) ﬂ

42. 1f (Personality is B) and (Mood is B) and (Level of sensitive is H) and (Level of event is L)
and (Memory is A) them (Output is H)

43, 1f (Personality is B) and (Mood is B) and (Level of sensitive is L) and (Level of event is H)
and (Memory is N) them (Output is H)

44_1f (Personality is B) and (Mood is B) and (Level of sensitive is L) and (Level of event is H)
and (Memory is S) them (Output is H)

45, If (Personality is B) and (Mood is B) and (Level of sensitive is L) and (Level of event is H)
and (Memory is A) them (Output is M)

46. If (Personality is B) and (Mood is B) and (Level of sensitive is L) and (Level of event is L)
and (Memory is N) them (OQutput is M)

47, 1f (Personality is B) and (Mood is B) and (Level of sensitive is L) and (Level of event is L)
and (Memory is S) them (Output is H)

48. If (Personality is B) and (Mood is B) and (Level of sensitive is L) and (Level of event is L)

and (Memory is A) them (QOutput is H)

3.5.2.6 Sad (19131)

v daa 4 o n’l’
A NUHAATEND - Mood (A1ITDITURVDIAINTAT IHYNSITY)
- Personality (HaOMnI1ZAU0 A0SR 0SAS)
[] o ar
- Level of sensitive (mmﬂau‘lﬁ31umsummmma:m)

o . o o o,
~Level of event (53@H!lﬁ$ﬂ'ﬂﬁﬁ1ﬂf§ﬂ]ﬂﬂlﬁﬁlﬂ'lﬁﬂ.!)
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- Memory ( A21UN5I1UDIUABSHIAZAT)

Nf) (Rule Base)
1. If (Personality is G) and (Mood is G} and (Level of sensitive is H) and (Level of event is H)
and (Memory is N) them (Output is M)
2. If (Personality is G) and (Mood is G) and (Level of sensitive is H) and (Level of event is H)
and (Memory is S) them {(Output is M)
3. If (Personality is G) and (Mood is G) and (Level of sensitive is H) and (Level of event is H)
and (Memory is A) them (Output is L)
4. If (Personality is G) and (Mood is G) and (Level of sensitive is H) and (Level of event is L)
and (Memory is N) them (Output is L)
5. If (Personality is G) and (Mood is G) and (Level of sensitive is H) and (Level of event is L)
and (Memory is S) them (Output is L)
6. 1f (Personality is G) and (Mood is G} and (Level of sensitive is H) and (Level of event is L)
and (Memory is A) them (Output is VL)
7. if (Personality is G) and (Mood is G) and (Level of sensitive is L} and (Level of event is H)
and (Memory is N) them (Output is H)
8. If (Personality is G) and (Mood is G) and (Level of sensitive is L) and (Level of event is H)
and (Memory is S) them (Output is H)
9. If (Personality is G) and (Mood is G) and (Level of sensitive is L) and (Level of event is H)
and (Memory is A) them (Output is M)
10. If (Personality is G) and {Mood is G} and (Level of sensitive is L) and (Level of event is L)
and (Memory is N) them (Qutput is M)
11. If (Personality is G) and {Mood is G) and (Level of sensitive is L) and (Level of event is L)
and (Memory is S) them (Output is M)
12. If (Personality is G) and (Mood is G} and (Level of sensitive is L) and (Level of event is L)
and (Memory is A) them (Output is L)
13. If (Personality is G) and (Mood is B) and (Level of sensitive is H) and (Level of event is H)
and (Memory is N) them (Output is L)
14. If (Personality is G) and (Mood is B) and (Level of sensitive is H) and (Level of event is H)

and (Memory is S) them (Output is L)
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15. If (Personality is G) and (Mood is B) and (Level of sensitive is H) and (Level of event is H)
and (Memory is A) them (Qutput is VL)

16. If (Personality is G) and (Mood is B) and (Level of sensitive is H) and (Level of event is L)
and (Memery is N} them (Qutput is VL)

17. If (Personality is G} and (Mcod 1s B) and (Level of sensitive is H) and (Level of event is L)
and (Memory is S) them (Qutput is VL)

18. If (Personality is G) and (Mood is B) and (Level of sensitive is H) and (Level of event is L)
and (Memory is A) them (Qutput is VL)

19. If (Personality is G) and (Mood is B) and (Level of sensitive is L) and (Level of event is H)
and (Memory is N) them (Qutput is M)

20. If (Personality is G) and (Mood is B) and (Lcvel of sensitive is L) and (Level of event is H)
and (Memory is S) them (Output is M)

21. If (Personality is G) and (Mood is B) and (Level of sensitive is L) and (Level of event is H)
and (Memory is A) them (Output is L)

22. If (Personality is G) and (Mood is B) and (Level of sensitive is L) and (Level of event is L)
and (Memory is N) them (Qutput is L)

23, If (Personality is G) and (Mood is B) and (Level of sensitive is L) and (Level of event is L)
and (Memory is S) them (Output is L)

24. If (Personality is G) and (Mood is B) and (Level of sensitive is L) and {Level of event is L)
and (Memory is A) them (Qutput is L)

25. If (Personality is B) and (Mood is G) and (Level of sensitive is H) and (Level of event is H)
and (Memory is N) them (Output is H)

26. If (Personality is B) and (Mood is G} and (Level of sensitive is H) and {Level of event is H)
and (Memory is S) them (Output is M)

27. If (Personality is B} and (Mood is G) and (Level of sensitive is H) and {Level of event is H)
and (Memory is A) them (Output is M)

28. If (Personality is B) and (Mood is G} and (Level of sensitive is H) and (Level of event is L)
and (Memory is N) them (Qutput is M)

29. If (Personality is B) and (Mood is G) and (Level of sensitive is H) and (Level of event is L)

and (Memory is S) them {Output is M)



30. If (Personality is B) and (Mood is G) and
and (Memory is A) them (Output is H)

31. If (Personality is B) and (Mood is G) and
and (Memory is N} them (Output is VH)

32. If (Personality is B) and (Mood is G) and
and (Memory is S) them (Qutput is VH)

33. If (Personality is B) and (Mood is G) and
and (Memory is A) them (Output is H)

34. 1f (Personality is B) and (Mood is G) and
and (Memory is N) them (Output is H)

35. If (Personality is B) and (Mood is G) and
and (Memory is S) them (Output is H)

36. If (Personality is B) and {Mood is G) and
and (Memory is A) them (Qutput is VH)

37. If (Personality is B) and (Mood is B) and
and (Memory is N) them (QOutput is M)

38. If (Personality is B) and (Mood is B) and
and (Memory is S) them (Output is M)

39. If (Personality is B) and (Mood is B) and
and (Memory is A) them (Output is H)

40. If (Personality is B) and (Mood is B) and
and (Memory is N} them (Output is L)

41. If (Personality is B) and (Mood is B) and
and (Memory is S) them (Output is L)

42, If (Personality is B) and (Mood is B) and
and (Memory is A) them (Output is M)

43, 1f (Personality is B) and (Mood is B) and
and (Memory is N) them (Output is H)

44. If (Personality is B) and (Mood is B) and

and (Memory is S) them (Output is M)
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(Level of sensitive is H) and (Level of event is L)

(Level of sensitive is L) and (Level of event is H)

(Level of sensitive is L) and (Level of event is H)

(Level of sensitive is L) and (Level of event is H)

(Level of sensitive is L) and (Level of event is L)

(Level of sensitive is L) and (Level of eventis L)

(Level of sensitive is L) and (Level of event is L)

(Level of sensitive is H) and (Level of event is H)

(Level of sensitive is H) and (Level of event is H)

(Level of sensitive is H) and (Level of event is H)

(Level of sensitive is H) and (Level of event is L)

(Level of sensitive is H) and (Level of event is L)

(Level of sensitive is H) and (Level of event is L)

(Level of sensitive is L) and (Level of event is H)

(Level of sensitive is L) and (Level of event is H)
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45. If (Personality is B) and (Mood is B) and (Level of sensitive is L} and (Level of event is H)
and (Memory is A) them (Output is M)
46. If (Personality is B) and (Mood is B) and (Level of sensitive is L) and (Level of event is L)
and (Memory is N) them (Qutput is L)
47. If (Personality is B) and (Mood is B) and (Level of sensitive is L) and (Level of event is L)
and (Memory is S) them (Output is M)
48. If (Personality is B) and (Mood is B) and (Level of sensitive is L) and (Level of event is L)

and (Memory is A) them (OQutput is L)
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Output ﬂ@Iﬂﬂ'lﬂ‘ﬂ‘UxﬂﬂUﬁuﬂQﬂ?U event LUUATIGBIU 5 HUUVATUNNA1INIVINAU
Ng) (Rule Base)

If LovePlayer =L and Mood = B then output =1
If LovePlayer = L and Mood = G then output =3
If LovePlayer = M and Mood = B then output =2
If LovePlayer = M and Mood = G then output = 4
If LovePiayer = H and Mood = B then output = 3

If LovePlayer = H and Mood = G then output=5

3 ] d e = 3 & = Y] :ly
dieo ldmvonuniimsnsadnaswmilahnsaevausanuy Tvulaoivsuiasi
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3 dy =1 .:T' o r ° 1]
o M HUNAYNI 1231191871 Y92 Mood U LovePlayer MIAIWINI19EADUAUDA

1 & Y = v a 1 a a dy
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Output ﬂﬂiﬂﬂ1ﬁﬂﬂ2’,ﬁﬂﬂﬁuﬂﬂﬂjﬂ event LUVAINTEIN 3 LVUAUNNRTIUININAY
N1 (Rule Base)

if LovePlayer = L and Mood = B then output = 3
if LovePlayer = L and Mood = G then output =2
H LovePlayer = M and Mood = B then output =3
if LovePlayer = M and Mood = G then output = 1
If LovePlayer = H and Mood = B then output = 2

If LovePlayer = H and Mood = G then output = 1

2 T d o = 2 ﬂyl =§ v = o :sy
Lﬁa‘lﬁmaanmnmmiwmsm’aﬂﬂ‘sawunmaswauauamuu"lﬂuiﬂuwmmmm
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ng) (Rule Base)

If LovePlayer = L. and Mood = B then output =1
If LovePlayer = L and Mood = G then output =2
If LovePlayer = M and Mood = B then output =3
If LovePlayer = M and Mood = G then output = 3
If LovePlayer = H and Mood = B then output =4

If LovePlayer = H and Mood = G then output =5

4 v d o =Y : = o [ a:ly
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Nf) (Rule Base)

If LovePlayer = L and Mood = B then output = 1
If LovePlayer = L and Mood = G then output =3
If LovePlayer = M and Mood = B then output =2
If LovePlayer = M and Mood = G then output =4
If LovePlayer = H and Mood = B then output = 3

If LovePlayer = H and Mood = G then output =5
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Output ﬁﬂiﬂﬂ‘lﬁ'ﬁﬂ:ﬂﬂﬂ%ﬂﬁﬂé 535261 fip very low, low ,medium ,high ,very high
N (Rule Base)

if LovePlayer = L and Mood = B then output = 1
1f LovePlayer =L and Mood = G then output = 2
If LovePlayer = M and Mood = B then output =3
if LovePlayer = M and Mood = G then output =3
if LovePlayer = H and Mood =B then output = 4

if LovePlayer = H and Mood = G then output =5
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