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ABSTRACT

This paper analyzed the dialogue language of 'Maple Story’ NPC from the perspective
of learned optimism. Not only is NPC’'s language a key skill in artificial intelligence
language, it also plays a big role in giving game users fun and desire to achieve. In this
paper, as a result of analyzing the dialogue language of NPCs by utilizing the two key
dimensions of NPC's learned optimistic explanation form: permanence and pervasiveness,
the rate of characters’ conversations using optimistic languages was 6% 7%. It was
confirmed the important consideration in NPC artificial intelligence development.
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[Table 1] Explorers permanence analysis
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[Table 3] Dual Blade permanence analysis
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[Table 2] Explorers pervasiveness analysis

[Table 4] Dual Blade pervasiveness analysis
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[Table 6] Cannoneer pervasiveness analysis
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[Table 8] Pathfinder Pervasiveness analysis
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