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A Method for Discovering Commonsense Knowledge by Sport Simulators
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We have developed a method to discover commonsense knowledge concerning sport skills including judo and
tennis by using sport simulators. The simulators output all data such as human thinking processes, behavioral
consequences and external situations in the virtual world. Experimental results of analyses of simulation results sug-
gest that our method enables to discover some commonsense knowledge. Our method can enrich the commonsense
knowledge on various sport skills by using flexible simulators.
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public override void Think( CSensors sensors,
CMemory memory,
CActuators actuators )
{
// T B #1838 1% sensors, memory, actuatorsZ Fl| FHL TR
}
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Game : [030] :28.80 p:0.08 [032]
Action : [--00%] 03 [>>03S]
Emotion : [B:0.07 M:0.50 P:09/16] [B:0.76 M:0.00 P:09/16]
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(1] BAEUEUDE S THE | )
if (pos > 0.8)
{

pa = PlayerAction.Action_Throw;

dp = 5;

/] BURLEWICRD E53IWT%ITS
if ( oa.Power >= 10)
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(/ﬁﬁ?@ﬂ—j@XE— RAONRL\ & E(FDefensiveCShift )
//TDOMDIZEERF. BONSHHDZEETEDD T, EEIEZ MR
var speed = perceptor.BallInfo.NormalPoint.Speed;
if (speed == Speed.Fast)

{
strategy.Shift("Defensive");

}

else

{
strategy.Keep();
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