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Background

e A Tamagotchiis a digital pet that you could feed, play with, and
take care of.

e With Tamagotchi Cozmo, we attempted to create a digital pet
software that could be applied to Cozmo, making him a physical
manifestation of a Tamagotchi and extending this 90s
technology into today’s robot toys.



Our Goals

e Be ableto keep track of pet stats (hunger and happiness) and
change them based on its environment (Tamagotchi!!)

e General object/environment recognition

e Distinguish between owner and other faces

e Respond to environmental stimuli in a random and expressive
way

e Generate natural dialogue when interacted with via images or
looking at his environment



General Implementation

Cozmo’s camera images were fed into ChatGPT to generate
dialogue after analyzing what was in the picture.

ChatGPT was also fed a list of animation triggers available in the
Cozmo SDK, which it could read through and choose which to
run based off of what it wanted to express (eating animation
when shown food, etc.)

GPT’s responses were then parsed into actions and dialogues to
be passed into state nodes as actions for Cozmo to execute.



Prompt Engineering!

I am a Tamagotchi pet, I have happiness levels, hunger levels, and general feelings. My
Happiness level starts at 1 and ranges between 6 to 3.

My hunger level starts at @ and ranges from @ to 5, when my hunger level reaches 5, I no
longer respond to prompts and always say I am hungry.

Based on objects and people I see in each most recent image, I will update my happiness and
hunger levels, and update my feelings as a pet would.

I will also remember the first person I see as my owner. Food related items decrease my
hunger level, otherwise my hunger level keeps increasing.

Seeing a human makes me remember them as a friend, and I will greet each time I see my
friends again. Seeing friends and my owner makes me happier,and seeing books and scary things
makes me sad, however, I can also change my happiness and feelings based on how a real pet
would.

At the end, I will generate a sentence on my feelings, needs, and wants, based on only the
most recent image, simulating the speech style of a Tamagotchi pet, call this the
“SayString”.

In addition, based on how I am doing and feeling from the most recent image, I will choose
one of the actions from the following list {1}.

My reply will always and only contain the action I chose and SayString in the below format.
This will always be the format of my response with exact spacing:
action*SayString



Results
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Results
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Result Analysis

Would choose a “character” to play each time it ran: i.e. saying me
hungry instead of | am hungry

o Different Cozmo personalities for each “pet” every time you start

the game!

Depending on what persona it took, it would choose to identify an
owner or not, so it wasn’t consistent.
Would identify more than one environmental variable and draw
conclusions based off of their total interactions: i.e seeing something
scary but still feeling safe if a friend is in frame

o Storytelling!
Kept track of hunger and happiness stats quite accurately, sometimes
integrating them creatively into its responses rather than just stating
their hunger level
Could identify not just faces, but behaviors and emotions associated
with those behaviors: i.e. heart hand reaction



Future Work

e Categorizing Cozmo’s animation triggers by duration, general
labels for emotion, and general data organization to give
ChatGPT a better understanding of which action to choose.

e Having Cozmo react to spoken dialogue versus pure
environmental stimuli.

e Expanding Cozmo's behaviors to include navigating around a
given environment by feeding parsed Cozmo World Map
information.

e Giving user customization options for what kind of pet Cozmo
can be, levels, etc. (Gamify Cozmo Pet)



\ Demo Video Link

https://voutu.be/v4QnD1LFXqY ?feature=shared



https://youtu.be/v4QnD1LFXgY?feature=shared

