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Why data driven design?

All the usual reasons for data driven design:

- Separate logic from data

- Exposing data for scripters and designers

- Control the flow/state changes through input data 

- Modularity

Etc…



We make content heavy games
Armies
Buildings
Diplomatic Actions
Edicts
Ethos
Governments
Factions
Fleet movement
Leaders
Planets
Policies
Populations
Resources
Sectors
Ship components
Ship designs
Ships
Spaceports
Spaceport modules
Special projects
Species
Technologies
Traits
War demands

Behaviours



Paradox Game Pillars - Replayability



Sword of Islam

Legacy of Rome

Sunset Invasion

The Republic

The Old Gods

Sons of Abraham

Rajas of India

Charlemagne

Way of Life

Horse Lords

Conclave

The Reaper’s Due
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Stellaris Mod Retalyx Static Galaxy Generator

https://forum.paradoxplaza.com/forum/index.php?threads/modding-tool-retalyx-stellaris-static-galaxy-generator-v0-9.951308/




Tools - maximizing resources

TRIGGERS SCRIPTED WEIGHTS
SELECTION

Check if a certain state 
is active. Use the trigger to 
eliminate options in a list or 
to modify a scripted weight.

Set a certain weight on a 
database object. 

Select an option for the AI 
using the highest weight, 
fraction calculations, or 
weighted randomization.

HasEthicTrigger:

Returns true if country scope 
has the specified ethic.

ai_allow = {
has_ethic = militarist

}

building_military_academy = {
ai_weight = {

base = 10
modifier = {

factor = 2
has_ethic = militarist

} 
}

}

Options A, B, C
Weights 5, 5, 10
Total weight = 20
Chance = 25%, 25%, 50%
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Examples of data types and AI data processing in Stellaris

Data type

Policy

Technology

Building

AI data processing

Policy with highest weight is activated

Random weight algorithm will select one of the valid options

Allow trigger + score based on weight & wanted resource

Ships Weights used as fractions for each ship size







AI personalities
Honorbound Warriors

Evangelising Zealots

Erudite Explorers

Spiritual Seekers

Ruthless Capitalists

Peaceful Traders

Hegemonic Imperialists

Slaving Despots

Decadent Hierarchy

Democratic Crusaders

Harmonious Hierarchy

Federation Builders

Xenophobic Isolationists

Fanatic Purifiers

Hive mind

Migrating Flock

Metal Head

Fanatic Befrienders

Hegemonic Imperialists

behaviours = {
slaver = yes
purger = no
robot_exploiter = yes 
conqueror = yes
subjugator = yes
liberator = no
opportunist = yes
uplifter = no
dominator = no
infiltrator = yes
robot_liberator = no
propagator = no
multispecies = no

}

Empire customization
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Summary

Why use Data Driven AI for your games?

- Complex semi-unpredictable behavior

- Unique personalities

- Good for handling large amounts of input data and dependencies 

- Mod friendly, scalable, modular

- Code is kept clean and simple



Questions?
Mehrnaz.Amanat.Bari@paradoxplaza.com

www.paradoxplaza.com
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