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REPORT 

PROBLEM & APPROACH
Traditional psychological questionnaires
are prone to social desirability bias —
people tend to give socially acceptable
answers rather than reveal their true
behavior.

Warm morning sun and social
chatting between two AI cats

The human player quietly
peeks at the AI cats’ gathering

The player attacks an 
AI cat, creating a direct 

cat–human interaction event
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REPORT GENERATIONGAMEPLAY INTERACTION

Gameplay Behavioral Analysis Report & Guidance

Players live and explore 
as a cat alongside 16 

MBTI-personality AI cats.
Every interaction is logged

as behavioral data.

A Codex + RAGFlow
workflow preprocesses

behavioral logs and
retrieves external

attachment research to
score across four styles.

A persona card showing
how you attach, blind

spots, relationship
patterns, and 

guidance on building 
healthier connections. 

We designed Mewi, a human–AI cat game
focused on attachment-style assessment,
observing natural play behavior to deliver
personalized self-reflection and relational
guidance.

step 1 step 2 step 3

external 
knowledge

skills
& tools

1 Game Behavior Signals

2 Attachment Signal Mapping

player-cat actions 
AI cat responses 
timing & distance 
confidence

Daily Relational Dynamics
(Kaurin et al. 2022)

Attachment & Conflict Repair
(Ayenew 2021; Yildiz 2023)

Fearful-Avoidant Pattern
(Bartholomew & Horowitz 1991)

- Selected sources from our attachment-guidance knowledge base

Amazon SQS

Amazon Lambda

Amazon DLQ

- Selected sections from a sample persona recommendation report

- Selected sections from a sample attachment report

DecodeExplore Reflect

2 Lambda workflows
process session data
through S3, RAGFlow,
Codex, and report skills,
with CloudWatch logging

Failed job handling

Report job queue

State & Job queue

[YUNA'S INTERNAL REFLECTION]

I have engaged socially about mackerel with Yuzu
multiple times, indicating a strong preference for
this interaction. Continue to prioritize checking out
the mackerel together.

I have successfully engaged with Yuna about the
mackerel, indicating a positive social interaction.
My current intention is to socialize, but I must
remember to prioritize rest afterward.

[YUZU'S INTERNAL REFLECTION]

Cat Social Dialogue
Yuna: Want to check out that mackerel together? 
[tone: enthusiastic, "style": "inviting posture"]

Yuzu: Let's go check out that mackerel together!
[tone: encouraging, "style": "tactile and engaging"]

- Excerpt from a 20-min session between two AI cats · 06/07 10:20 PM Yuzu sleeps after eating mackerel


	喵際共鳴箱  :  從互動行為探索依附理論的多代理人互動體驗
	The Meowing Chamber : A Multi-Agent Interactive Experience Exploring Attachment Theory Through Behavior
	蘇楷峻               吳宗翰               張鎧麟
	指導教授 : 郭耀煌 特聘教授 兼 副校長
	PROBLEM & APPROACH
	PSYCHOLOGY  & REPORT
	GAMEPLAY INTERACTION
	REPORT GENERATION



