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Artificial Intelligence iIn Games

What? Where? Why?

Al Methods and Assistance Al

In almost all modern games as part of their ganeehanicpath findingautomatizaton bal anci ng, é

Situational Al

The foundation of any playdevelAl: decisiomaking based on variable scripts

Tactical Al

The vast majority of Avge encounter today: decistaraking based on memories following predefined patterns

StrategicAl

The future (?): dynanfits managing and creating their own menrdoynain
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Situational Al
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Situational Al

Straight forward decisiemaking:

Game (Al) Cycle
? Am | still on track
? Is a wall right ahead of me | Decision: AVOID!
? |s there an opponent to overtake

? Is there an opponent to ram
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Situational Al

What do we need?
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= Precompiled information of tleavironment to answer
guestions about the current world state

1/21/2011 image sourd#ogj World of Warcraft, Blizzard Entertainment 6



Situational Al

What do we need?

Entity Classification

Capability descriptions and labels for relevant game
objectsto answer questions about their state,
relations or interaction possibilities
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