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Artificial Intelligence in Games

What? Where? Why?
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AI Methods and Assistance AI
In almost all modern games as part of their gamemechanics: path finding, automatization, balancing, é

Situational AI
The foundation of any player-level-AI: decision-making based on variable scripts

Tactical AI
The vast majority of AIswe encounter today: decision-making based on memories following predefined patterns

StrategicAI
The future (?): dynamicAIs managing and creating their own memory-domain



Situational AI
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Situational AI

Straight forward decision-making:
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Game (AI) Cycle

Am I still on track?

Is a wall right ahead of me?

Is there an opponent to overtake?

Is there an opponent to ram?

Decision: AVOID!!



Situational AI

What do we need?
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World Knowledge
Precompiled information of theenvironment to answer 

questions about the current world state



Situational AI

What do we need?
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Entity Classifications
Capability descriptions and labels for relevant game 

objectsto answer questions about their state, 

relations or interaction possibilities



Situational AI
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Fast processing

No memory allocation

Control over AI players

Development speed

Most stuff is precompiled eitherway

No memories-> no memory allocation

Scripts are easily predictable

Scripts may be tailored to a certain situation

Static Behavior

Only know scenarios

Repeating Errors

Very static AI with predictable reactions

New content requires adaption of the AI scripts

No memories lead to artificial stupidity

CompiletimeOverhead
é and many logical errors wonõt be visible at compile time



Tactical AI
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Tactical AI

The basic idea:

adapt situational AI scripts with memories during a game session

The advanced idea:

separate the AI from game content
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Tactical AI - Basic
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Building a threat-map
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Tactical AI - Basic
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Tactical AI - Advanced

Separating the AI runtime from game content.
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Hot topics:

AI world and AI extractors

Input Handling

Performance (as always)



Human Intelligence
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