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Tactical AIs

Perception Eval Do



Tactical AIs

Separate the actual AI processing from ingamecontent. Tactical AIs might 

work hand in hand with an underlying situational AI.
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Shooters
Multiplayer bots, dynamic AI in singleplayer(henchmen)

Strategy Games
A single unit often works based on simple tactical scripts

Role Play Games
Character interaction and social simulation



Tactical AIs

Letõs try to evolve a Situational AI into a Tactical AI
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Situational AI World Extraction

Situational Loop

interfaces for 

tactical decisions

create simplified 

derivates of the AI world

Abstract WorldTactical AI

Tactical Loop (much less frequent)

Additional information 

required from the IGU



Tactical AIs

A situational AI answers questions likeé
Å What to do with this weapon?

Å What to do if under attack?

Å When to reload?

A tactical AI answers questions likeé
Å Where to strafe, where to run?

Å Where to camp?

Å Who am I fighting against?

Å How to assist my team?

3/2/2011 6image source: Lost Planet 2, Capcom



Tactical AIs

A tactical AI has to accumulate memories:

Threat Maps
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Tactical AIs
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Tactical AIs

A tactical AI has to accumulate memories:

Context Aggregation
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Player

Weapon {N}Equipped? Killed with {N}?Seenin spot {N}?

weapon_Beretta

Value: 41 Value: 5Value: weapon_Beretta



Tactical AIs

Å More intelligent (?) reactions

Å Less vulnerable to dynamic environments

Å May adapt to human solving-strategies, at least to a certain degree

Å May learn from its own mistakes during a session

Å With some adjustments, may also work with unseen content

Å Less predictable behavior
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