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(Implementation of Intelligent Characters adapting to Action Patterns of
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Abstract

This paper proposes an implementation method of intelligent characters that can properly adapt to action patterns of
opponent characters in fighting games by using genetic algorithm. For this intelligent characters, past actions patterns of
opponent characters should be included in the learning process. To verify the effectiveness of the proposed method, two
types of experiments are performed and their results are compared. In first experiment(exp-1), intelligent characters
consider current action and its step of an opponent character. In second experiment (exp-2), on the other hands, they take
past actions of an opponent characters into account additionally. As a performance index, the ratio of score obtained by an
intelligent character to that of an opponent character is adopted. Experimental results shows that even if the performance
index of exp-1 is better than that of exp-2 at the beginning of stages, but the performance index of exp-2 outperforms
that of exp-1 as stages go on. Moreover, optimum solutions are always found in all experimental cases In exp—2.
Futhermore, intelligent characters in exp-2 could learn moving actions (forward and backward) and waiting actions for
getting more scores through self evolution.

Keywords : genetic algorithm, artificial intelligent, intelligent character, game, actions pattern

31

I.M 8 WA 0 2 FSM(Finite State Machine)-& 7ido] whe}

Azow Yol Halstgdal, Age of Kings™ = & )

AFAEE o4 WEAQ AYow: Half Life, 128 488 A Aotk Black & White s <l
Age of Kings, Black & White, The Sims &°] St F A 1S 838521 Decision Tree ¥21& 4
Half Life™= de9] %5 272 Fola Hza g3to] I=F vHEA Gk ROl WG Thed
%2 o] 9tk The Sims®'& & A7 FSME

S B ARdE dFegges 4ga900, W U ANEL 27ke) AA} A
incheon City Oéoﬁé’g“;?“” & Information Selence, 3 oA AUENA ol G5ol AP oMES

T gAY, AAEAATY OAREEZd AT
(Digital Content Research Division, ETRI)
" RE Y RS YR T
(Department of Information and Communication
Engineering, Hansung Univ.)
e E- E R R PR
(School of Electrical Engineering, Kookmin Univ.)
Hadzk 200693914, SRS Y: 20059947

(143)

WA AAATE NS AR et o)
B PAES AYAA A 2FEA ek

NPC(Non Player Character)”} 2222 h533)al Zs}s}

B As AEESE ARrE A
=i [891Al= Bt K- Z]‘a%ﬂ AE ANdks}
7} Yate] A Aa AYe] FHE et E3



SUNEHE S HZHEHO =

gt
oli
-—-T-—J ]
ot ol rlIf
{ o[l
i chl
=,

J i

mY, o2 o

ol A #A
dlo] B =RoA= A YUY 3%
obiel A9 WE7HA sl dhgatd
Aol g fSo] 7Hsd As ALUHE 7
datich

Aorst wle A=s
M= e E S A S sha =
ek Al A7 g5t AeE

alll
o

T

_1_J

A

re1ge)

a—

—_—

-

_,13_1.

7

| -

LI

FIEA ASAYE g 5AE 2 .
ke ulmg siste] AP-1olX g Y
3 @Al Wl A1 e wAS Alew Ak
et ohrshn, 49204 Al ALES A4 )

=

1.

F3} 7)e] R wARR oheh 3] GE7A wefste]
sheatgrt. aem AenE olgstel AY-13 A
928 M wASAT 498k 2195
ALH| 7 £ AA Mt o]z ¢ 5]
7 0L £+ ]. A= AL #F3E £

- Al

=

b
o st m

i
9]
~d
)

2, oy o N 2o )

1o = =2 I h;l\():x})\:{;
1A E A ALE ) BEE o
& 24 gaigon Ay-2elMe @5 AL
s E5 Ko slE ATk ol

A A e BA BERA meEo
24 thgol TFsat Aol s)elatek
AlRker Wo] E HfHo] gle Fols 48%
g Pohuy] gste] LAY oz P 7Y
1839 A8 A3t B2 A o2 3%
101]/’\1}_ OlZH ‘”H‘Eﬂr B

Ni
2

g \-ru ruﬁ
P
i Al
1o R
o )y & oo

R

A
¥

‘L...

rir
)

I

1o

F

X,
__QJE (D

o
= 0o
=
put) Okﬁ

O{&EE_ILZ’—%—&Q‘

[‘-?-a O'L' N

© L&

2o
o
(i

2

ot

o = X9
o
N,

M §2 o
% -jo &
L[
oL o
L

o rlo 2 o

ol

ColFE A¥-1% Zo| ¥
= E 2 A8-2¢ 7+o]
SRS sgas A5 YEe e

ASotes

(144)

s EES & O|Hy 2|

et 2 DAl AE BEH
Aeleol tjste] 4Wsta, M)A
5 Aeee) Fdd dsl l%e VY
4% Ak wAHT VRN AES Aot

A s

I. 3SWEE si&she Als HEE

H

L

4 )

A
g & Jrs

Al By tE AA P&
FAE 7HYTE A i),

A [l A= AYS westsly] ¢ste 2 A=
B AEg 18502 FHRIIESE 19ler [10,11]d
M B AA At fARH 8] fske] AHEE
P52 oy gAZ AEsste T A Had ¢
A7F 25 Auvpop FAo] ¢mEA Stk IHER
AT [BIAME A AMEHE AEvs 7ML AT
ALEE safon, A5 [10110AE dd A
Ble] genhs zEshe Aol ofyet A WaEL 9l
= A A—E ] o] E DA FH=A R wef
atod A A E 9 A BT TR
SAL Fof 45E A4S 47} g 1
89,1011] =5, 4 AMEHY A F&S LefstA
k. Ale AE I A AHEEHY A5 de
BA Pes Frrete] oAl HW ag8A o
2} E}%ﬂ} 22 A3 A & 2AAY de=
oth & AA P& FUtE nHd BF X
A7) o e =S AMest o]

f=1 . T = a1

wrol M Ak X% ALEE Al AGe ] B
AE W ol BA9) YEE Shrgo s
NeErt Q4% BEhde ud u ZHow
stolct. 2 el AE A AE

stgat Aol ojm

HH
RUn

N

S}
—

AR=s

[UO

:Z‘:'I
o=

ds TR

iy s e

I
= N 1y

o]
-
P
T

—_—

ol o) L=

MA

O off mk o 2 & oo rlr mlo rlf‘
_{

2

o
Ol
-1

2

FE Ao e} 25 32

tlo

oK
ih
1o
=
n=
2L
-2
AY
=
2,
°
g
W ro rfr oM b R

1 qlo

n

o 2 o
L Torle

1o N e

alnd
- ¥

oY, ol
O,

%

N

>

r |

£

o

o,

O

o

9

N
b
M
o
1o o
of

==

T ol off M
g8 N N T W ol

T

4+ ol X
2, 47 T ok ok

)

il

=

2

R

Jo

fo

X

o o
Bl
@ o

tlo il Y
o,
oL
Ofs
Ol
P
rif
auY
—r
)
N

Ay ol

2
off
=
i)
s
i
o
=
=

Ol
-

Ir ox G2

ox 32
W, 10

)
iy, =
ok, rir

N 1o o & do N o rflo X o
= 8 4

©.

.

C
ro,
.

o
N
—-1—J

r
e
2,



e A e A
st Aol 4ol 3
e o] PEL oo A A%
o] ofxdlE & Aduto g A4le] g
AL HEe aeeA 91 L2:A A JEE
of dA YFutow As MY dFs AHste 7

= A Y oEdE W Aguioas Eiﬂr
AsEe 35 28S 3 5 ok st
o A WEEY of9A sA &Xd ot
AR gotr A MHE 7} ofol] X T
B AEE AFEA Koh] wiEolt) e
AN ofw el

° o
o X f|f

B LA T s Y

Y
~
gl b
=L
O,
ot
Ogg
offt
k)
AN
e
s
_t,a!
Y,

olo oft ot
nt o o

ot oo
off & yo )
tlo i)

ol oX,

do my Jm i r?"a 2 o & H
O o

my RalE i

le_j,

saEe o

1%} ol

ol Helo] e v A% ALY} A%
e A ALE] A d%S 1Y
A3t

19 19 (v 9 A
PEAE G ahrdle

AX At e =

7] W&o A5 7
7+ AYE A% 5

A ?HJEH JM
| ?H B aml 1%741)@ = W5

i
LU

MEE e deolx, (b=

25 MEE e sFolth 18(a)

Ol
—
2
52
rlr
r‘ b
)
N

o
rN
x
g
N
— S

=
Mo
2

oo T
m
°© ©° = rlo 2 off

dot o i ol

i

A S (3AD

rH

THEA FEAY 0-4, ¥¥3 fa3Ag 3-7, 9=
7] rE&AE 6-10 o3 o FH2Y 1), AF4ES
g 27), otgidk4g 37), E(GHE 4%4), 47| (6
53)ekar 74 e

Al M 42 @ TEEH X 3 =

(145)

33

A= | 5-6 5 6 5 6
ol | #L | otw | ofdg [oreld oy
S | crey | ofele | oRNe o
a-b 5 5 g 5

OteRwr | CREA |OTR® | oteRD
> | oteRe | Otelw |ORRY
5-6 5 B G-H
St=e [orRanl | 22
BEEREEAEEL
B 5 5 5

T | Aas | Aen | A
A= [S1eR5 |[Ofh » 2
g€ @ Z 0% Hs

{a) & Als MKE2] BE

R

Y
<R
=
Y
ExET

AE

A= MelE 3

it

ot FEH FEMA W

s A 3n 88

Hel Bio|2e 25

X
u
@
;
@

6 3] B =]
OTAR® | olel% |otenw [olzAwt
ol | CleH®R |orane

5 5 5 5
oleRe | ol |ofeiw | ot e
t | Cleie | otene |oteRw
B 6 6-5 5 ]
T 7 T-6 5 5]

StRz= |oleRge]| Aal |Had | fen
FEA | Ea0 | @01 | 211 S0
ENTEE =
b e MHE Siasts A5 MUE AE

| 4

Az MEY 3

2 =] =
= T

| |

N

r

X
o
o
sl o E Py
1

o

Y
N
£
o el e

ChX| s
ciejol $E oD
Comparison of actions between a simple

intelligent character and an intelligent character
that learns action patterns.

a4ol WA TR a7
N9 ofd FH0.2 AT 7
gt} 1gja 41:}74101]&5—__ S

A5e f5ax Lo
)

I A FFS LHshe

SRR T R

o WEs} At Robe WA PFo
At A% HA 4

Fastel
Bl 908 E 555,

OF - ;q
45 A g

iy
Ao

U":I

] =
ds
Tl

gl
£330

om i
I
N,

O = K
S5k 4

A

x] DAy 01_04 63 R I,

2

v 1_.—'_' =
[9)

4 ﬁwcﬂm A5
WAz A4E Fojshs Ao 718
a5l e welgda 7
o|FAAE FAYES Tejots
SR} v AsAYE R
A4% & Aok dF Eol
5

A Zat7] e

s




34 MO ES B0l HSote XSHAES 7 ol 2

Gab7] glo] SR/ G B A Aol s £ E 1 #Ee BF oM o Bh
I JE A9 9EASAYEE Ao Ay A Table 1. Types, steps and scores of actions.
o P FeA/IvE vesEE son AuEE of e a FaAg [ 9A | 3%
9 B5 g wEE g otk awy AEYL 0 g - L
shals ASAUEE 2r-EdA)e 94345 R T — 1T
o' FE-ELA7E FEE & U FHE Tk 3 HE(JP) - 1 0
7 Aol Fbg ZEAel B5S Adg S olnk o9 4 =27/DN) - S —
2ol BEAYL Sashs AsAYEE sl 9E oo A s e T
s E woh dukal ABae AYeE ol 7 T a e To<1 3 15
3o B wHHolr) 8 | owsAmA) | 3~7 | 4 | 3
BEHE e F5as ASALHT PEudol g o T v zaon 1371 5 1 a
e}l diHdsts 9% g A AHEHRY -4 10 A 27)(SK) 6~ 10 | 6 5
A A7) fleke] F AHEHE FAYHes e 11| E& A7IRK) 6~ 10 | 7 6
Ao AYE et HAAA Btk APAT VA B 12 | B H7ULO) 9 ~ 13 | 8 7
T5o] A oR PFas A AHEete] A 13] & H7IRO | 9~ 13 | 9 8

- =z L
WS- stol wrh we HFE A AEE HEsE AT
O -5 sg e I 2] = = P
HE319 o 2 olu} o2 Eaje] H =R Aot W FEAYE ok 4 AYEHe BE AgdlA oy
5 AT 7l=EtAur ALz ol Ay s A5
o) %Eﬂ]%% 6’_}--%“-'5‘]_% 7]%::}“34}517]_ 7]%94 %57]%_7]] “I_]_— O:"l 7]’0‘:’]' ]‘l__ U‘T‘_—‘E:]- V7S ]HBH 1}‘ ﬂ
g_ijaiq_ vC])___{'L;—%}_% %}_ '}r: 2}1\14_ % %Eﬂﬂ LHOﬂA:I %17_:]'0] o]i[%o}g EHOHEL ;*(t:lq"l*ﬂ' ?l
A9}

= ollAe Ak B YL 5
HE 541717 el 4849 frda daelse] o
gebr)e 2 GAAe] o tiste] Adisia, A
Al Hske] AR,

1. iR oM A 3 = =
_ GA% olyolnz BAS wi=t} ojd AL u
B R4 Foket 1% fHS shaslis 752 o -
_ o RS Hshs Pylo] gon §E3 o] W
BE s527]7] 9ete] thes 2o Ade 78Ekd L 24 Gad B
AN ALE ) & W o] Eo] T

=l 5
gl 45L 64, B2 BE
3} _

)

9.
- | DP(e}e] F3-34), UP, DA(or & 32), UAH &
ol ol Hol= olxle] Alo H
12} o] UHLi Ej}‘{'l 0—4_7%ﬂ 058 A2l 137+ 2A) A gaiA GDsbE £24 A=v) Qlﬂé&]x] ok
X] :]lﬂ_ 14% 0]%621_ T ,O%)]\E% 6]'91011] Els H:'O] O]E th DP DA 51750]] CH'SH/H Jpg_ '6’]—“1 %7_7:] ;(_]_)_"-__7]_ o]
BRoR oFF 4 = WIE 1z Avsge. T 7] A S
. o elvleL A el o) o o o e A gk K, UP, UA ¥4 dsjA DNstd &
ST AT AT g AR AT KLy asot agex geg 34 A% Agel gao
jq' Z’:}O] ZIL 63%%-?;— —%\—QLA]ZJ.} 53—-23_1@%‘— %3743]%2 ]ﬂ_c _3;_7‘_]0] E)\]oﬂ /H%v__ =) 73__?_ ;g_gr:_L_-_ = O %175 Z]
— ~1- 0 " O e} = 70 H LIS+ il W -1
T o mTrT=E Y mTreE T T i
PFoRE GO(RA)S BKF)o] gor 2] 3%  eers :
Jyess tos DR e TS qga voaen e 348 v fa e
— 2 - AlS o
= DN(27Deh JP(HZ)7} ok ole} o] sjue] &

TE R ERAE A% e ow g olg 34 =FA HE 9
& A 29890

(146)



20058 98 {XtSEe ==X M 42 d TEEH H 3 = 35

oo > ook
oo 19
oL, 2k
I
s

r
i)
{4
AT 2" 1t

ofo” 1
Oy
-.-rJ
2
£y
I
N3
el
X,

B\

oY,
§2 %

2,

AE T2 59 q_[lél]

WHll(crossover) GAMAE MeElE GRS

OBH A1i4 'IT'L Zé}i]_
A A] a,}: 31,}24 o] 1:]. H
Aol YAk e

Pe Agaan

{
!
2
2 o

1
9
2 o

f
>
= 2
=

H

g F
—
>

> orr oo o 2 oo i

®
o

iy S

g

2 rlo = rir oox M

Ruig )
E
o
o

AT GRS FEE ol

gjel &2 whul(block crossover)

pAde AUE ¥AAe ez WAs: Holuk ol
= REad EA8E @ $4S weske] Bl ool
S g8 Fob 2 dAqrllAe dAA o] 0710 AL
ole) Afo|mR WiEE WANA Bdwo] FEd 3
e duy GAAE dAANe AR Folq Qe
o a7 tAHAch

! & Qe

AoAEs Ads, Adel 27], ajEE, sdol
88, Euz7 S| Atk E AT Awe) A7)
(PS)e 30, wefsE(Po)= 1, d¥o] &&E(Pm)<
%%%%?% s WA Fe 8 Al
g 5 Iﬂ ol
LOPIE B %%%
ot = ¢ of 2\ Y
&
S %

a8 2 ¢TalEel SE W

Fig. 2. Process of algorithm.

(147)

0.01= shgth

3. X5 7HEIE{S] EMA

LAz} dudEE 2%)\] A= HA A<
Aro gk AAF xdo] o 10101: ghet o] =

ToAA s gEA A B % gksst7] faide ¢
Ao xdox BA 5L FEL 771 Aok g
o} o]E $lsted EMAE 29 3% ol MYEHY
Adet " Ay FQl Ago @A, 1Yal 3}7133%
MAE X s gl ofol wheh GA= 1" 3
7} 7ol 2a Fzo|m Z} Ao sweAb= ”ﬂ% ?H?JEM
P55 AR BAS Aotk AHE Y P& FTHE
ol Fo|L} o] 85 67FA¢ FARFT A & EL»‘%
147b 401, FfEE 7} o] F U= Adde AY 0F
B 13704 5 14e7 ot

g 3@ ol =ioA AET |MA FREA,
A EE Y d@A 43 ©HA, A
gdE 9 TS yepdnh dE ol A AYET A
7] 130 A olelld FA6, DP) T4 A7 1t ¢ o
A5 MEEHeE A9 & 4)= &L 3
= ,_—-foﬂ/\i A kst Als AYE= 4

;:m
rg

Q‘.‘l:‘n_._a

;

“EEDLE!
A BEe TR s WE) @AM A% HH
o Wze] (st ol A W BE A% ALl

A=o A FRE SA4ET} G2 So] A
Qe 7 A 13904 olelFH FA6, DP) &4 A7t

1t @z 7FAsAL Bk A A-E Y 1A %o ID

g A5 AHEHE o5 A6, DP)& s, 37
gPzo] GOoehE ¢ HFA9, UAE A dvth weA
= FjElg e QA AV)E AYxEE PF A
9] H14xH0=700) o|A 2 A Pe S Egst7] 3]
A BAPEOD~13)S ¢ 719skaL flejof sty g

= 7o gz =)= A

ol x4 24 ]
. M GD
RO FEEER ey S DP I_T}.:
1t 1t |12t 1t | 2t | 3t
111071 4 13
7 301021419721 (13
7 i latelgl 3 t1
17 301317 1419 (1120110 4 | 7
15 714921249112 4 |9
f//
A | A ESE
_(b) oA | 2 IDIGOBK |JF DM |GD |DEPIUP|DA| UA |SK REILCIRC
2BxE 5
1572 E , .
N 6lg|l2|1l10131{2/6]19 |35 |1|11|519
= BE

a3 3 F7| YA Pz U
Fig. 3. The part of the initial chromosome.



36 SHAZHER S A SHEHO

XEE o] 7 IxHAAYPEo|mE 14xX50X
14-93000] "tk F¥Ae] A7]7} ke gL
= Azke] o otk Bl A @A )

= T} gl QM} A o]
280wt a9

"E’ 7&1-

28 24 # =4

A5 ALY A5e AFe7] A5} B 29 2ol
5709 BEHES 2= A E |
N SR 5719 AE AEe 2o 2AY W A

SEe) BES Folny] A% Aow AW FOL 9
O

Bt que ST ¥ 204 4318 dE A
5 AYEsh AYL o 7o Aol G2 BE
9e sst A A AdS @ Fo) Ao
o Azl M RE uish go] WAL FHahe A
SAREE F49 Beue 28 uo Fuh K 2
o AF-104 & £AE FEAY WS Yojy} 7
Ao o)foldl A2 AFE AR 94 %= AL ®
Ng Foltt, 4g-29) Ae £ A% AL
o & WEE QY Sl olF TS & 5 A
= AL wel F3 Yk ¥ 204 B Adys
HA7he 24 gagionz Augel Luw AU
EAQ, AH2AAE Aol e Mrioln] 1
ol F2 WA Yot AW e HA s

49

FUT AL ohivl sehle ¢ 2gsol
i

2 37} A8 ASHE A5

ARAT 2 Ah2A At FAEA = e

T 2
Table 2. The optimal actions and their scores against
each pattern.

HEY FHN HED M

ATE gy 12 aw 2R |
H |7 9HE‘351£4 = ;‘] z| gt dE HEHZS lq“'ﬂ
T Al e | B fHL £ Sl b Aashe | A=
FiE T T Al =21 i
3 > - ] ‘

23182, . 5-8-8-5 - S-8-2-11
E‘lj T I @) = (127) 4
= .- { 8-3-11-1-3
5|t ) ez 15 3_5*2("1;‘}1‘9‘5 97
2 14 [?;é_j) ]_4"1::
E'H i o QD o)
E-I_'I 4 ;.,8»1:_!18, 18 [} 2_8_11‘_‘1 52 8 O 2 14,3
B 28,1317 0(154) 11- ESSJ
i} 11.2.9,1

o 10-3-0-13-12- - 10-10-10-

® 19| 10,211, {22 jagien 1889 - 8412
A O 2 (2173) 2-13 @54)
5 ]

10,2,6,8. 9-5-13-12 1-8-15-2-
B | o ‘ F
2% ers [ asa H0 12 (16°%) 419t

X g5t XSHAEY 7H

o]y

de WA FAkshe AEE Bl F3 ok 19

$5E g 604 Aol AT RE e HHg

AO® L We) AdeAd dF-104% Ahgel ¢
omz AYS vz U= AAgol e
gel Aoiselch, Avigolut AAGel Lhe olF
A7t F7kstd ks o ool gol EAs 2o
m2 BASHA gk %180 Ag-204 A
b EE gl AR 2 AL RAYEAA £
stol st AdEe) AAA #7h dads Ay

Hrh AN z7]o] A-&dheH Al7to] Helr] wiojtt,

10 S 7
. s VA — — -
s
[US — S S
4 —_— —_. — -
2 — — _ - -
i
0 ! L
ST R - = I O T - S~ = -~
A T 5=
— a1 Ao |
agl 4 s oE1e] A el
Fig. 4. Experimental results for action pattern 1.
20 —— -

SRS

1 10 19 28 37 46 55 64 73 82 91 100109 118 127 136 145
M| T ==

..__zét B e Al B2

dE {32 Znf v

g 5,
Fig. 5. Experimental results for action patten 3.
— *
— ! r

20 * g ]

15 e e e - —

=
L

113 25 37 49 61 73 85 97 109 121 133 145 157 169
MITH =10

— Bl g
a2 6. d= aiE4e| A#rf d|w
Fig. 6. BExperimental results for action pattern 4.



20053 9 MXEet3 ==X A 42 H TEH H 3 =

1 101 201 301 401 501

M| ch o

601 701 801 901

A B e A ED
T d=e el Zo Hjw
Comparison of experimental

randomly acting opponents.

results against

O 72 Yo s eI Fu FAYR
Fake A AEE deiA As AEEH H5S
7vst7) $jgte] thksk SEED#Ho=
et AeulE Fadk glojoh Adl-
shrabe A% AlElE o] A4l

£ Ssshe A% Agd e AUe

AeE= i AHEH7 FE 9
EE TARE P vy H}

s
o Ho
y rlr o
o S
off
w Mo
iU/

g, o2

PN

4]

> 2 om
X

o iy
o 110

e
o
offt

=
PN
o,
oll}
—T——l'
&,
K=
T,
)
Bl

2> B W AN )
LU C T )

i rir

=2

RCA i
0 oo fo Lo
offt
i
ey
~
)

otA A = B
HARE g 20X = sAe) o] dAe I
|22 2 Aol mep g
SEE T vk o3 A FeAds
MHE7F Adl A=H e dF Hes
B AR Aeehs A
g EE Ao Hol AN
SAHHED $de HAEh o=
ek A AHETE A AT dged

>

]

it
LD

f

72 o

1
o] %

Hud G949 melFe Aol
v.d B
B o=Rol At A% QaelEe ol date] gkl o
HANE A% AUHE FE W Ay e W

(149)

37

5 o] YeiAE 248 Be
Astgirt ol 913kl oy AE Y o
ohie #A YEE srol
Bel 452 Frksh) Astel 579 3
Ao AL E o) §ste] AR BB AU
stol et DA AYHEE-D Al 35,
@A adm A AEA Egetel APAES S
e A% AR (EP-2E APk

2 oolpela Aks A% AYE el Ag2e] Aol

A Ze g dis) 4 2ken o3 230

=,

R

S
AP o [ | =W -

A HAE 37] A ol e (dAF 23 Fe2 =,
A5 ANHE Y FFo] Svhe dAE 2ASA(HED)

ﬂﬂ_@_ p{SEe N
e XE

T7F ATk e A1 HA 3
Hhz) gFo v e AE|e}t g AL
P& A HARE AF-204 =
Hate] 7 Yol wet By a&4<Q
%l ATk 2 BE AE-2004 Y

_
= &4

Ko

jihg
i3

A
vo I

e &L?; —
sl
75 hd

O
Bl A2 no

fatd

4y ©
_{}'L

N 2

- = o rlo ox
ad
E]
_C‘}_l_i‘
29,
lo
i

1B
i
S Olﬂ
tlo
=
=l
il
g, o R

==
i T
lo

_.5-1_4 _1
rlﬂ
Ry

i

-
]
Ho
ﬁ
Ofi
L
rir

i)
Lo
o

b
B
L1

Ho
o

D.C Pottinger and JELard, “Game Al
State of the Industry Part 2"
Magazin Nov 2000, Vol. 08
JELard, "Using a computer game to develop
advanced AL"” 2001 IEEE Computer, July 2001.
D.Carmel and S.Markovitch, “Learning Models of
Opponent’s Strategy in Game Playing,”

Mark Deloura, Game Programming Gems 2,
Charles River Media, 2001.

Micheal van Lent and john Laird, "Developing
an artificial Intelligence Engine,” Proc. of the
(Game Developers Conference, 1999, pp. 577~533

The
(Gameasutra

[2
[3]
4]
[5]



38 SHHEE S ASWEN HEsts ASHEES #& OjHY 2

6] john E. laird and john C. Duchi, "Creating
Human-like Synthetic Characters with Multiple
Skill Levels” Symposium AAAIL 2000.

[7] John E. Laird and M.van Lent, " Human-level
Al's Killer Application : Interactive Computer
Games,” Proc. AAAT 2000, pp. 1171~1178

[8] o]ng)d 11:1161 74?\%? HOiEJ— -‘C-‘;}Bﬂ' “.ﬁ_ﬁx}
ot _#_Q_ o]ﬁs]- ]:HX-]G:] oﬂ/ﬂyﬂo]o] x]}a 4Hiyl
H” A EJ}?‘@], 2005 submitted.

[9] }_%@, AXE Aot “5*].8.3, " Al A ake- o] &3l

s 6,
Asg Ad A"ee] v, AEAEE, A
11-Bd A7=, 2004.

[10] ]uﬂ}d xmaq AA%;;. ;ﬂoﬂ_ajy‘ 9_'8}%1, w7 QH

AAYAA §44 SuelEe ol8a A% A

19951 ~ 19961 &= 78t 7] <=9l
A7) s (9 S A 7-9)

19963 ~1998'd A th 8t A W 7 4ke}
FHEEFAETHET AAAGAL

19981 ~2002d A stw A B A AR

-z

200213 ~ & A} A o) sh ! AREANZTE T B

20018~ 84 FUoeE A4 nE AT
<FRAEOR : FFAY, WFY N2, AR

gE]”, AAFe3 =84 A 4198 A5

AR A9 o8, g 9 A9
q% 02T A% ALee) 7@, #F A4
2 2 FA|2~E8rE] =82 Vol 14, No. 4, pp.33

3~339, 2004.

[121 D. Whitley, R. Beveridge, C. Guerra and C.

Graves. "Messy Genetic Algorithms for Subset

Feature Selection”, International Conference on
Genetic Algorithms 1997.

113] Darrell Whitley, "An Overview of Evolutionary

Algorithms”.  Journal of Information and
Software Technology 43:817~8&31, 200.

[14] Darrell Whitley, "A Genetic Algorithm Tutorial”,

Statistics and Computing (4):65~85, 1994.

Z X}—J—HLJ,}(%L@@ A}
7” O] 7] €7Hbﬂ»/q H e cq:,—_]_ V%

ol (&
1983‘4 ~ 198614 }J-}H AR} F8hed L
1988\ sl waly)| &g AV DG AZ
j 1992 d=aelrled A7l HF
1992 ~1996d F9i )& w Mxpgshy =
199613 ~2001 = ohslw Az H gy

x 8 Bt )
19973 =Rl st
A 2} § 8 7H(F 3 ALY
1999 =7l o il
A5 s (B A AL
20054 %U]]j]ﬁ]—j

A7E A9

FRAo  AANFA S, FAALLYF, 2

= 3 H)

shopol i 745 8}
S SFAL)

Sty 7] H
7 x].-—‘ﬂ-z‘ﬂq.(ﬂa‘rﬂ A})
6}%46’]—7] 91 ;ﬂ 7] 1)

a3 x}—aﬂﬂ ﬂ}(—LaLHLAH

1995 ~ 1996 st ystr|sd SdT¢
19961 ~ 1998 g st A X}5 &5 H A 7FAL
1998 ~2002 =Rt n A A}pE g g
20024 ~ & A TR AANARE

H A
-l

<FHAROE L Al B, AT, WFH A
A~ El>

T

FEHE(FIAAD
FoAT(F 4D
e

A

-



