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Il. Preliminaries

1. Definition of Game
1.1 General definition

19603 %3] 543 7FE 79l (computer game)&
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1.2 Theoretical definition
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2. History of the game
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3. Formation and popularization of computer games

AFE Al 7R 2 FAH wskE doxl AYe
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4. Various developments in the game
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lll, Artificial intelligence applied to games

1. Al theory

1.1 The advent of artificial intelligence
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dele] 59 5o A4S 7AE Sl
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1.2 Traditional methods of gaming artificial intelligence

Aol Hge] $231e ABAsHoT T Slsl
7] QS AT AR W B s} vl FSM
olck. o] FSM& o aine] tiayeh o e Ja) A1gwo]

< el 5 7o, 8o 5 IiE fidt )
o] BFeER 79H shtel 1Rt 71AE diit o714
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= ek,
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o /A 88 v = Ak A el T s AR
FSMe| ZJeiE weh= Zlola, Yl FSMel| S0l 319
AR, ZEEE o DAl A, Holdre 9
Al s TRke s SEdHE Achs e ke
Aotk

ChA =8A, FSMolehe 212 ket 7ire] dele<
7R kel Z1Alelan, 1 delE - shrt Al AdEl A
olc}. FSM& & wkal ofugh e do|g=oll 7wt sjA
7] A EEE ‘AP R AlEdorE do It

A EEdEe AR EA) dEt S Aloltk 2
B 9A] =] B FSMe] g oz} & 4= 9lrk
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2. Applications of Artificial Intelligence
and Computer Games

2.1 With the monster using the FSM Artificial
artificial intelligence

olZigk FSM2 Al wellM le2kss 7318k ¢fsf v
FsH *]—%% T setl, 2 5 skl
Bl BEe AP A3Ase Pl & 4 gk
FSMe] 2J2fe] Jebi £Ele] grolebi 1, ol &1
Apeje} FSMewe] qlelo] wel wiae, olwl Aow W
AAE elo] S ejs) ARE. BrEe) 714

o 7|k siA ME thE B Fshe =5 v
7} npx] S 71%1 A AEAY 22o)A 2 Floftk

45 Alleebd g4 o B %ﬂ% =7 JgE, agn
o] HAES 7HE Flofnk. oW el dEEs T
8 Zloln 7lEo] ofd WA oR Hold ZIA|
sh= Ao vk FSMof| 79k & Q1 3AFsE Whes 7]182R1
Fgo|rt.

FSM(Finite State Machine)-
Ag] w2olct.

off 131> FSMe] 7|2 7l vehd ZeolH, o] of
g 23 e = AHar vk a2l 3241 & bt
o} o] ofe] 7ie] A= vFrolAH i o] AA 2
(state)ol] w2} oFof] thxjsl= WH2jo] A== Aol =
o] Jeto] WaleHA =W stater WshER= Zlofch

@A 7P del AR

1 FAS

Wander
-E, -S8. =D

Fig. 1, Basic concept of FSM
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ukek o] stateoli] Zdlojo7} =A(D)%H Spawn state
2 Y Ho| HolR| 9=(-F) 7-$-oll= thA] wander state
ZJElE WEHA Ee Zloltt

olgfsl FSM =gl olafslr|7} 4iL Zaado s 73
sl7] 1 Aeo| Axdolck

FSM2- E413] gHoldt ¢y x5S Q= 311 ghom, tf
o] AQlo ARgE). :LFHUr FSMe] eFde state 577}




S0y state diagram & HeJsl7 |7} o]HL state HI=
7FssH sh= o A A Feo] FEER HeiAH,
0|2 ol&h Aol WL ol&3}] A ol ol
g EAIE FA o= s dsty] 218l shte] stateE R 7R
substate2 L}ro] 4 g 4= ik

2.2 GVGP(General Video Game Playing)

GVGP:= shte] do|ldER ofg] 749 Alds Edo]
k= 2 553tk GVGPE 317] SJ8liA, ollo]dER A2l
5ol Alde] ofBA whgsE Z%IA, o|=2H] ofd HARS A
Al HeA|, AEHoR ofEA Aol o] F AeAE &
ofolgt 3=t E4o] 3l

gl olo]AET} el Aol gk =rg] AJAks o]
ato] REEOAA| HH, 11 dloldEE s Al Alfeh ot
£ 7lolol e ) ehe s HiehA Hlme e
2Rl SwHox ] Tidko] F a3t

Tom Schaul-> GGP(General Game Playing)S- $J3) 335
A&3E7] 218l VGDL(Video Game Description Language)-2-
ATt VGDL-2 2219l HIT| Q. AlRls 7hehs] ARkt
= 7RI A, om At SIhA JIEHA] of2] 71A] 71440
AE AR 7 Sh= Zo] ZHolct AAIE GVG-AL ths]e]
BE AYE VGDLE o}g3te] thsolxl Aolck

VGDLE A}g3hd AlRle] 1t Selzi(els 59, O
2 37 FANFE 538 23] a7He xR (dE
Y, PPl teleRt=s 9531 & S8 Wiok she
A Bedst Selats B =9 olg ot 7hssict.

o
& -

Fig. 2. Example of GVG - Al games made with VGDL

AN AAHS 0|8E YAHO oo 1 15

VGDLE whseizl AYES 2z Aldviet dlo]dEr} 7}
58 A2 vhEnk e AU T e Aljde] =
whd, ikl 347 7hset AldE SAg

B =dAe ColdES 340] ks A, 34 Fe
eSS ZH O Fo] Ao FA4%Fe] Hdeo] F4ilo
HA 7Pdete] Bttt eivkshd, Bige] ¢ 340] 7hedh
Aol #lgke ARE okoll NonPlayer CharacterZ: %]
A B3-S Qlellof sb] wkeoltk

SEAE oflo]ENA] vk Skol] Ho] §lE wl 34
2Pl 722 AL GVGP ok Hlold 5= qtkeki=
olck. olefal ol BAL MU HES Hoh 3
WL g HokE o] Bk

Al 4 6 a3 vl5g AL ek AR 27] Game
A= 71¢] 73477} hard coding(ifi: 502 |22 A2jsk=
lo] Tl otk SHARE o= & T AAK oL Sla]l
o R Akl Qe oA Al S]] ARk
Hr=AH ofeARE =ARARE A} 2] At Ak oi7ls)
2= GameolM® A4 Al8Av) A&-sa Sk

Gameoll] AV} o7k FRte e A7 24614
= NPC(Non-Player Character)E Control dl= dlo]| 7|
EHo2 Ae=al gk ol Ugkd 11kl 2D Gameeol]
Al et Y darelss wol ARSEHIANE A5
GameolM= tst H25 Ase 4 Q= 28k Al 714
Eo] AH&HL Ut

ae] AYES BH JITAE] HiFe] 5L Jithes 2&
RIgE < Sl sl=dlofe] ] mE Aw gk ZolaL
Adexie] Aml g 1EAlse] F840] EobA|aL
© A% el olfd ok
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2.3 Black &White

e} Bl g 5o AdS A H2 UiE
2 HAIEL God Alde] FARREEA] o] Aldelx= 53] A8
e] ¢lgAFso] =R elrt

o] Aldel-= A-Life(Artificial Life 213A™H) 7]&0]
St =2 ARl S0 e ol wet f]o] &)
Fof| thgh whgo] toluaiA vedtt o sEke A
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A7} Z)AE 712 5 ek Holdk of| W5E FelA
ol HlEs 1] S B 1 AES Sido] weh sk
A} A7} B el 2] A1) of o ko= ol

LI
7Fs3lct.

Desires
(perceptrons)
Opinions
(decision trees)
Beliefs
(list of attributas)

Primitive Action
List

Fig. 3. Black & White

Owerall Plan

({goal. main object)

.
Specific Plan J

{acton, object list)

fle] oA E AR Fe|xe] 83 o, e F
o] PF5 AAsl=t| &+t 53] Opinionsel ai3a}
£+ Decision treeE o|23A o] aHE Ik
Black &Whiteo|45== Dynamically Building Decision
Trees (CholU=sHAl ARteE 24 Er)zhs H2S o83l
=t &¥FA2] Decision Tree 21s 8314 & © tholut
)5l Fef2 itk WA Decision Tree H21-S Awdslx}
H AN o =24l AlgS & vl B&F o2 st
7] 913k F-2elt}. Hard coding(if & 5)°& A2|d %=
Aot F o a8 ZQ T2 vhEoN I=5 2R wAE)
A @ oFeld WA 7hest TR WEes Aok

olefe] A& Decision TreeZ ZHJsicta 71| E AL

\#lo]oi7} 717to] QL AT} 2o Zgojof] &

ZEc =
Zdoloft He] a1 dsrt 2o
Zgolo7} U=A] A
WA 7hss Y 84
Distance : Zd|o|oje} NPC Alole] A

Fuel : Y& <8

71 U
Damage : 3] €4 A=

Ry

Search : Zdjo]o] 44
Attack : ZdojolE 34

Table 1. Decision Tree

typedef struct DECNODE_TYP
{

int operand1, operand2; // the first operands

int compf; /| the
comparison operator
int  operator; //  the

conjuctive operator

int operand3, operand4; // the second pair of
operands

int  comp2; /| the
comparison to perform

ACTION *act_true; // action lists for true and false

ACTION *act_false;

DECNODE_PTR *dec_true;
true or false

// branches to take if

DECNODE_PTR *dec_false;
} DECNODE, *DECNODE_PTR;

o9} 22 Decision Treet T3t 1W2]o]x|ul -5-835)7]
o whA] HelgHA ARE 5= S Zlolck

2.4 The Sims

EACX Uls2 AlEdlold F2o] Aldolrt. Sim CityAl
=2 e Will Write7} A3S 7]&e] vhe Aol
2o AMEs Aol AMIA SAAESET 7z
Character2] 77} Qloja] IAES & FFHAIA FolokA]
Game Plays 257 & < th Simselx] 5420 A
2 FNEEe] & 7RksE Al7[Ho] A8 A7} ofH P
o tigk ARES Z7te] @ BAET} 7R Q= W] =
E3c} & 7|Rke] Al 7[HS Gamasutraol= A7) =AA]
o ol Tl 8-18kAI R (threshold)S Z=43)A 24




St G5 IS F e Ao EA A dEd fARIE
5 1 sEES Ads] dstian 4830k

SHAET} oMIES WA= WAk Will Writer
“smart terrain”o|gt W2 FFS el 1 BlHTE At
7 2} FAPE ofdzt Q1 Objectso] Z42F A7} alfof
g Ps=ol st oMIE FRE WHIAIZICE WSEARH vl AL
Z =7 AP WA <Al Holelr el WHEe
e 23 22 iloletar wet 7 Sk o9 B 2
7|ARE ol AHaEA| 1 A Hal gvkal w9 4 itk
o] A& A-Life ¢} Fuzzy-State Machineg o]-83+ AI=
Arolar gk 53] o] AldolM= “smart terrain”o]2l=
Will Writeo] A5 7t @ HAEEo] e} 55 WA
7= ¥, = object-oriented ¥ o2 7 @ HAET} 72
HolAl ofe] 7EA] @& tighk oMIES A=
event-driven H}2]o|t}

Black&Whiter} The Simsol] A-Lifezl= Zo] AFw=
] 5 A8S SEARE AE7HA] Al flollM ofglE 1
U7k flollA AlE th= ol Pz A=A oF
2 P52 dojd < Q= WA A-Life = Hollx 1=
b= U2 gdsEe A7k ARl wkedt rEEe] B
oA shte] 7Aoke S48 vUehlie Zo= HeliA| e
Eo] o= Wlsk= S4E 7L ok & ol AKA

o BB FUA WHolekn & 5 elk

»

2.5 Half Life
Half Life= Al Sz Hzloz #F3|= Aot o]

e Folnt meejo} s Eeololes AEAit o

N

A} 5 A} Gameol A} dsl T3 Qe Eoent
Sl gige] Ug Wil B vk Aise] ohreR

¢

1

28 S 4 Skt 1 B0 29 Bk T ALR AR]ERick
Half Lifeollr] 288k W22 o] Y555 Schedule
2 oA Aglgh 2Rl o]3-2HFSM(Hierarchy Finite
State Machine)o|&t o2 £ 5 Ql=tl] FSMS 7iid¢]
wje} e hro] B3irk 2 4 ek shsitel 74
o] 3J=E-S Task Statez}1l 3FH I taskEo] o8] 7l =
o)+ State’} Schedule State?l Zolch

o714 7¥FslA State Machineo]@t 7S 21skAA
State =& oW 7o) we} Ads] T2 Folck Zzte]

SANE NARS 0S8 A e o 17

Stateoll= of2] 7127} Eotd 4= Qitk AHEE o] Wi deivt
e o dF dde] 2 el Al AEpt E =
Ak o7l Z47e] StateEo]| oH 7ol wlz} A= )
+ Zlo] State Machine o]t}

State Machine iM% 5kt 7] el 7H &
FSM(Finite State Machine)o|2kaL h=t], o]A¢] 3§+ o=
Eo] BAr

Table 2. Monsters State Transition Rules

RREE i 52
0 BR[0T £
[ E5 [ SH0E 32 T
[ R T
@ T |EEHTER I
@ i AT It
8 L [EAHAEE =
[ I [P b
I |EEHTER 7L
[ L L QELE EE
g = [SHE 2 7L
[ IR EE

sle] o] T35 FSMos Halsha thest g,

9]o] olelA] BEo] FSME o] Stateolx] ezt
w2} the-¢] State’} ARE= FelE F28ICL

e o
\\\\ ‘,// /,/

Fig. 4. Action of FSM
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Table 3. Status class of FSM

class FSMstate
{unsigned m_usNumberOfTransistions;
// Ol &Ef7t EE U= dEiTol)/ =2 T
int
*m_pilnputs;

int
*m_piOutputState;
/=3 MEf bl
int
m_iStatelD;
// o] AlEje] 1R ID

public:
/] MMXE= o] MEHof CHEt
0|29 =+E 2ert

FSMstate (int iStatelD,

IDet o] &ENZH R|Jske & T

unsigned usTransitions);
/| 2ER= 2PE 2E PSS sHMECH
~FSMstate ();

/| &E{ IDE SHELC

int GetD () { return m_iStatelD; }
/] BiHol| shtel Aef Mo|E FIIEIct
void AddTransition (int ilnput, int iOutputiD);
/| HHEZ5E ME| TOIE 7St
void DeleteTransition (int iOutputID);
/] &Ef TolE 2or|n &3 MEiE

int GetOutput (int ilnput);}

So{EL,

IV. Conclusions
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