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Description (%) Duration
Practice AS1 A practical 60.0
design/implementation by
groupwork.
Report AS2 An Individual analytical essay 40.0
requiring a literature survey.
Aims

To provide an advanced presentation to Artificial Intelligence and practical

experience of Al techniques.

To develop understanding of Al and relations to Artificial Intelligence for Game.

Learning Outcomes
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After completing the module the student should be able to:

1 Critically evaluate the relationship between Artificial Intelligence and Atrtificial
Intelligence for Games.
2 Design and implement a Game Atrtificial Intelligence technique using an appropriate

middleware or programming language.

Explain a range of applications of Artificial Intelligence in games.

Review and evaluate alternative solutions for Artificial Intelligence in games.
Discuss the problems involved in using Artificial Intelligence technology in games
for: e.g. path planning, knowledge management, team communication, and learning.
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Learning Outcomes of Assessments
The assessment item list is assessed via the learning outcomes listed:

Design/implementation 1 2 3 5

Analytical essay 4

Outline Syllabus

History of Al and Turing Test

Search Techniques

Minimax and Alpha-Beta algorithms

Expert Systems: Model and Theory

Multi-Agent Systems: Model and Theory

Evaluation of Game Al in commercial Games: Case Studies, for e.g. Rome Total
War, Neverwinter nights, Baldur Gates, World of Warcraft, Creatures, Black and

White, Fable, etc...

Game Genres and Atrtificial Intelligence Techniques. Selected topics from the
following:

-FSM: Evaluation and Application to FPS, for e.g. Quake
-Logic Models: Boolean, Predicate, Fuzzy Logic

-Rules Based Systems and Application in Games

-Path Finding and Application in Games

-Multi-agent systems and Application in Games
-Classifiers and Application in Games

-Neural Network and Application in Games

-Genetic Algorithms and Application in Games
-Believable Characters in Games

-Game Al Middleware, and Hardware

Learning Activities

Lectures, tutorials, labs and reading.
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Notes

The module aims at providing an advanced presentation to Artificial Intelligence and
a practical experience of Al techniques for games. Part of the assessment is
achieved within group-works, and the students will be assessed individually via peer-
assessment and individual conclusion in the report.
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