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Overview

¥ ThereÕs AI É
¥ Most games claim to have AI
¥ Most AI restricted to path-finding and simple

behaviors with Finite-State Machines

¥ É  and thereÕs AI
¥ Intelligent autonomous behavior beyond path-

finding
¥ Naturalistic, dialog-based interfaces
¥ Built-in automated assessment and coaching

(specially needed for educational applications)
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Beyond Path-finding

¥ Intelligent agents with reified intentions,
goals, and strategies

¥ Intelligent reactive behaviors
¥ Recognizing deviations from established plans
¥ Real-time re-planning to adapt to new conditions

¥ Example: F.E.A.R. (Monolith Studios)
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Dialog-based Interactions

¥ Games involving social situations require
more than object manipulation, weapon
firing, or even multiple-choice options

¥ Dialog-based interactions can add immense
breadth to game-play

¥ Examples: Facade (Procedural Arts),
Informant (Stottler Henke)
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Intelligent Tutoring

For games designed as teaching tools, AI can be used
for providing

¥ automated assessment of competencies in the
context of complex interactions

¥ adaptive coaching to scaffold learning (customized,
pro-active Òcheat sheetsÓ)

¥ in-depth after-action review
¥ User-centered adaptation of game scenarios to fit

individual learning needs
¥ Examples: Tactical Arabic Language Trainer (ISI),

Adaptive Flight Trainer (Stottler Henke)


