
These are theslides accompanying the book Artificial Intelligence and Games through 
the gameaibook.org website
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Some reasonswhy a course on game AI is time-relevant and important 
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Some potential learning objectives for a graduate course on game AI
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A potential core aim for a course on artificial intelligence and games
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[Ŝǘ ǳǎ ǎǘŀǊǘ ōȅ ŘƛǎŎǳǎǎƛƴƎ !L ŦƛǊǎǘΧ
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A popular definition of AI
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AIas employed to games
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Here is a non-inclusivelist of thingshumans can do with games. What if AI could take 
these roles?
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[see Section 1.4for more details]
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[seeSection 1.3.1 for more details]

Just the AI playing mostdigital games is beyond a NP-hard complexity

ωHard evaluation functions (goodness movement, interestingness, engagement)

ωLarge search spaces

ωReal-time!

ωMade to challenge human cognitive/social/emotionalabilities
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[seeSection 1.3.2 for more details]

Games : dynamic media by definition and, arguably, offer one of the richest 
forms of human-computer interaction (HCI)

The richness of interaction is defined in terms of 

- the available options a player has at any given moment (i.e. game and 
action space); 

- the ways (modalities) a player can interact with the medium - keyboard, 
mouse and tablet-like haptics, to game controllers, physiology such as heart 
rate variability, body movement such as body stance and gestures, text, 
ǎǇŜŜŎƘ ώ Χϐ

Games offer one of the best and most meaningful domains for the realization 
of the affective loop

Image: Nevermindbiofeedback game: 
http://nevermindgame.com/biofeedback/
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[see Section 1.3.2 for more details]

Games are now accessibleand fashionable.

ÅDŀƳŜǎ ŀǊŜ άǎŜȄȅέ ŦƻǊ ǘƘŜ ƎŜƴŜǊŀƭ ǇƻǇǳƭŀŎŜΦ 

ÅAny smartphone these days will have many games installed. 

ÅPeople love discussing their game experiences at the office, at school, at the bar. 

ÅThey are proud to wear t-shirts displaying their favoritegame. 

ÅEven museums consider them a valid art form as is the case of the Smithsonian Art 
Museum which displayed The Art of Video Games in 2012.

ÅSerious Games for Education/Health/Training are getting increasingly important 
and accessible
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[seeSection 1.3.3.1 for more details]

A bit more on content: 

Å Content costs: money and effort !

Å Open boundaries for creativity as content for each creative domain comes in 
different representations, under different sets of constraints and often created in 
massive amounts

.ƻǘǘƻƳ ǊƛƎƘǘ ƛƳŀƎŜΥ bƻ aŀƴΩǎ ǎƪȅ Υ over 18quintillion(1.8× 1019) planets, many with 
their own set offlora andfauna
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