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Introduction to Game AI
Unlocking the Secrets of Intelligent Game Behavior

DEFINITION

Game AI refers to the techniques used to create responsive, adaptive, and intelligent behaviors in non-player characters
(NPCs) within video games.

KEY CONCEPTS

Pathfinding

Pathfinding algorithms help NPCs navigate the game world
efficiently, finding the best route to their destination.

Finite State Machines

Finite State Machines (FSMs) are used to manage NPC behaviors by
defining different states and transitions based on conditions.

Behavior Trees

Behavior Trees provide a hierarchical structure for decision-
making in NPCs, allowing for more complex and flexible
behaviors.

Decision Making

Decision-making algorithms enable NPCs to choose actions based
on the game environment and player interactions.

Learning AI

Learning AI adapts NPC behavior based on player actions,
improving the gaming experience through dynamic responses.

EXAMPLES

→ A guard NPC patrols a predefined route
and reacts to player movement.
→ An enemy NPC uses pathfinding to
chase the player around obstacles.
→ A friendly NPC offers quests based on
the player's previous choices.

MEMORY TIPS

★ Remember 'P-F-B-D-L' for Pathfinding,
Finite State Machines, Behavior Trees,
Decision Making, Learning AI.
★ Visualize a tree structure for Behavior
Trees to recall their hierarchical decision-
making.
★ Associate NPCs with real-life roles (like
guards or friends) to remember their
behaviors.

COMMON MISTAKES

✗ Confusing FSMs with Behavior Trees,
as they serve different purposes.
✗ Neglecting to test AI in various
scenarios, leading to unexpected
behaviors.
✗ Overcomplicating AI logic when
simpler solutions would suffice.

QUICK RECAP

Game AI enhances player experience by creating intelligent NPC behaviors. Key concepts include pathfinding, FSMs, and
decision-making. Understanding these elements is crucial for effective game development.
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