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Background	
  

•  Goal	
  
– Win	
  a	
  real	
  6me	
  strategy	
  game	
  (e.g.	
  Age	
  of	
  
Empires).	
  

– WARGUS.	
  





Similar	
  Work	
  

•  Ponsen	
  and	
  Spronk(2004)	
  
– Used	
  gene6c	
  algorithms	
  to	
  create	
  plans	
  that	
  can	
  
be	
  used	
  to	
  play	
  an	
  opponent	
  

•  Assump6on:	
  Fixed	
  opponent	
  



CAT	
  

•  Case	
  Based	
  Tac6cian	
  
•  Designed	
  to	
  be	
  tolerant	
  to	
  opponents	
  with	
  
differing	
  strategies	
  



•  Retrieval	
  
– First:	
  Learns	
  by	
  “Exploring”	
  possible	
  tac6cs	
  
– Then:	
  Highest	
  performance	
  Cases	
  

•  Revision	
  
– Executes	
  retrieved	
  tac6c	
  in	
  game	
  engine	
  
– Evaluates	
  results	
  
– Updates	
  used	
  cases	
  performance	
  aUer	
  game	
  

•  Reten6on	
  
– Creates	
  new	
  cases	
  
– Doesn’t	
  delete	
  cases	
  





Game	
  to	
  AI	
  Middleware	
  

•  TIELT	
  
– Testbed	
  for	
  integra6ng	
  and	
  evalua6ng	
  decision	
  
systems	
  with	
  simulators	
  

• Middleware	
  






