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Note:  RTS games apply to societies.  But some of my ideas apply to AI gaming in general. This asks the question:  Why RTS?
A:  RTS-type games provide a programming environment for studying real-time AI problems such as path finding, dealing with imperfect information, scheduling, and planning in the domain of RTS games.  If you don’t like to use the term “game” then call it a real-time, interactive, smart model.  No other type of game provides the type of programming environment that RTS does.  It is a perfect way to develop and test an AI.
Why not Twisted Metal II type for car AI?

A: Ask yourself, “What type of game is Twisted Metal Black, really?”  Is it arcade, 1st/3rd person/car shooter game?  I’ll tell you what.  It requires game physics, its runs and is played in real-time and it requires strategy to win.  Its AI’s apply some strategy.  Do they learn? “Also, please don't forget to email me your favorite bits of strategy.” (http://www.realspectre.8k.com/).  Anyway, it’s a form of RTS.  There is a group of game types that can be categorized as RTS-based games.
For a game to be RTS it must met the following specifications:

*Game plays in Real-time

*Dynamic, interactive environment includes physics. E.g. slippery when wet; g=9.8
*AI controlled unit(s) with physical characteristics and/or human controlled unit(s) with physical characteristics.
Real-time: AI / human can control many characters (many instances of shooters or a single shooter).

1st and 2nd person shooters are like RTS games except player controls only one instance of character (only a single shooter).  Note: this is still a RTS game.
Why RTS:  because a master agent can implement helper agents.

My research goal is to analyze the various AI theories and applications currently and historically used to develop real-time strategy AI applications.  After a thorough examination of both past and present RTS AI technologies and applications, I will propose a plan for developing more intelligent RTS systems.

I will begin by quickly squashing, with research backed argumentation, the naïve idea that AI gaming is trivial.

I will then proceed by defining the perfect real-time player (a goal state).  For example, a perfect player always makes the best move in an instant.  Of course, I will provide a more descriptive definition than this example, which will serve as my project’s definition of intelligence.

I will argue that real-time AI game player development is a spring board from which many other applications of AI can be launched.  We live in real-time, thus we need real-time AI units.  For example, imagine an automobile with auto-drive capability.  This application requires the implementation of a real-time AI driver.  A turn-based driver will lead to tragedy.  Also, testing is done in a virtual environment… sound familiar?  Many of the technologies required to build a real-life prototype still do not exist and parts are very expensive so the auto industry will adopt techniques developed by the gaming industry in order to build a virtual AI-driver and test ground.
The DARPA Grand Challenge funded by the department of defense.  DARPA type competitors also develop virtual AI battle-bots that fight in virtual environments.  Sounds to me like the ground work for AI-driven war machines; notice the spring board created by real-time AI game developers and their game/competition.  Similar clubs exist that develop AI scripts that enhance the capability of AI players in existing games.
Next, I will examine the evolution of AI player technologies and the obstacles that modern AI developers face.  

__

Finally, I will propose a new structured approach to creating a better, smarter and quicker real-time AI.

PLAN

Some facts

· Historically, large percentage of funding from DoD.
· Gaming industry also has RTS AI market.

· Lack of defense education in colleges.

· Probably due to national security issues.
· Many civil uses
The creation of a publicly traded company dedicated to the research and development of real-time strategy AI would centralize the industry.

Developers will approach every unique RTS AI project with the following concepts in mind:
Explain plan…
__

Target audience:

Education: At least two years CIS at university level and AI enthusiast.
I will probably be able to cover all of the following topics in some form; however, my main goal is to propose a new idea after an evaluation of existing technology.

· Proposing a new idea, 

· Evaluating an existing theory or program, 

· Using existing software to solve a novel problem, 

· Developing a program to address an AI issue (Prolog is preferred).
For my program I am thinking about building an AI “battle-bot” or some type of virtual machine that is driven by my own AI technology.  I will then compare it to a bot that I’ll create by implementing some inferior modern technology.
I am excited about my topic because it gives me room to explore a wide range of AI theories and even better, the applications of such theories.
