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Artificial Intelligence Strategy in RPG’s


A Role-Playing Game (RPG) is a strategy based game, where the player assumes the ‘role’ of a specific character, and uses this character throughout an entire game.  The most basic and general RPG involves a world where the character can roam around, and randomly encounter fights with enemies.  This is where the hardest programming in a RPG game takes base.


To create a battle program for an RPG style game, multiple characters, enemies, attacks, and other various moves are required.  The programming for each move can be simple or complex.  What the hardest part however, is the transition between moves, and the decision of what move to use next.  To create the simplest battle, a programmer can use a type of random function, which will choose the next move completely randomly.  This makes each battle completely random and different; the battle then has no intelligence.


My goal in this project is to create a way of choosing the next move, based on intelligence and past data collected.  During each characters turn, the character will examine known data, such as enemies health, enemies possible moves, enemies patterns.  The character will then examine data about themselves, such as their health, their attack power, which moves are best to use.  Using this data, and possibly data collected from past battles, the character will then choose the best methods to use to win the battle.


The main goal will be to create AI for one main character.  This characters intelligence will help it to defeat enemies who are programmed to attack randomly.  If successful intelligence and be programmed for the main character, I would like to try to program intelligence for the enemies.  Since there will only be one main character, and up to five enemies, the enemies will have to use intelligence together as a team to defeat the character as quickly as possible.


At this time no information has been found during research on this topic.  I will continue to research in hopes to find possible ways intelligence has been attempted in RPG’s.  If there are multiple methods that I can find, I will try to incorporate some small part of each into my code, and compare each different type.

