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http://characters.media.mit.edu/Papers/ijcai0l.pdf
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Demo Movie
Trial-medium

Duncan

http://web.media.mit.edu/~bruce/whatsnew.html
(MIT Media Lab Bruce Blumberg’s Web Page)
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Percept Tree
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Head
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s e ] ==
& Refinad World
“hape Location Location Sl
Bounding
Bak Utterance

PerceptMemory
Percept Conf.  Data

» Everything 1.0 null

» HeadlLocation 05 <20.0, -50.0, 17.0>
» WorldLocation 1.0 <100.0, 0.0, 17 0>

» Sound 1.0 SoundDataRecord

= Ltterance 1.0 SoundDataRecord

> "sit" 0.9 null

PercepMemoryObjects

Working Memory

I

PerceptMemory
Matching

PerceptMemoryObject




TriggerContext

"Away" Sound Percept

Action
Circle Counterciockwise

ObjectContext
Sheep Shape Percept

DolUntilContext

~15s, or circled flock

Actiontuple

Circle the sheep when | hear the word "away!"

intrinsic value
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Actiontuple 3
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State-space discovery
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Demo Movie
Persistence

Duncan

http://web.media.mit.edu/~bruce/whatsnew.html
(MIT Media Lab Bruce Blumberg’s Web Page)
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GA Racer

B GA Racers [Demo for Al Game Programming Wisdo .. EJ

B GA Racers [Demo for Al Game Programming Wisdo...

Crossover  Selection Secale Elitism Scheme Niching Grossover Selection  Scale  Elitism  Scheme  Niching
e b4 b
A% ! SEBEN
g v -5 I =
4 wr
"’;“3 'I'? ¥ 1
-]
¥y
e
s
-
/ N\ Lo
B - Show Fittest E ) gho iHest
R — Reset F—FeSR p M,gp
F - Fast Render asfiKender . ;
Generation: 5 Generatipn: 70 LR g
Num Species: 0 Num Spedies: [ 1.

Mat Buckland, ""Building Better Genetic Algorithm™, 11.4., Al Game Programming Wisdom 2
CD-ROM



GA Alsteroids (] [E™ GA Alsteroids

Brian Schwab, “Genetic algorithm™, Chapter.20., Al Game Engine Programming,
Charles River Media (2004) CD-ROM



’ Ghapterf — Lunar Lander — Unmanned

Mat Buckland, Andre Lamothe, “Moon Landings Made Easy ", chapter.6.,
Al techniques for game programming, Premier Press (2002)
CD-ROM



MuuMuu,

http://www.muumuu.com/games/astro/

Enix, 1998
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Mat Buckland, ""Building Better Genetic Algorithm™, 11.4., Al Game Programming Wisdom 2
CD-ROM
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1 0.93 1 1.65
2 0.81 2 0.53 @
3 0.79 G 3 -0.02
4 0.63 4 -0.12
5 051 ‘ 5 -0.24 @
6 0.44 6 -0.25
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9 0.10 9 -0.47
10 0.02 10 -0.49
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Mat Buckland, ""Building Better Genetic Algorithm™, 11.4., Al Game Programming Wisdom 2
CD-ROM
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B GA Racers [Demo for Al Game Programming Wisdo...

Crossover  Selection Secale Elitism Scheme Niching Grossover Selection  Scale  Elitism  Scheme  Niching
e b4 b
A% ! SEBEN
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-
/ N\ Lo
B - Show Fittest E ) gho iHest
R — Reset F—FeSR p M,gp
F - Fast Render asfiKender . ;
Generation: 5 Generatipn: 70 LR g
Num Species: 0 Num Spedies: [ 1.

Mat Buckland, ""Building Better Genetic Algorithm™, 11.4., Al Game Programming Wisdom 2
CD-ROM
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GA Alsteroids (] [E™ GA Alsteroids

Brian Schwab, “Genetic algorithm™, Chapter.20., Al Game Engine Programming,
Charles River Media (2004) CD-ROM



’ Ghapterf — Lunar Lander — Unmanned

..Ghapterﬁ — Lunar Lander — Unmanned .‘ Chapterf — Lunar Lander — Unmanned

Mat Buckland, Andre Lamothe, “Moon Landings Made Easy ", chapter.6.,
Al techniques for game programming, Premier Press (2002)
CD-ROM
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MuuMuu,

http://www.muumuu.com/games/astro/

Enix, 1998
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MuuMuu, Enix, 1998

http://www.muumuu.com/games/astro/
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