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Recent Research Topics Summaries
for Next-generation Digital Game Al

YOUICHIRO MIYAKE™

Al technology of digital games is established in these 10 years as a independent technology field. While it becomes now
distinguished from game-mechanics or character control, it is responsible for many kinds of deep technical problems of game
development. Al technology of digital game has overcome such problems by using not only traditional Al techniques but also
knowledge of other academic field; cognitive science, psychology, and biology. This article, recent main research topics of digital

game Al are listed and explained in, draws a whole image of the field.
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Figure 1  Information Flow and Structure of Intelligence
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