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a) EXISTERANDE KURS (Ange kurskod och kursnamn)
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e) ÖVRIGT (Bifoga beskrivning över vad förslaget går ut på.)

PROGRAMNÄMNDENS BESKED:



FÖRSLAGET I DETALJ:


	Vem?: Pierangelo Dell’Acqua Univ. Lektor, Docent, Camilla Forsell, Studierektor ITN
	Kurs: 
	Ny kurs: Game AI, 6hp för MT and ACG
	Profil: frivillig kurs
	Ny profil: 
	Annat: 
	Besked: 
	Detaljer: Background
Game artificial intelligence refers to techniques used in computer games to produce the illusion of intelligence in the behavior of non-player characters (NPCs). The techniques used typically draw upon existing methods from the field of artificial intelligence.
Currently, there is a demand within the gaming industry for programmers that have skills for designing and implementing the advanced software components of today's games. The idea motivating this proposal is that of suggesting a course that can satisfy this demand.


Aim
The course aims to provide students with insights into how artificial intelligence techniques can be applied in the gaming industry. The course also aims to give a general overview on the AI techniques currently used in games.


Prerequisites
- TNG033 Programming in C++ (or Java)
- TND004 Data structures
- TNM066 Computer Models of Cognitive Processes
Note: the proposed course builds upon the course TNM066 that is now shaped as a core AI course.

Organisation
Lectures and project work.


Course Topics
Course content includes:
- Pathfinding
- Genetic algorithms
- Neural network approaches for games
- Fuzzy logic approaches for games
- Learning in games
- Decision making
- Planning
- Intelligent interactive narrative
- Computational intelligence for non-player characters (NPCs) in games
- Intelligent agents interaction and cooperation
- Artificial moral agents and computational ethics


Type of games that will be considered in the course:
- Video games
- Board and card games
- Serious games
- Exergames
- Augmented and mixed-reality games
- Games for mobile platforms


Examination
Project work (U,3,4,5) 6 ECTS
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