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The ﬁghting»garrrre is one of the most successful genres in the gaming
industry. Playing against a challenging opponent is the heart of a great fighting
game. However, most of the time, an artificially intelligent opponent that comes with a
fighting game is too predictable and repetitive because it is pre-scripted. Most
players resort to playing with live opponents because real people provide a greater
variety of challenges. To allow a computer-controlied character to provide various
levels of challenge, this thesis introduce a novel artificial intelligence (Al) approach
for fighting games. Using an easily implemented technigue loosely based on
reinforcement learning, the Al has an ability to fearn and adapt in real-time during a
playing session according to how the player of that session plays the game. The Al
improves its performance against the player, which ultimately provides various
challenge levels for the player. The Al was developed and tested on testbed AlI-TEM,
created from a handheld machine emulator. Real commercial games can be played
on Al-TEM and used for Al testing. Using a commercial game to test our Al helps to
ensure that the Al is applicable in real games. With Street Fighter Zero 3 Upper as a
case study, the experimental result shows that the enhanced Al can improve itself

during game play and provide a more satisfying experience for players.





