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Abstract
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Regarding current research in artificial intelligence for computer games, there is still no reliable testing
environment for fighting games. In addition, imitation learning techniques for fighting games remain undisclosed.
Therefore, our research project aims to develop a testbed for artificial intelligence in fighting games and build an
imitation-based artificial intelligence for this type of games. The testing environment is constructed by extending a
Gameboy Advance emulator with a tool that captures game states and a tool that allows artificial intelligence to control
games in place of human players. Using the emulator for testing allows commercial games to be tested. For the artificial
intelligence technique, we divide our development into two parts. The first part involves imitation. The other part
concerns cxtending the artificial intelligence beyond just imitation. For imitation, a form of case-based reasoning is used
in order to search, group, and store players’ decisions for each circumstance. For the behavior extension part, we allow
the artificial intelligence to experiment with new moves and imitate its opponent at the same time during play. Dynamic
script is used in behavior selection. Our result shows that imitation can truly be achieved by our technique. Furthermore,
our method for extending the behavior allows imitation-based artificial intelligence to become more intelligent during

play.





