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A Ghost Al is a function in fighting game that controls a computer Al to imitate a
player's playing style. When a player plays with a ghost Al of another player, he should feel
like playing against the ghost Al's owner. The ghost Al owner does not have to be present
at all. There is no research revealing techniques for ghost Als creation. The aim of this
thesis is to find out how to develop a ghost Al system for fighting games. In addition, there
exists no testbed suitable for testing Al in fighting games. Therefore the testbed for testing
ghost Als is also implemented. A GameboyAdvance emulator is modified to be the new
testbed in order to allow tests to be conducted on real commercial games. By
implementing Game state observer and Al module into the emulator, the situation of the
game can be known and researcher's Al module can control the game’s character instead
of the player. Street fighter zero 3 is used as the case study. The thesis use concept of
case base reasoning and proposes methodologies for collecting, grouping and sorting a
player's decisions for each situation. This information is looked up by a ghost Al when
similar situation in the game arisg in order to provide correct imitations. Our experimental
result shows that each ghost Al created makes decisions and performs actions similar to its
human counterpart in the same situation. The proposed ghost Al creation methodologies

are not specific to certain games, therefore they can also be used in other fighting games.





