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Objective/Background
Artificial Intelligence (Al) in Video Games
*Ms.Pac-man vs Ghosts League

(an international competjtion)
*Design intelligent program for Ms Pac-man
» Simulate real-world problems with

simpler rules

Main concern is survival.

Dangerous State:

Power pill still available?

Methodology
* Route-finding strategy - ' -
. State Classifications = =
» Java Implementations
o Performance Evaluation

*Find neighbour that
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*Priority lower than Dangerous

Edible ghost available?

*Wait at the neighbour of power pill

*Eat the nearest pill
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Resulits
» A ‘smart’ pac-man called “MyPacman”

» Outperforms two benchmarks (against 3 ghost controflers)
» A/ technigques can be dep/loyed fo real life
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