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Learn to make games that are more fun and engaging! Building on fundamental
principles of Artificial Intelligence, Funge explains how to create Non-Player
Characters (NPCs) with progressively more sophisticated capabilities. Starting
with the basic capability of acting in the game world, the book explains how to
develop NPCs who can perceive, remember what they perceive, and then
continue in the game play to think about the effects of possible actions, and
finally learn from their experience. Funge considers the system architecture and
explains how to implement potential behaviors (both reactive and deliberate) for
intelligent and responsive NPCs allowing for games that are more fun and
engaging. Emphasizing enduring design principles, Funge covers the basics of
Game AI and provides a clear, easy to read introduction that beginning
programmers and game designers will enjoy.
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Learn to make games that are more fun and engaging! Building on fundamental principles of Artificial
Intelligence, Funge explains how to create Non-Player Characters (NPCs) with progressively more
sophisticated capabilities. Starting with the basic capability of acting in the game world, the book explains
how to develop NPCs who can perceive, remember what they perceive, and then continue in the game play
to think about the effects of possible actions, and finally learn from their experience. Funge considers the
system architecture and explains how to implement potential behaviors (both reactive and deliberate) for
intelligent and responsive NPCs allowing for games that are more fun and engaging. Emphasizing enduring
design principles, Funge covers the basics of Game AI and provides a clear, easy to read introduction that
beginning programmers and game designers will enjoy.
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Editorial Review

Review
"He presents advanced AI research in a way that is meaningful to the working game AI programmer." -Craig
Reynolds, Slashdot, January 2005

About the Author
John Funge is a co-founder and leading scientist at a new Silicon Valley based company focusing on AI
effects for computer entertainment. John previously worked at Sony Computer Entertainment America's
(SCEA) research lab. Before that John was a member of Intel's Microcomputer Research Lab (MRL). He
received a B.Sc. in Mathematics from King's College London in 1990, an M.Sc. in Computer Science from
Oxford University in 1991, and a Ph.D. in Computer Science from the University of Toronto in 1998. John is
the author of numerous technical papers and his first book "AI for Games and Animation: A Cognirive
Modeling Approach" is one of the first to take a serious look at AI techniques in the context of computer
games and animation. His current research interests include computer games, machine learning, knowledge
representation, and new democratic methods.

Users Review

From reader reviews:

Carol Sage:

The book Artificial Intelligence for Computer Games: An Introduction can give more knowledge and
information about everything you want. So why must we leave a very important thing like a book Artificial
Intelligence for Computer Games: An Introduction? A few of you have a different opinion about guide. But
one aim which book can give many facts for us. It is absolutely suitable. Right now, try to closer with your
book. Knowledge or details that you take for that, you are able to give for each other; you are able to share
all of these. Book Artificial Intelligence for Computer Games: An Introduction has simple shape however
you know: it has great and massive function for you. You can search the enormous world by available and
read a reserve. So it is very wonderful.

Bertha Boone:

As people who live in the actual modest era should be change about what going on or facts even knowledge
to make these individuals keep up with the era which can be always change and advance. Some of you
maybe will probably update themselves by examining books. It is a good choice for you personally but the
problems coming to anyone is you don't know what kind you should start with. This Artificial Intelligence
for Computer Games: An Introduction is our recommendation to cause you to keep up with the world. Why,
as this book serves what you want and want in this era.



Mark Garcia:

Artificial Intelligence for Computer Games: An Introduction can be one of your beginning books that are
good idea. We all recommend that straight away because this guide has good vocabulary that could increase
your knowledge in words, easy to understand, bit entertaining but nonetheless delivering the information.
The article author giving his/her effort to set every word into joy arrangement in writing Artificial
Intelligence for Computer Games: An Introduction but doesn't forget the main point, giving the reader the
hottest and based confirm resource facts that maybe you can be certainly one of it. This great information can
drawn you into brand-new stage of crucial thinking.

Susan Munoz:

Many people spending their time frame by playing outside together with friends, fun activity along with
family or just watching TV all day long. You can have new activity to invest your whole day by reading a
book. Ugh, do you think reading a book can actually hard because you have to accept the book everywhere?
It ok you can have the e-book, getting everywhere you want in your Cell phone. Like Artificial Intelligence
for Computer Games: An Introduction which is getting the e-book version. So , why not try out this book?
Let's observe.
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