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What is covered here

This presentation has three slides:

#1 H5 AI Design: A conceptional overview of the AI. It is 
entirely algorithmic and based on code that methodically 
analyses actions that can happen. The goal of the AI is to 
develop a strategic plan that optimizes the outcome of a 
chosen course of action.

#2 Specific AI Architecture: An overview of the software 
components that implement the AI design and how these 
work together.

#3 General AI Architecture: An overview of the general AI 
technology underlying the prototype. This shows its 
universal applicability.

Background

Full context and an explanation what 
the included slides show is available at 
my blog in the post AI Architecture.

mailto:ai@teslaminds.de
http://www.teslaminds.de/
https://www.quantomas.de/ai-architecture/
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AI Process

Game State

- Map

- Castles

- Factions

- Heroes

- Units

- Buildings

- Interactive objects

- Mechanics

- Events

Track

- Sequenced paths

- Hero actions

- Building actions

- Recruitment

Tracked and selected 
actions to be performed 
by the game

Pathfinder

Hierarchically 
layered ultra-
fast distance 
computation

Division 
into area 

states

Preprocessed (on 
demand) tables of 

distances to 
facilitate very fast 
path sequencing
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Path sequencer

Lookahead 
(variants) of the 

events heroes can 
perform on the map 
and sequencing of 

paths

Path multiplexer

Coordination of 
paths different 

heroes take and 
parallelization of 
tasks including 

supply, recruitment 
and distribution

Processing scheduler

Determines intelligently which aspects need to be evaluated in more detail and issues requests for further 
processing until a reasonably complete plan is found

Path segments

Game mechanics

Informs other modules and provides for 
customization of rules

Faction states

Leveraging

Competitive 
evaluation of how 

different 
coordinated actions 
of factions impact 

each other

Tracker

Tracks lookahead paths and how these become part of coordinated actions and in which order the events on 
the paths have to be performed.

Tracks which coordinated faction actions eventually will be selected as the best option and selects the paths 
that execute the selected plan.

Strategic Valuation

Estimation of the long 
term impact of actions

Formulation of strategic 
goals

Development of strategic 
plans to achieve strategic 

goals step by step

Game states

faction x faction

Valuation patterns

what matters most

Specific AI Architecture
= new (compared to v3146)



R
e

al
/v

ir
tu

a
l P

ro
ce

ss

AI Process

Data Acquisition

From sensors or other 
processes

Command and 
Feedback

Instructions and other 
data to control facilities 
and behaviour

Spatial and 
temporal 

analysis of the 
interaction 

spaces

Preprocessed 
(continuously 

cached) 
information that 
describes typical 

interaction 
patterns
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Event sequencer

Lookahead 
(variants) of the 

events actors can 
perform in the 

interaction space

Sequence 
multiplexer

Coordination of 
sequences different 

actors take and 
parallelization of 
tasks including 

taking joint action

Processing scheduler

Determines intelligently which aspects need to be evaluated in more detail and issues requests for further 
processing until a reasonably complete plan is found

Event sequences

Established rules

Mechanics and rules that inform the AI about 
what interactions can happen. This knowlegde 

base can grow over time.

Cooperation 
states

Leveraging

Competitive 
evaluation of how 

different 
coordinated actions 

of various actors 
impact each other

Tracker

Tracks lookahead sequences and how these become part of coordinated actions and in which order the events 
of the sequences have to be performed.

Tracks which coordinated joint actions eventually will be selected as the best option and selects the sequences 
that execute the selected plan.

Strategic Valuation

Estimation of the long 
term impact of actions

Formulation of strategic 
goals

Development of strategic 
plans to achieve strategic 

goals step by step

World states

gains from actions

Valuation patterns

what matters most

General AI Architecture

learning & adaptation
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