Heroes V Prototype Al

Background

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

What is covered here

This presentation has three slides:

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

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

#3 General Al Architecture: An overview of the general Al
technology underlying the prototype. This shows its
universal applicability.
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H5 Al Design
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Specific Al Architecture
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General Al Architecture
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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.
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base can grow over time.
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