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In the lately fews years, it take a growing interested in
game Al and study zealously on game Al In this paper,
we research an usual individuality of NPC(Non-Player
Character) on MMORPG(Massively Multiplayor Online
Role Playing Game) and An Al technique on computer
game. we study on a role and an individuality of NPC
for take-up the game, moreover, we research on

technique of game Al for take-up the game.
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