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Abstract

As computer games become more complex and consumers demand more sophisticated computer controlled NPCs,
developers are required to place a greater emphasis on the artificial intelligence aspects for their games. The platform for
game NPC Intelligence Development should support real-time, independence, flexibility, group behavior, and various Al to
NPC that are reactive, realistic and easy to develop. This paper presents an architecture to satisfy these criteria for the
platform of game NPC intelligence development. The proposed platform shows the higher performance than existing
platform through the load sharing, and it also has some advantages which are supporting the various Al techniques,
efficient group behavior, and independence to develop NPC intelligence.

Keywords : NPC, A5 7/I'® =z Z(Intelligence Development Platform), 22§ 3% (Group Behavior)
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) Genetic Algorithm, RBS: Rule-Based System).
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