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Control of Intelligent Characters using Reinforcement Learning
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Abstract

Game program had been classed by 3D or ondine game efc. and engine and game progromming simply. But, gome
programmer’s kind more classified now. Arificial Intelligence game programimer’s role is important.

This paper mokes game character sfudy and moved by infeligence using reinforcement leaming  dligorithm,  Fought with
character enemy using developed game. Confimed whether embodied game character s facile by inteligence. As result of an
experiment, we know, studied character defends excellently than randomly moved characier.
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