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Game artificial intelligence is usually used to provide intelligent and adjusted game
environment for user. Previously, it was used for Non-player character(NPC) playing a

role of a

company or an enemy through collecting and analyzing a user's behaviour.

However, it was just mimicking the user’s behavior. This paper introduces a method to
change game environment by analyzing a user's game behavior. Game behavior data has
been used to understand user's game preference. Also, the user’s preference was used to
provide more active game environment by reflecting decision of geographical features,

items and distribution of NPC. For experiment of the suggested method,

we utilized a

real 2D action game and confirmed the game environment which changing properly
according to the user’'s game play.
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