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Development of Intelligent Multi-Agent in the Game Environment
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ABSTRACT

Recently, research on the mulfi-agent system is developed actively in the various fields, especially on the confrol of complex system
and optimization. In this study, we develop a multi-agent system for NPC simulation in game environment. The purpose of the
development is to support quick and precise decision by inferencing the situation of the dynamic discrete domain, and fo support an
optimization process of the agent system. Our approach employed Petri-net as a basic agent model to simplify structure of the system,
and used fuzzy inference engine to support decision making in various situation. Our experimentation describes situation of the virtual
battlefield between the NPCs, which are divided two groups, such as fuzzy rule based agent and automata based agenf. We
calculate the percentage of winning and survival rate from the several simulations, and the result describes that the fuzzy rule bosed
agent showed better performance than the automata based agent.
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