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A 2D shooting game AI with characteristics of human vision

HIROKAZU HIRAI' REIJER GRIMBERGEN?

Abstract: In recent years, research in interface design has been investigating methods to show icons away
from the focal point so important information is not blocked. In the future, it is believed that the position
of icons will have to be decided actively. To make these decisions, an Al that understands characteristics
of human vision will be useful. In this research, the feature of human vision that states that information
from peripheral vision is less accurate is investigated. As a first step, an Al for the environment of a simple
shooting game is designed and implemented. The AI for a shooting game will loop through three stages:
information retrieval, finding the next location to move to and decide how to move to this desired location.
In order for this AI to have features of human vision, it will have less accuracy in information retrieval further
from the focal point. An AI without this inaccuracy in information retrieval will be compared with this Al
and it will be evaluated which AI has the more human-like movement.
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