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computer game Al rule base
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It is not an easy task to balance the level of computer controlled characters that play computer
games against human players. In this paper, we first examine a method called Dynamic Scripting
that has been proposed for this task. This method uses unsupervised learning paradigm to adapt the
weights of the rules in the rule base that describes the behaviors of computer controlled characters.
We then propose a mechanism for deleting and adding of rules in order to deal with a case where
weight adapting is not effective due to improper selection of rules in the rule base.
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