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Heading:   The Art of Strategic and Tactical AI in RTS Games.
Subject:    Researching and developing an AI for an RTS game.
Students:    Hans Hartman, Fredrik Medeström, Johan Larsson
Description:

The purpose of this project is to get an understanding of game AI creation and the pitfalls associated with development of RTS AI.
Our plan is to implement the AI in a (basic) RTS game and since the main focus of this project is game AI, the “RTS game” will be “barebones” in all non AI critical elements, like graphics, GUI, sound and menus.
The AI should be able to handle:

· Units

· Movement

· Coordination

· Decision making

· Cognition

· Tactical planning
· Resource management

We intend to use XNA, C# and a scripting language or some other form of “variables from file” loading system.
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www.riemers.net – C# and XNA tutorial
www.google.com – General knowledge search tool
