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Abstract:- Here we have proposed a system with better AI and NPC Behavior algorithms that improve the competition 

level of the non-playable characters making the game additional realistic and difficult. Additionally with more realism, it 

enriches the experience for the user resulting in user satisfaction and higher game play realism resulting in further 

growth of gaming and entertainment. The NPCs can learn from the gameplay and therefore the encompassing setting in 

addition as tricks methods and techniques of the player and consequently style its own set of strategies which might 

facilitate it to extend its possibilities of winning. 
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I.INTRODUCTION 
 

 In games Non-Player Character (NPC) and AI (AI) 

play an important role in operating as well as 

performance of the game. They additionally play a vital 

role within the feel and therefore the gameplay. Most 

interactions a player comes across in a very game are 

with NPCs. AI works behind virtually every a part of a 

game. AI takes care of NPC’s, pathfinding, quest 

generation to rating system to almost every a part of 

the game. AI is simply a block of code active in 

background to realize an explicit set of goals or tier of 

smartness or realism. 

Entertainment industry is one in all the leading 

industries presently and remains growing with 

promising outcomes in future. Games are a serious a 

part of the show business now-a-days thanks to 

increasing interest of individuals in games. We tried to 

figure towards higher game performances thus on 

improve the gaming sector additional in size and price 

in future with additional scope for development and 

growth. 

II.KEYWORDS AND DEFINITIONS 

 AI – AI is a code of block or thread or process 

 That runs in the background of the application and 

provides a support or help to its components to 

work smarter or for “human like” decision making 

or interactions by them. 

 Pathfinding – Pathfinding or pathing is that the 

plotting, by an algorithm, of the shortest route 

between 2 points. It’s an additional sensible variant 

on solving mazes or finding shortest path. 

 Strategies – A series or collection of actions or 

decision chosen by computer or the player based 

on the current scenario or conditions of 

environment. 

 FSM – Finite state machine is like a Boolean logic 

which can be in only one finite state at a time. 

 NPC Behavior – It is a backend coding which 

controls the way in which the Non Playable 

Character reacts or acts during the gameplay as 

well as how it interacts with the Playable Character 

and environment. 

III.MOTIVATION 

Being a vivid gamer and a friend of games for an 

extended time all the gamers have started losing 

interest in games slowly. There’s been a drastic 
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improvement in graphics of games recently creating 

games additional realistic however there’s a limit to it. 

The interactions with the within the game parts are just 

about an equivalent. Thanks to this guess and adjusting 

otherwise you will rather say learning and predicting 

its additional moves and actions has become quite 

straightforward and customary to observe. These 

motivated us to appear into effects of the improved AI 

and NPC’s on games performance in addition as user’s 

feel and interactions and realism of game. 

 

IV. HISTORY 
With the advent of the AI in the computer field it was 

widely used in games in order to increase the 

competitive level of the games. The games have 

experienced a major set of changes throughout the 

different generations of the games and the consoles. 

The first ever electronic digital computers such as 

colossus and ENIAC layed the foundation for the 

development of first ever generation of video games. 

The computer games of 1950s lead to huge amount of 

research work done in the field of AI in order to 

impress or for the entertainment purpose for the public 

.For example chess, Nim etc. Computer games AI 

started showing in a number of the primary single-

player title. The primary game ever was created in 1958 

is termed “Tennis for Two”. The primary game to run 

on a laptop was Spacewar by Steve Russell from 

Massachusetts Institute of Technology.  Spacewar is 

taken into account because the 1st game because it was 

created on PDP-1 mainframe. Neither of those 2 games 

enclosed AI. Throughout the first days of video games, 

AI isn't a feature. This can be as a result of those games 

is relative easy, and for many of the time, they were 

among real folks. No laptop opponent was other into 

the game. 

AI’s were designed primarily for arcade games with 

the aim of making certain folks unbroken feeding 

quarters into the game machine. Pong, area Invaders 

and Donkey Kong were among those games. These 

games were running beneath terribly easy rules and 

scripted actions. The agents didn’t have the flexibility 

to create selections. Typically selections were designed 

to be created haphazardly in order that the behaviors 

looked a lot of unpredictable. Therefore, thus known as 

Intelligence was truly coded into the sport. Later in the 

1970s arcade video games were introduced to the 

public such as pinball, pong which were very famous 

among the public and became a rich industry. 

From 1978 to early 1980s was the golden era of arcade 

games. The industry made a huge profit of $300 million 

to $2.8 billion.In 1980s system such as the dial up 

bulletin board systems were sometimes used for online 

gameplay. With the introduction of 32-bit consoles in 

1990s there was a transition to 3D games which was a 

very good move and made the market reach huge 

heights, ever since the transition to 3d games much of 

the effort was done in the field of gaming graphics and 

a bit of advancement in the AI of the games. More 

games were created supported this sort of AI, however 

evolution of AI had simply begun. The looks of laptop 

opponent in “Pong” created folks believe that laptop 

was thinking. Among the new styles of games, RPG 

games stirred up the event of game AI most owing to 

its high demand for AI quality. Highly competent and 

entertaining AI was what this genre of game means 

that to players. Such AI was difficult, and had exacting 

necessities. Since then, AI style in RTS games had 

become outstanding and developed as a replacement 

analysis field. 

We are still within the evolution of game AI.  Games 

have returned an extended method ever since 1950’s, 

so have the AI techniques that go in conjunction with 

them. 

V.AI 

The computer games business is big, and new titles 

seem on a common place. Developing a game involves 

developing several aspects, like the physics, art, 

graphics, sound, and therefore the artificial intelligence 

(AI). Game AI is employed to supply the illusion of 

intelligence within the behavior of computer-controlled 

agents (or non-player characters, bots). In several 

games, the gameplay code, as well as the AI, is 

enforced in a very scripting language on high of a 

game engine. To extend productivity within the 

development of games, it's vital to appear at however 

the AI is modelled and enforced. 

Implementation of AI  

 

There are many approaches to implementing game AI. 

The approach to developing game AI depends on the 

character of the game as an example, the state area of 

tic tac toe is much smaller than the state area in 

Pacman. For games with a restricted range of states it's 

potential to explore a collection of future states 

mistreatment the minimax algorithmic rule that 

determines successive step with the best payoff. The 

alpha-beta pruning algorithmic rule may be 
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accustomed cut back the amount of states explored. 

Alpha-beta pruning can't be utilized in games within 

which the state changes multiple times per second, as a 

result of the amount of potential states become 

overlarge. 

Game AI determines agent behavior: the actions 

associate degree agent takes in reaction to the game 

state. Game AI ought to support:  

• A variety of behaviors: agent should react differently 

to different situations. 

• Behavior integrity: Agent should react as a human 

would do in the same situation. 

AI choices are usually modeled using tree- or graph-

like data structures and enforced by scripts 

mistreatment if-then-else statements. Following 

approaches may be used: 

o Behavior Trees: The designers of Halo use a 

behavior tree or class-conscious finite state 

machine (more specifically, a activity directed 

acyclic graph) to implement the AI of laptop 

controlled agents in a very behavior tree, a node 

is indexed by the state and contains a behavior. 

Agent behavior is set by a path of nodes within 

the tree. When an agent will make a choice from 

multiple transitions from a node, the AI ranks 

nodes by priority and therefore the agent moves 

to the node with the best priority. 

o Hierarchical Task Networks: A hierarchical task 

network (HTN) offers an alternative approach to 

planning and executing strategies. An HTN 

specifies various compound high-level tasks, 

which each consist of a set of subtasks. The leaves 

of the hierarchy are primitive tasks. An HTN 

contains methods that describe how to reach the 

current goal, and the prerequisites and subtasks 

necessary to complete the goal. An HTN has 

advantages from both a planning and scripting 

perspective. 

o Goal-Oriented Action coming up with: Goal-

Oriented Action Planning (GOAP) is a decision 

making architecture developed for the game No 

One Lives Forever 2. Using GOAP, we specify 

how decisions are taken. The key concepts of 

GOAP are:  

 Action: a step performed by an agent. An action 

may have preconditions and may have an effect 

on the state, and takes some time to complete.  

 Plan: a sequence of actions determined by an 

agent.  

 Goal: a desired state. Based on the goal an agent 

can produce a plan of actions that results in 

reaching the goal.  

 Planner: the planner takes the most relevant 

goal of an agent and creates a plan to go from 

the current state to a state satisfying the goal. 

The planner is similar to pathfinding, and a 

planner implementation may be based on the 

A* algorithm. 

VI.NPC 

In modern computer games, human players often 

interact with non-player characters (NPCs) within a 

simulated environment.  Unlike traditional computer 

games, where there are usually clear rules of the game, 

limited roles and clear objectives, many modern 

computer games are increasingly providing a means 

for entertaining the human users in an open-ended 

fashion.  Thus, it is not the rules of the game that 

determine success, but rather the ability of the game 

and its simulated entities to attract and keep the 

attention of the players.  As such, there is an increasing 

need for control mechanisms for NPCs, or “game 

artificial intelligence (game AI)”, that produce 

believable and useful behaviors without detracting 

from the immersive experience.  A common failing of 

traditional techniques for game AI is that the NPCs 

have a limited range of behaviors and apply them in 

limited ways.  The result is that a human user can 

(usually) quickly determine the limits of the NPC. 

The pursuit of better and more believable NPC 

behavior has explored a number of approaches, 

including:  

(a) Off-line automated techniques for behavior 

optimization.  

(b) On-line (real-time) automated techniques to adapt 

actions and/or learn better responses.  

(c) Real-time control mechanisms to produce realistic 

behaviors of groups of simulated entities. 

(d) Real-time control via explicit behavior models for 

varied yet purposeful behaviors. 

We broadly categorize the focus of the NPC behaviors 

along three interrelated dimensions:  

(a) Ability to play well.  
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(b) Ability to perform in an effective manner.  

(c) Ability to behave in an interesting manner. 

.We broadly speaking categorize the main focus of the 

NPCs behaviors on 3 reticular dimensions:  

(a) Ability to play well.  

(b) Ability to perform in a good manner.  

(c) Ability to behave in a motivating manner. 

I. Implementation 

A  NPC’s will:  

 PLAN 

o with a point of strategy and/or ways  

o with the flexibility to coordinate 

actions with the player or another AI  

o in order that it doesn't repeatedly try 

a previous, failing set up or action  

 ACT 

o with human-like reaction times and 

skills  

 REACT 

o to players’ presence and actions fitly  

o to changes in their native setting  

o to the presence of foes and allies 

II. Technologies and Methodologies for 

implementation: 

 Finite State Machine (FSM): It’s a machine 

which can attain or be in only one finite state 

at a given instance of time. Transitions are 

defined according to the conditions and are 

definite and well defined. 

 
 Fuzzy State Machine (FuSM): It’s a machine or 

extension of a Boolean logic, and can attain 

one or more states at a time or at a given 

instance or for a certain set of conditions. It is 

for conditions or states like “some are true” 

etc. 

 

 
 Pathfinding: It’s another technology to 

implement the NPC by finding the shortest 

distance between two points or NPCs 

considering the hurdles and obstacles. It’s 

similar to maze solving. 

 Script: Part of game engine written in 

interpreted language used to design an event 

driven AI for games. 

 Genetic Algorithm: It’s similar to the biological 

process of evolution. It uses methods to find 

the optimal solution based on the choices 

made by the NPC in a series of procedures or 

events. 

 Neural Networks: It’s similar to the neural 

system in a human body which collects and 

passes on the data which is used to learn, 

classify, pattern recognition, predict etc. 

  

VII. REQUIREMENT 

o Software 

• Unity (Engine) – It’s an engine developed for 

providing the game developers a platform 

with functionalities like physics or vector or 

math or similar common components of games 

built in allowing them to directly jump on 

actual development of games. 

• MonoDevelop (if not enclosed in unity 

installer) – It’s a coding environment provided 

with unity with support for javascript as well 

as C sharp(C#). 

• Visual Basic (if mono develop not available) – 

Another coding environment supported with 

unity similar as mono develop. 

• Windows 7/8/8.1/10 to run the engine and 

different software’ and provide them with 

interaction means to hardware and related 

functionalities. 

o Hardware 

• Ram – 4GB or additional 

• System area – 2.9GB for Unity 

• Storage – ten to fifteen GB for information 

• Processor – i3 or higher 
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VIII.DESIGN ISSUES 

 Unity is a paid engine and many features are paid 

for often causing an issue to novice developers 

with a low budget. 

 People with no or very little experience or 

knowledge about graphics and models or avatar 

development suffer a lot in terms of resource and 

time. This can be resolved with the help of assets 

from Unity asset store. Though again major assets 

are paid. 

 Another common issue faced is at the time of 

rendering. Rendering requires a lot of resource 

and a high end configuration which is not so 

common and a serious bottleneck for new 

developers. 

 Another issue is no knowledge or little 

knowledge of coding, which not only is a 

bottleneck but also takes time to learn. There are 

various websites on internet which teach these 

languages for general purposes use or application 

specific use. 

IX. CONCLUSION AND FUTURE USE 

I. Conclusion 

This paper introduces strategies or ways for higher AI 

and government agency performance in games and 

concludes that development of AI and government 

agency will facilitate diversion business increase 

drastically and keep user additional inquisitive about 

future games. 

II. Future Use 

Can be developed create to form higher feeling and 

even additional realistic games in future to stay the 

player indulged in games and make its interactions 

with NPCs additional realistic and pleasurable and 

additional towards to world and human like feel or 

performance. Also can be used in future behind other 

components of games for smarter working of games. 

Though the size and resources required for AI to run is 

high which a major issue which needs to be tackled is. 

Once these issues are overcome the games would be 

smarter, harder and more realistic for the user or the 

game.  

X.ACKNOWLEDGEMENT 

The authors would like to acknowledge with deep 

appreciation and gratitude the invaluable help of the 

following persons: 

• We are also grateful to the Prof. Sachin D. Babar, 

Head of Computer Engineering Department, Sinhgad 

Institute of Technology for his indispensable support, 

suggestions. 

• Prof. S.B.Waykar for giving us all the help and 

guidance we needed. We are really grateful to him for 

his kind support. His valuable suggestions were very 

helpful. 

• Prof. T.J. Parvat for giving us valuable guidance 

and support and boosting up our confidence in making 

the project seem feasible. 

We also wish to thank our Family and friends as an 

inspiration and understand us they were robbed of 

many precious moments as we locked ourselves in our 

rooms when our minds went prolific and our hands 

itched to type. Once again, we thank all those who have 

encourage and help us in preparing this project and 

who have extended us much understanding, patience, 

and support. 

 

XI. REFERENCES 

[1] Su-Hyung Jang, JongWon Yoon and SungBae Cho, 

“Optimal Strategy Selection of Non-Player 

character on Real Time Strategy Game using a 

Speciated 

EvolutionaryAlgorithm.”,10.1109@cig.2009.5286490

,ISBN:978-1-4244-2974-5 

[2] Jiang Jie, Kuang Yang, Shen Haihui,”The 

Application of AI for the Non Player Character in 

Computer Games”, 10.1109@iccis.2011.318, ISBN: 

978-0-7695-4501-1. 

[3] Georgios N. Yannakakis, Julian Togelius, ”A 

Panorama of Artificial and Computational 

Intelligence in 

Games”,10.1109@TCIAIG.2014.2339221, 

[4] Johan hagelback, BTH, Sweden, Technical 

University of Dortmund “AI and Computational 

Intelligence For Real Time  Strategy games”, IEEE 

catalog number: CFP10CIG-ART,ISBN: 978-1-4244-

6297-1 


