Background
With the rapid growth of the video game industry, developers face challenges in improving development efficiency, reducing costs, and enhancing player experience. The integration of AI technologies offers new solutions to address these issues [1]. Understanding these algorithms' classifications and characteristics is crucial for both game developers and researchers [3]. Real-Time Strategy (RTS) games, such as StarCraft, provide complex and dynamic environments for AI research. Researchers utilize these games to test and improve AI algorithms' decision-making and strategic planning capabilities [2].

AI Games Using AI Algorithms
Among AI algorithms that have been used for creating AI games are (to name a few): genetic algorithm [4] and [5], Minimax algorithm [6], Alpha Pruning algorithm [6],  A* path finding, Monte Carlo [6], and Finite State Machine. A genetic algorithm (GA) is one of the evolutionary algorithms, inspired by evolutionary biology such as inheritance, mutation, selection, and crossover to seek approximate solutions to optimization problems. GA is also known as global search heuristics. GA processes are implemented as a programmed simulation, in which a population of abstract representations known as chromosomes of candidate solutions (called individuals) to an optimization problem evolves towards better solutions [7].
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