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AIM(S)
· To provide the student with a sound conceptual understanding of ideas under-pinning artificial intelligence problems in a games development context and an ability to deploy data structures and algorithms relevant to A.I. games programming. 

LEARNING OUTCOMES
Upon the successful completion of this module, the student should be able to demonstrate the ability to:

1. Demonstrate a sound knowledge and understanding of essential Game AI concepts and principles.
2. Analyse practical AI problems associated with games program development in order to synthesise appropriate software solutions.

INDICATIVE CONTENT
· Definition of Artificial Intelligence, general history, and Game AI. 
· Search methods and planning techniques; including path finding
· Trigger systems, terrain analysis, obstacle evasion, movement
· Methods for controlling and implementing behaviour of agents (bots):
(for example fuzzy logic, state machines, knowledge representation, rule based systems, decision trees, influence maps etc.)


LEARNING AND TEACHING STRATEGY
Lectures and tutorials will be used to teach the AI fundamentals. Where relevant, theoretical knowledge will be applied to solve practical problems in the classroom and computer labs. 



The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	30
	30%

	Independent learning
	70
	70%

	Placement learning
	0
	

	TOTAL
	100
	100%




ASSESSMENT
Description of each assessment component and its weighting, together with an example for new forms of assessment:

Assessment Component 1 – Coursework - 100%
This will assess the theoretical understanding and application of concepts and will also require students to use appropriate programming language(s)/applications to solve a given game AI problem.

Exemplar: ‘Agent based systematic search of game dungeons using selected AI search algorithms.’

Assessment Summary
	Activity type
	Percentage

	Written
	0%

	Coursework
	100%

	Practical
	0%

	TOTAL
	100%
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