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GP is cool



What did we know about Starcraft
before?

(cc) psiaki @ flickr.com
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Nothing

Well, Alberto played half-campaign in the 2000s
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Then again, why StarCraft?
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It's the testbed in RTS Al research




And what did we
do?
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What does our generated code ‘
do?
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int cSupply = Broodwar->self()->supplyUsed|() / 2;
int min Broodwar->self () ->minerals();
int gas Broodwar->self()->gas();
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buildplan.push_back [Bui
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squads
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ldplan.push_back (Bui
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ldplanEntey (

>maxSize() <

Upgradely

SQUAD_LIMIT ) squads(a]

*addSetup (Unit
plan.push_back (BuildplanEntry( UpgradeTypes::Zerg Mis

pes::Lerg _Melee Attacks, £ ))

#

sile_Actacks, 20

pes: :Zerg_Scourge,

Y);

bui ildplanEntry({ UnitIypes::Zerg Queens_Mest, 10 )):
if{ squads.size() > 8 )
if| scuads[B]->maxSize() < SQUAD_LIMIT ) squads([8]->addSetup(UnitTypes::Zerg_Queen, 1)
if{ squads.size() > 5 )
if (| squads([5]->maxSize() < SQUAD_LIMIT ) squads(5]—>addSetup(UnitTypes::Zerg_Zergl
if( sguads.size() > } squads[l]->setMorphsTo(UnitTypes::Zerg Lurker);
srage t= U7
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Why is it “Human Competitive”?
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It cannot win vs. humans

Well, actually no Al can beat humans in Starcraft (yet)



However...
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It can beat several human-made‘
techniques
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And, it can beat the human-madN
bot used as baseline
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And, thanks to this work...



We created an international
group focused on
Computational Intelligence in
Games

(see our awesome paper on Hearthstone in the CIG conference!)






