EVOLVING REAGTIVE MICROMANAGEMENT CONTROLLER
FOR REAL-TIME STRATEGY GAMES
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Fitness (calculated at the end of the game):

Score = Z HPg — Z HP,;
i=1 j=1

Roulette Wheel Selection (with slight elitism), Uniform
Cross-over and Uniform Mutation (10% chance) were
used in our GA (population of 32 individuals).

Results:
3 scenarios with different types of enemy units were
chosen for the training.

were compared to the built-in Alin
StarCraft and Ul Alberta bot.
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1. Selecting an attack target The Controller issues specific commands to each unit, trying to .
2. Selecting an attack position optimise the army performance (micro-management). Generation
3. Deciding when to retreat = _ Interesting behavioral patterns emerged

We implemented and tested the solution in o]0 for each used scenario. Link to video: =
These decisions are using simple functions to a classic RTS game StarCraft: Brood War, which : "
score the current game state. Parameters of was accesed using BWMirror and BWAPL L ELEEET
LU

these functions are Opt|m|Sed Using our GA g i ] ﬂ Controller 124.42 40.506 -278.29 274.5 253.937

D, — damage of a given enemy unit Built-in Al of SC -384 - 384

1. Attack target scoring function: HP, — sum of the remaining Hit Points and Shields Sl i O Aberta i 105 i i 109

Scoreyr = (De.p1) — (HP..p3) + (Le.p3) | Le—equals 100 ifthe is in lethal danger, otherwise it
equals 0
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