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Design of information interaction for context-aware real-time strategy game
WANG Hui, FAN Zewen, QIAO Xiuming
(School of Computing, Beijing Information Science and Technology University, Beijing 100192, China)

[ Abstract] With the rapid development of artificial intelligence, intelligent game and intelligent game field are combined. In order
to convert the game environment information into the data that can be put into neural network for subsequent training, the real-time
strategy game environment agent component transformation is modified by us. Besides, we achieve the function of game information
extraction and data saving in the format of dictionary. Later, the data is converted into multi—dimensional array objects, supporting
multi-modal information output. At the same time, we design the game actions and map the output action of the environment agent

component to the game environment.
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Fig. 1 Game environment information interaction process
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Tab. 2 Player and game information
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Tab. 3 Test action list
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