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1. Objective 

This project is aimed at:  

Developing appropriate diversity measurement methods in game AIs and evaluating their impact on the 

performance of the diverse game AIs by them. A group of game AIs emerge in multiplayer games, majority 

voting systems, rating systems, and so on. It is thought that the diversity of the group influences the 

performance of the game AI, however, the measurement of diversity and its effects have not yet been studied. 

In this project, we will try to develop measurement methods of the diversity in game AIs and methods to 

generate diverse game AIs. 

 

2. Project Outline 

To that end, the project will consist of the following phases: 

(a) Development and evaluation of the measurement methods of the diversity in game AIs 

(b) Development of the methods to generate diverse game AIs using the diversity measurement developed in 

step (a) 

(c) Experimental verification of the impact of the diversity on the performance by applying the game AIs 

created in step (b) to voting systems, rating systems, and other applications 

 

3. Expected Performance 

In this project, the successful candidate would be expected to: 

(a) work independently, develop (strong) computer game players 

(b) read related journal and conference papers 

(c) publish research results in international journal papers, and present them at international conferences 

 

4. Required Skills and Knowledge 

The successful candidate for this project will have the following knowledge and skills: 

(a) Background in computer science 

(b) Strong interest in game informatics 

(c) Programming skill in C++, Java, Python, and similar programming languages 

(d) Ability to communicate and discuss in English 
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See our admission guidelines: 
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