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Desirable Target

⠴ More Unit Types

Training Time and Interface don’t allow it

⠴ Different AI Types

Implemented But only one Neural Network AI

⠴ Animations & Effects

Effects moved to High Target
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Other progress

⠴ Refined menus / UI

⠴ Refined user input

⠴ Bug fixes for highlighting and map generation
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AI
Random

⠴ Implemented fully, used as sanity check

Heuristic

⠴ Cancelled 

Scripted

⠴ Initially intended to be heuristic

Neural Network (Visual Representation)

⠴ Implemented – Winrate > 90% against Random
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Heuristik

f(p) = 200(K-K')
       + 9(Q-Q')
       + 5(R-R')
       + 3(B-B' + N-N')
       + 1(P-P')
       

KQRBNP = number of kings, queens, rooks, bishops, knights and pawns

- 0.5(D-D' + S-S' + I-I')
+ 0.1(M-M') + ...

D,S,I = doubled, blocked and isolated pawns
M = Mobility (the number of legal moves)
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Draxel

Input

Update

GetRepresentation()

missing :(

Heuristik
Neural Net
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Art

Player uses medieval style units

“Artillery”

Infantry

Mobility

General
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DEMO TIME!


