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Com p uter Gam es  

By Tristan Cazenave

Spring er-Verlag  Gmbh Apr 2017, 2017. Taschenbuch. Condition: Neu. Neuware - This book
constitutes the refereed proceeding s of the 5th Computer Games Workshop, CGW 2016, and the
5th Workshop on General Intellig ence in Game-Playing  Ag ents, GIGA 2016, held in conjunction
with the 25th International Conference on Artificial Intellig ence, IJCAI 2016, in New York, USA, in
July 2016.The 12 revised full papers presented were carefully reviewed and selected from 25
submissions. The papers address all aspects of artificial intellig ence and computer g ame
playing . They discuss topics such as Monte-Carlo methods; heuristic search; board g ames; card
g ames; video g ames; perfect and imperfect information g ames; puzzles and sing le player
g ames; multi-player g ames; combinatorial g ame theory; applications; computational creativity;
computational g ame theory; evaluation and analysis; g ame desig n; knowledg e representation;
machine learning ; multi-ag ent systems; opponent modeling ; planning . 179 pp. Eng lisch.
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R e vie ws  

This ebook is worth purchasing . It is writter in straig htforward words and not hard to understand. You will not feel monotony at at any time of your
respective time (that's what catalog s are for about in the event you ask me).
-- Eile e n Kling  I     

Definitely among  the finest book We have at any time read. Better then never, thoug h i am quite late in start reading  this one. Your lifestyle period will
likely be transform once you total reading  this article book.
-- Flo re nce  B a tz  IV        
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