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The believability of computer-based
players built into many video games
ranges from abysmal to pretty good.

In this presentation we will examine how
artificial intelligence technologies are
being applied to this aspect of video
games to improve the experience of
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Science Café OSU highlights interesting, relevant and current science research. No science background is assumed
or required. Events are free and open to the public. Information: 405.744.2376.

This program is sponsored in part by the Gamers of OSU, Video Game Developers Club and the OSU Association
for Computing Machinery
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