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Abstract

This volume contains the papers from the following
workshops, held on November 13 - 14, 2018 and
co-located with the 14th AAAI Conference on Artificial
Intelligence and Interactive Digital Entertainment
(AIIDE’18) in Edmonton, AB, Canada: 1) the 2018
Workshop on Artificial Intelligence for Strategy Games,
2) the 5th Experimental AI in Games Workshop
(EXAG), and 3) the Multi-Agent Reinforcement
Learning in MalmO Workshop (MARLOQ).

The 2018 Workshop on Artificial Intelligence
for Strategy Games

The 2018 Workshop on Artificial Intelligence for Strategy
Games follows a successful series of AIIDE workshops that
were held in response to the considerable interest in the
subject and the limited time for reporting on the annual
StarCraft competition in the main AIIDE conference. The
goal of the workshop is to bring together Al researchers
and game Al programmers from industry, who are interested
in strategic game Al, to present and exchange ideas on the
subject, and to discuss how academia and game companies
can work together to improve the state-of-the-art in Al for
games.

The 5th Experimental AI in Games Workshop
(EXAG)

The Experimental Al in Games (EXAG) workshop aims
to foster experimentation in game Al research and all
forms of game development. In addition to presenting
traditional academic talks and live demos of Al technology,
EXAG welcomes a diverse community of researchers and
practitioners with activities including a show-and-tell demo
and gameplay session.

The Multi-Agent Reinforcement Learning in
MalmO Workshop (MARLO)

This AIIDE workshop is centered on the MARLO
competition on Multi-Agent Reinforcement Learning in

MalmO. The aim of the competition is to foster research in

agents that can learn to play a range of multi-agent games.
This workshop is a key opportunity to raise awareness of
the competition and associated research challenges within
the AIIDE community, to brainstorm and discuss research
directions in multi-task, multi-agent learning in modern
video games, and to create a fertile ground for novel
collaborations.
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