AI AGGRESSIVENESS

This article is about how to improve the AI aggressiveness:

-  How do you implement the AI from H3 in H4?

-  How do I make a weak AI attack a town with a strong defense?  

-  Or how do I make the AI attack me repeatedly?

This article is not for novice mapmakers, it contains advanced scripts and is not intended for first timer-mapmakers.  There are also a lot of pitfalls along the way, but I will come around to all of them.

The overall idea of the scripts is that the AI will be a lot more aggressive if it is 100% sure of a victory.  The AI will never attack with a level 2 hero and 3 imps against my level 15 hero and 20 angels.

But what if the AI thinks he is stronger?
What if I give the AI a lot of creatures on the AI turn and take them away on the Human turn AND when a human/human ally is attacked?

I will explain the scripts in this article, but if you care for a demonstration, please download my 'AI Attack Tool’ from Celestial Heavens.  It will make it much easier to understand then.

FAKING AI AGGRESSIVENESS

The scripts for controling the AI aggresiveneess were developed while making »The Hundred Years War« campaign, which is not yet published.  I developed the scripts a bit further in the allied map, »Luretia«, and even further in the allied Equilibris map, »The Economists«.  

In the last map of »The Hundred Years War« campaign, I wanted the AI to keep attacking a certain town with a newbie hero.  Normally the AI will only attack if it is 100% sure of winning and if I gave the AI 50 bone dragons, the AI would attack the town - if it could find it - but I wouldn't be able to win that battle.  I was thinking for several days until I came up with this idea of 'faking' AI strength.  What I did was rather simple, 

I gave the AI huge amount of level 4 creatures and took the same creatures again when meeting a human player and on each day of the human's turn.  

This way the human player will never notice the faked AI strength.  This is the basic idea, but there have to be more detailed scripts to make it 100% safe.

I experienced that a level 5 AI hero with just 1 efreeti attacked my town with a level 15 hero, 30 monks and 20 crusaders!  That would never happen in a normal game.  In general I will have AI heroes that act more clever and brave. 

This might seem like a huge amount of scripting, when having to script each of the AI heroes, but once you have made 1 AI hero - and tested him! - then you can just copy him and change the name of the hero and the triggered script name.

THE FAKE SCRIPTS

Here are the detailed steps for the scripts:

1. You decide which level 4 creature to use as the faked AI boost.  It HAS to be a level 4 creature that cannot be found in the map (towns, dwellings), so if you choose angels, you cannet have Life towns that can build the angel dwelling.  This is VERY important (I will come back to that later).  If you are making a Wind of War map or TGS map, then you could use Dark Champions, in this way the player can choose all alignments, as long as there are no level 4 Death dwellings around the countryside.

In the following text I will choose Dark Champions and make scripts for 3 AI heroes (red player):

a)  FAKING CREATURES:
On the hero events and not the army events, you add this as a TIMED EVENT each day:  GIVE 1000 DARK CHAMPIONS.  You can also decide to let the AI hero to become aggressive after day X or if certain things happen in your map, just use your imagination.

b)  MAKE SURE THE FAKED CREATURES DISSAPPEAR WHEN FIGHTING THE HUMAN PLAYER:
It would ruin the game if you meet a hero with 2000 Dark Champions...  so you have to make sure the Dark Champions are taken away on the Human's turn AND when the boosted AI hero Encounters you.

To be able to take away all the AI's Dark Champions, you will have to make a TIMED EVENT in the main menu, repeated each day on the human turn.  This event shall trigger each of the heroes that receive a faked boost and take away all Dark Champions.

c)  NAMING THE HEROES:
You cannot use these scripts on unnamed heroes!  For instance,

Hero#1, with a TRIGGERED EVENT called 'Hero#1'

Hero#2, with a TRIGGERED EVENT called 'Hero#2'

Hero#3, with a TRIGGERED EVENT called 'Hero#3'

Note:  Remember to use the TRIGGERED EVENT on the actual hero and NOT on the hero's army!  (else the scripts will be cancelled when the hero adds other creatures to the army)

d)  CONTROL THAT YOU NEVER SEE ANY DARK CHAMPIONS:
To avoid that the boosted AI heroes don't split their armies with the Dark Champions, you will have to fill around 40% of the entire map with PLACED EVENTS that will take 8000 Dark Champion from the army if it is any army without Hero#1, Hero#2 or Hero#3.

e)  AVOIDING AI SURRENDER WHEN ATTACKING HUMANS:
If the AI attack you with his small army and he loses his fake creatures, he might want to retreat for a prize.  That would look strange in my opinion, so you can choose to take all the AI gold when the hero encounters a human/human ally.  After the fight you can give X gold back to the AI.

In this way you will start seeing the AI retreating from a battle just before it dies without offering you a whole stack of gold, just like human players often do!

Note:  If you want the AI to be on a suicide mission, you could make scripts that check each town to see who is the owner and make them neutral on ENCOUNTERED and back to the rightful owner on DEFEATED and VICTORIOUS.  This way he cannot retreat in any way...  

f)  MAKE SURE THE AI HEROES YOU USE CANNOT DIE EXCEPT WHEN FACING YOU:
You want the heroes to stay alive, until they meet you:  When the AI encounter another AI or neutral he should therefor keep his faked creatures as well as receiving a huge temporary defense bonus.

Note:  It has to be an until next battle defense boost...  temporary boost will go away after the battle.

2. Scripts on the 3 invented RED AI heroes:
ENCOUNTERED:
IF OPPOSITE PLAYER IS HUMAN THEN

  TAKE 900000 GOLD FROM RED PLAYER                    (Note A)

  TAKE 8000 DARK CHAMPIONS FROM THIS ARMY

ELSE

  INCREASE DEFENSE BY 99 OF THIS HERO UNTIL NEXT COMBAT

  INCREASE DEFENSE BY 99 OF THIS HERO UNTIL NEXT COMBAT

VICTORIOUS:
GIVE 6000 GOLD TO RED PLAYER                                  (Note B)

IF NOT [CurrentPlayerIsHuman] THEN  

  GIVE 1000 DARK CHAMPIONS TO THIS ARMY          (Note C)

DEFEATED:
GIVE 6000 GOLD TO RED PLAYER                                  (Note D)

TIMED EACH DAY FROM DAY 1:
GIVE 500 DARK CHAMPIONS TO THIS ARMY

TRIGGERED on each hero:
Called 'Hero#1' on the AI hero no. 1, 'Hero#2' on the hero no. 2 etc on, each hero:  

TAKE 8000 DARK CHAMPIONS FROM THIS ARMY

Town scripts on EACH town, TIMED EVENT repeated for each day from day 1:

IF NOT OWNER IS HUMAN  AND  [NUMBER OF DARK CHAMPIONS] > 0 THEN

   TAKE 8000 DARK CHAMPIONS FROM GARRISON

   IF [NUMBER OF DARK CHAMPIONS] > 0 THEN THIS GARRISON FIGHTS 50 ANGELS            (Note E)
Global scripts in the main menu:

TIMED EVENT each day for all players:
IF PLAYER IS HUMAN THEN

  SET [CurrentPlayerIsHuman] TO TRUE                      (Note F)

  TRIGGER Hero#1

  TRIGGER Hero#2

  TRIGGER Hero#3  

ELSE

  SET CurrentPlayerIsHuman TO FALSE

Placed Event Scripts:
IF  NOT [CurrentPlayerIsHuman]  AND  [NUMBER OF DARK CHAMPIONS IN THIS ARMY] > 0 THEN

   IF [THIS ARMY HAS THE HERO NAMED HERO#1]  OR  [THIS ARMY HAS THE HERO NAMED HERO#2]  OR  [THIS ARMY HAS THE HERO NAMED HERO#3]   THEN                   (Note G)

    DO NOTHING

ELSE

  TAKE 8000 DARK CHAMPIONS

  IF [NUMBER OF DARK CHAMPIONS] > 0  THEN THIS ARMY FIGHTS 500 ANGELS              (Note H)
Note A+B+D:  It wouldn’t be good to use TAKE X GOLD FROM CURRENT PLAYER, because you don’t know who’s turn it is.  You could end up taking gold from the human…  You could also make a variable that reads the amount of gold the AI has and then give it back after the fight.

Note C: The heroe receives faked creatures after being victorious in a battle, this way he will stay aggressive during his full movement.  But only if it is in the AI’s turn, else the AI hero will suddenly receive 1000 Dark Champions after a fight where the human attacked.

Note E:  The reason why I add  IF [NUMBER OF DARK CHAMPIONS] > 0 THEN  is that if the army doesn’t have a hero or any other creatures, then there would be 1 Dark Champion left in the army after taking 1000 of them.  So if there is any DC’s left, then it must be a DC alone.

Note F:  I find it more safe using a boolean, CurrentPlayerIsHuman, that is TRUE if it is the human’s turn.  Not 100% sure if it is necessary though.  

Note G:  The reason why the faked scripts only can be used on named heroes is to prevent the AI splitting the army with the Dark Champions into other armies.  Checking the PLACED EVENT that is all over the map, I will take all Dark Champions from the AI from any other hero than Hero#1, Hero#2 and Hero#3 plus if there is an army with Dark Champions and no heroes.

Note H:  See Note E.

Additional script info:

- To avoid the faked boosted AI to erase each other - they shall attack the humans - these scripts are best used in maps with the AI as allied.

- In the above example, I assume it is the AI against human, of course it could also be an AI against a human allied with an AI.  In that case instead of using a script like

IF OPPOSITE PLAYER IS HUMAN THEN ...

you can use a script like

IF OPPOSITE PLAYER IS ORANGE OR PURPLE THEN ...

where Orange and Purple player is human and the AI allied.

I hope I have made myself clear explaining these scripts.  Watching the scripts ingame will probably help understand them, therefor I suggest you try my 'AI Attack Tool’ file that can be downloaded at Celestial Heavens.

