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GPGPU the future of Al in games 2"
Games use planning ¢%¢

(plan of 10 actions for 15 bots)
Constraint Programming

can scale up planning
Validate TRL 3
Don't touch my graphics card

Can we scale up
Constraint Programming
using CUDA ?

Few constraints
many compatible values
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o O SRR Wi L e L pstack Intel-Xeon E5-2680 (2.70 GHz)
f ' Compatibl e ol ' 64Gb of RAM Many constraints
O R values g ' Flee GeForce TITAN few compatible values
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CUDA 6.5 64 bits

" Testing on games' instance
(Simple FPS)

= Multi-GPUs, Tesla server

= Reach TRL 4 to 6

= How to modelize planning problem to such
constraint satisfaction problem
» GPU-adapted consistency
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