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History

● Galcon (2007-2008)
● Google AI Challenge Planet 

Wars (2010)
● Planet Wars at Dagstuhl Seminar 

(2015)
● Ghost in the Cell (2017) on 

CodingGame
● Fast Planet Wars Variants 

(Lucas, 2018 IEEE CIG)
○ Gravity, actuators, parameterised, 

fast forward models
● Planet-Wars RTS AI (Lucas, 

2025)
● Orbit Wars, Kaggle 2026



Game Rules

Win by eliminating opponent, or having 
more ships on planets when time runs out

Each planet has a single transporter

If you own the planet, and the transporter is 
at home, you can send ships across space - 
either to attack opponent or neutral planets, 
or to defend your own

An invading force a will overcome the 
occupants b only if  a > b then ownership is 
transferred.  Always |a-b| ships remaining 
after battle.

Owned planets (not neutral ones) grow 
ships in proportion to their size



Another Game AI competition?

● Sweet spot for Game AI Challenges:
● RTS - with real-time enforced
● Highly configurable
● Hard test for sophisticated AI agents
● Low compute budget
● Challenge for RL agents to cope with 

high variability in maps and game 
params

● Open-ended challenge: depends on 
opponents

● Fast Plannable Forward Model
○ 1 million steps per second Video Link

https://docs.google.com/file/d/1zSW0jUwxO1erccV2jv1CdkGMAm8Uni3p/preview
https://drive.google.com/file/d/1zSW0jUwxO1erccV2jv1CdkGMAm8Uni3p/view?usp=sharing


● Can Claude Code write a good agent?
● Can Evolutionary Program Search Design good agents?

○ LLaMEA
○ LLM4AD
○ EASE
○ DeepEvolve
○ OpenEvolve
○ ShinkaEvaolve
○ … DIY?

● Deep RL?
● Graph Neural Networks?
● MCTS, Rolling Horizon Evolution, SFP Variants? (online planning)
● Human-design???

Some Interesting Research Questions



CoG 2026
Variations

Branching factor:

nSource * nTarget * 
nShipOptions

E.g. 10 x 20 x 10 = 2000

Often much smaller



Small 
number of 
planets, fast 
ships



AAMAS 2026 Ranking (top 12) - TrueSkill(™) League



WCCI 
2026
League
(June)



CoG



Top 10 entries from distinct teams





2026 Results

Significant progress in run-up to IEEE CoG in Sep 2026

● AAMAS (May) - Team Titans: winner from 2025
● WCCI (June) - Anti - Heuristics and planning, LLM-evolved code
● EgoCentric (CoG) Graph NN, PPO
● Metagross - Rolling Horizon Evolution plus smart heuristics
● Tail-small - Vibe coded RL architecture trained through self play (around a day 

of training for each agent), with significant human expertise in the vibing!

Many different methods can be competitive, the devil is in the detail!

See linked slides for more info



Summary

● Congrats to the CoG 2026 winner! - 
this is not an easy challenge!

● Set it for your student projects!
● Games are Living Benchmarks
● Next Edition: TBA, league will 

continue to run
● Competition runner code all 

open source


