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a. Board control and piece mohlllty in chess. b. Lines-of-fire and mubility in a tactical shooter.

Figure from pages 4 of Remco Straatman, Arjen Beij, William van der Sterren
(2005), " Killzone's Al : Dynamic Procedural Combat Tactics™ [3]
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Figurefrom pages5 of Arjen Beij, William van der Sterren,” Killzone'sAl :
Dynamic Procedural Combat Tactics (GDC2005)“ [4]
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b. Lines-of-fire and mobility in a tactical shooter.

Figure from pages 4 of Remco Straatman, Arjen Beij, William van der Sterren
(2005), " Killzone's Al : Dynamic Procedural Combat Tactics* [3]
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William van der Sterren,
“Terrain Reasoning for 3D Action Games” (GDC 2001)

Remco Straatman, Arjen Beij, William van der Sterren,
“Killzone's Al : Dynamic Procedural Combat Tactics” (GDC 2005)
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Figure from pages 6 of William van der Sterren(2001) ," Terrain
Reasoning for 3D Action Games* [1] 53
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Figure from pages 30-31 of William van der Sterren(2001)," Terrain
Reasoning for 3D Action Games(GDC2001 PPT)“ [2]
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Figure from pages 5 of William van der Sterren (2001)," Terrain
Reasoning for 3D Action Games* [1]
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Figure from pages 8 of William van der Sterren (2001)," Terrain
Reasoning for 3D Action Games* [1]
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Figure from pages 41 of William van der Sterren(2001)," Terrain

Reasoning for 3D Action Games(GDC2001 PPT)“ [2]
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Figure from pages 42 of William van der Sterren(2001)," Terrain
Reasoning for 3D Action Games(GDC2001 PPT)“ [2]
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Figure from pages 45 of William van der Sterren(2001)," Terrain
Reasoning for 3D Action Games(GDC2001 PPT)“ [2]
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(o) 000

Figure from pages 38,4245 of William van der Sterren(2001)," Terrain 63
Reasoning for 3D Action Games(GDC2001 PPT)“ [2]
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Figure from pages 9 of William van der Sterren (2001)," Terrain
Reasoning for 3D Action Games* [1]
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Figure from pages 9 of Remco Straatman, Arjen Beij, William van der Sterren
(2005), " Killzone's Al : Dynamic Procedural Combat Tactics* [3]
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w, polar visibility
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Figure from pages 38 of Arjen Beij, William van der Sterren,” Killzone'sAl :
Dynamic Procedural Combat Tactics (GDC2005)“ [4]

L

y i
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w, has cover from w,, if:
= tablefw, d") < 7 or
= table(w,, d) < 7

Figure from pages 9 of Remco Straatman, Arjen Beij, William van der Sterren
(2005), " Killzone's Al : Dynamic Procedural Combat Tactics* [3]
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Step3

4

LA A A & 4

Position evaluation input

Description: (The evaluation tunction awards a higher score for ...)

Proximity tO current posiiion

being closer to or more quickly reachead from the current position

Proximity from specific location

being closer to or more quickly reached from a specific location

Cover from primary threat

offering cover from the primary threat (given a stance)

Line-gf-fire to primary threat

offering cover from the primary threat (given a stance)

Distance to primary threat

being preferred fighting distance from the primary threat

Cutside danger zone

being outside the blast range of (expected) projectile

Cover from secondary threats

offering cover from ong or more specified threats other than the primary threat

Qutside friendly line-of-fire

being outside the line-of-fire of specified friendly units

Distance from friendly positions

being some distance away from friendly positions

Wall hugging

being close to a wall or obstacle in a specified direction

Nearby cover

being near positions offering cover from the primary threat

Player ling-of-fire

not being a position across the player's ling-of-fire from the current position

Preferred fighting rangs

being inside the preferred fighting range

Figure from pages 5 of Remco
Straatman,

Arjen Beij, William van der Sterren
(2005), "Killzone' s Al :

Dynamic Procedura Combat
Tactics* [3]
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Figurefrom pages 12 of Arjen Beij, William van der Sterren,” Killzone'sAl :

Dynamic Procedural Combat Tactics (GDC2005) [4]
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Figurefrom pages 13 of Arjen Beij, William van der Sterren,” Killzone'sAl :
Dynamic Procedural Combat Tactics (GDC2005)“ [4]
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Figurefrom pages 14 of Arjen Beij, William van der Sterren,” Killzone'sAl :
Dynamic Procedural Combat Tactics (GDC2005)“ [4]
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Figurefrom pages 15 of Arjen Beij, William van der Sterren,” Killzone'sAl :
Dynamic Procedural Combat Tactics (GDC2005)“ [4]

82



© 85 45@

Figurefrom pages 16 of Arjen Beij, William van der Sterren,” Killzone'sAl :
Dynamic Procedural Combat Tactics (GDC2005)“ [4] 83
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a. Waypoints within blast range of threat, with proximity scores.
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c. Annotations for a line-of-fire from the attacker.

Figure from pages 11 of Remco Straatman, Arjen Beij, William van der Sterren
(2005), " Killzone's Al : Dynamic Procedural Combat Tactics™ [3]
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d. Total results: positions scoring over 80 can be targeted with a
grenade, which upon amival will be able to hit the threat.
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target PoV

Figure from pages 27,34 of Arjen Beij, William van der Sterren," Killzone's
Al : Dynamic Procedural Combat Tactics (GDC2005)“ [4]
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Figure from pages 28 of Arjen Beij, William van der Sterren,” Killzone's
Al : Dynamic Procedural Combat Tactics (GDC2005)“ [4]
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Figure from pages 29 of Arjen Beij, William van der Sterren,” Killzone's
Al : Dynamic Procedural Combat Tactics (GDC2005)“ [4]
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Figure from pages 30 of Arjen Beij, William van der Sterren,” Killzone's
Al : Dynamic Procedural Combat Tactics (GDC2005)“ [4]
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Hal o2

The Halo place representation:

Figure from pages 15 of Damian |da," Dude, where’s my Warthog?
From Pathfinding to General Spatial Competence” [5]
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Figure from pages 13,14 of Chris Butcher,Jaime Griesemer," The Illusion of
Intelligence The Integration of Al and Level Design in Halo* [6]
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Figure from pages 15 of Damian |da," Dude, where’s my Warthog?
From Pathfinding to General Spatial Competence” [5]



Figure from pages 15 of Damian |da," Dude, where’s my Warthog?
From Pathfinding to General Spatial Competence” [5]
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w, polar visibility

Figure from pages 9 of Remco Straatman, Arjen Beij, William van der Sterren

(2005), " Killzone's Al : Dynamic Procedural Combat Tactics* [3]

Figure from pages 15 of Damian |da," Dude, where’s my Warthog?
From Pathfinding to General Spatial Competence” [5]
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Figure from pages 22 of Damian |da," Dude, where’s my Warthog?
From Pathfinding to General Spatial Competence” [5]
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Figure from pages 9 of Remco Straatman, Arjen Beij, William van der Sterren
(2005), " Killzone's Al : Dynamic Procedural Combat Tactics* [3]
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Figure from pages 9 of Remco Straatman, Arjen Beij, William van der Sterren

(2005), " Killzone's Al : Dynamic Procedural Combat Tactics* [3]
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Time scale:

Figure from pages 14 of Remco Straatman, Arjen Beij, William van der Sterren
(2005), " Killzone's Al : Dynamic Procedural Combat Tactics* [3]
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