2011/7/28

[ T8IV — LAk
IOV —U v LT

FRETORING — LT YEBELT

=% B—H

MR IRKRE
2011.7.28
Twitter: @miyayou
#aikait

AKBDa T

(1) FvS932—Al
(2) A2 Al

(3) AL —w)L

AT XgE>TRIFZAS?

MBS TIRATZHD?

7 ILT—ILE

(REMF)

7 ILT—ILE
(HEHER)

f ] 3%} SR—Fx)LT— LR

(REER)
HEE R DHME REEROHTE
= A 504

ASRLT2O. //veww anne-boxcom/




2011/7/28

IREEEANTE

L. COYRN T2V EDDAVERRTE 25,

ZORRICFEABMENFET 225502

VDO DL TR EGAME R FELGNESSL, BB,

TIE., AIAHEZE
WBEESETNDATIEAS?

%, é

DEES = Sk EA1REDESE

= = 3

HEAL DR =IRIEADE DR

HEEEVSRVDERNSRAE REAMMEEE TS

REO#MS = AE0BMS

ﬂ%?@ﬁé@ﬁﬁ@@ﬁétkﬂ?é

HEDEHS

/

RIEOEHMS

HMEDEMSTIRFEDEHSITESITS

HEDEHS

REO®MS




2011/7/28

13520475 _im

RED S CEME

<

EYOHED SHREEBEE

13520475 _im

1024910 100126230

F—LRAT—YDEHRELAMME

¢

Fr3U5—DEHBED S HIEETER

1024910 100126230

JF7ILT—)LE
(REHR

o ¢
R
@r IN—Fx)LT—)LF

B @mmuR=s5m
= A THIEE

ASRE: 72D htto/ /wwwanne-boxcom/

FrI3 03— DHMEDEHSIL
T—LAT—UDHEHSICLHHITS

FrIV8—DHEOBES

/

T—LRAT—OOEMS




2011/7/28

T ILT—ILR
(HEHEF )

[

BEfHROME

T ILT—ILR
(REHEF )

¥l
RTE
a7

BEfHROME

BEMSEBEERND
REEMRT S

#HRLEZO
(2 B—Tr—A(=H)

7 ILT—ILR
(REHSRA

N=F L T—ILE
(RAEHR =2 H1%)

RE#ROME
= ATHIEE

ASRHT2O. //veww anne-boxcom/

D7 ILT—ILR
(REHA

IN—F ¥ )LT—)LF
(REHR =S 1)

#HRLBED
AUB—Tz—R(=RH)

BENB-FRN D
BWEMAT S

RE#ROME
= A THIEE

LAY —tLTHEZEZD

-

BE(=t0Y9—)

-

_— T~
-

// N—FwLT—LE

/ IN
< BHERMRT D

#HREEZO
A 8—T1—R(=REH)

ASRLT2O.

\

//veww anne-boxcom/



2011/7/28

IN LAY —{ELTHEEZEZS
/

s

N—=F¥)LT—)LF

BRE(=t4—)

.

— ~
_—

/""’/ IN—FXLT—ILE

/ IN ourt

#HREEZO

\

|

N LA —{ELTHIMEE RS our?
/’/// N—F ¥ )LT— LK A

8- = =

¥

i FHL AR

=

Dt

EES OUT? < AVB—T1—R(=&R) |
/
E$- \ /
EEEar \ /
v B ___a
N UAV—ELTEREZEZD our

EFREQT
v v BEEREDT
\ / out \

#HREEZO \
AUB—T—RA(=BH) |

/

/

A32L720. / /eww arma-boxcom/

ASRLT2O.

//veww anne-boxcom/



2011/7/28

n  UAV—TELTHEEEZS our N UAV—TELTHEEEZEZD our

IN—F¥I)LT—)LF

A N—F¥)LT—)LF

N CAV—TEELTEEZEZZD our

N—F¥)LT—ILF

AT —F*—3a>- 70—
(Information Flow)

IN l/'f’('—1tL,’C§ﬂ'T$’é%i%> ouTt IN I_:)IQI‘T_:¥7_'79:JV ourt

N—F¥)LT—ILF

BRE(=tY—)

BBICAIELIXTS

AV TH—A—23-TA—SZFn(E
ESHATHELY,




2011/7/28

IN I_:)IVI“'T_#'%O?JV ouT

N—F¥)LT—)LF A

IN I_:)IVI“'T_#'%O?JV ouT

N—F¥)LT—)LF A

Bk
P _

EDFSLREBHEICT HM? (AE?)
EABLAN—(EDa—IL)EANDNT

HEDREAEDD

HNE  FEMOCHREESICLI-SFOFPS
BAFEIT: BUNGIE Studio

HAR: Microsoft

Hardware: Xbox, Windows, Mac

iRk : 20024

L 2K 2R 2R 2R 2

Halo NPC
[ o ][] [z ] A
%g;;\t FE, P LEDAM,
EBELADHD,
BEsFor) | %73

Halo Al D7 —*%T 9O Fv—

TsER

TBRA L)

5 A—=S%211=)
L1y —aial
BELRVIMEHH

Perception

‘ ot ‘

ﬁe;sion
Logic

~—_

= SR = >
:E\I:lL‘,:\IkE Dy‘yb

T MOTIONTCONTROL T

s BIELT7I—FEETD
‘ Animation ‘ - BEDI I YON
« EAMETIERHIZ&H->TTY
7‘-44—sz&?
- Fr—Z Bl BFE
- JLA—FERIFE BEICFES,
TR ERZT S
. ?}iﬂ’iliﬁ‘%‘ﬁﬁyﬁ?&@?
ALY avERED

Combat

Pathfinding

ACTIONS

BEHAVIORS

ALERT CYOLE - OSUMEFEELPTL
- TY—HMEEFIEENSE

0°L0 T
o0 ég O L % - SRUANIES—LRERS
0“cor ] Gl




2011/7/28

Reference for Halo & Halo2

Damian Isla (2005), “Dude, where’s my Warthog? From

Pathfinding to General Spatial Competence”,
http://www.aiide.org/aiide2005/talks/isla.

Damian Isla (2005) Handling Complexity in the Halo 2 Al,
Game Developer's Conference Proceedings.,
http://www.gamasutra.com/gdc2005/features/20050311/isla_01.shtml
Jaime Griesemer(2002),The lllusion of Intelligence: The
Integration of Al and Level Design in Halo,
http://halo.bungie.org/misc/gdc.2002.haloai/talk.htm
Robert Valdes(2004), “In the Mind of the Enemy
The Artificial Intelligence of Halo2”,
http://www.stuffo.com/halo2-ai.htm (B 7E[&closed)

Figures on following pages are from these references.
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Agent Architecture Considerations for Real-Time Planning in Games (AIIDE 2005)
http://web.media.mit.edu/~jorkin/AlIDEQ5_Orkin_Planning.ppt
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(51) Battlefield 2
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(We can generate objects with procedural techniques
~Then use rules to deform / destroy / modify / move them
-Better Interactivity)

@ Semi-procedural surface shader

@ Procedural shader

@ Procedurally distributed on the fly

GDC 2007 Frosthite “Rendering d R?.\I time Procedural Shading & Texturing Techniques”

ji VAnderssol (GDCOT_AMD_Session).pdf
s P GDC 2007 “The Importance of Being Noi Fast, High Quality Noise™, N, Tatarchuk
Xbox360/PS3/PC Iitip://developer.amd. com/Assets Tatarchu DCO7-D3D_Dav).pdf
SIGGRAPH 2007 Johan Ands T in Rendering in F D ing P dural Shader Splatti
& BSR4t EA/Dice J1)—2: 201 i i ohan Ang E‘;m- :I"h:ﬂ::n endering in Frosthite “::5 rocedural Shader Splatting”
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Terrain Rendenng in Frostbite Usmg Procedural Shader Splatting, Johan Andersson
186596C00CCS C2doi=10.1.1.161
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Snow coverage detenmined procedurally
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