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2004-2011         AI Programmer  (FROM SOFTWARE)
2011-Present     Lead AI Researcher (SQUARE ENIX)

2007-Present     SIG-AI IGDA JAPAN SIG-AI)
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Demo

Halo AI Retrospective: 8 Years of Work on 30 Seconds of Fun 
Author: Damian Isla (AI Engineering Lead)
http://www.bungie.net/Inside/publications.aspx
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GDC AI Summit 
όDŀƳŜ 5ŜǾŜƭƻǇŜǊΩǎ 

Conference)

AIIDE
(AI and Interactive 

Digital Entertainment )

IEEE CIG
(IEEE Computational 

Intelligence and Games )

Game AI Conference         AI Game Dev.COM

AI Game Programmers Guild

http://www.aiide.org

IEEE CIS
(IEEE Computational 
Intelligence Society )

http://www.ieee-cis.org/http://www.ieee-cig.org/

http://www.gdconf.com/

http://gameaiconf.com/ http://aigamedev.com/

http://www.gameai.com

AAAI 
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GDC AI Summit(2009 ) 
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http://www.gdcvault.com/
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People in 
your pocket

Using 
Randomness

Finding your 
way with 
HavokAI

KynapseAI

Inside 
Darkspore 

and The Sims: 
Medieval

Scripting 
and AI 

The animation 
of Halo:Reach

Multicore Memory 
Management in 

MORTALKOMBAT

KEYNOTE

Elite 
Postmortem

AI & Animation in 
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BROTHERHOOD

Navigation in 
Insomniac Engine

Biofeedback in 
Gameplay
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In UNCHARTED

DOOM 
Postmortem

Crysis2: Getting 
more Interactivity 
out of Animation-

Data

Automated Level of 
Detail Generation 
in HALO:REACH

Real-time Helper 
Joint System

Automated Level of 
Detail Generation 
in HALO:REACH

The SIMS3 Create-
a-SimUser 
Expericence

BUNGRING BAY 
Postmortem
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AI Summit Regular Session 


