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Precomputed Pathfinding for Large and Detailed Worlds on MMO Servers
Fabien Gravot, Takanori Yokoyama, and Youichiro Miyake
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Reborn Path-finding demo
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http://www.4gamer.net/games/032/G003263/20121205079/
(4gamers)

https://www.youtube.com/watch?v=9 vdpndn4jl
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Halo3 multi-Agent demo

Bungie Publications
://halo.bungie.net/inside/publications.as
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The Official Counter-Strike Bot by Michael Booth
http://aigamedev.com/insider/presentation/official-counter-strike-bot/
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Dragon Age

[IEH UniversityofAlberta - £22 £ nénE

% —— e

http://shop.newtrino.jp/eshopdo/refer/vid13655.html

= balolL e 7 F0—FB: 201000315

(Edmaonton) For one University of Alberta professor, making the
maove from California to Edmonton turned out to be the first step in
becoming involved with an award-winning video game

Nathan Sturtevant came to the U of A from the University of
Califomia. Los Angeles. where his work focused on artificial

Dragon Age pathfinding program put to the test (University of Alberta)
https://www.youtube.com/watch?v=I7YQ5 Nbifo
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Spaces in the Sandbox: Tactical Awareness in Open World Games (GDC2012) Matthew Jack, Mika Vehkala
lay/1018136/Spaces-in-the-Sandbox-Tactical
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Michael Booth, "The Al Systems of Left 4 Dead," Artificial Intelligence and
Interactive Digital Entertainment Conference at Stanford.
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Michael Booth, "The Al Systems of Left 4 Dead," Artificial Intelligence and
Interactive Digital Entertainment Conference at Stanford.
http://www.valvesoftware.com/publications.html|
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Michael Booth, "The Al Systems of Left 4 Dead," Artificial Intelligence and Interactive Digital Entertainment Conference at Stanford.
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AAS=Active Area Set
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Michael Booth, "The Al Systems of Left 4 Dead," Artificial Intelligence and Interactive Digital Entertainment Conference at Stanford.
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Goal: Promote Replayability

Procedurally Populated Environments

» Structured Unpredictability in Left 4 Dead
e Wanderers (high frequency)

e Common Infected that wander around in a daze until alerted by a
Survivor

e Mobs (medium frequency)

e A large group (20-30) of enraged Common Infected that periodically
rush the Survivors

e Special Infected (medium frequency)
¢ Individual Infected with special abilities that harass the Survivor team

e Bosses (low frequency)
e Powerful Infected that force the Survivors to change their strategy

e Weapon Caches (low frequency)
e Collections of more powerful weapons

e Scavenge Items (medium frequency)
¢ Pipe bombs, Molotovs, Pain Pills, Extra Pistols
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(1) Michael Booth, "Replayable Cooperative Game Design: Left
4 Dead," Game Developer's Conference, March 2009.

(2) Michael Booth, "The Al Systems of Left 4 Dead," Artificial
Intelligence and Interactive Digital Entertainment Conference
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