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Contact Information
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Mail : y.m.4160@gmail.com
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Blog: http://blogai.igda.jp
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Facebook : http://www.facebook.com/youichiro.miyake
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Spatial Object Features

Much like “Affordances” (Gibson, Norman, Wright)

— An object advertises the things that can be done with / o it
— Butthey mustdo so in a geometrically precise way in order to be useful

Implementation: “object markers”
— Rails or points
— Orientation vector indicates when the affordance is active
— An object has different properties at different orientations
Damian Isla (2005), “Dude, where’s my Warthog? From Pathfinding to General Spatial Competence”,

http://www.aiide.org/aiide2005/talks/isla.ppt
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Damian Isla (2005), “Dude, w.
Pathfinding to General Spatial

here’s my Warthog? From
Competence”,

http://www.aiide.org/aiide2005/talks/isla.ppt

http://nikon.bungie.org/misc/aiide 2005 _pathfinding/index.html

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 Illusion of Intelligence: The

Integration of Al and Level Design in Halo,
http://halo.bungie.org/misc/gdc.2002.haloai/talk.html

Robert Valdes(2004), “In the Mind of the Enemy
The Artificial Intelligence of Halo2”,
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References for Killzone

[1] William van der Sterren (2001),"Terrain Reasoning for 3D Action Games",
hitp.//www.cgf-ai.com/docs/gdc2001_paper.pdf

[2] William van der Sterren (2001) ,"Terrain Reasoning for 3D Action
Games(GDC2001 PPT)", http.//www.cgf-ai.com/docs/2dc2001_slides.pdf

[3] Remco Straatman, Arjen Beij, William van der Sterren (2005) ,"Killzone's
Al : Dynamic Procedural Combat Tactics", http./www.cgf-
ai.com/docs/straatman_remco_killzone_ai.pdf

[4] Arjen Beij, William van der Sterren (2005),"Killzone's Al : Dynamic
Procedural Combat Tactics (GDC2005)", http./www.cgf-
ai.com/docs/killzone_ai_gdc2005_slides.pdf

[5] Damian Isla (2005), "Dude, where’s my Warthog? From Pathfinding to General
Spatial Competence", http.//www.aiide.org/aiide2005/talks/isla.ppt
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Meta
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Meta L] Sims (not under direct player control) choose what to do by selecting, from all of the
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happiness.
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http://www.cs.northwestern.edu/%7Eforbus/c95-gd/lectures/The Sims_Under the Hood files/frame.htm
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flow of control
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ﬁ\\lggturn failure ]
Return success
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Kenneth D. Forbus “Some notes on programming objects in. The Sims”

http://www.qrg.northwestern.edu/papers/Files/Programming_Objects_in_The Sims.pdf
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Kenneth D. Forbus “Some notes on programming objects in. The Sims”

http://www.qrg.northwestern.edu/papers/Files/Programming_Objects_in_The Sims.pdf
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Navigation Areas: Dust

GDC 2004 : The Making of the Official Counter-Strike Bot
http://www.gdcvault.com




Navigation Areas: Dust

p p: de_dust_cz
Terrorists : 0 4:32

GDC 2004 : The Making of the Official Counter-Strike Bot
http://www.gdcvault.com




Navigation Areas: Dust

GDC 2004 : The Making of the Official Counter-Strike Bot
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Navigation Areas: Dust
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GDC 2004 : The Making of the Official Counter-Strike Bot
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Ledge and Gap Jumping Navigation Mesh

GDC 2004 : The Making of the Official Counter-Strike Bot
http://www.gdcvault.com




Ledge and Gap Jumping Example
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GDC 2004 : The Making of the Official Counter-Strike Bot
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Movement Hierarchy

GDC 2004 : The Making of the Official Counter-Strike Bot
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Path Following

Counter-Terrorists : 0
Terrorists : 0

Jason (100)

GDC 2004 : The Making of the Official Counter-Strike Bot
http://www.gdcvault.com




Reactive Obstacle Avoidance

GDC 2004 : The Making of the Official Counter-Strike Bot
http://www.gdcvault.com




Navigation Example: Italy

Resume game
Disconnect

Player list

Play Counter-Strike: Condition Zero
New Multiplayer Game

Find Servers

Options

Quit

GDC 2004 : The Making of the Official Counter-Strike Bot
http://www.gdcvault.com
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Simple to Use:
Automated Map Learning

GDC 2004 : The Making of the Official Counter-Strike Bot
http://www.gdcvault.com
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I'd have been your daddy
but that dog beat me over
the fence!

Hey mate, this one looks
like yvour sister!

I'd love it if you'd STOP
KILLING MY MEM!

Matify his next of kin,
because they're next!

N N N

I didn't like him aither, but
damn!

Mow who's going to save
the human race, bright boy?

Take that skirt off and get
back there and fight,
soldier!

Get up! Get up so | can kill
you again!

And my mum thought | was
gonna be a doctor...

N N N

Hey mate, | don't think
they're gonna give you a
medal for that one__.
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The Declarative Method

Not without precedent

Similar to “affordances”

BUNGIE

TAIDH R (X 0) &ZER T 75,541 TIX7EK,
IXIR(ZR ) DAIFZTANBINE DD EEST7/% ]



The Declarative Method

HLNT D

%@fﬂﬁfﬁ:7“3;&§*ibf.9x7
T E'- 4 K

ZLTORTLIZEDRR Y Z 58D

BT RENEHISEDNDL




BRHOTFT— LI L TEEZRY 57 (T 5L A

3 (Generators
Revisited

[reot

1

, [@1 group

max 10

gl alive

To

rward > T15%

fal lback

- = Ma
g N )

4

ststand

~oup

gz alive max 10 ]

il
P I )

rward

e
| e |

11back

atstand

i, _-|_F‘"
(o |

ststand




Halo 3 Al Objectives System
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Basically, it’s a plinko machine
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(DHalo3 9:E;EMOPPTEHF http://www.bungie.net/Inside/publications.aspx

@ Bugie.net MGDC2008DHalo3BE RN EEDMELE
http://www.bungie.net/News/content.aspx?type=topnews&cid=13264

@ Bungie Podcast (£ [E]. Bungie DFEFEENZEZ LTI AEL—ITEZFY)

http://www.bungie.net/Inside/content.aspx?link=bungiepodcasttime

The Bungie Podcast: 08/16/07 (Halo3 Al D45 TY , Damian AAIZDWNTEEYET )
http://www.bungie.net/News/content.aspx ?type=topnews&cid=12705

@Bungie’ s Halo hordes a huge jump forward(Sydney Morning Herald

http://www.smh.com.au/news/technology/bungies-halo-hordes-a-huge-jump-
forward/2007/09/24/1190486224797 .html

O —LALEHEIF—5F4E MHalo2 IZHTAHFSM(BE BRI BRIKET L)
http://www.igda.jp/modules/eguide/event.php?eid=42

® Artificial Intelligence and Interactive Digital Entertainment 2005 (3&;ZPPT)
http://www.aiide.org/aiide2005/talks/index.html
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