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SHOBX
(1) ¥F>rr—3>-Y—)L (10min.)

INTRODUCING MACHINATIONS: A NEW WAY TO DESIGN GAME MECHANICS

SPEAKER/S: Ernest Adams (Independent) and Joris Dormans (Amsterdam University of Applied Sciences)
DAY / TIME / LOCATION: Thursday 4:00- 5:00 Room 3005, West Hall

TRACK / DURATION / FORMAT / AUDIENCE LEVEL: Design / 60-Minute / Lecture / All

(2) SimCity D7 — LT H 4> (10min.)

SIMULATING A CITY, ONE PAGE AT A TIME

SPEAKER/S: Stone Librande (EA/Maxis)

DAY / TIME / LOCATION: Friday 2:30- 3:30 Room 3005, West Hall

TRACK / DURATION / FORMAT / AUDIENCE LEVEL: Design / 60-Minute / Lecture / Al

EXPLORING SIMCITY: A CONSCIOUS PROCESS OF DISCOVERY

SPEAKER/S: Dan Moskowitz (Maxis / Electronic Arts)

DAY / TIME / LOCATION: Wednesday 5:00- 6:00 Room 304, South Hall

TRACK / DURATION / FORMAT / AUDIENCE LEVEL: Programming / 60-Minute / Lecture / All

(3) Hitman : Absolution MDAl (10min.)

Reinforcement Learning Based Character Locomotion in Hitman: Absolution

SPEAKER/S: Michael Buttner (I0 / Square Enix)

DAY / TIME / LOCATION: Friday 10:00-11Interactive :00 Room 304, South Hall

TRACK / DURATION / FORMAT / AUDIENCE LEVEL: Programming / 60-Minute / Lecture / Intermediate

Creating the Al for the Living, Breathing World of Hitman: Absolution
Maurizio De Pascale | Senior Software Engineer, 10 Interactive A/S

Mika Vehkala | Senior Al Programmer, 10 Interactive A/S

Location: Room 3005, West Hall Date: March 28 Time: 10:00AM - 11:00AM
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Ernest Adams cAMED A Ayvt—

Joris Dormans and | are very excited that our book Game Mechanics has
been translated into Japanese. The Japanese game industry is very
famous and powerful, so it is an honor for us to be represented there.
We think that our ideas will be helpful to all game developers, and we
hope that you will find the Machinations tool useful to design and
prototype your core mechanics. We wish you good luck and great success
when you create your games!

- Ernest Adams

Joris Dormans EFAlL. F < DZEAEIGame Mechanics] NHAREEIZERE

NF=C&IZTDWT, ETHERREILTLVET, E|2|K0)"7' LEEIL, jJ?':ﬁ(
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1’F0)7D|~947§1’F60)L3EL'CL\$?' ¥eD7 47‘775\’7' N: LS
BFNESADBERISTITAHCE ﬁEL\Li‘g“ HERDEIADL., chhis
DF—LERCTEBSLIBERIZ O ENDC %ﬁﬁ’)f‘\bé’%iﬁ&

- Ernest Adams
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Stone Librande A/

‘Diablo Il V) —kTHAF+—
'Spore] !)—FTHAF—
'SimCity 51 ') —F T AF—
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Note: Please turn on the notes view to see the spoken
portion of this presentation.

One-Page Designs

Stone Librande

Creative Director, EA/Maxis

http://stonetronix.com/
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Larawrs Sk Earry’s Camid
Copymight 1997 by Al Loy

[Rm——
Copyright 13T

T, 51
L
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T4
B0, Paf

LR
ElD

20,
30
e 1 —

Mliscedlame o

History

Eight years agal
birth af INM. Aficr o
dropped. Three yean
szl cor-liew chat, by

Today

l.'u'n.5 the ex st
chudes all the Mol
mooeks, b is mome f
nisllaon

Gamble in 2 eaf
tmies, and play the o
people, pamble. cha
slapstick, good-natay

The key conoepy
thrd-person virtual
ing. swimming, hot|
vable cconomcalby
Hayle g and

Financial M
Larry"s Cosine
Berke key'i Juck fI
fomr nd divional “puary
narioma ] advertisers
challenge. ebo

Theme

Once again. Lex
“front” a casine. He
dollars 1o spend® He

his l..'ln‘__r el i
mna for its mob own)

One running pa
coanier, il every
SIS i SVEry 5

Goals

O goals am iy
oneline and off-line g
adieona! funds; pro
line the method of m)

Lnawrs Sk Earry's Comina.
Copyright 1997 by Al Lowe

Lrawrs Sk Earry's Comma Diriign Decumat Page 4
Copamight 1997 by Al Lowe

awn mesage fike In N
comicr o from e fi-1o]

The following chal
rentde s

Scene-By-Scene Description
. _______________________________________________________|

0's, Miscellaneous Animation

Women

S000Passionald
Paitiie-not-sumums 1000. User Interface

et et The 100 pumbers include evoryihmg that i shared globally: menus. cunors, jcona cic.
M Menis

f_"wm'lu' W The rigru-.:lu.-l: ey will contzin st jeain the l'.l.‘lnw-'.! e fmsore wall probably Follaw o

. T T = [rr:pmi we discover what I"ve forgouen!).

- _I." o er iy My Sualf. Tivle Far

R Options. .. This only says “Rock Hard” if that's the player’s chosen persona.

B Help

nsap Exit Map

5100 Drew Barii
Beawriful, young.
much tme as possible

Memt up s the be
Dwvew Baringmom! As
her ame an possible nf
really loved how Diew
lusky. befare., . (ih, w
wou ¢hoois Dew, you

5200 Cavaricchi
Besuriful young by
memee pirl with well.de

Well now, who b
ing hit om by men? He
like nuenber righa here
poor Lamy found ot o
beautiful young biscxy)
ricchi e one tough, oy
Cav ponight!

5300 Annetie B
A myisersoud, dar
realiving his name pefe
hat Fhe wanbed someo)
Mowing now 10 a
Jfitm moire woman m
gl acumlly she was
her. Ske never realized
mik mrarder for her, bu
she lovely? Well, of o
a clmic 19801 black
Peopl: ar: dj—iﬁs Lir i)

Takes you to the Map without leaving the current scene 0 in case you cance | whik on the
Map, you'll sull be exsaly where you wer, Whale in the Map, thia nserm isem changes 1o “Beturn fram Map.”

Irternet play
Takes you i 5108, If you ar mot in e game, ks you select the gume in 5105, then tkes you there. IF you wre
already gambling, you remain in your chosen geme. When you reurn, your on-line sign-up maes ae ther with

Sruff...
m Opeen a hicrarchical menu off the ude listing all e “auf™ you have m baventory,
which at the very kast inchuder monry and probably other thangs you've boaght or bocn

Cigars —: grven, Lef-chickang on one of the nemd expandi another layer of menu of vorba that in-
‘?‘f'"f‘-"""“ =] chukes “give” if the iem i “gifisble” Give them hat o sub-mena that lists all the peopls in
}[::mifm t1 your immedisie “chat ses”

vet 1

Crptions. ..

Gaoes o a abbed dialog with all the choices m Hovle's “Conrols™ dialog, exoepi “Attiude.™ Added to the
Hayle's collectson will be mde idoal tabe for esch of the ganses, allowing pliyers o catomize everyibing we think
may ever be amnoying. (For examples, see Office “07°s “Tools | Options™ menw item. b Each game's specifics are
umder that game. Gomg to Ophons from withina game opena o that game s theet. Goang to Options from amywhere
el apend to the General iheet. Hem are just a few of the many i available to fute withe

Text color (of mxt you send 10 otherab
E?-rkg'nm-d calor [af ear you send to atheri)
Reading spocd {for others” ¢ arioon bubbks)
Help
Takes you o the standard Windows Help sysem, and Al's nip=off of Haoyie's he Ip sysiem

far’y
Sure, ask “om b confirm. but if they do. don't display a commiercual, just pet the bell cut!

Chat Bubbie

Chat is displayed inside & rounded-conner mclangle, with one comner replaced with o comma shape leading from
the persons’s mouth. Bubbles scale 1w fie the text typed. The beft pemonss’ bubbdes go to the right, while the right
personas’ bubbles go w the lefi; the inner personas” bubbles go above, while the owier persomes” bubbles go below.
Easch bubble atempis 10 not cover other bubble s, although that seems impossible. Keep them grace fully shaped and
prepomianae (ie., spprovimately 3x5 proportsons ), rether than riged end within fized boundsre .

http://stonetronix.com/
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Cizpm Fanafanpo

Puzzle

Falve Wik Order

Feap Soul

Twbe Room
Ram Dt Ohpen

Izaceccpt Meliage

I

scape Hasement

Replaase Ty

Parzke Document

Puzzle Document

Cut-S¢ene: Choo-Choo Farewell

S0 it was Evaluna, after all, wha stole the suilcase, Afier doing thai, she rallied the
LS A reserves, now a hundred strong, and secured the train station with them. Manny
finds w special ticket waiting there for him—Ffirst class for retired civil servams. He gets on
the wrain with Meche and Glottis (Demons ride free! At least, to the border) and they wave
good bye 1o Eva and her troops.

They speed across the world 1o the Mayan temple, where Glottis gets ofl. He can’t
leave the Land of the Dead, and there is a tearful farewell, but happy because Gloitis has
found a home with the litthe demon mechanics,

All the cheated souls fimally get their tickets and board the train. The angelitos nde
up fromt with Manmy and Meche, singing “Chattancoga Choo Choo™ and danging in the
isles until the train stants chugging out of the station and they all stick their heads out the

ot ]

A
| GetCos Aecess J| Get Sramer

1C

1 Disoact Beavers | E

I it New Job I

_Find Way Ot ! I e L:m-n:n ] E '
.—-—'-._'_._._.-

T protect this dovametl,
HeMd Hen e fallee
v of 3y ta thn Bea
Thasal jeoma

windows o see the new world coming,
I

To protect this document,
please restrict your fallen
tears of joy to this box.
Thank you!

SRS

Eric Ingerson
Confidential and Proprictary
S99 LucasArts Enbertainment Cof

“Thiy repoet. by 3 vy langs

Confidential and Proprictary
194 LocasArts Entertainment Co,

April 30, 1996 152 PM
Tim Schafer

Page 72
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Pros

» Definitive source of information
« Entire design is in one place

» The act of creating the document is
the act of desighing the game

Cons

« Doesn’t scale up
» Hard to manage updates
« Difficult to search

http://stonetronix.com/
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Diablo

Direct
Shat does not travel along path, but hits target instaneously.

A Paramaters:
X ety

Melee
A type of direct damage that can enly be delivered
by the source being within close range of a target,

r/’ "‘\_I Parameters:
I ogx: same o Deect
| e THVFI-THIN e
\-\,___,J freave b and adtack fendoff]

=

Instant
Mear instanesus delivery that cannot be dodged, but can
be blocked by other objects,

I Farameters:
0 —}'ix: - e
£ erce fanseff}

Propelled
Shoots out an object (actor] that can be dodged or
blacked by other objects,

Paramefers:
TGN e
Y distance trigger
0 | T-'.x': tirne trigger
welocily
prerce fonofl]

Lobbed
A type of propelled defivery that arcs up and
passes ower objects.
i Paramaters:
‘ same @ Propeled

I launch angle

0 X X

Pathing (Homing)

A typa of propalled delivery that follows an arbitrary
set of rubes (Al] and attempts to reach a target, despite
ohstacles

Parameters:

-'/-- _M\", : same o5 Propeled
0 - x _3'_-" '-fxp pathing rules

Area - Circle
Payloads delivered to all targets within area at a set rate

i Paramieters:
—“Ex_‘_% frequency of papioads
3 ikstritration
0 o o dissipatian
NI-ITHN Faipe

Ay mi-iax freight
-}X’: spheriaalar cpindioa

Area - Cone
Similar to & circle, but in a specified arc,

\ Paameters:

g, sameas Civce
x: min-may aec width

Area - Beam
Sinilar to & cone, but in & rectangular shape.

Parameters:

al frequency aof payloads
0 —'l'x': "X" . istribution
¥ B S Nssipmtion

ALT-ITHAN RS

Mova [Wave)
Attack radiates out from central point.
Target takes one hit as wave passes thraugh it

[Mote: novas are typically a full circle, but do net have to be).

Parameters:

TN ITHAN R
NN T

wrlocity

Ao A

o fugping (oneaff)
ssipmtion

http://stonetronix.com/
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Diablo

Demonic Mage

Fire Chain
Skill Category

Fire

Description

Fire streams from the Mage's fingertips and spreads in chains to nearby monsters, burning them over time.
The Mage must remain still while this happens. [f the Mage gets hit, moves or releases the mouse button,
the effect is broken,

Diagram

x x the brm fodioaer. 1 2 sers
. ratisd chch

P R *
ur__,,_%_i*f"“ = 0 a% |%H

taurir gy, tus e x

OO COP O e e

Details

Target a single monster.

Medium range.

Click to create a flame rope that connects the Mage to the target.

Attack continues as long as you hold down the mouse button, or until you get hit.

After | second the flame will leap from the target monster and connect to a nearby monster (if one is in
range).

If the skill is leveled up, the flame will leap to additional monsters, in 1 second intervals, creating a
connected chain. A monster already connected to the chain will not be reconnected again.

Line of sight: Yes, for initial target. Additional targets need to be in LOS from previous monster, not from
the caster.

Auto-hit: yes,

Blockable: no.

Mana usage: up front cost paid on click, smaller cost paid over time (while mouse button is held down).

Setup the Fire Chain skill on either the Left or Right slot.

Click and hold on a monster.

If the Mage is not within range, he will walk within range and then start the attack.
Release mouse button to stop attack.

http://stonetronix.com/
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Time + Space

B TEmins 2 min,

T Y YT TP bbb bbb bbbl b e e 1
1 5 12 B 24 £ 36 aha 48 Ea) 60

M ,..‘!f g.'? o j’ $ Erain Lovel 3 Bran Level 4

M r T

!
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Relationships Between Modules

( Robot Game Entry [RGE) )

T e ——
thaar skt o fog of M Arona Mag,

[ Arena “ap } '— When you beat an arens you gain robot pans,

harme arena loms, and you unlock the nea
Load Arenahdap D Planetary  Fasy Leag ue ldifficulty bavel).
ickick on jock’s LIFCY D Salar Medium

) Galactic Hasd

Intergalactic mede is the samea as Hard maode
emcept that the robot that has the bast arena

M‘:_"'Lm"""* * Intergalactic Oniine score makes a ‘guast star appearance” and
i & jpe;mau: willﬁghl acpaing the player as The current champson.
Load Home Arena et the best score in Intergalactic mode
felick on focks planer) and your rebot will bacome the new champlon
— o ard appear in ather playars games,
| - Robiols crealed
- Campaign progression
Options, Login Create Mew Game - Trophies awarded
Sporepedi felck cur ermpiy plovet) - Covmmcn ports unfocked
and d - Rare parts wacked Click-on any empty star 1o ogen
(_J__\ S el Ko e the Sporepedia and sither:
e o Dresonevame ———y-(Opers Aena )
1} ki 1 Sk - Laveer stals I boad an existing areno
2} Make Robat 7 Timetre fiog]
ij‘ TESTN;TCFO Click on an existing arena Lo either:
Make 1} Enter the arsna | Select/Edit Robot

2 Defete the arana (becames an amply star)

5 Fly to Avena Mag

o= Ao
I &;}l Home Arena )=

Your homa planat is a spacial type of aena that grows over tims.
‘fou earm mare ferms by winning medals in the campalgn games.

Locked campalgn stars cannot be playad
untll you beat the previous aena.

Click on an unlocked campaign star ———=| Select Difficulty

Fooms oul Io map

8 Maxis-made & Masis-madea
| Futuricn thamed arenas Afien thered aranas
Garage ity Hail House {4 leaques per arena) 4 leagues per arena) Replay or Exit
l [Dpens Home Arena Editer ] l
( Opens Robot Editor J ({_]pen-s Accessory Editor ) Game Types
Rabots walk around the S oo omWEE oo mmWEE conol ol These st ity game ypes. Echo he 3 s
home arena in “Test Made” Diesteoy ol targets Chassic Deathrmaich Switch il zanes foyour colar Protect targets fom destruction campaigns includes all B of thesa types.
Blarker; Azsaul banget Markes; Robot tangei Marker: Zore aren Parker; Defend taget
Settingac Foinis e Langst, Setimgn: Poinis o larget, Settings: Teme to-switch Sattings: it per targsl, Ther asenas are themed based on the archetype;
W Required or optioral | Respaan time ) L Faquired or optional - Brute arenas bend 1o be viodent and ioward aggression.
- Futurion aranas tend 1o be fast and reward dexterity.
- O sl - Allien aranas tend 1o ba tricky and reward smart play.
Firvel s collect obyects Renchy the Ak fine frst Retuen ball do your e Try o sty iniele I Fome
Waehiee: Colloct cijuct Markan: Chachpaiot 206, Marhusr: Ball abjert Markoes: Taog it 200 Shared ceftings:
Settings Points pes baget, [Firiish kna zoee ol zone e Sattings: Foinis per second ¥ Linied livtwitse
— L Bequirsd oroptioeal | | Sestings: Ordered ar unordered Settings: Gonl o (izom| | [ Bseres @rom  @owre @ 00 B,
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Spore

® world ice ?

Jaww (autematicl
Jet {easy)

@ world rock

®».ROCK
Spike (easy)
Patson (hard)

@ world_plant

A L

e | T

2 PLANT
Cllia {=asy]
Preboscis (hard)

Champer

ghop {0 eyt kD

Players Startlng Cell

Firermauth foge

e

Poisoner Chomper
o povion, draprpaw

PFinky Alphe-Finky Mosey
shenns g prec shd him e v, )
bl el
@ world_water
44 WATER @B} %
Flectric {hard)
Buzzy Alpha-Buzzy Jawhwead
A e s i, R s fare ke

T ity
@ waorld beach

Jetster Eggkid Eggmom EggDad Pokar

o ot dapsaw Erpe a1 AL et probairiy, oka
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Base Interaction

CELL-B

Food chunk

PEER FOQOD
it

S OJOJUS EER interactions

Jaw Proboscis Spike Poison Electric
Each stab does | damage. Each second in doud does Each zagy does 1 darmage
Ea:hb;wh:ue: 'IM'E:IHI'HHBE- Each sip does 1 damage. 1 stabs b kill. 1 dimigarid temprorily slows. aned temporarily shurs.
== o il % sips 1o kil Lesavess food chiunks and 3 sesconcls ko kill. 3 zaps to kill.
carnass possibly iquid (no carcass). Loanves carcass. Leaves carcass.
9 Jaw Proboscis Spike 6 Poison @ Electric
Deflact Both cells Jaws v, Spdbe wins, ws Cloud: Falson wins, vs, Balt: Electric wins,

bounce aff aach other,

Call-Atakes 1 damage,

Cell-B takes 1 damaga,

Wi Part Jaw wing

i, Fart; law wins,

Defect, Both cells
bounce aff each other

Spilke wins,
Cell-8 takes 1 damage

ws Cloud: Faison wins,
vs. Fart: Proboscls wins,

vs, Halt: Blectric wins,
ws, Fart: Proboscls wins,

Deflect Both oels
bounce off each other,

ws Cloud: Foison wins,
Vs, Part: Splee wins

vs, Balt: Eleciric wins,
ws, Part: Spike wing

Cells with Poison Farts
e ML B i,

v, Balt: Electric wins,
s Part: Paison wins

Daesn't gl poison douds.

Electric cedl won't

tanged other eedtric ol

Fetrruary 22, 2007

@<

Jaw Proboscis Spike Poison Electric Filter Mauth
Stabibed food leaks twa
Sip for 1 DM point. -1 size ligguid fead Paoisan cloud doesn’t Electric dossm't Too it b el

ke liquid faod.

Shrinds 1o -1 sz

and then disappears.
Mew fond fades quickly.

Fruart food.

target liquid food.

kgriores ey food.

Eite carcass onoe Lo

Splins carcass into Lhress

Poison cloud doesn’t

Electric dossn't

ALt inbo three Dellect. - Ignares it.
~1 sizes chiLinks. 1 size chiunks. hurt carcass targel cardasses.

thll‘ ::';':Jr‘;f:l_:pm Deflock Splits chunk into three Paisan cloud doesn't Electric doesn't I It

: Ilyxl-r:-hunhiﬂ et 1 size chunks. hurt food chunks. target food chunks. grares &

http://stonetronix.com/
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Spore

€l b | ENE o H ! JIw L [M] N | o | F | @ |RIS]TIW] ¥ | W | ¥ | ¥ [ZI|As/ABJAC] A | AE | AF
A | WARKING: DOMT EDNT THE PAGE. ALL VALUES ARE ALTORMATICALLY CALCULATED!
2| CIv GAME
| CIV; INFLAYED Y, NI AT I ECOmOnaC IV FELIGIOLS
4
5 | CREATURE GAME CREATURE GAME CREATURE GAME CREATURE GAME
5 | W W W v R F R R B [ B B [ [ &
7 Tribe Ceill W [0 [ a Tribw Coll W [ [ i Tribe Cell W [ i [ Trbe Cedl W [ B
& | W Wairion Woow | Wanres  Wasrior v v R
308 v A | waner waiar 2w | A | Vaeies  wasror g v | n 2 v r
0 | o 1"} [-] 8 W m a W (] E W [ ]
11 | W @ W@ L] ¥ &
1z
13 CREATURE GAME CREATURE GAME CREATURE GAME CREATURE GAME
14 W W W v 3 R R R B [ E B [ [ [
15 W A B [ W Fi B i W B B G W i B
16 A W | Waarior  Wsrior R W | Waerkca  Wsarkor ] W -] W
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Spore

Calculating Space Game Archetypes

@ When you complete a garme made you eam a "loken’. (These tokans will show up on your Sporepedia card )
“Your tokens will detarming your SPG Archalype whan you enter into SPG. Tokens come in 4 colorful flavors:

RED

© & @ o

midilimistic neuleal, o

@ When you slart a new craalura i has 4 whits tokens by defaull. As you play through CLG, CRG, TRG and CIY

youl will replacs your defaull white tokens with red, blus and/or graen fokens. You can only eam 1 foken par gams mode.

O Q Q@ O

CLG:  Cainlvoede CLG:  Ominivore CLG: | Wl
CRG: Strong CRG: Yer I acial

TRG:  Aggressive RG: futa T Friendly
CI: Military CIV:  Econgmi CIV: R I

@ As you collect tokens you start to define your species. Collect 1 dominant color b meve towards a primary archetype.

Red lokens: Hens the formula
i s charts, wes ignons e color pesiton 0000 Warrior L bat 4 erd 8 = bobed Bl G = o
Foriratanca, i ot matee § i Jons md loken Q00® aca T B2
was eamedin CLG, CRG, THGor GV -
1By igroning the pane made He Con grealy sl GQDO FAE A -
o cqegong weobvens Thi rondices: M ounmdiar af
comnabons toom 256 down i asly 25 |s]elals]
Blue hokers: ' Graen bokens:
Tracler Shaman
ana Gom ‘Wheahar peu sam 1of 4 grasn ickin
000® ok DO | camarsime
DGDO DGDD OODO Becarm, he o r-..i_awd Ickans v
Q000 CoO00 hiwe e mon Super Powens you | hosed
!'.wr_mbr

@ Collect 2 colors b mowe towards a secondary trait, If you have a mixture of all 3 colors you will become a Wanderer,

st - Wixed tobens
elelele v R QOO0 06{:0
0000 ) 0000

0000 . _-~~/ 0000 9999
el Gl

FUN TACTS!
1w by o by ot O WS T rr:_-:-k
gL Wi b -M_!"‘*“"’-‘ b Al
with 28§ coinbinater
h_l,\..ﬁnewtnm(“mdb':-'”
Jecuig o e iy w Con Ry
rtitagrm o 16 pust 3 2 ok iotice

[ Q e s the formula (o e chack above e

QOO0 Q 0000
Q000 | Q000

Proposal - March 140, 2008

http://stonetronix.com/
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0000 0000
Spore 0000 0000
0000 0000

Warrior |
0000 O . ;; o Q
Wanderer o 4
Q@ Q@
Q000 O —
gggg Scientist o O Q/O O Zealot gggg
0000 O O 0000
Bard O Q O Ecologist
OOOQQ\@ @ Q ©000
Q@ O Q

Trader Diplomat Shaman
0000 0000 0000 0000 0000
0000 0000 0000 0000 0000
0000 Q000 0000 0000 0000

@000

QQQ@ This pattem is special. If the player ends up with cne of each color then look at the only the last color to determine the archetype.
For instance:

OQO0Q@ o QO o« @OOQ@ equals Trader Ending with (= Warrior and ending with (3= Shaman.

http://stonetronix.com/
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Simulating a City,
One Page at a Time

Stone Librande
Lead Designer, SimCity

@StonelLibra

http://stonetronix.com/
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Tower Upgrades

Spike (easy)
Foison fhard)

Poisoner
dupspkin gt

@ world_plant

®PLANT

Cilia [easy)
Probesds (hard)

my

e

20

\ @ world_ water

L4 WATER

Electric (hard)

>4 2K

Buzzy
gt

et
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2000 meters

2000 meters

2000 meters
I I I
Ao

SimCity 5
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. . . i P — SR o "
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2000 meters

. e
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Tourist Town

Residentlat 300

‘Commerclat 300
Industrial: 0

http://stonetronix.com/
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Road Widths
Hi gh ay

Hll
L

SimCity 5
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Region Flow

r—swtaNWGame—] : i | Region Level Gamepla
! play

The player sslects a region map from a M%MBWN Automatically leerds the Select a region map where
ity

small set of shipping maps. byclickinganan region map associated with you alreachy own a city.
Mew pesgion maps will be added over time. open ity dat. the invitation. Ep|: Arc
l | J Start out with a pristine
landscape and build up a
custom megapolis.
Empty region Existing region

ﬂupbprselm?gﬁ'lgdtrshﬁumasetuf Cwer time the maps fills up with more dties and extra g
locations. ity slots unlock, Free Play or Scenario .-~ ©

Each region can be played as  §
asandbox orasachallenge
customized to the map type.

Reglonal Projects
Wk together to build an

airport and everyone in the
region can buy and sell goods
quickly on the Global Markat.
Think big! Build a spaceport
canbesingeplayerer and reach for the stars!
multiplayer. Each time you unlecka

cityslot you caninvitea friendlto | Clag
mlﬂ;lw‘ﬁ:ﬂﬂwp:w Claim for Yourself e
Specialization Connect and Prosper
”“mg:;n,:f:m Sl'rouh:lpﬂ'.iscl}' beamining Join cities together with roads,
h;:'m ¢ neighbors town or vacation rasort? train tracks, and electric wires.
sl The choices youmakeatthe  Share commuters, rasources,
city level impacttheregionas  universities, and police depts.
awhole.
Many Cities, One Region
ﬂﬂw:;m:e: r:g:m:’; No cityis an island. Workers, shoppers and students
ity needs to be quickl commute in and out. Pollution and crime spread to

neighboring cities if left unchecked.

SImCity 5 http://stonetronix.com/
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Region Timeline

apieren

Late Game

P
sy
Garh
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Transferring Citizens and Utilities  hecopyisreatedasi Non-comectedbuidings
itwere actually a part The total number of

. : are hot counted.
of the main city, although Workers + Shoppers entering the
itis invisible to the player. box cannat be > Total Residents |
r w
A Copy of B Copy of A B []
Total Residents: Total Residents:
W10, W24 Wid W10, W2:50, W10
4 > + >
Extra  Workers Needed Needed Workers  Estra
HEE EHE Wi i . we__ |
EE =N —T— L"] Y —T—
HEE EHR Wi ] L | R
I Extra  Sho Needed Needed Shoppers  Estra I
Wi: | ] Wi: | (I
| I L ——
— =f === [ ——
. . Extra  Utilities Needed Needed  Utilities  Extra
Fower: | (T ] @ Power: [ 0000000100 |
Worer [ 00N ] @ Worer W[ ] O
Bl D ,k o b
i1 A |
'S ‘\ |
. Residents = I-Jobs 4 C-Jobs = ExtraWorkers Residents = ToyJlobs 4+ I-Jobs = ExtraWorkers .
LR Wi:30 Wi:25 Wr: 25 Wi:0 Wi 50 Wi 100 Wi -150
W2 50 W2:20 W2:10 W2 20 W2:0 W2:20 W2:30 W2 -50
Wa: 1o W2:10 Wa:s Wa: -5 Wa:0 Wa3:2 Wa.g W3 -10
Residents = C-ShopSlots = ExtraShoppers s Residents = C-ShopSlots = ExtraShoppers
i Wiao wi: Wr: &0 . ) wro wi.o Wi:0 i
. W2:50 W2:60 W2-10 Approximately every 5 minutes, W2:0 W20 Wa:o
w1 W20 w10 a high-level “snapshot” is taken wxo w20 w0
ofeach city.
@ Power Generated = PowerNeeded = Extra Power Power Generated = PowerNeaded = Extra Power
0 2,000M¥ -20.000 MW The data is copied over to every 0,000 MW 15,000 MW 15,000 MW
@ Water Generated — Water Needed = ExtraWater connected box, but onlyifit has changed Water Generated — WaterNeeded = ExtraWater @
0 2000gals ~2,000 gals. ) since the last time it was sent. 5000gas 2,000 gaks. 3,000 gals.
\

SimCity 5 http://stonetronix.com/
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AGENT

Carries
information

i SOURCE

— http://stonetronix.com/
SimCity 5
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RESOURCES AGENTS PATHS ﬁﬁ UNITS

are the simulation variables transport resources between units. connect units, run simulation rules to create, destroy
that flow between units and and transform resources and agents, The
are carried by agents. basic building blocks of the simulation.

* Citizen Q‘

Happiness
@ P Walking
M
=] Money 9 TR
~ .
Good
'w o Driving
@ Sickness Iﬂmtﬁ
Q209
S Taxes
Shuttling
() Water
]ﬁ[ Trash H{}
S | -
l;? Electricity 9
Working Workplaces -

http://stonetronix.com/
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GlassBox

A New Simulation
Architecture

Andrew Willmott (Maxis)

"GlassBox

A New Simulation Architecture”
http://www.andrewwillmott.com/talks/inside-glassbox
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http://www.andrewwillmott.com/talks/inside-glassbox
http://www.andrewwillmott.com/talks/inside-glassbox
http://www.andrewwillmott.com/talks/inside-glassbox

DAY / TIME / LOCATION: Wednesday 5:00- 6:00 Room 304, South Hall
TRACK / DURATION / FORMAT / AUDIENCE LEVEL: Programming / 60-
Minute / Lecture / All

EXPLORING SIMCITY: A CONSCIOUS
PROCESS OF DISCOVERY
SPEAKER: DAN MOSKOWITZ



http://schedule.gdconf.com/speaker/Dan-Moskowitz
http://schedule.gdconf.com/speaker/Dan-Moskowitz
http://schedule.gdconf.com/speaker/Dan-Moskowitz
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Creating the Al for the Living, Breathing World of Hitman: Absolution
Maurizio De Pascale | Senior Software Engineer, 10 Interactive A/S

Mika Vehkala | Senior Al Programmer, 10 Interactive A/S

Location: Room 3005, West Hall Date: March 28 Time: 10:00AM - 11:00AM



Knowledge

SharedKnownEntity

KnownEntity KnownEntity

AIET Visible
AIET Walk

AIET Visible

AIET_Walk

—

Creating the Al for the Living, Breathing World of Hitman: Absolution
Maurizio De Pascale | Senior Software Engineer, 10 Interactive A/S

Mika Vehkala | Senior Al Programmer, 10 Interactive A/S

Location: Room 3005, West Hall Date: March 28 Time: 10:00AM - 11:00AM




Knowledge

SharedKnownEntity

AIET Walk

/\

KnownEntity KnownEntity

AIET Visible

IAIET Visible
AIET Walk

AIET_Walk

Creating the Al for the Living, Breathing World of Hitman: Absolution
Maurizio De Pascale | Senior Software Engineer, 10 Interactive A/S

Mika Vehkala | Senior Al Programmer, 10 Interactive A/S

Location: Room 3005, West Hall Date: March 28 Time: 10:00AM - 11:00AM
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BehaviorTree

Behavior

Command

Condition

Sequence

Knowledge

*Ambient/Agitaged
*Curious Investigation I
*Fusebox Priority/Importance
*Trespassing

*Disguise Investigation
*Cautious Investigation
*Deadbody Investigation
*Arrest I

Sensors

Vision

Sound

Hitman

Creating the Al for the Living, Breathing World of Hitman: Absolution
Maurizio De Pascale | Senior Software Engineer, 10 Interactive A/S

Mika Vehkala | Senior Al Programmer, 10 Interactive A/S

Location: Room 3005, West Hall Date: March 28 Time: 10:00AM - 11:00AM
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BehaviorTree Sensors
Spatial -
Reasoning Behavic Vision

(ZefElERER) Command Sound

Knowledge

Condition Hitman

Sequence

Creating the Al for the Living, Breathing World of Hitman: Absolution
Maurizio De Pascale | Senior Software Engineer, 10 Interactive A/S

Mika Vehkala | Senior Al Programmer, 10 Interactive A/S

Location: Room 3005, West Hall Date: March 28 Time: 10:00AM - 11:00AM
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[Z Override 9%,

Creating the Al for the Living, Breathing World of Hitman: Absolution
Maurizio De Pascale | Senior Software Engineer, 10 Interactive A/S

Mika Vehkala | Senior Al Programmer, 10 Interactive A/S

Location: Room 3005, West Hall Date: March 28 Time: 10:00AM - 11:00AM



Behavior Tree for NPC ({51)

T

Combat Investigate ambient
override override override

investigate ambient
move to move to look
approach
cover cover around

Creating the Al for the Living, Breathing World of Hitman: Absolution
Maurizio De Pascale | Senior Software Engineer, |0 Interactive A/S

Mika Vehkala | Senior Al Programmer, 10 Interactive A/S

Location: Room 3005, West Hall Date: March 28 Time: 10:00AM - 11:00AM
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Hitman D Al/Animation Layerf& &

Al BEHAVIORS

Al-ANIMATION INTERFACE

ANIMATED ACTOR

ANIMATION PROGRAMS

NPC NETWORK CONTROLLER

ANIMATION RUNTIME

Compute Path

Select Starting
Animation

Change Stance

Start Moving

MAIN LOOP
-Control speed and
Balancing
-Check distance from
distance

Stop Moving

Change Final Stance




Hitman @) Animaton D%

* Motion Graph [Z& % semi-procedural
o BMIEFEICKOIEBRBIHE



Motion Graph

Near-optimal Character Animation with Continuous Control
Treuille, A. Lee, Y. Popovic, Z.

ACM Transactions on Graphics 26(3) (SIGGRAPH 2007)
http://grail.cs.washington.edu/projects/graph-optimal-control/
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