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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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7+ FO0—FA: 2010/03/15

(Edmaonton) For one University of Alberta professor, making the

mave from California to Edmonton turned out to be the first step in

becoming involved with an award-winning video game.

MNathan Sturtevant came to the U of A from the University of

Califomia. Los Anaeles. where his work focused on artificial
http://shop.newtrino.jp/eshopdo/refer/vid13655.html

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

Dragon Age pathfinding program put to the test (University of Alberta)
https://www.youtube.com/watch?v=I7YQ5 Nbifo
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Game Al Pro

This website hosts software demos and code from the Game Al Pro book series. The release
date for Game Al Pro is September 20, 2013

Purchase the book here for 36% off instead of the $79.95 list price!

1. What is Game Al? (Kevin Dill)

2. Informing Game Al through the Study of Neurology (Brett Laming)

3. Advanced Randomness Techniques for Game Al: Gaussian Randomness, Filtered
Randomness, and Perlin Noise (Steve Rabin, Fernando Silva, Jay Goldblatt)

4. Behavior Selection Algorithms: An Overview (Michael Dawe, Steve Gargolinski, Luke
Dicken, Troy Humphreys, Dave Mark)

5. Structural Architecturefhommon Tricks of the Trade (Kevin Dill)

6. The Behavior Tree Starter Kit (Alex Champandard, Philip Dunstan)

7. Real-World Behavior Trees in Script (Michael Dawe) download demo code

8. Simulating Behavior Trees: A Behavior Tree / Planner Hybrid Approach (Daniel Hilburn) download demo code
9. An Introduction fo Utility Theory (David #%ez Graham) download demo code

10. Building Utility Decisions into Your Existing Behavior Tree (Bill Merrill)

11. Reactivity and Deliberation in Decision Making Systems (Carle CI)

12. Exploring HTN Planners through Example (Troy Humphreys)

13. Hierarchical Plan-Space Planning for Multi-Unit Combat Maneuvers (William van der Sterren)

14. Phenomenal Al Level-of-Detail Control with the LOD Trader (Ben Sunshine-Hill)

15. Runtime Compiled C++ for Rapid Al Development (Doug Binks, Matthew Jack, Will Wilson)

16. Plumbing the Forbidden Depths: Scripting and Al (Mike: Lewis)

Purchase Game Al Pro (36% off)

17. Pathfinding Architecture Optimizations (Steve Rabin, Nathan Sturtevant)

18. Choosing a Search Space Representation (Nathan R. Sturtevant)

19. Creating High-Order Navigation Meshes through lierative Wavefront Edge Expansions (D. Hunter Hale, G. Michael Youngblood)

20. Precomputed Pathfinding for Large and Detailed Worlds on MMO Servers (Fabien Gravot, Takanori Yokoyama, Youichiro Miyake)

o

D
. » »

Collision Avoidance for Pre-Planned Locomotion (Bobby Anguelov)
Crowd Pathfinding and Steering using Flow Field Tiles (Elijah Emerson)

2
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Tactical Point System (CryEngine) Spaces in the Sandbox: Tactical Awareness in Open World Games ”Licthm”
engine.com/display/SDKDOC4/Tactical+Point+System Matthew Jack, Mika Vehkala
Moon Collider, IO Interactive A/S
://gdcvault.com/play/1018136/Spaces-in-the-Sandbox-Tactical
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http://aigamedev.com/open/coverage/killzone2/
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Halo F+v<5%232—Al

Perception Motion
A
ACTOR
|
¥ Actions :
Memory |
A |
|
L RN O R '

Publisher : Microsoft
Emotions

(

Hardware: Xbox, Windows, Mac
Year: 2002

|
|
|
|
|
|
|
|
e | . .
Genre : SciFi-FPS : Situation
|
|
|
|
|
|
|
|
|

|
|

Analysis . :

Developer: BUNGIE Studio X ﬁe;sich |
¥ Logic |

|

|

|

|

|

Jaime Griesemer(GDC 2002),The Illusion of Intelligence: The Integration of Al and Level Design in Halo
http://www.bungie.net/Inside/publications.aspx
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— International Game Designers Panel —
http://game.watch.impress.co.jp/docs/20050312/gdc _int.htm
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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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AcTuaL POPULATION
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Build Up .. 7LAVY—DRRENBZEEZEZSET

r@g" xRSeI,
Sustain Peak ... BRiEE D E —U%3-58M I 5101,

DB HFT 5
Peak Fade ... BID # & &x/NEANBA L TITS,
Relax ... 7L AV —T-b WKL ELEFEHAATET. 30-457 .
D HIRZ&/INEICHEFT S,

Fade
_ Michael Booth, "The Al Systems of Left 4 Dead," Artificial Intelligence and Interactive Digital Entertainment Conference at Stanford.

Sustain
Peak

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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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.
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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.
http://www.valvesoftware.com/publications.html



http://www.valvesoftware.com/publications.html

luu Jq_,'

Small, intro
~ encounters

Large, intense
9ncounter

[GDC2013) A B —LMHEEATEZS ! Al SummitLiR—
http://game.watch.impress.co.jp/docs/news/20130326 593186.html

Al Postmortems: Assassin's Creed Ill, XCOM: Enemy Unknown, and Warframe
Daniel Brewer, Alex Cheng, Richard Dumas, Aleissia Laidacker

Digital Extremes, Firaxis, Ubisoft Montreal, Ubisoft Montreal
http://www.gdcvault.com/play/1018223/Al-Postmortems-Assassin-s-Creed
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Game Development Essentials

Game Artn‘lcml Intelligence

Vot "% hd

John Ahlquist
Jeannie Novak

John Ahlquist, Jeannie Novak

)
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XEZRDALEMRDAL
SAUTELOAHARTY,

Game Development Essentials: Game Artificial Intelligence
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