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GTC 2014 - Directx 11 Rendering and NVIDIA GameWorks in Batman: Arknam Origins
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gameworks-in-batman-arkham-origins

(DR Zr = DP 2ol — 22l AT LOFHEEH TT .

Animation Bootcamp: Using the Power of Layered Animation to Expand Premium
Contentin Battlefield 4 (Ryan Duffin)
hitp-iiwww. gdevault. com/play/1020024/Animation-Bootcamp-Using-the-Power
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http://blogai.igda.jp/article/92443211.html
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GDC 2014\l Topics

(1) Bioshock Infinite Elizabeth
(2) The Last of Us Ellie
(3) Sims 4

(4) RED ENGINE

(5) Terrain Reasoning

(6) GPU

(7)Battle Field 4

(8)

(9)
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Environmentally Conscious Al: Improving Spatial Analysis and Reasoning
ClodericMars | Lead Software Engineer, MASA Group
http://schedule.gdconf.com/sessiciu/828006
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ClodericMars | Lead Software Engineer, MASA Group
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GPGPU VISIBILITY MAP
LOS( )

Massively Parallel Al on GPGPUs wiienClor C++ GPU Al
AlexChampandard Founder & CEO, AiGameDev.col http://game.watch.impress.co.jp/docs/news/20140319 640287 .htm|
Andrew Richards | Founder & CEIodeplay
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FreeRange Al: Creating Compelling Characters for Open World Games
Aaron Canary | Al Programmer, Volition




LOS checks are O(?)
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FreeRange Al: Creating Compelling Characters for Open World Games
Aaron Canary | Al Programmer, Volition




Make LOS a background thread.

time >
I animation . I effects .

—-—
—
\ \
\ \
.\'.
":
“.

80

FreeRange Al: Creating Compelling Characters for Open World Games
Aaron Canary | Al Programmer, Volition

threads | Main
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FreeRange Al: Creating Compelling Characters for Open World Games
Aaron Canary | Al Programmer, Volition



