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First-Person Shooter

Supporting technology Line of sight checks

L

Tactical/Strategic Al Waypoint tactics/frag-maps

Decision making Scripting language

Pathfinding
(for complex enemies or bots)

Movement Kinematic movement [=

J . . -
Inverse kinematics or other constraints
may limit possible movement

i

Animation controller




Driving

Supporting technology

Tactical/Strategic Al

Decision making

Movement

Track data

Supporting technology (Specially marked-up Al data)

Tactical/Strategic Al

L

Decision making FSM Markov/Fuzzy SM
(Driving line selection) (Generate desired steering)

r L

Movement Capability-sensitive steering

Explicit traffic/pedestrian simulation code

r

FSM/rule-based system/script
(Destination selection)

Markov/Fuzzy SM
{Generate desired steering)

r

Pathfinding

b

Kinematic steering || Capability-sensitive steering




Real-Time Strategy

Supporting technology Execution management

L

Tactical/Strategic Al Tactical analysis

Rule-based system/custom code
(Strategic decisions)

i

Decision making FSM
(Per character behavior)
Difficulty of found 1
paths may influence ~| Pathfinding
decisions
Movement Kinematic steering




Turn-Based Strategy

Execution management

Supporting technology (Limits maximum thinking time)

r

Tactical analysis

3

Rule-based system/custom code

Tactical/Strategic Al (Strategic decisions)

& | ! Difficulty of found paths
Seml i A may influence decisions

Pathfinding

Units can be moved
directly without explicit

movement algorithms
Movement




Sports

Supporting technology

Tactical/Strategic Al

Decision making

Movement

Tactical analysis is
based on where things

‘ Tactical analysis [ will be, not just on
l where they are

Rule-based system/custom code
(Selecting plays from the playbook)
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Physics prediction
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ay? (for team members/balls)
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Kinematic steering




Simple Examples

Graze

Wander

[See prey]

[Too far from others / nervous]
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Separate

e

[Close to flock and calm]

[Close to predator / scared]

[Close to predator / scared]
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[Mo prey and at home]

[Mo prey and not at home]
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Deep Reinforcement Learning

Classes




