GAME
Al PRO|

COLLECTED WISDOM
OF GAME Al
PROFESSIONALS

HIRD EDITION

IAN MILLINGTON

3 EDJED BYY ;‘

= 1 .
P STEVERABIN

(_F( CRC Press

2uothpa Texvntng
Nonuoouvnc (Al



Global Game Jam (26/1-1/02/2026)

https://globalgamejam.org/

1. Make a game in 48 hours
2. 0On an announced theme

LOCATION

- University of Bremen, Bibliothekstr. 1

- Building: MZH, Floor 0

-Rooms: P1 "Windows", P2 "Apple", P3 "Linux"

REQUIREMENTS

- Warm clothes because it can be cold at night!

- If you prefer to stay for the whole night: a sleeping bag and a camping
mat or similar

- Food and drinks for 48 hours!
We probably will be able to provide coffee, tea, softdrinks and
snacks but real food has to be brought by the participants or
ordered at your own expense.

- For computer game development:
Bring your own computer and software. Paper and pens might
be helpful in the planning phase.

- For board game development:
‘Gaming materials (dices, chips, tokens, ...) and craft stuff (paper,
pens, cardboard, glue, post-its, ...).

- We will be able to provide some general software as well as some board

game materials. But we strongly recommend to install the needed

software beforehand and to bring your own materials.

- Bring a switch + cables if you need wired network. We only provide WiFi.

RULES

- Computer games have to be uploaded to the global jam.org
website either as a package or a browsergame.

- Board games have to be presented as "print out games" (pdf format)
and uploaded to the globalgamejam.org website.

- All games have to include certain characteristics which will be
announced in the beginning of the jam, so that every participant has a
similar challenge to start off with.

SCHEDULE

Friday
15.00 Check In
15.45 Welcome Presentation
16.00 Start of the Global Game Jam
18.00 Concept Presentations

>

Saturday
12.00 Game Registration Session
13.00 Game Registration Deadline
18.00 Prototype Presentations

Sunday
16.00 Game Update Deadline
16:05 Five Minutes Game Presentations
16:45 Voting for the Games
17:00 End of Global Game Jam v

19:00 Jam Site Closes

ANOTHER 48 HRS.
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Get together and create games in one
weekend (non-stop) in over 800 locations
worldwide.

Themes:

* 2009 -"As long as we have each other,
we will never run out of problems"”!

* 2010 -"Deception"l'”

* 2011 -"Extinction"l"”]

e 2012 -Animage of Ouroboros!"®

* 2013 -Sound of a Heartbeat!2"!

e 2014 -"We don't see things as they are,
we see them as we are."?’

* 2015-"What do we do now?"??]

e 2016 -"Ritual"”

* 2017 -"Waves"/]

* 2018 -"Transmission"?3

e 2019 -"What home means to you"?4
e 2020 -"Repair"®

e 2021-"Lostand Found"l'”!

2022 -"Duality"l?

* 2023 -"Roots"?’

* 2024 -"Make Me Laugh"28]

* 2025-"Bubble"*®
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Tt etvaw to Al o Bivteottawvidola;

e Eivai n oupumepidopa touv NPC;
e Mia artAn dnAwon “if”;
e Juuttepldopa Ao oevaplo;

* Ebpeon d0ladpounc;
* EtiAoyn animation;
e Autopatn Ttapaywyn tepLBAAAOVTOC;

“Game Al is anything that contributes to the perceived intelligence
of an entity, regardless of what’s under the hood.”



Teooeplc OYelg tnc Al

* YVOTHUHOTO TOV OKEPTOVTUL 6OV AVOp@TOL
— YVOOL0KT] ETIGTNUN, EUTELPA GLGTULATO,
* YVoTHOTA TOV OPOVY cav GvOpwmol
— Turing test, TpoypAUUOTO CKAKL
¢ YVOTINNOTO TOV OKEPTOVTAL AOYIK(
— IIpoceyyioelg Paciouéveg oe Aoyikn kot Mabnuotikd,

¢ YVOTINOTA TOV OPOVY AOYIKA

— Z0YYPOVEC TPOGEYYIGEIC PUCICUEVES GE TPAKTOPES

Adopa tnv ovoia Twv Mpaypuatwyv!



Al Bivteottavidlwy

Adopa tTnv epdavion Twv mpaypatwy!

* Mnyavikn: avamntuén aAyoplOpwyv mou @aivetatl otl
ouumnepLpEpovTaL EEUTIVA KOL AOYLKAL

* Meplkeg popec AUTEC oL SUO MPOCEYYIOELC
ETULKAAUTITOVTOL



Tpotot yia Al Bivteotmayvidowwy

e “Turukn”

— Mnyavéc menepaopeEvwy Kataotaoswv (FSM), oxedlaopoc, elpeon
Stadpopnc (pathfinding), arnoduyn cuykpouonc, EUTELPA CUCTHATA,
aoadnc Aoykn, ...

 “Ad-Hoc”
— KoAna
* To animation pmnopet va deiéel/supaviost teploootepn euduia armod Evav aAyopLlouo

— EUPETIKEC TEXVLKEC



Kartotwa (MaAwa) MNMawxvidla



Pong!
H apxikni €kdoon (1972) Atav povo yia dvo maikteg (bev umtapyel Al)

Metenetta ekboyxec eixav eva eidoc Al:

* Movtedormtoinon xpovou avtidpaon: TIEPLUEVE KATIOLO XPOVLKO
dtaotnpa PV PETAKLWVAOELG TN TAaTPOpua

* MovteAomnoinon akpiBetoc: av kot o H/Y pmopet va Bpet
akplBwc ou Ba EceL N umAAa, TPOCOETEL Eva TUXOLO
opaApa wote va tpoortotnBel otL €kave AabBoc¢

Nwc¢ Ba to
LOVTEAOTIOLOUOQTE;



Pac-Man

Al Teyvuc): Mnyovi KotaoTdoemV
Yndpyoovv 4 t€pata mov umopel va givor o€ pia oo TS 3 KATAGTACELS:

READY?’

*  KLVIYL
e Olomopd
* 9oPog

>e KaOe Katdotoom eMALEYOVV Eval KEAL ®C 6TOYO Kot oTpifovv mpoc Ta ekel o€
KA0e dlaeTAOPOON

1. CHASE - A ghost's objective in chase mode is to find and capture Pac-Man by hunting him down
through the maze. Each ghost exhibits unique behavior when chasing Pac-Man, giving them their
different personalities: Blinky (red) is very aggressive and hard to shake once he gets behind you,
Pinky (pink) tends to get in front of you and cut you off, Inky (light blue) is the least predictable of
the bunch, and Clyde (orange) seems to do his own thing and stay out of the way.

2. SCATTER - In scatter mode, the ghosts give up the chase for a few seconds and head for their
respective home corners. It is a welcome but brief rest-soon enough, they will revert to chase
mode and be after Pac-Man again.

3. FRIGHTENED - Ghosts enter frightened mode whenever Pac-Man eats one of the four energizers
located in the far corners of the maze. During the early levels, the ghosts will all turn dark blue
(meaning they are vulnerable) and aimlessly wander the maze for a few seconds. They will flash
moments before returning to their previous mode of behavior.

22/05/1980 otnv lanwvia



PACMAN

Ot 3 Kataotaoelc oto Pac-Man

Ta tépata evaAldcoovtal LETall TwWV KATOOTACEWV
g&epelivnong Kal Kuvnylov o€ mpokaBoplopEva
dlaotApata.

Mode Levell Levels 2-4 Levels 5+

Scatter 7 7 5

Chase 20 20 20

Ta tépata mpemnel va aAlaéouv katevBuvon otav
EXOUUE TLC €€NC LETAPACELC KATAOTACEWV:

KuvnyLl— olaomopa, kKuvnyl—->eopog, SLaocTiopa—>KUVNYL,
dlaomopa—->¢popoc. scatter s g :

Chase 20 1033 1037

Scatter 7 7 5

Chase 20 20 20

Scatter 5 1/60 1/60

2TIC AAAEC TIEPUTTWOELG HETAPOONC Ta TEPATA SEV
aAAalouv KatevBuvon.

Chase indefinite indefinite indefinite



[Tlpocopoilwon AloBbnoewv

Goldeneye 007 (1997)
* To Al Twv yapaktnpwv Bacilovtav os €va HKPO MANO0C KATAOTACEWVY

(&) More images

Goldenkye 007 <

* Kalvotounoe npooBETovtag Eva cUOTNUO OTTTLKIG TIPOCOUOLWOoNG:

e OLYapaKTINPEC umopovoav va Souv Toug ocuvTpOdPOoUC TOUC KAl VO TIOLPATNPACOUV a7
’ ’ ’ IGN GameStop
OTL £XOUV OKOTWOEL

95% liked this video game

GoldenEye 007 is a 1997 first-person shooter

developed by Rare and published by Nintendo for the
Nintendo 64. Wikipedia

[MoAU dnuodAnc pe oAokAnpa raxvidia (1998) va

opifouv To gameplay MAVW O€ TETOLEC TIPOOCOLOLWOELC 4‘—‘ ’ F ISl i AR

¢ 'OXL T[O}\L,)T[)\O KO: THE DARK PROJECT
* 'EAeyxoc e raycast Kol oKLd yLoL To oV £val aVTIKELPEVO glval
opato arto touc NPCs
* Lot TOV X0 yLvoTav EAEYXOC XWPLKAC KOVTLVOTNTOC VLA TO
av tov akouv ot NPCs

2 W

Z Ty VETALGEAT
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Warcra

>Ta peoa tng dekaetiog tov 1990 omnou ta RTS — Real Time Strategy — ntav
etalpetika SnuodlAn, xpnotpomolnbnkav pEBodol evpeonc SLadpoung
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Halo

To Halo (2001) swonyaye tn xprion 6evopwv amodaonc

Twpa o eivol pia cuvnBLlopevn Texvikn yia to Tt Ba kavel evac NPC

Is enemy visible?
Mo

Yes
Is enemy audible? Is enemy <10 m away?
Yes No Yes
Is enemy
on flank?
Creep Attack
No Yes

Attack Move




Starcraft Al

“First person shooters and RTS games BomiteX] Iesttatopimmnglayers
have been subjected to significant at strategy game StarCraft Il
academic research (thereis an annual
competition for Starcraft Al, for oIG

example).”

Millington, lan. Al for Games, Third Edition




Mia Matia o lNpoodarta...

| Middle-Earth:
Shadow of Mordor

Nemesis cOotnua:
[Ipocwmomotet T1g
AAANAETIOPAGELS LUE TOVG
NPCs pe fdon tic emhoyég
TOL TOAKT

The Last Of Us: Part 11

Xpnoponotei Tpoywpnuevo Al
v, T cvpumrepupopa Twv NPCs
EMOEIKVOOVTOG PEOMOTIKN
GLUTEPUPOPL TOGO GE GYECT) LE
TOV TTOKTT) OGO KO LLE TO
nep1Bariov

No Man’s Sky

“ = Xpnowonotel

—= OL0OIKOOTIKT] TOPOLY WY
Y10, TN dnuovpyio vog
# TEPACTIOV GOUTOVTOC




Baowka 2tolxela



Eudueic OvtotnTec

* [paktopec Mawyvidilou

OTO ELKOVLKO TtEpLBAAAOV.
— NPCs

e ELKOVLKOC TTalKTNC

— Kawvel 0,TL KAVEL Kol 0 avBpwrvoc TTailkTnc.

* JKAKL



O KukAoc evoc Npaktopa

* To peyaAutepo pepocg tou Al eotiadel OTOUCG TIPAKTOPEC
* £X0p0OC¢, cuppaxog, ovdetepocg NPC

e KUkAoG: AvtiAnyn -2keyn —Apdaon

(i a o



OAa Madi: Koweg Texvikeg Al og Buvteottayvidia (1/4)

Kivnon
e Juoowpeuan (Flocking)
* Metakivnon opadwy ovToTnTWY PE evav GUCIKO TPOTIO

* KaBe ovtotnta akoAouBEel TPELC KAVOVEG

* Alaxywplouoc— allayr katevBuvong yla arnoduyrn CUVWOTIOHOU
* EuvBuypduuton — alAayn katevbuvong pog tn yEon KatevBuvon TG opadag
e Juvoxn — aAlayn KateuBbuvong mpog tn peon B€on tngopadag

* [Mapadeypa: Zunvn movAtwv/Paplwy. Me katdAnAn tpotottoinon epappoletal o€ OPHAdER
exbpwv (Diablo;;;)

e Jxnuatiouoli (Formations)
* 'Onwcgn ocuocowpeuan, AAAA oL HOVADECG KPATAVE TIC OXETIKEG BETEIC pETAS

* [Mapdadelypa: oTpATIWTIKOL oxnuatiopol (ot toéoteg Tiow)



OAa Madi: Kowveg Texvikeg Al og Bivteortaygvidla (2/4) i

Kivnon
 A*eupean dtadpournc
 OBNVvOTEPN dLadpopn OTO ELKOVIKO TIEPLBAAAOV

e Xprjon tngyvwaong yla Tov TpoopLopPo woTe va yivel e€uttva n avadlntnon tng
dLadpopng

* E€aipeTika ypriyopog aAyoplbpuog, evupeia xpron

* Evdidpeon Bonbntikn mAnpodopia mou Bonba otnv avalntnon tng dtadpopung xweig
ETIAVAUTIOAOYLIOHO

* Artoguyn eumodiwv
e O A* glval KAAOCG yla OTATIKO TIEPLBAAOV AAAQ OXL yia SUVAULKO (AAAOL TTAIKTEC, ONUEila
oupdopnong, K.a.)

* Mapdadeypa: idla dtadpopun yia 4 povadeg ottou yivetalt mpoBAePn cLyK
povada Ttou ival o Ttiow va HELWOEL TNV TaxLuTNTa, KOK.

Hallway



OMNa Madl: Kowveg Texvikeg Al og Bivteottayvidla (3/4)

Opyavwon Zuunepipopag
 Avaduouevn cuurteptgpopa
e AmAol Kavoveg 0dnyouv o€ TIOAUTIAOKEG AAANAETILO PACELG
e Mapaddewypa: taxvidl tneg lwng, flocking

e lepapxia eVTOAWV
* H Al taipvel artodpdoelg oe dlapopeTika emineda
e >QV TN OTPATIWTIKA lEpapxia
e MNapdadeypa: Mawxvidla oTpaATNYIKAC — CUVOALKH OTPATNYIKN, TAKTLIKN AOXOU, TAKTLIKN
oTPATIWTN P i

» Alaxelplotnc avabeonc epyactwyv
* Otav pyovadeg evepPyoUV HEHOVWHEVA TOTE UTIOPEL VA £XOUV KAKN ATtOd00N
* Evag dlaxelplotng ptiaxvel epyaocieg, dlvel TpoTEPALOTNTECG KAL TIC AvaBeTEL 0E POVADEQ
* [Mapadewypua: [Modoodaipo — 1" TpoTELALOTNTA: TIALKTNCE KIVEITALTIPOC TNV PUTTAAQ, 21
TIPOTEPALOTNTA: TOTTOBETNON OTO KEVIPO TNC apuvag, 3" TpotepalotnTa: ToTtoBeTnon ota
d0eéld TnC apuvag, 4" tpoTEPALOTNTA: TOTIOBETNON OTa aplotepa tng apuvag. O dlaxelplotng
artodpacidel TToloC eival 0 KAAUTEPOC TTALKTNG 0€ KABE Ttepittwon.




W
4am
im
4m
|
VN

4m
E
u4

W
W

OAa Madi: Kowec

Texvikeg Al oe
Bivteomtayvidla
(4/4)

* Xaptngemppong
e 2d avamapdaotacn loXVog oTo Ttaxvidl
Alaxwplopocg og KeALd, OTtou oL ovadecg oe KABe KeAl aBpoidovtal we tpog TNV LoXU ToUG
OL HOVADECR £XOULV ETILPPON OE YEITOVIKA KEALA (HELWVETAL OE OXEON HUE TNV ATTOCTACN)
MAnpodopnon ya tn 6€on Kat tnv LoxL TwV SUVAPEWYV
Mapddelypa: >xedlAOPOC ETUBECEWYV KAl avayvwplon aduvatwy cnueiwyv tov exBpou n dikwv
HaC WOTE va eVIOXVUOOUUE TNV Apuva

 LOD (Level of Detail) Al
* 10wa1dea pe LOD ota ypadlkd — HIKPOTEPOC UTTIOAOYLOHOC av dev daiveTal
* [Napadewypa: arAayn cuxvotntacg evnuepwoaong tou NPC pe Baon tn OXETIKN TOU BEON WC TTPOC
TOV TtaiKtn



[evika Oev XpnoluoTttolovvtal (oxt
EUPEWC TOVAAXLOTOV) o€ TTaxvidla
OAAQ €XOUV TN OUVAMLKN Yla VA TO

Yttooxopeveg Al TEXVIKEG

KAVOUV KATIoLlA OTLyHN
e [lati;

Mrmopeiva ynv eivat yvwoTteg
Mrmopei va eivat SuokoAovonteg
Mrmtopei va €XoUV TTIEPLOPLOUEVN
Xpnon

Mrmtopel va artattouv TToAU Xpovo
avamtuéng

Mrmtopei va artattov TtoAAoUG
TTOPOUC

Bayesian diktua: povteAotoinon yvwaong Tou TIaiKTn amo To
Al
* [Mapddewypa: H Al ytopei va cupmePAVEL OXETIKA PE TNV LTIAPEN N
OXL OUYKEKPIHEVWV KTIplwV
[eveTikol aAyoplBpot: ebpeon AVCNC o€ «OUCKOAO» XWPO
avalntnong - tutika yivetau offline
* Tlapdadewypa: MNMoleg eival ol BEATIOTECG pUBUioELC TOU TTaKVIOLOU yia
EVA CUYKEKPLIPEVO oUOTNHQ;
N-Gram otatiotikr mpoBAsyn: TpoBAePn EMOPEVNC TIUNG OE
pia akoAoubia
* [lapdadewypa: ZuAikt... O taiktng KAvel xapnAn KAwTtold Kkat Emelta
XapNAnN grtouvid. Tt akoAouBei; Ao LloTopLlka dedopEVA UTIOPOUE
Tuxaia pe eva BAPOC va KAVOUUE OXETIKN TTPOPBAeYN.
Neuvpwvika diktua
2uatnua ¢nung
Eéurmtvo reptBaAiov
Mabnaon
MovteAormoinon raiktn
2uotnualllivaka, ...

24



Eva povteio Al

[la Bwvteottaxvidla ylAapue tava...

Al gets its
information

Al gels given processor time

— Execution management |—

World interface

__Group Al
Strategy Content creation

Decision making

Movement

Animation || Physics

Al gets turned into on-screen action

Al has implications for
related technologies

Alfor GAMES

THIRD EDITION

IAN MILLINGTON




XovOopikn Aoun Al

Amodaoelg
TAKTIKAC/OTPOATNYIKAC
$uong

AnPn Antopaocewv

Anodaoelc o€
HeyaAvtepo emninedo
AETITOUEPELOC

>xeblaopoc/Atadpoun

ExktéAeon tou oxebiou

Aev elval mavta cadpwc SLaxwpLlopeva



EowTteplkeg ANAYEC

Eocwtepikn Nvwon

Aitnua Apaong

Anyn Attopaong

EEwtepikn N'vwon

<
«

EEwteplkegc ANAYER

* E&wtepikn yvwon: mAnpodopia mou yvwpilel o
TIPAKTOPAC YA TO TIEPLBAAOV TOU (TT.X., KAlpQ)

Anyn Artopaocewv

 EowTteplkn yvwon: mTAnpodopia OXETKA UE TNV
Kataotaon tou (Tt.X., {wn)



AnYn Artodpacewv

e AvtiOpaoTikn: ATtOKpLON
e Aévbdpa amodaonc (Decision Trees)
* Mnxavec Nenepaocpévwy Kataotaoewv (Finite State Machines — FSM)
* Aevbpa cuumepldopac (Behavior Trees)

* MpoAnmtikA: MAAvo
e Aev Ba poc amaoXoAnoeL WoLlaitepa o€ oUTO TO HAONua
* MapaAdayec Tou A™ oTo YWPO TWV MPAEEWV ETIL TNC KATAOTAONC TOU ELKOVIKOU
KOOUOU
e [lveTal oUCLOOTIKA OTTO TOUC OXEOLALOTEC TtalyvVIidLoU
e Mapadewpa: eAeBepn kataokeun (Minecraft) | e€éepevvnon (Skyrim)




Aevopa Artodaonc

* [ToAAéC KaTaoTAGELS UTOPOVV VA TEPLYPaPOVV ¢ 1f-then-else
« Yvotiuorto kavovev (production/expert) systems

XopoKTNPIOTIKA:

* ATAY) TEYVIKN

* EVKOAN 61NV VAOTOINGON KOl GTNV KATOVON O

* ATTOOOTIKY

* Kvpio¢ avtiopaoctikn Al

* Mnopel va GuvovacBel pe AALEC TEYVIKEG

* Mnopel va epapuocBel Mnyavikr) MdOnon yio tnv ekpuddnot tov 0Evopmv



[Tapadeypa

Anyn aropaong

: ‘EAeyxo¢
OoTPATIWT
P i LdLotntog
 Baolopevn otnv
OTTTIKA/NXNTIKN Apaon/Anodaon/
avtiAnyn tou Ta&wvounon

Oxi
Akouoeg Tov £X0p0;
Nai
Eivai o exBp6
A LN
Avarpixiooe OTIV TIAELRS,

Oxi

ETiBeon

Eivail opatég o

£X0pOg;
Nai

Eival o exBp6¢ <10m
MOKPIQ;

Oxi Nai

EtiBeon
Nai
MeTakivnon




EukoAn YAottolnon

Eivail opatég o

if (enemy.isVisible ()) {

eX0pOg; . ,
1f (distance (player, enemy)
Oxi
X Qo attack () ;
AKouOoEG Tov £X0p0; Eival 0 exBp6¢ <10m }
] aKpIq;
Nat Ox N else
Eivai 0 X800 1f (enemy.1sOnFlank () ) {
Avarpixiooe otV mheupd, Emifeon move () ;
OXI NG| }
else{
MeTakivnon attack ( ) ;
}
}
Av BeAw vatpoocBecw eva )
ETUTTIAEOV eAeyx0: Exet o else{ .. . .

Ex6poc mupoBoAo;

H hard-coded yvwon pmopet va pnv givat kaAn Wéa

< 10){



[TapaAriayec: Tuxalec ATtopaoelg

* H mAnpwc¢ tpoBAePpn cupttepldopa
elval Bapetn

* H tuxaiotnta dev eTUTPETIEL HOTIBA

* To TuXalo vOULloU O PTTOPEL va elval
TtpoKateAnupevo (PuxoAoyia taikan)

MAyalve
apLotepa

MAyalve
detLa




Erpevovtacg og pla Artodaon

Ag€xopout eniBeon;

e 2uuTIEPLOOPA OTPATIWTN

Ytpie Eva vouopa

* O KUKAOC e€epeuva To OeVOPO KABe dopa

* Av og KAB€E KUKAO Ttaipvoupe tuxala KoAogou | |Avranédwoe ta

' ' ' mupa
artodpaon TOTE 0 oTPATIWTNG Oev Ba
AElToUpYEL cWOoTA.

En—ED—ED

EmepeLve otnv
anodaon (yia Aiyo)




Mnxaveg lNemepaopuevwy Kataotaoswyv

FSM (Finite State Machine)

* OpyaVWVEL TIC CUUTIEPLDOPEC OE EVal

ypadnpua

* Metafaoelc pe Bdaon TNV KATAOTAON TOU

riovioLov

See small enemy

On Guard

See big enemy

Escaped

(Start state)

(a)

Fight

e OL KOTOOTAOELC UITOpPEL va eival:

e Juuneplpopa

e JuvaloONUOTLKA KaTAoToon

* ApAOELC

* MpodlaBeon

Start

Losing the fight

Run Away

éuard

Fight

Run

Small Big
eneamy enemy Losing Escaped
Fight Run - -

- = Run -

- - - Guard

(b)




[Tapadelypa

Take A Break

__'___,:7 O '}o Get Coffee

Patrol Patrolling for > 30 mins

No Enemy QO -

1

Get Caught Slacking

Get Sandwich
inished Break Enemy Sighted While
Getting Food

Enemy Sighted Eat Food

O

Drop Snacks

Grenade In Sight Enemy In Sight

Enemy In
Sight
No Enemy
In Sight
O Search Cautiously
Dive For

Cover



Mewwvovtag tnv lNoAvmtAokotnta oe FSM

Kataotaon Ye LETABACELC
NPOC TTOAAEC AAAEC

lepapyka FSM

Guarding

Hungry
Full

Get food

On Guard

Small enemy

Hungry
Full

Big enemy
&\

Fight

On Guard

Small enemy

Big enemy
%\

Fight

Losing

Run Away

Hungry

Run Away

Get food

Losing

Hungry

Get food

Full

(Start)

Full

Get food




FSM: 'evika

e To 1o ouvnBLopevo potifo AoyloptkoU Al yia BivteoTttavidla
* Quolkn avtiotolXia peTaéu KataoTaoewyV Kal cuuTiEPLdopwyv
 EUKOAN dnulovpyia dlaypappuatog
 EukoAia oTov TIPOYPAUUATIONO
* EukoAia otov evtotiiopo opaApatwy
e EvteAwg yeviko yla ottolodNToTe MPOBANpa

* [MpoBAnuata
 [ToAAEC KATAOTAOELC
* YmiepBoAka tpoBAEPLUO
e Juxva dnulovpyeitatl pe ad hoc dopn



Agvdpa 2uutteplpopac
* Xpnolpornondnke npwtn ¢opa oto Halo 2 (2004)

* Evac eAadpuc tpomnoc oxedlaonc mAdavwy dpaonc

 MMAavo:
e AkoAouBia dpdaocewv:
1) MAyalve otn mopta
2) Xprion KA€LOLOU yLaL AvoLlypa TnG mopTog
3) Népaoe peoa amo tnv nopta
* Me npoUmnobBeoeLc:
2)* MpéemeL va €xeL To KAWL




2elplakoc koupBoc AND

artotuxia
L 4

of
o
D
.
.
.
.




2elplakocg KouBocg OR

armotuxia  arotuyia ok

(a) (B)



2TOX0G: Metakivnon oto Awpatio

—_

N

AvVOIKTN N
nopTa;

/®\

e

—_

Mnec oto| [Mpoxwpa npoc

OwuATIO | TNV NopTa

7N

I

Mnec oTOo
OWNATIO

>Nace TV
nopTa

=ekAEIOWTN
n nopTa;

AvoIEe
nopTa




Halo 2: Anbn Antodpacswv

Root

| Retreat

|_

Self-preservation |—

| Engage

Idle

> Flee
Cover
— >
Guard
Grenade
‘ Vehicle strafe ‘
Charge —P
‘ Melee ‘
Vehicle fight
— >
Fight ‘ Presearch ‘
Search —P ‘ Uncover N
Guard ‘ Investigate ‘
— > Guard







[TpoPBAnuata NMAonynonc

MAonynon petaéL tonobeoiwv
[MAonynon mukvou ntAnBoug
2UVTOVIOUEVN opadLKn Kivnon
Katadiwén

Kivnon moAumAokou/apBpwtou
OXNHOTOG
* MpoBANUO HETOKIVNONC TILAVOU (AKOUTITO)
e YKeAETOC (aBpwTO)




Xpnon Xaptn

Anuoupyia ypoadnuatog

Xpnion aAyoptBuovu Dijkstra
ylo cuvtopotepn Stadpoun

611.554 mi

190.015 mi

480.506 mi

710.849 mi

§0.592 mi

663.624 mi 270.545 mi

441.609 mi

YrtoBeon: O KOOMOC Elval AKOUTTTOC KOl

TEPLOPLOUEVEC AWPLOEC KivnoNng

McDona



Tl elvat Zuvtopotepn Altadpoun;

e Antootoon;

* Tayutnta,

* KOotoC evepyelac;

* ExBeon otov €x6po;

* E¢aywvikoc xaptnc
* 6 KATEVOUVOELC
e TUTtoL €dAdpouc = KOOTOC
otnv TaxuTNTA




Avolkto ‘Edadoc

* Mi€n epmodiwv Kol AVOLKTWV
XWPWV

* [NepLoCOTEPEC EMAOYEC YL
KATEVUBUVOELC

* Mwg emAéyoupe Stadpopn;




EUpeon Atadpopnc o€ Buvteomoayviola

OL YapaKINPEeC oto malyvidl cuvnBwc Kivouvtal PHEoa oto emimedo
* Opoupol og eva stealth matyvidt
* Movabdec og RTS

Elval eUkoAo yla tov mtaiktn va kopoideP el tn mpodlayeypapuevn kivnon

H tuxaia teputhdvnon cuvnBwc dev elval peaALoTIKA KoL TUTOXpOovVa Eival EUKOAN

yla TOV TIALKTN ars) TECHNICA

Review: Thief reboot should have stayed
hidden

Incoherent writing, braindead Al, and too much running around hamper the sneaking.



AAvoplBuolL Eupeonc Atadpopunc

* H mAetoPndla twv mayvidlwyv XpnoLLoToLEL KAToLa

— Execution mana gement

- Group Al

Strategy

Decision making |

| World interface |

Movement

Pathfinding

Animation

Physics

nopaAAayn touv A”

* O aAyoplBuoc tou Djikstra ypnowomoteitaw og Al touv adopd
TNV TOKTLKN

e OLaAyoplBuoL avtol dev Asttoupyouv amneubeiog otn
VEWMETPLOL AAAQ O€ pia aTTAOTIOLNEVN AVATTOPACTAOH TOU
Baolopevn o ypadnuota

* JuvnBwc xpnoluomolovvtal KatevBuvopeva ypodpnuata Ue
UN-apvnTka Bapn




[TAeypoTa

e 2d mAgyuata:

e AoUAegUel apKeTA KaAd yia TtoAAA rtaxvidia ontwe to Warcraft 11l

e KabBe keAl emonpaivetal wc:
e [MPOCTIEAACLLO 1) ATTPOCTIEAQOTO

* KaOe avTKELLEVO OTOV ELKOVIKO KOO0 UIMOPEL va KATaAaPeL
EVOL ] TTIEPLOCOTEPQA KEALAL S

*  XapaKINPLOTIKA:

* [pnyopn Avagnitnon
 EUKOAN MPOOCTIEAOLON OE YELTOVLKA KEALAL
* MAAPNC avamapaoTacn Tou eMUESOU




Ertihoyn KaAutepnc Atadpopnc

* Mpoeneepyacia xwpou o€ ypadnua evLAUECWV

onueiwv
* TomoBgtnon onuelwv otn HEon Twv GUOLKWV

H ouvtopdtepn pnopel va pnv eivat n mo puoikn

Stadpopun (SLaKEKOUUEVN YPOULA) 5La8pOUWV '




AANN AUon: Navmesh

* [Npoemnetepyaoio xwpou o€ Eva
TTOAUYWVLKO TIAEYUOL EAEVBOEPpWV
XWPWV

e 2xeblaon kivnong petaéu
TTOAUYWVWV
* MeTtall akpwv
* MeTal KEVTPWV

* MoAAarmAwv erumedwv avalntnon
e MpwTto HETAEL TIEPLOYXWV
 ‘Emtetta emAoyn onpeiov eLlcodou Ko
onueiov e€ddou




Navmesh

.= O©nspector i =
[ o TR
Scene Filter:

\..‘Mesh Renderers [ Terrains

Mropouv va:

[ 7 : - . !Cube (Mesh Renderer)
§ ersp ™,
* Exouv dLadopeTIKOUG macoxcnte et [ e e e
B | Navigation Area [ Water +Jl

Tunouc edadoug

* KaBopilovtal amo «muAeg»

* Na eivatl 2d tomoAoyika
TTOAUTIAOKEC ETILHAVELEC

The Waterarea is made more
expensive to walk across by
assigning it a higher cost.




Xpnon Navmesh

* M€oa otnv epLoxn
Xpnotpomnoinoe evBeia
Stadpopn

e OLTTEPLOXEC (KO UTTOTTEPLOXEC)
LUTTOPOoUV VOL EXOUV WG
XOPOKTNPLOTIKO SLoPOPETIKOUC
TUTtouc edadouc Ue
SLadopeTIkd KOOTOC. el N |




Anuwoupylo Navmesh armo to €dadoc

Bripo 1: EUpeon Mpoottwy EMLPOVELWV
e Avamapiotatol wW¢ TOAUYWVLIKOC
XapTNng

Bripo 2: ATtAomoinon cuvopwv
e AmtAomoinon Tou TTOAUYWVLKOU XAPTN

Bripa 3: Tplywvoroinon xaptn
e KaAuyn tov xaptn HE Tplywva




Brijpata
(1)

" anoTopo

(2)




NG

ALodpol

UpPEDN

Navmesh: El

non

4

Xp

* Alakpltomoinon He mpooBeon onueilwv

* Avalntnon cuvtopotepncg Stadpoung

(b)

(a)



Xpnon Navmesh: BeAtiwon

Oupalormoinon kot kaBdaplopa Stadpoung




Navmesh: Unity

e Anuoupyia edagdouc ot B D N
e Terrain editor _ ===l T |\

= ) 4",//’/]/ \’4‘ X‘ \

e [SL0TNTEC MAonynong tou
npaKktTopa
* Yyog, mAatog
* MéeyLotn kAlon

e Kaypo (Bake) tov Navmesh
e EUpeEON IPOCLTWV TIEPLOYXWV
* Anploupyia TAEYHOTOC




YrioAoyLopocg 2uvtopotepnc Aladpounc

e Avaywyn tTn¢ mAonynong os S
avalntnon dtadpounc oe ypadbnua

e KateuBuvopevo
* Me Bapn



Mn-evnuepwuevn evavtt Evnuepwuevnc Avalntnong

* Mn evnUEPWLLEVN

e ErttAoyn KopBou pe Baon tnv amootoon

Uninformed search Informed search
* Evnuepwpevn — e T i o
nPOoBeon MPOTLUNONC
TPOC TOV TIPOOPLOUO

* EupeTIkn tPOCEyyLoN
e EmeAete Tov EMOUEVO
KOUPo pe Baon tnv
QOoTAON TIPOC TOV
TPOOPLOUO




Evnuepwpevn Avadntnon Atadpopng

2UVOPTNOELC ATIOOTAONC

* w(u, v): amootacn U O U

* d|ul: amoéotaon ano apxn s otov u
* dist(u, t): anootacn ano u otov t

*w(s,1) =3
*w(s,2) =3

dist(1,t) = 6
dist(2,t) =4

Eupetikn: mpooeyyidovpe pe

EukAeidla amootaon n
artootacn Manhattan




A*
EntéAete Tov emopevo KOpBo Baolopévo oto
aBpolopa TNE amooTaonC armo TNV apxn Ko
TNC EUPETLKNC
f(u) =dlu] + h(u) = d[u] + dist(u, t)




AnYn Atopacewv

4
2xedlaocpoc/Aladpopn K lV n G n

Steering behavior

Kivnon

(1)
0




AlevBuvon (steering)

* AUO BAOLKEC OTPATNYLKEC
— Mpooeyylon (seek)
e MeTtakivnon npog To otoxo
— Antopakpuvon (flee)
* MeTtakivnon HoKpLA aTto ToV 0TOXO

* [MoAUmAokn &tevBuvon
* JUVOUOAOUOC OTTAWY HLETOKLVOEWV



Kwvnuatikn: Npooeyyion

KateuBuvon:
D = Pigr — Pyen .
Y
) target
Taxutnta:
V = D.normalize - maxSpeed
Ocon:
Pooen = Pyep, +V - deltaTime

129



Kivnuatikn: ATtogakpuvon

KateuBuvon:
D = —(Par — Pyen) 1ty
target
Taxutnta:
V = D.normalize - maxSpeed
Ocon:
Pooen = Pyep, +V - deltaTime

130



[Tpooeyylon (Auvvapikn)

* EBupntn katevbuvon:
D = Pigr — Pyen

* Av elval dtapopeTikn armno tnv
TpEYOvOoO Katevbuvon epappooe pila
duvoun otpodPng POC TOV OTOXO

AOvap

OTOXOG




Atrtopakpuvon (Auvvapuikn)

* EBupntn katevbuvon:
D = _(Ptar - Pveh)

* Av elval dtapopeTikn armno tnv
TpEYOvOoO Katevbuvon epappooe pila
duvaun otpoPnc LAKPLA OTTO TO OTOXO

OTOXOC

>



AdLen

* Av n petokivnon yivetat og uPnAn toxvtnta pmopet va Eedpuyoupe
* 2TNV KWVNUOTLKN &€V UTTAPXEL TETOLO TIPORANUAL

e Otav eloat KOVTQ 0TOV OTOXO NATo PPEVO

Aladpopr) mMPooEyyLonG Awadpopun adenc

133



Talplaopa kat Evbuypapupion

* O €AeyxocC Kivnonc UMopeL va aroLteital va
OUVEPYOOTEL OTEVA PE TN pNXovn PUOLKAC
— Taiploopa
* TalpLaopo TS TOXUTNTOC TOU TIPAKTOPQ
LLE TNV TOXUTNTO TOU GTOXOU

(armAomoinpevn adién) 2 s direction

— EuBuypappion

* APLen pe ouykeKkpLUEVN KaTteLBuvon

Target = 0.52 radians

\

\@,

Orientation = 1.05 radians

Target = 0.52 radians

\

®

Orientation = 6.27 radians




[ToAUTTIAOKEC 2ZLUTIEPLDOPEC

o Katadiwén/Amoduyn

* MMeputhdvnon Opilovtal o€ oxeon pe

-+ [lpoogyylon/Amnopdkpuvon
 Adin, Taiplaoua,

* MopakoAouBnon dtadpoung EuBuypdppion

=

* ALOXWPLOUOC




Katadlwén n Avaxaition

AvakplBecg
QAAQ aTtAO

* MeTtaklvoou ekel ovu Ba elvall 0 0TOXO0C

— YnoBeon: n taxvtnTa Tou oTtoXoU Hev aAAAleL

* YtoOAOYLOE TO XpOVO yla va PHeETaPelc oTn TpExouoa
B€on Tou otoO)OoU

* YrtoAoyLloe tn B€on tou otoxou adou £XelL
TIEPAOEL XPOVOC t
p —_ th
* O6Nynoe POG TA EKEL: TPOCEYYLON OTO P




Attoduyn

* Metakilvioou pakpLad amo kel mou Ba eival
0 OTOXOC
— YnoBeon: n taxvtnta Tou otoxou dev aAAalel

* YrtoAdyloe To XpOVvo yla va petaBeic otn tpExovoa p
B£on tou otoyou

* YrtoAoyloe tn B€on tou otoxou adou €XEL
TMEPACEL XpOVOC t
p —_ th
* O6nynoe HaKpPLA ATIO EKEL: ATTOMAKPUVON ATO P




Katadiwén 2toxou 1tou Kavel Artoduyn)

* H tayutnta tou otoxou Ogv elva otabepn
— Aev umopel va yivel mpoBAsePn
e EnavaimoAoylopoc tng B€ong
e Aev UTTAPXEL AOYOC yLaL KATL TILO KEEUTIVOY Seek route

Pursue
route

O

Chasing character



[TapepBoANn

e JTplPEe MPOC TO HECO ONUELDO TNC YPOUUNC TTou cuvdeel HUO
OVTOTNTEC.
— TeppatodUAakac (Tépua — Umda) Z \

i/

—Mapopotlo pe katadiwén

|
e



[TeputAavnon

1. Tuyxaleg dSuvapelc otpodng
e “Talavtwon” mavw o€ pio euBeia ypopun /ﬁ |

2. [lpooeyylon og €vav tuxoila KIVOUUEVO OTOXO

@)
f\omxoq .

KWVelTol Mo evlladpépouoa
Toxaia ocuumnepldopa



AkoAouvBwvtag Atadpopn

Atadpoun: pla akoAovBia armo evolapeoo onueia
— Avolktn N kAewotn Stadpoun (KUKAwHa)

— EVTOTILOOG TOU TANCLECTEPOU ONUELOU P4 P2

— Mpooéyyton(p, ) [

— Otav ¢taoceL Kovta 010 p,q e

—_ npOGéVVLcn(pz) AKOAOUGG‘)VTGQ uia

niota aywvwv

143



2uvovaopoc 2uureptdopwy Kivnong

* [1€PLITOALKO:
— Katadiwén
— Artopuyn epnodiwv

e ZWoO
— Meputhavnon
— Artoduyn epmodiwv
— Artoduyn Onpevtwv

145



TEXVIKEC

e AvaueLlen
— 2UAN\oyn OAwv Twv SuVAUEWY OoTPpodNG
F = W1F1 + W2F2 + -

* [lpoTEPALOTNTEC
— Ta&wopnon Twv pHeBodwv Kivnong Kata mpoTeEpaLOTNTa

— EktéAeoe autn pe TNV uPNAOTEPN TTPOTEPOLOTNTA LLEXPL VO TEAELWOEL N
va Bpebel aAAN pe uPnAoTtePN MpoTEpALOTNTA

e AAM\a kKOAmo; (Hacks)



[MTapadewypa Avapeténc: Flocking

e JuvbuaopoC amo:
— ALY WPLOOC
— EuOuypappion
— ZUCOWPELON

* [Mapayel PEAALOTIKO QITOTEAEOHLATA




Alaxwplopoc: Artoduyn Boid

* ArtopakpUvoou amo ta boids ou sival kovtad cou

b 4

4 b

148



EvBuypdapupion

e Metakivnon mpoc TNV dLa katevBuvon Kat ToXUTNTO UE TO CUAVOCG

<

149



2U0o0WpPELON

* Metakivnon mpPog TO KEVTPO HAl0C TOU GUNVOUC

4

A A

150



AkOpa 1o MoAUTAoKEG ZUUTIEPLD OPEC ZTPOPNC



Attoduyn 2UyKpouoncg

e JTpiYe yUpw aro ta eunodia
— Pupn axtivac npoc tn katevBuvon TNE Kivnong Q
— Av oUyKpouaon TOTE A

* Edapuoyn duvaung otpodng
* ATTOUGKPUVON UEXPL DTTOQUYH CUYKPOUONG

.y
— ATtoduyn KOVTLVOTEPOU €Uodiou f\@

— Aev 6oulelel og moAUAoka TtepLBaAilovta
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Mia ortAn) aKTiva [ItopEeL va pnv ‘
EVTOTILOEL TO EUTIOOLO

Mopa\ayeg
— Parallel side rays Gl ]
— Whiskers T | DR

— Central ray + whiskers



[TpoBAnpa: MNayida ywviag

* Mropel va yivel pe omolovONmoTe aplOUo aKTVWVY
— |SLaitepn HETAXELPLON YWVLWV

g
&



Attotuxia Kivnonc

AkTtiva cuykpouon

160



MeAETn
[Tepirtwonc:
1) Engage

2) Chase

YISHOMORED?Z



To MpoPAnpa tne Katadiwéng

* Engage: NPCs e QueoT ontTikn emopn LE TOV okt emttifevion
* Chase: NPCs mov £yacav Tov 6TOY0 TOVC TPEYOLV TIGM TOVS VO TOLS Bpovv.

* 'Evoc maiktne mov KotoolmKel:

* Tpéxel mpog Eva onueio mov TeTELEL OTL EIVAL O TTOUKTNG
* Av tov Bpet, emtiBetou.

* Av 0ev tov BpeL, unaivel o€ KoTAoTOoN apyYNS avalTnomngc TpLyvP® GTO YOPO

* [Ipémer va AnpOovv vtdyn:
» KdbBeteg meproyéc
* Mayikéc ovvauelc (m.y., Far Reach)



TEXVIKEC

Dishonored 1:

e OLKaTAadlWKOpEVOL adnVvoLV oTolxela TTiow TOUG
(PixouAa - breadcrumbs). Ot NPCs ta Bplokouv Kat
aKkoAouBouv

e 2XETIKA KAAQ atrtoTeAeopata aAAA AdLKO yLA TOUC TTAIKTER

e Apxikaylato Dishonored 2: texvikn dead reckoning Rt ey
(TtAOfiynon €€ avapeTpnoewc) i |
e [pappikn tpoektaon (extrapolation) pe xprnon tng o ‘
TeAsvutalag yvwotng 6€ong Kat KateuBuvong Tou oToxou Last known v

player position

* Av Kat doUAePe KaAd otnv apxn ot play-testers avedepav
OTL N Katadiwén octapyatovoe ypnyopa Kat ntav
ATIayoNnTEUIKN

NPC position @)




Xapteg Emipponc — Apxikorolnon

e Oa 1o doupe povo yia 2d — 3d eival avaioyo
* [Tapaywyn 6eppotntag
* [Tapaywyn euttodiwyv

Last known  Last known

player position player direction 1. Heat generation 2. Barrier genera tion
I‘HII - L] L] -J-\.-
Y / T T -
\ s .|

IS\ [ / | [ B

Figure 2a Seeding the influence map.



Xaptec Empponcg — Atadoon

* Atadoon Beppuotntag aE aonooE
* Aladoon eUTtodLlwyV B s . Talelslei
. D
1, Heat propagation 2, Barrier propagation alalalalalalas
X --___.'-""FFP! |B mare steps..)
NN fiopnnc T
tt!\'-,\\\ |;L|rli||
N : o EABL el I Figure 3 More propagation steps flood the influence map.
A
__,,/ ] e
— 2UVONKEC TEPUATIONOU:
Figure 2b Booting up the propagation after seeding.

e Aev uTtApPXOULV AAAA KeALA yLa dladoon BepuotnTag
* [MoAAG keAG Beppuaivovtal oto dlo BHua (= My)
* Exouv yivel ToOAAEG eTtavaAngelg (Ms)




2 Uykplon pe Dead Reckoning

O 1tpooplopog Katadiwéng tpoodlopideTal e TOV UTTOAOYLOHO TNG
Heong Beong Twy BepUWV KEALWYV OTOV XAPTN (TO KEVIPO TOU(),
otabpulopeva PE TIG TIHEC TOUG.

Dead reckoning

result :
| Algorithm result

3 \f
Last known -
player position |

Barrier

oOooO\.,__‘__H

NPC position O




Dead end

Kamotecg [dlotnteg

Result

Dead end

Result

Dead end

Corridor

Result

A
e O e
) _() .

Figure 6 The chase stops early in wide areas but keeps going in long corridors.



PUBuilon AvuokoAlag

Table 1 Tweakable constants
Constant Effect Value 1n
Dishonored 2

Hot value (H) Sets how prone NPCs are to explore long 20
corridors. The lower the value, the faster the
cells in a dead end cool down to zero, so the
more the result 1s skewed towards corridors.

Maximum heated Drives how easily the propagation stops n 25

cells per step (Mn) wide spaces and therefore how aggressively the
NPCs will venture ito wider spaces.

Maximum steps (Ms) | Drives how far the propagation can run. This Level 1: 20
value 1s the one that strictly limits how far Level 2: 30
NPCs will run when they chase a player, so1it | Level 3: 40

was used as a difficulty level variable 1n
Dishonored 2.




Ocpata

* Aev ipooappoletal og vea TtAnpodopia (TupoBOoALCHOC ATtO AAAN
KatevBuvon)
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