() igda sz, Japan

y_miyake@fromsoftware.co.jp

2007/9/27

L]
=i || FROM SOFTWARE
--1DIGIRA JAPAN Q) igdazmme.. Japan
o gital ~ames sscarch ssociation chapter




Chrome Hounds Al Demo Movie <Team Al>

——— ﬂ':—_ll'_-lI [:-_r—. —F—
MEDF—LTET ° FRIEHE
FRBEEE B 672677
FpsiElid @ 3846398
RAE 0 538446
JdLIAE8 B8 231318
===l | ===
MEDF—=LEFE - AR
AR 8 436685
Apiithth 0. 0BBRE59
mma 0. 435338
LA LG8 8 2068087
iPlayer Y
EFOAESTHINE 85 - ) 068660
BURESHINACE - TRARGET, #& 1 3. 553F45
BUREEESLC APE, #en 8 598754
GURLSIGE ) LETARGET =86l 35359
GORLL_APPAOCHLTRARGET, #& 15 BECRa6i
GOTOLROSITACN,: #en - 1. 8000078

FOLLOUWLPATH, ®&% —~000008 =
GOREIATTACK _TRAGET, ## ﬂagﬁi-j'm 52 #




Chrome Hounds Al Demo Movie <Team Al>

ALL Al SYSTEM




Enjoy Game Al !

IGDA

Killzone

Halo

Halo?2

C4

F.E.AR.
Chrome Hounds

80












IGDA

International Game Developers Association ( ) Japan

IGDA
igdajp ~77+¢2 !

[ 1o ICDA i

| _—_ EIA ey el Game Dowdoper fmocntion - T
| . % LR i

LR SR Nl Bl
s 5 V- LWRS SN MEYEE. ER
EREELA. Dol Y- LER
RrsismanTeEr. COC 7007 Tf

Qigda zamess. Japan
ICDA HE L =

JE0A 72 & (rerrosr] Gane Devlope Aen st fapan chagter: T4 57

NPO

YoLEREELE prras
4
e
S0OT B [T Pk SR Tt b
FIPL A 2 ZVI S, )

- Corra Disreieyess Crrsfemenen 07 HAm
~ Cormmz [doveeopema Crasberenas (17 1

3 o

tof S |

A Forlif (GDARER) 0T
Tl




Killzone

Halo2
ChromeHounds
F.EAR dnlﬁﬂﬂ
() igda s, J apan
FROM SOFTWARE

http://www.anne-box.com/ |



Halo2

ChromeHounds

F.E.AR

Killzone

JAPAM
TNTERMATIONAL
CONTENTS

e FESTIVRL

UL =s Lpet Ll LR |






Enjoy Game Al !

IGDA

Killzone

Halo

Halo?2

C4

F.E.AR.
Chrome Hounds

80



Killzone

Halo

Halo2

C4

F.E.AR.
Chrome Hounds



]

AN

Y






















Killzone

Halo

Halo2

C4

F.E.AR.
Chrome Hounds



Killzon

B

Playstation.e =
th 3
I,-"". - - :’:'-H""]

¢

4 Guerrilla

®  :SCEE SEGA (

& Hardware: PS2

¢ 2004-2005 ( )

& Online




References for Killzone

[1] William van der Sterren (2001),"Terrain Reasoning for 3D Action Games",
http://www.cgf-ai.com/docs/gdc2001_paper.pdf

[2] William van der Sterren (2001) ,"Terrain Reasoning for 3D Action
Games(GDC2001 PPT)", http://www.cqgf-ai.com/docs/qdc2001_slides.pdf

[3] Remco Straatman, Arjen Beij, William van der Sterren (2005) ,"Killzone's
Al : Dynamic Procedural Combat Tactics", http://www.cgf-
al.com/docs/straatman_remco_Kkillzone_ai.pdf

[4] Arjen Beij, William van der Sterren (2005),"Killzone's Al : Dynamic
Procedural Combat Tactics (GDC2005)", http://www.cqgf-
ai.com/docs/killzone _ai_gdc2005_slides.pdf

[5] Damian Isla (2005), "Dude, where’s my Warthog? From Pathfinding to General
Spatial Competence”, http://www.aiide.org/aiide2005/talks/isla.ppt

Figures on following pages are from these references.
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Reference for Halo & Halo2

Damian Isla (2005), “Dude, where’s my Warthog? From

Pathfinding to General Spatial Competence”,
http://www.aiide.org/aiide2005/talks/isla.ppt

http://nikon.bungie.org/misc/aiide_2005_pathfinding/index.html
Damian Isla (2005), Handling Complexity in the Halo 2

Al, Game Developer's Conference Proceedings.,
http://www.gamasutra.com/gdc2005/features/20050311/isla_01.shtml

Jaime Griesemer(2002),The Illusion of Intelligence: The

Integration of Al and Level Design in Halo,
http://halo.bungie.org/misc/gdc.2002.haloai/talk.html

Robert Valdes(2004), “In the Mind of the Enemy
The Artificial Intelligence of Halo2”,

http://www.stuffo.com/halo2-ai.htm ( closed)

Figures on following pages are from these references.
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References for C4 Architecture
(1) MIT Media Lab Synthetic Characters Group,

http://characters.media.mit.edu/

(2) R. Burke, D. Isla, M. Downie, Y. Ivanov, B. Blumberg,

(GDC2001), “CreatureSmarts: The Art and Architecture of a Virtual
Brain” http://characters.media.mit.edu/Papers/qdc01.pdf

(3) D. Isla, R. Burke, M. Downie, B. Blumberg (2001)., “A Layered
Brain Architecture for Synthetic Creatures”,
http://characters.media.mit.edu/Papers/ijcai0l.pdf

(4) D. Isla, B. Blumberg (2002), “Object Persistence for Synthetic
Characters”, http://characters.media.mit.edu/Papers/objectPersistence.pdf

(5) Movies of Duncan,http://web.media.mit.edu/~bruce/whatsnew.html

(6) Object Persistence for Synthetic Characters. D. Isla, B. Blumberg. In
the Proceedings of the First International Joint Conference on
Autonomous Agents and Multiagent Systems,
AAMAS2002.,http://characters.media.mit.edu/Papers/objectPersistence.pdf

Figures on following pages are from these references.
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References for F.E.A.R.

Orkin, J. (2006), 3 States & a Plan: The Al of F.E AR,
Game Developer's Conference Proceedings.

Jeff Orkin, Applying Goal-Oriented Action Planning to Games, Al
Game Programming Wisdom 2, Charles

River Media., 217-228, (2003)

(I) Mat Buckland, “Programming Game Al by Example”,
Chapter 9, WORDWARE publishing

(1) Jeff Orkin’ HP http://web.media.mit.edu/~jorkin/
Jeff Orkin

(1) “FEAR. Al-3

http://www.igda.jp/modules/xeblog/?action xeblog details=1&blog 1d=62
(IGDA Japan GDC2006

Figures on following pages are from these references.
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References for ChromeHounds
1)

AOGC2007, http://www.bba.or.jp/AOGC2007/2007/03/download.html

IGDA
http://www.1gda.jp/modules/mydownloads/

) , Al Al 3

Al (CEDEC2006 )
(3) , Al Al 2



ChromeHounds NPC

COM




ChromeHounds NPC

—

R
B
















PiGuer )
I

GORL_STRY, ®6h 3. 585895
GOTO_FPOSITION, && - 1. 8080888
FOLLOW_PRATH, && -1 86088008

= r

-

38. 15 Ips










ChromeHounds NPC

ﬁ/

{

. )




ChromeHounds NPC

[ ——




Killzone

Halo

Halo2

C4

F.E.AR.
Chrome Hounds















g ldyYyel =8
GORSTHII, 1, 86pEE08 ; _
GORL - F‘HUTEE?:‘U—T AHEETI e BPISuSa0s = 8
GOPL _ATTRCK_TARGET, #Hem e a5y ils o
GORL.ATTACK.INFIELD, #& 9 289296 =
GORL_-APPROCH_TRRGET, /&% Y/ 18HFE5 —————— —
GOTO_POSITION, #& - 1. 282800

FOLLOUW_ERTH, #& - 1.8B080a ;

GORL _APPAOCH.TARGET, #% 16 ?BHHEE'

GOTO_POSITION, &% -~ . 00Boes






ALL AI SYSTEM

Player 9
GORL_THINK, &% - B006E8
GORL_ATTRCK_-TRRAGET, && 7. 63=23593
GORL _APPROCH_.TRRGET, #&% 7. 645285
GOTO_POSITION, ®& -1.88686888
FOLLOW_PRTH, #&& - ). 088808

GORL-JOIN-TRAGET, &8 173, 8189824
GORL_AFPPROCH_TRARGET, &8 16, ZBHHE7
GOTOLPOSITION, #& -1, 8BRE0E









ALL Al SYSTEM







ALL Al SYSTEM










Al










COM

Al




Al COM




Al COM




Al COM




comp_team

COM
COM

llllllll N

comp_idv
comp_team

1.0
0.0




GRAL_THINR, &&= 1,66

GORL .ESCRPE. #a 7

FOLLOW-PATH, M5 -1 BEEEAE




==F—[ P===
REDF—LBI - FRIEEH
AT 0. 672677
Al 2 384698
MAEHE 0 538446
LA 8. 231318
= :-}.-_]:I_'L ] =
MIEDF—=LRET - NS
ARtNE 8. 436685
Xt P APBES3
R 0439338
JLIAAE B 206087
Plauer Y
GOREETHIE %G -1 080E6R
ERLEERIRCK . TRARGET, ;h‘nn i"_*- GEATHS
BURLCEESCAPE, #an 18 59875
GORL._JGE) H_HIHT:IE—T ‘-flnn | 35540598
GORL_RAPFHOCHL THHDET MFan- 15 HL-:‘:?EJ‘F
GOTO_POSITION, #& -1 EIHF!HP}H'
FOLLOW_PRTH, #& =T TJF__]_E[:-*EH =

GORIIATTRCK. TRAGET, A5EBIBLB152 é :

ALL Al SYSTEM










Killzone
Halo
Halo2
C4
F.EAR.

Chrome Hounds






\
J

-

o

—



















L

) [

Al
















(1)
(2)
(3)

IGDA



Photo from http://www.cyberleaf.com/

y_miyake@fromsoftware.co.jp
(IGDA Japan yoichi-m@pk9.so-net.ne.jp )

Japan
http://www.igda.]p







Y~ Al
JO95304

Mat Buckland




IGDA

80

Enjoy Game Al !




