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Perception System
Reaction System
Combat Chatter

. Agent Coordination

Collision Avoidance

Topics Covered




. View-cone LOS visibility
. Sound fall-off audibility

Perceptions

Proximity

Last known position tracking and
sharing

Different view-cones for different
awareness states
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Light vs Dark

-

Cannot see as
far into shadows

Can see further
into well lit areas —
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Reaction Time

No instantaneous state-changes
Be forgiving to the player
More natural responses

Reaction time dependent on difficulty level

N

Lost sight Combat Threshold
of target

React and

Investigate Regain LOS




Need More Interesting Bar

I'm Reloading!

Fire in the hole!
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Reaction System
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Perception
System

Reaction l

Controller

Agent

BlackBoard ]H Agent

E———————— Behaviour Tree




Combat Chatter

Is it humping

Is it humping
his leg?




Call and Respons

Agent 1
Witness Event 1 Bark
\4
Bark
Event!
Reply Window
A
Reply
N\
Witness Event 1 Bark
\Witne

Agent 2

Call-Response
Map



Better Combat Chatter

Is it humping

| think they're both
enjoying that!




Buddy System




Buddy System

f

| ﬂ Respond to A
Advertise Buddy System

Buddy Team Team BlackBoard

Team
Behaviour

Buddy System
Team BlackBoard

Signal Tactics




Collision Avoidance

Optimal Reciprocal Collision Avoidance

Jur van den Berg, Stephen J. Guy, Jamie Snape, Ming C. Lin, and Din
University of North Carolina at Chapel Hill

http://gamma.cs.unc.edu/ORCA/

Velocity Space
React to avoid where obstacles will be |

Linear Programming to solve for opti


http://gamma.cs.unc.edu/ORCA/
http://gamma.cs.unc.edu/ORCA/

Velocity Obstacles




Multiple Obstacles




Stationary In Cover




Path Following




Game-play Video




l SAME
GAMES L —2 GUILD



