AI Roundtable – Day 2

Steve.Rabin@gmail.com 

nak@alcatel-lucent.com 

Topic list:
Multi-threading

(Andrew Garrett - EA) What constitutes the game state at any given moment?  Used only engine. Need to start looking at the challenges.

(????  ) Centralized area to precompute and package. What is important to calculate at the moment.

(???? ) Does everything extraneous to the core process become potential for multi-t

(???? ) Heirarchical simulation – used in molecular research.  Summary effect for other processes rather than detailed info.  Human’s pay attention to something that is immediate threat… LOD threat.

(???? ) that implies that you are individual agents.

Simulates overall player… 

RTS and scaling?

(Eric Keunsey – Intel) Only going to see the numbers of cores get bigger.  Anyone have scaling results for the types of things… numbers of cores.

Separating rendering and AI.

We could use individual agents per thread.

(Me) Does it really matter if we get slightly out of sync.

(Andrew Garrett) Break down based on data function vs. agent. Building decisions for example.  Something that has just come up.  Break the object design that we are used to.

The more cores you get, the fewer applications you can dump onto them because they will get swamped with communication.  Pipelining processes… tactical, to smoothing, to tactical.

Sometimes it matters, sometimes it doesn’t.  Animation needs to happen immediately. Pathfinding, etc.

(Joe – Relic) Company of Heroes is deterministic – sync. Over network. 

(Andrew Garrett) Make sure you are both out of sync by the same amount.

(Ryan - ) MMO – uses lots of multi-core stuff to handle lots of agents.

(Robin Burke – DePaul)  Pre-compute stuff that all can share.  

Actual in use in games
FSM & Pathfinding are top 2.

No one using NNs, GAs.

Learning behavior?

Bioshock 

Andrew – how efficient is a unit in a particular RTS game… stop building it.

SIMS…

Player modeling

Planning?  Only a couple of people.

Fuzzy logic? Only a couple

Flocking? One – group behavior.

Response curves? Only me

Gesture recognition?  EA and only a few…

NLP? 

Minimax? Not many

Influence maps?  Only a couple.

Chris Butcher used algorithms to match up players in h2h games.  Very much like a network protocol to match up searchers and waiters.  But it can’t take too long.

Reasoning under uncertainty?  

Middleware?
Only 1 using – Kynagon for path generation – Primary reason: save time… Unreal’s pathfinding was not good for them, started using it and decided to keep it?
Top 5 middleware? 

Why not use?  

No flexibility.

Assumptions about how the world looks.

Don’t want to design to their specs.

Cheating?

Tim Trzepacz – SoftEgg: Ratchet & Clank… lots of cheating via triggers. 

Allow players to customize the experience of what cheating or what difficulty.

Emotion?
Kinda… 

Sell the emotion to the character?
Only a couple… 

One lady talked about using music triggers to sell the emotion.

Each behavior really has to be worked on with the animators – a lot of work.

Doesn’t take much graphics to pull off selling emotion.

Morale?

