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What do people think of Chris Hecker’s ideas?  (i.e. texture-mapped triangle) We need the equivalent of the texture-mapped triangle.

Neil wonders if we will ever get there… right way to go but how feasible?  Worth looking for.

Using nav meshes… always been static. Next title will not be the case.  Dynamically changing nav mesh is expensive. (Steve pimped book) 

Massive guy is doing it. It is doable.

Neil – talked about the games that have been doing it.

Steve – talked about CoH (Chris Jeurney)

???? – War of Monsters on PS2 did it.  Blocked out areas so that dest. Environment so that things didn’t get completely blocked out.

Possibly pre-compile things that could be changed?  

Rez – Mark things with extremely high weights so that the path is simply not chosen.

Do you save any changes to the nav mesh in the save game?  (All said yes.)

Anyone using Middleware?  (2)

One was engine in Unreal.

Some people use Kynogon.

Maybe people who are using don’t need this roundtable

Me – isn’t going to cut it because of limitations.

Rez – used to use Kynogon but it was actually TOO big for what they needed.

John Abercrombie, Looked into the Kynogon stuff because they would rather work on behaviors instead.

Military guy talked about using NN in military simulation for NPC behaviors. Looking at commercializing it.  Why does game industry have a resistance to it? 

Conventional wisdom is easiest tech to misapply.

We all think it is awesome but don’t have the time to dork with it.

Any success stories with NNs?

DoD intelligence. Very few isolated cases has it been productive. Lots of tweaking needed.

Using Wii remotes to detect gestures? 95% success.

Other techniques … Colin McRae driving rally cars but said forget about it for Wii. Used nearest neighbor instead.
Applying NN to recognition problem takes lots of tweaking.

Use instead for interesting human action and interaction. If that didn’t act the way it should it failed.

Solve the right problem. Why are we using NNs in the first place? Reinforcement learning works.

Speech recog. Then leads to NLP. That sucks.

Damian Isla’s speech on spatial confidence. Really big problems mean you have to use a lot of different things in order to solve.  Marvin Minsky quote – what will take over? None… all of them

NN is like brute force instead of A*.

Pre-selected script is most specific and elegant but fragile and not scalable.  NNs don’t break.

NNs and GAs before ship to tune but not after ship.

Why go to that end when you have the time to brute force.
No one using Bayesian (except me).

Smoothing movement?  How?

John A.  – Strobing behaviors.

Subsumption architectures.  

Building momentum into decisions.

Anyone working on DS or mobiles?  (Not many if at all)

Just use smaller footprint.  Go back about 7-10 years in PC-based literature and you will match where the DS and mobiles are at this time.

SEAL Team 6 for cell phone used things like A* so it is possible.

“Vehicles” – Victor Bradenburg  (confirm?)
What is the issue on the DS? Collaboration between agents. Using lots of CPU.
Mix and match combinations to strip out the very basics of what you want to accomplish. 

Can you… should you?

Anyone using a GPU for AI? Not really… but people would love to.
Anyone approached academia for their problems?
EA used academia for FIFA to determine the Golden Path that the player was using.

Shipped in EA NHL ’08.  

