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1 | Introduction to Game AI O Written for the novice Al [ERfE D FE A ]
2 | Chasing and Evading programmer, Al for Game Developers
3 | Pattern Movement introduces you to techniques such as
4 | Flocking finite state machines, fuzzy logic,
5 | Potential Function—Based Movement neural networks, and many others, in
6 | Basic Pathfinding and Waypoints straightforward, easy—to—understand
7 | A* Pathfinding language, supported with code samples
8 | Scripted Al and Scripting Engines throughout the entire book (written in
9 | Finite State Machines C/C++). From basic techniques such as
10 | Fuzzy Logic and Rule-Based AI chasing and evading, pattern movement,
11 | Basic Probability and flocking to genetic algorithms, the
12 | Decisions Under Uncertainty book presents a mix of deterministic
Bayesian Techniques (traditional) and non—deterministic
13 | Neural Networks (newer) Al techniques aimed squarely at
14 | Genetic Algorithms beginners Al developers
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2 Fl 2 | D. M. Bourg, G. Seemann, Al for Game Developers, 0’ Reilly, 2004.
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