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Defend Marker near home base (weight 1.0)

Advance Waypoint to enemy base (weight 1.0)

Attack Entity or Escort Entity on carrier (weight 2.0)
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Squads created to fulfill objectives / sub-objectives.

There are always objectives, even just regroup.

Squads created based on bots available, with desired bot count:

Try to respect Desired/Min/Max squad size.

Keep the squads balanced.

Squads are assigned based on proximity to the target objective.

After objective, squads persist and bots revert to autonomous behavior.

39



40



For every area we control; generate an DefendMarker objective

For as many areas as we still want to capture (based on current score, heuristic):

Choose the best targets based on current assignments, nearby friendlies, own 
spawnpoints.

If troops left, assign attack objectives to less desired areas. (lone scout approach)
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Combine manual annotations with 

Add many annotations and filter them out at runtime.
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Not done dynamically however, assumes dynamic obstacles don't impact connectivity.
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Goal is to create areas useful for tactical reasoning during the game.

Calculated based on what's feasible at runtime.
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Good quality areas without line of sight checks or pathfinding.

Try this at home!
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Taboo search with weighted selection.
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Area cost calculated from influence map:

Safe areas given almost free cost.

Risky areas exponentially worse.

Pathfinder updated as costs change: take the worst case scenario into account.
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Updates estimates iteratively and greedily.

Deals with rebasing the origin and changing the source.

Most accurate near the source, ideal in this case.

Once converged, can update estimates incrementally.

Can adjust the amount of work done each update, trading off quality for speed.

66



67



68



69



70



71



72



73



74



Future work / discussion 

Squad now almost makes no decision. 

Specific context commands. Communication through hierarchy proper.

Remove cheat (ammo). 

Adaptive badge selection and badge combos 

Use online game states to discover sniper positions and other data mining 
opportunities during development and after deployment. 

Integrate game squads / AI squads 

Chatter 

RTS AI and FPS AI getting closer from different sides. Future use of techniques. 
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