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Notes: 

● Behaviour Tree (Thinking) 
● Blackboard (Memory) 
● Waypoints (Destinations) 
● Nav mesh (Traversable area) 
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Notes: 

● Craig Reynolds 1986 
● Simulation of animal flocking 
● Shared mindset 
● Collision/Direction/Cohesion 
● Area of to be effected by data 
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● If else statements 
● Not true or false. 
● Fuzzy sets (Degrees of truths) between logics 
● Sense current environment conditions 
● Acts on then 
● Then can introduce Logical Operators to include OR, NOR etc. 

 
Path Finding 
References: 
Imms, D., 2012. A* pathfinding algorithm. Growing with the Web. 28 May 2016. Available 
from: http://www.growingwiththeweb.com/2012/06/a-pathfinding-algorithm.html [Accessed 10 
May 2017]. 
 
Notes: 

● Finds shortest path 
● A* uses heuristics to increase speed of algorithm 
● Dijkstra examines candidate nodes 
● Remembers where it’s been so it knows where to go.  
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Notes: 

● Type of Finite state machine 
● No Parent = Root 
● No child = Leaves 
● Branches in between, traversed based on conditions 
● Selectors 

○ Any tasks complete 
○ Remaining not carried out 
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○ Running when task undergoing 
○  

● Sequence 
○ All tasks need to be complete 
○ False if any are not complete 
○ Will run in order 

● Parallel (task can run in parallel)  
● Good for LOD AI  
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Notes: 

● Complex implementation 
● Works like the human brain 
● Uses synapses to compute and send data. 
● Input is conditional and environmental variables. 
● Will be adjusted by weights.  
● Starts off with some “Training” data.  
● Works and learns to get the best output.  

 
Sensors 
 
Notes: 

● Uses sensors in 3 directions 
● Navigates and learns 
● Changes weighting of suggested path depending on success 
● Will eventually learn the entire track. 
● Won’t be able to compensate for player at all times.  

 
Finite State Machines 
 
Notes 

● Way of controlling AI in deterministic way 
● Works like a flow chart 
● Randomness introduced by random variables 
● Simple method of decision making. 
● Decisions are based on input from external environments and internal knowledge.  
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Blackboard (BB) - AI Memory 
Behaviour Tree (BT) - “Brain” 
Data Driven (BB) 
Event Driven (BT) 


