BANDAI
NAMCO

BANDAI NAMCO Studios

BLUE PROTOCOL®
B EEN Ry S I7 5 —Z8IHT
BEERREVAT

MRS/ I FLAOARTIA
k& FYF







SW2 ROTOCOA

u nnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnn
nnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnn
|||||||

® T4 77>32RPG

® RFETZBEIHZ =X

® /\—FT 1 vs/\—FT a1 DJ\KIL

¢ ZHOEMERNGRFYZIT—DELTES

©BANDAI NAMCO Online Inc. eBANDAI NAMCO Studios Inc.












=
E AK/_JT NAMCO

BANDAI NAMCO Studios

1. ZEZHREBFXT Y275 —DKIR

2. EDOELOBFv I IIY—DHEAETDLETE
RIS BIN—TFT 1 /VK)L

3. EERDODF Y7075 -T2V DEMNIC
XJ o C & DTG

4. T 2EIR



Ty

BANDAI NAMCO Studios

O 7—F77F~F

0O @4%20/EE

O /\—7a/\KJL

O E&o



7T N

BANDAI NAMCO Studios

g V=77 Fv



JF ¥

BANDAI NAMCO Studios

Perception Brain Action Controller

Emotion Engine
Powered by

MunChkin Game Al Engine




BANDAI
NAMCO

BANDAI NAMCO Studios

Perception

r
2 ' Perception Tree Edtor

Fle(E) EA(E) View(y) ToolI) Melp()
3| PTDemo.pt X

PTQueryNode
"
- -
PTCriterionBlackboard PTCriterionBlackboard

PTEvaluationRaycast

=

-
PTCriterionBlackboard

PTEvaluationDistance

i

Emotion Engine

Perception Tree ~Behavior Tree% b Uled T2, ZoBEISS:> 27 s~, CEDEC2017



BANDAI
NAMCO

BANDAI NAMCO Studios

Navigation

System

Perceptic

A
J \
: \ ‘ |
g’
J
N
\ = = =
p v TR H
\ - . - -
‘ e e -n-| i
"," e "---—..—- o
> Y ---. ;“— —
“ llllll a. -l -— B —— 4
/ . - — °s.' :
- - -
atatsi G s .
' c - -
&
. 23!!
LT T 0 T
/ -Eae
| —— -;‘ L
\\ '
.
L] L]
I N
.- L=
Rl - v

fAm s -
.....

SRR | | T
lmllll ul

T
REm

- — .

Emotion En

ZEEBRIERIT Y 57T =DIcHDIRITINARREXT 7Y >, CEDEC2018



BANDAI
NAMCO

BANDAI NAMCO Studios

Action Controller

Perception

Long-term
Reactive
Powered by

MunChkin Game Al Engine

Emotion Engine




BANDAI NAMCO Studios

B

= 2 8
BHLRIRETCHL S F v IV —2KIHI B LT
BB AT =IO LDEEENIE L TS

IREHFRE D AEDIZE

> =fENTT <

> IEASEWN D COVEZICE > TKEES e > B
SENZEDLDZESHBOTES>TES ARICRET S

» ROBUTEFHAEEITS



BANDAI NAMCO Studios

=l
7 8

BMIRECE STV 275 —2KRIKEISHLT
BBRERAT —ILNOJIHDEZENE LTS

7O —LDGA
» HEICX U T—EB U{TEIh INE
» BHMNELL. BECDHZ UL ZEDLDRTICT U TEEILZE XTI E HE

}»—a@yz?A@$?ﬁﬁ€WB5t?%tmLﬁﬁ%




= ERTE

— %7 F ¥

BANDAI
NAMCO

BANDAI NAMCO Studios

% - Behavior Tree ® & T

AN | AN

_JOOEDC

LLH
Z D

ETLTWE/ —ROD|
TEINEIEIN D RIEEEN B B

=2 DAATE

AN | AN

IO C

BRZFFCIRWVLWD T

AN | AN

) C e
MLTloF?



E?%ﬁkﬁiT“#fFCV?ﬁ7

BANDAI
NAMCO

BANDAI NAMCO Studios

M (— DI AT LTIk I2GE
> (TEIDO—B M ZH/F 52 ENEE L L
> Z| DI AAITENIZ FEICEM TE 7R

73 &t

> ZIRHFEAT—ILS I AT LZAWAICE
> ZFIVATLDRE UV ICERZEERTHRET S

NE]



REF—FT U F+

BANDAI NAMCO Studios

Long-term

IEDIRREICH >ICHEZZEIRL., TOHEZZ=E
I 2HBDIEEDRSDITHOY—T 2V AZR/D
XA VAI Yy

Reactive
FRHADRRE ICWILT DRI 770 > 3 >

EARIC (I Reactive hMEFEESNsH. AT FXR
N C K > TIE Long-term HY Reactive Z ]9 %



XAYVOI w7

BANDAI NAMCO Studios

BDIX—X

Perception

Blackboard = Utility System HTN Planning Behavior Tree
B FEEE =y

> FYIS5 UL WRDZEWZEIRTEZ 5
> ZNENHISEEINEE I N TCEB b NS
> ISR EDNEB S




Utility System

REDORNLZ D EICOERINSHEZEZRET S

K@ 0.0
Ty oI5 — By 1 0 HTN Planning
%75 05 e
B JZB 02
(RR—KhATITT ) k& 0.0
WREE Y =

ALIE B D 2 ©)




Utility System

2T T80 Y 1 TeATA714ALEHD

RITICBERY Y | #IRFT 557

HIRY T 13U

V| ¥E 1.0| Main | Main, Attention

.....................................................................

E£H 05| Attention | Attention

. 4

V| ¥E 1.0| Main | Main, Attention

.....................................................................

X| ;B 05| Attention | Attention

$IRE4Y 7 : Main, Attention




Utility System

2T T80 Y 1 TeATA714ALEHD

RITICBERY Y | #IRFT 557

XE 05| Main | Main, Attention

.....................................................................

v/| B 10| Attention | Attention

HIRY T 3L

. 4

____________________________________________________________________ Main | Main, Attention — H#IBR% &' : Attention
B 1.0| Attention | Attention

SS
B
O
O
O1

- FEUBRWISEIEERDOBEEHL (R

(Il
e
+
-

M
N




BANDAI
NAMCO

BANDAI NAMCO Studios

Utility System

KERZ2T2/ V7T 4T EVRYT —

.Brain .C>ompor'rent:v UtilityBrainCompanent®

! | UB_EnemyPayAttention_C_0, 0.960000
UB_EnemyPatrol_C_0, 0.500000

Brain Component: UtilityBrainComponents UB_EneimyBettle-C =

UB_EnemyBettirn ¢

UB_EnemyPayAttention_C_0, 0.960000 UB_EnemyCaution-0.8
UB_EnemyPatrol_C_0, 0.500000

UB_EnenyBattie. C=Oas" v

P E

B EnemyBettrn € ¢
UBE_EnemyCaution_C

e I I T R
>




HTN Planning

BANDAI NAMCO Studios

> BIETH IR R0 % & D EHENREY ZZICHRLTN 2ET
SEDERICHDERTHEZDOIEFERE DI

> SIS DIREDZEILEZ VI a L —MNUGHASHEEEREL DT
BENGETEZELO NS

> A\DERIAFZED & CHENLBFE TSR ZIL T 3EELRFH UKL
Do Z > TRINICENBERICHEENLPI L

%l : k1TREIRE
HOS5PDBFE. II— R ZEUSHFDIUICTHARBICIIBEREEBNAARKZITZDZIDT
ERIAENS DI —MNEIEEZE ST EZLAEZBICTEILTEVWTWVWS




HTN Planning

RXALY . BEBEZELLEOHDOFENERENTZHD
(V=T TRV EEETRATDYZXRN)

AT—bM  BEVIREORREZERLIZHD
d—J : ZERIXREHE

27—~ 75V F 75




HTN Planning (fll : iR{TRIRE)

BANDAI NAMCO Studios

TUESTFTATIRY . FDOIVR IV ZETIIHFOERNFHEEEFHEDODEY M

AR

BEIVARY  ESWDSUTYRJICRENTSH (XYY KR) ODUR K

XSy XTHEEIT S

RITHE (fnZE

FreErik (XD ERICTTL . VIR . FTEFIRICESD. BRD5ylc1T<)




HTN Plannlng (B - IRITRERE)

BANDAI
NAMCO

BANDAI NAMCO Studios

EROXRMNSEMAERICTIT

. PIHZEE(C

5

TRERICTT

<7<\,

= 100,000
Mz E >, PHZEERICITS . MRITEICES. B

'EE'IJ
=

RITERICE S, 1R

BRICTT

MZEZZE>. RRIRETEHL, UIFZED.

] — 50,000

7<. YRZzE>.
<

BH(CED., MRITEEICESD.

AT—h

T ICT]ESD.,. RMBRIC

= 50,000

= ‘E-Ld IIJR

FR¥FE

1<

YIRT

%:L:;ﬁ% __l_JEEI::/’EbL

. 100,000H




HTN Planning (1l : #c{TRI5E)

BANDAI NAMCO Studios

RRDRHL SEEBRICTT < 25—k
HE| FhfEE . 100

BfERE T35 <
j 75 V. BT s L
aMER X T3 <

FUL &
7°l/’l”\7 ICRIDT BIEITDAINFESHW ! T—LAIND TS > Z VI #iiidDEA, CEDEC2016

]:III |




HTN Planning

RAAY i v 505 —CIC@EBIDD D& FEE
AT—hF IBEDIKAICEDLETERIBERZD & ICEH
d—JL : Utility System h"SESI N3

FAUCHEBICKULTEF vy o275 —CIc 7 7TO0—FHNERS

Utility System HTN Planner

NX A TENEZ I 5
g —————> A7 —»h 5k 75 % I3

il



BANDAI
NAMCO

BANDAI NAMCO Studios

S—VODE (BEAA. WEART)

i . ' ‘ - |
: 1

Plan: Running: P.ToBattle, P_MoveToAttackLocation, Plan: Running: P_ToBattle, P_FindSpawnLocation,
R_Attack_VerticalAttack R-SpawnEnemy .




HEEBH I

BANDAI NAMCO Studios

E=LDS

| | | -v".‘» '

T4 ] .
Plan: Running"P_MoveToAttackLocation, P_Attack_StabAttack Plan: Running: P_BackStep, P_Attack_StabAttack




BRI

BANDAI NAMCO Studios

TR E

BN 1 2 IBFRATSE

o E) ATV THD
17 (..)
INy O 27w (L) Ny oy Ve

Y7877 23 2 % IR

Y1 KTy 7E ()

\
N

Y4 KXy 7EH ()



PR R U

BANDAI NAMCO Studios

TR E

BN 1 2 IBFRATSE

ATY 713U

A ANG LR

um



BANDAI
NAMCO

BANDAI NAMCO Studios

=TEr%

Controller Enemy O /#

=
» Bo-
u M CEIGohCombol I 4ATH
I BE TEuk BFE TNV 94VFY ALY SBAICombo Sequence Blueprint Base TR ComboComponent

o v—iext (D
N 4 = A nF SBAIController_En v
Rz T5UX
ditable when Inl

=p2AC0]h
N JSADT A
AR TAERIL-TINTHILOHTIAINMEDBERTLET  A7VTMPERRBDELABMLEVESR. J)L7)

DT_GoblinActionTable_Battlew 4= 0O <

VerticalAttack ~ ~
=)

1 BRI ITLX + @ >

DT_GoblinActionTable_Battlew 4= O o

ReHorizontalAttack v
2

(WEBAZET. AVR) ——

G S

Gy TESE

(WEAZR1T. M. WEBZXR1T. JVIN)




=DM

BANDAI NAMCO Studios

l - '
S, ;

Plan: Running: P_TurnToFarget, P_Attack_VerticalAttack, .
P_IsHit_ReHorizontalXttack,; R2€ombo_ReHorizontalAttaclkg:s
P_tsHit_HorizontalAfttack, P_Combe_HorizontalAttack: * -
P_WaitForidleState . = ° *f ,




BANDAI |
NAMCO

BANDAI NAMCO Studios

A=

KE->T=77 > % Behavior Tree [CZHUETT S

7o (97\7A\ YATB. YX27C)
' O
T

£\

=R AL




>

T+«

HTN N X 12

BANDAI NAMCO Studios

ior Tree Z#=—#&ICER

=5 Behav

17

7/,

& UTE

%E/E\IQZG[

ST A

o,

X o X
»
O
|
U
& 5
a
—
£ <N m,
W Vi Q.
o [#1+) o
a o
» L rrrrrerrrrerrrrrrrr e eyl
I
II-II
1]
EEEE
HEEE
HENpE
0
(@)
(8]
3
o
g S
" ..SL
] G
2 Z
i -
w0 m 13
]
| |
]
'
i
&
1
i
L0
°
3]
=
L
e
o
[an]
o
x
L
£
]
(s}
-w_
(=8
-4 A
3 :
£ [ [+
B x
3| = o
| . fe
8 o @ ] T 0 c o 2 o —
5 &g B o T zt= B8 o g
c T ES| BisE. 583 o2t
‘s =z 2 UEm e c == o
P o S|ESESEPESE. v| 8285533 —
= 0 0% £ c 2 M.M_W.T_T_T_
%MT.W% a < o= .MPPPPD.P
Z £ 5w =~ u = = )=
= T © a
= ~— 2
™~ = . —la
= T |Project Explorer e~ A




XAYAOIY Y

BANDAI NAMCO Studios

BDIX—X

Perception

Blackboard = Utility System HTN Planning Behavior Tree
B Fa=2 EX

KYE OO
% 10| — 7

*(F2 0.5 T




XAVOIY Y

BANDAI NAMCO Studios

BDIX—X
Perception
Blackboard = Utility System HTN Planning Behavior Tree ;
B FEEE =X
El 0.0
R 1.0 —
w5 05 TNV —

7o VO, KK BERETY Iy




AAVOI WY

BANDAI NAMCO Studios

BDIX—X

Perception

Blackboard = Utility System HTN Planning Behavior Tree ;
B FEEE =X

HK[o 0.0
#%E 0.8
%iF5 1.0

d— I b ->EGEIdETRO S Z2F MU THELRI-ILTTIZ VT35




Scripted Behavior

BANDAI
NAMCO

BANDAI NAMCO Studios

> EHRRIRDFE LI
Utility System [CZEUIAATEITIT 5

> JVE-YavVBETSLETRE
Bl /R EH DZE I
T2V %R [CEEBTRITY
77avDIUIITANETBIEDHT]

SRS RTYY BT

N
N\)
1]

\l

A R =174 4

| @ B ES

LL

|CATEGORY: UtilitySystem)|

Brain Component: UtilityBrainComponent
UB_EnemyAppearanceMove_C_0, 0.000000 [Scripted)
UB_EnemyBattle_C_0, 0.000000
UB_EnemyNormal_C_0

UB_EnemyReturn_C_0O

UB_EnemyCaution_C_0C




)73y

> BEICKOTBRWRFNRITEN 2R S (B : BhEE, ho VT —)
> RINT ARV NEZNICH/INT 5277230y NTERSNS

> AN RNEZETDIENPETD/INOA—IDNSTT 3 YBEEDEIRD
FDINTGA—Y, EFTEFTOTALAGBREZSABEUVUIUIITARNT S

Reactive Skill

KXy -
yll=}
A=

\

—> 77\

¢







BANDAI
NAMCO

BANDAI NAMCO Studios

Reactive Skill

I TE B[O

> {&F

7D g > DIELE

> POy Y05 —4

(FEI=.

SR &)

LY

C A b

. Bv AL




VA=

BANDAI NAMCO Studios

> B D Reactive Skill A5 TEHWLNT LS
>» BEREEBIEILIEWCEEZRODDBIEITT. Z7VaVENFAEBEULETIT S
>» JIJTANEINETZIV3VRETIIAA VAV Y I Z1EH D

XA>vAI w7y

\ 4
G -

Action Controller

\I

=

IR




BANDAI
NAMCO

BANDAI NAMCO Studios

P

== i  — _ o # Main Logic:

#‘ﬂr
/ &ﬁ‘

o

.zxs\.-f?-'f--" P 2 s | B Reactive Skil

Main Loglr:

_, ol Reactive Skill: Dodge

\‘&-/ rAN e 5
W /) §
=

s

Main Logic:

| Reactive Skill: Dodge




BANDAI
NAMCO

NEPERHIC L DIRRER 1L

BANDAI NAMCO Studios

AERER (KEBRE) ICK> ik I S nNiaF R RREDELIE
S5 @A Z Reactive Skill H’52 [ 7EXS

Bl T YPIREBEEICLDITEITRE

CheckDamageState

Reactive Skill
7
(=B TE. =EILEEH)

Al




; 'u‘t‘ o
'/,17'_:71' W f

“

*

- -

" Reactive Skill: Dodge

B\ Re‘active;skﬁt'Behavnornestqqngg ey,
ey st




AV T7F A @

T—LEPIRSZEZEVWOEARSZ KD D IcHIC
FEDXARTIERIGUTERL K BWTZ EWVH B

Bl » WEEH (F O] S B < 3L
XAVAOIY IS

DY) 70 g =i or &




=
Main Logic: Baitle
4 e vaf"" Reactive Skill: Bchavior Restriction
2 Reactive Skill: Dodge

o —
e




CZETOEED

BANDAI NAMCO Studios




CCETCDFRED

BANDAI NAMCO Studios

IEHﬁ B TEO—EBERZFLEDZ EHE L L
g Zl| D AATEI Z [UER ICIEIITE 7R L)

75?5 EHOBEERS VR TLA L EHRORSTEERS VAT L%E LY TEHE
/ FNENORBEEZRELTFIY I VEETFTS

%j:% TEO—BEERINEZMILTEDSLDICE o T
BHOBERZRKRICERIT DI ENTETDLDICKE I




M @E4%D00/EE

(]



& < & B 5EfA]

> e SADIVRATLDEAEDLENTWS EEENKREZ S
> — (KBTI ODRFBEIEDNKBICHHND Z5

h B EBRTITIERE

-« —D 0 Behavior Tree TEAGEIT DKL DGV TILIRAIGZSZFDHFH LN

BHBRIRECTEH K EHETAIDGZE. BinHEREAICF ST AT A
HASDLETEA BT ADERN (EETEHALEED)

ElEWZ, ITHUIO[ELED BSOS S HWEEBEZESDEEZ CRE4A0




BLUE PROTOCOL®D#AI

BANDAI NAMCO Studios

Utility System HTN Planning
» Reactive Skill H

BLUE PROTOCOLDF*+5277—&UTHEDHEE
> KEEDEOHE U LLE.

TV T —CEICKELZEDSD I EFEWL
> BEIENT Y TILIED T,
EBEDLHDNNEICTE>THIT ICHIL R EE




BANDAI NAMCO Studios

BLUE PROTOCOL D4

Utility System HTN Planning
Reactive SKkill

*¥vr >0 5 - LDk
> BRI T+ 57 5 —DITE 2 E S E8D

> 7O aoidFv oI —CEICERDHDT
NRXAVEHEFX vy T —EICEBICES

> DA MEICEDHE




BLUE PROTOCOL D4

= 3]
>» BAEEETICIEFF vy SV —EICERAD RX A VEESIRWVE WITRLY
> TH, FvY 775 —EICRAAVZ T HISEDIDIEOARNEIIIMND T ES

73 &t

> RAA YV HETFIqyeEICHTRXALVITHE L.
WOEDT T RXA YV ZBHAEDOET—DDORKRXA VU ZIERKRT 5

>» T RAXAVEZL DXV TV —TCHETESDLDICT S




Tactical Skill

BANDAI NAMCO Studios

Lumi

> 505 —PFSHEDTHICOVTREHUTRE LD
> Wi, BE. FHELOB5PITHNRAFILE LTRESNG

Bl - IR POy

HTN_Attack_Melee

Template HTN Domain e O - ‘|j‘ 7\ I\\\x /]/ \/ 0) 7_— \/ 7) I/ —_— I\

StabAttack 2

Walkable =

Range to Ready for Attack 400.0 O O

Root Motion Offset Distance

NAXAUNETINTA—=H
4 Melee

Need to Turn

Instantly




Tactical Skill

> NAHAFI
» TV T L—KXFI
&8 D

- :
> EH/AX)L > o

F & A

4 Attack
4 Attack
4 Attack

4 Attack .
4 Skill

HTN_Attack_Melee 4 Skill Classes

Template

¢ O -

Command ju.
Walkable =
Range to Ready for Attack 400.0
4N Root Motion Offset Distance
4 M
| 4 Melee

| Need to Turn

Instantly

EDITEINC D2 DTEEZ S

DL EICENIE

D
DHY T ALV ZERT B

2
AN
/]

4 BB TLXk + T -

TS_GoblinWarlord_ShieldBash v

TS_GoblinWarlord_HorizontalAtt v
TS_GoblinWarlord_StabAttack v
TS_ShieldGuard v [ NGNS "

NX A Y

BANDAI
NAMCO

BANDAI NAMCO Studios




RAA Y DIY—IRY ¥ —

BANDAI NAMCO Studios

TJIVST14T9RY A+B#+B+A
> lBEYRY  BEIR IV =ZA—/I\—F1 K
> IR AFRAY ¥ XU %ZEN

BT ARY
> BIEFEIRAVDEFEAY YR (BIEYRXTVDBEEXAY Y REeA—/\—F4 R
> BEYRVDFBAYV YR BEY X VICXY v K&EN
> FRY RV - XU %EBM

Oy OEMEITTHRLS, BEFEFAYY I DA —/)\—F14 RHA[EE |




BANDAI
NAMCO

BANDAI NAMCO Studios

Tactical Skill




BANDAI
NAMCO

BANDAI NAMCO Studios

S Tactical Skill

4 Skill Cl:




CCETCDFRED

BANDAI NAMCO Studios

Fﬁ B XSO —EICRXLY (BBEOBREIL—FV) A#1EZPNENRDH S
- S XA VDR TR R AL

jj—\\f KX A>T T RAA > +/)NTX—% (Tactical Skill) [CHEl
/ 2F L DOBHEDETF ¥ 595 —DAIEEHR

4t B FOEN - BRERSICITRZ (PN IcEER)
T RS TR D AIE LI

CNZERT DIOICIFERU R T NIEWIT R WERED -




HTIN S>>0 D&

1. —8BRVYICEDODD > TTVAKRT

>» BREZERT 577V DIRENE- D 2HEIC T T VOmBEZEZERE TSR
(—EBEUVWWKEFERODOERKZE)

>» REDIEFICK > TNY—IVERDEDDIDTITENICE

=yl

S

2. SHEICVNERFREZEESETRAAVITEDHIAATEN G E WIF AL

> ZEEIMEL . < DF v S99 —TCH T RXA LTI I5EICHEEICRS
Bl BB —RHOWEILDADXFv S 75 —DITENICEELTUE

7\\
JI




Preference-based HTN Planning

BANDAI NAMCO Studios

B ANDEWFICEDWcETIEIZ 1L T3 Preference-based Planning @ HTNAR

AR VZHEFBLDD

1TE

Db EDIF5 NS

Bl - RiTHERE
> RATHEIC (XD = < 72Uy - Always(Not(Occur (FRITHIC D))

>

- =

——

SR EBEREODO/INZ Y ADWVWWRBFERZEWL LY @ Goal(Max (5% - BEIRE))




Preference-based HTN Planning

BANDAI NAMCO Studios

HllFID IR S
> ) 7 NEIES
> J\— K%Y

wl ¥ DFEE

» ) AT42av 7T LUX
» J—=)IL7VT77LVX

» NSV RNU—TUTFLUX



Preference-based HITN Planning

BANDAI
NAMCO

BANDAI NAMCO Studios

Y 7 bkl

> A[EE/RER D mic UTIELWRHFZRT
> JoVRIGETESNIEBICK > TmEZFTREIT 5

I\— R iKY

all

>» SR ERIRICCHEEINEFZHEZRT

» ERUTCT 7 2 IEZ DR TlES

S

I[FREn s



Preference-based HTN Planning

BANDAI NAMCO Studios

Z)A57«4a>y7IUVI77LUA
> Y ATPAY Y NICEEULU. EITEIORREICK U TIN5
> o RICEREBERENSEEGIETY 77 LY ABEREEHmME N5

A=IL7V77L2R
> T VNRR O S TEHFICFD TV DORIKIREICT UTETE NS

» =)L 7 7LV RAEROANRL —5 T
T7o2VDRSZHIE I 52 & H AJEE




Preference-based HTN Planning

NSOV BNU—=TUT77L2A
>» 7o RERBULSHEORENZELICTUTEIE SIS
> IS RMEGRIEAEICUIEANRL —Y 2 {ER LU TEHHT 5

T2 (JRUVA. YAIB, YRIC. YAID, Y RAVE)
@




Preference-based HTN Planning

BANDAI NAMCO Studios

Always(A)

Ilé-"J_"J-I LLA% /1 fu_g_

AlwaysBefore(A, B)

ADVETcENEEX T, BICBZmCT

AlwaysAfter(A, B)

AhVETic S nictg

N

II-\'J-LI{I B%/I—]fu__g—

Sometime(A)

T=20 1 BTl ETAZ T

SometimeBefore(A, B)

Ab\/l"_lfc_ éh% GNT‘

I

’%FF)TJ%J:TB%/HTL_@'

SometimeAfter(A, B)

A7b\ /M

micS ez, |

Vav

gFﬁMJ:TB%A’]t_—g—

Occur(task) taskhVFELE L feh
Apply(method) methodhVERE & v fch

Apply(task, method)

task®methodh B S iz H




BANDAI
NAMCO

BANDAI NAMCO Studios

Preference-based HITN Planning

> JUT77L2RBETAT L TIL—TY Y D SKE
> THAFRTOTINHPARULEZ 70/NT « 2B U TRE

O TRV F Activate

| Make Literal String

VELTS
| NotApplyGuardEnd

J HTNApply
Task Name [_|

Method Name | GuardEnd l




L

BANDAI
NAMCO

BANDAI NAMCO Studios

IWEET DX v RIiC
)74 7T 7L RERTEL
SOIRRICEDEEE U TWANEHMmIT 5

Bl =4y NETDE

=1 N

—

=T

)

=
XN\

ZD 73> zElolE> THS DR @K

f Add Distance Preference
O TRV Activate

P —r—r—————p
=47k [ self]

O Best Range Min [ 100.0]

O» Best Range Max [ 900.0 |

(» Better Range Min D_UI

O Better Range Max | 1[101].[1]

| Add Cooldown Preference
»

F—4yh [self]
O Cooldown Time Min [7 0]

O Cooldown Time Max | 50 |




X

BANDAI NAMCO Studios

=Ty NETBEEIICFDHZETE-S>TIFUWKEDGS I
NSO RNU—"TD T 7L YA TREEIZFHIRT S
5l . AlwaysBefore(Occur(BZA), Not(Occur(#&f))) as hard constraint




RRER1L

> TR Y —IL R T LA VI K BITEIDHIRR
> REERICLDITEELEEDR

EE g
Reactive Skill Reactive Skill
| =Wl IR

V7 7LVR Always(Not(Occurﬁ— ~))) |



E LA

BANDAI NAMCO Studios

LRIVTHAF DA —5—

1. 880 LEEELRNIVTIEEUVLEN SEEEKEZ U TETIEL L
2. LA V—PEDWESIEFIHDSENTEEBEDEFWTIZFL L

————————————————
Tactical Skill

i:ﬂ?‘l\“x4y
JYUT77L >R

ZAR—hATIT YK



EEfde

BANDAI NAMCO Studios

JU77L>2R

» BEDTEILIDESLLTIEUL : Sometime(Occur(EERRES))
> lHFEHIEWEFEDE W @ AlwaysAfter(Occur(SOX T# &), DistToTarget > 500)
> ST ZE LW - AlwaysAfter(Occur(SOX T#&)), Not(Occur (#&)h)))

5 V7 bdli. 7R =Rl



CCETDOEED

BANDAI NAMCO Studios

= T2V TICRBREREETRX A VICERT 20BN H B

7'3—5 [Eif=ZE U CETEZILT% Preference-based HTN Planning Z& A
%:,: NAA VERBEIICRDIBVEZRZDIENTEDLSICE T
A ENRIRDEBEVNDZELEBZICITTADEDICK ST




BANDAI
NAMCO

BANDAI NAMCO Studios




SN i
T EEIE

CCTHRITT HD DI
IN—T 4 )\MNILZEIRT S
—gi'(ﬁ@



Al TS)LF—

> ¥ v T UV —ZRIFT SER DAIZ Al Director
EMZEET 2AINEERNICEE

Squad Al

Agent Al



AlE TS)LF—

> X v TV —ZR1ET BEALR @Al’?r
tEMAEIEET AN EENIcSE  BEELEEER

> BANAT—F T4 F v 138 5 Squad Al

» Blackboard D& F{t 7 C

SE A ODE 5 i
FROBHRNDFEBEHI TR 7"21 Squad Al l
Blackboard

A

Al Director

| Agent Al
Blackboard



Al TZ)LF—

BANDAI
NAMCO

BANDAI NAMCO Studios

> T v U —=iRFI HER @Al’?r
EMZEEIT SAINEENICEHE

> BN —F 77 FvidEaE

» Blackboard D& F1{t 7 (C
HDIBFERANDFEEI 7R 77 tZ

» Xwt—I07O0—RKRF+F+ X K
» Xvwt—YC &9 % Reactive Skill =

Bl JO—RF*F v XA N THIEESE %1% D
WEENTJREL T —Y T N DAIRIET S

FRUTCIOYTFRAMNINUEIRIEDTIEE

Al Director

Squad Al

Squad Al

Agent Al



BANDAI |
NAMCO

BANDAI NAMCO Studios

\MNLO—F7 40 X— K

HboEbI—TYxzr MANlTIEWE ZBITIE

JLAV—NIXI—D—DDEREEMZ ’%IE@“ %Alb 5 Z
> WEEDEE
> 4 — 1y N DA G
> O—JLDE|IDIRD " |

L]
|
|
]
u
]
|
[ ]
n
[ ]
]
N

[ ]

L

L/
L4
L4
4
*
’0
L 4

Coordinator B

[ ]
[ ]
[
[ ]

n

N

1]

|

L
) L
L ) L
L ) L
L L 4
L L 4
L L 4
* L 4

*
*
*
’0
*
L 4
L 4
’#
L
!
4,y
gy

... Coordinator A

Al Director



01—)L

HEICRITAF VY I —DEREZEZXZLIEDHD
Bl HIRN——EBENS/NTZ2NTD. 7477 —hbe—o5—%F5

=14
WoRICIHUTO—ILZZ ZTIFUL LY

> BEENSTA T T VY-S TFY v H—IChS

> BIfF. BEMNELI—FT U447 Vv hH—IdEDIEWE ZB(C[O5
A—FT 4 X—YHHr5O0—)DETELXEXRITIEEEHHS

> WBEDIF ST —NED AL

B ATy I —bO0-I)LOFREBEEESZFEZLULTWNIEEALGO-ILICEENS




1—)L
A—IJLER7E Tactical Skill 1
> O—J)LEADIELEDPFI >3 ViF factical Skill 2
Tactical Skill TEMN TaCt'C_aI Skl S
\ = AV A
B T4 T —Dbe—7—%F31TE)
> (TENDBIFTEDOZECIIFHE T 7 7 L > X Tl etioal Skill A
Tactical Skill B
O—ILDOYIDEZ 1—)L

» EFRTE . \—REWOTY 77 L ATERZZIE
EMBHLDEE . U T 7L VA%EH

> {7E

IBR




N BANDAI

O—)L7 Y1 > @
7T — 1.0 ] >< Fv+rZ>2745%—A 09 0.0 1.0
T147xz>5— 0.8 ] **+>274%—B 0.0 1.0 0.0
1) — 0.0 00 - 1 FvZ75—C 06 04 0.0

A—7T 14 F%—%5 | IhE

» J—TF 4 X— YA TS

O—)b

o045 —  O—)LDFE

- L TWBAO—)ILM5EIDHTTWLL

-



O—L7 5+

BANDAI NAMCO Studios

75y h— 10 2 -\\\\\\;:$7579—A09(M) 1.0
F47xz>5— 08 1 X *v>24%—B 00 1.0 0.0

J ) — 0.0 0o - Fv¥ 775 —C 06 04 0.0

1—FT1%—%  REO—)L v o205 —  O—ILDOFE

>» 1—FT 4 X—YAITRHEELTVWAO—-ILASEIDYETTNL
>»EDHETE5NDIF Y SV —DNNWERWEEIERAF YT







7TV

BANDAI NAMCO Studios

g =&



5 e

EHOIRSFVWDLY TEIK B —F TV F v

Tactical Skill




5 e

BANDAI NAMCO Studios

EHOIRSFVWDLY TEIK B —F TV F v

Tactical Skill

EIa2—ILENE L LK —ZDEE T
HENKRD DEMEZ T Do, FRRIC
TEIZMITRUTWIRNLAT v Y
IRFFEDH AT EE




£ L

BANDAI NAMCO Studios

1. ZEZHREBFXT Y275 —DKIR

| > EERFILEENT B E CILETE 2

» T T 7LV A EESIETRHUAFILZHE
LT THHWRITEORILZDIT5NS




£ L

BANDAI NAMCO Studios

2. EDOELOBFv I IIY—DHEAETDLETE
RIS BIN—TFT 1 /VK)L

| > F v U5 —ICKFEIRERBEGO—I

» 1—F 4 X—HFICELBWLRRITIHU o
NG O—I)LD 7 A >




£ &

BANDAI NAMCO Studios

| > ZF)LDEMIC KL ZEWLIEMSE
| > 7U 7 7L VARZESCETEHFEAY Y Z

ZEET (ICITENICE(LE DTS5 N5

3. EERDODF Y7075 -T2V DEMNIC
XJ o C & DTG



=)

BANDAI
NAMCO

BANDAI NAMCO Studios

4. T2EIR

> AF)LDHASEHEICK > TAPZT

» SWEYV a1 —)LiEEENUIERE

A [

EERTED

K

7



SIEY) (BIVERE?)

LMIMERNDFEDN BN ST BEDIRXRI—HIoKOBERZZEU
) - —RIEX=I—, L7ITXRXZI—H
(7O SYDASHWEZBEAT) Eshd




INIETIEFEZATI®E>T

BANDAI NAMCO Studios

BEIL—FY (RXA4Y) Z0WU ST ICITEIZZEZ5N5

> FRICEF v T 7Y —AllCEAATEN RS TH
I—T4 RX—YHINSBEHICHTSZS5SA5N5

MRNZITHZIEETE D

> EFEDT v T 75 —ITHkTF U R LN




