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NEPIAHWH

H 1Tapouca TITUXIOKY €pyacia QTTOOKOTIEI OTNV UAOTTOINON OEVIPWY CUMTTEPIPOPAS
(behavior trees) otn pnxavh Bivreotraixvidiwyv Unity3D, pe okotrd tn dnuioupyia piag
€UKOANG Kail yevikng xpnong BIBAIOBNAKNG. Oa peAeTNBoUV Kal avaAuBouv ol dlapopEg
TWV JEVTPWY CUMTTEPIPOPAG ME AANEG TEXVIKEG TTOU XPNOIUOTTOIOUVTAl OTNV AVATITUEN
TEXVNTAG vonuoouvng oTn PBlounxavia Twv TTaixvidiwyv. ‘Evag akdun oTdXog autig Tng
TITUXIOKNG €ival n dIEUKOAUVON 0T PEAETN Kal TN dnuIoupyia EVTPWY CUUTTEPIPOPAS, UE
yvwuova tnv uAotroinuévn BiBAIOBNAKN.

2T0 TIPWTO KOMMATI TNG Trapoucag TITUXIAKAG €pyaciag Ba TrapouciacTei  pia
EMOKOTTNON TNG avamtuéng ¢  Texvnmig Nonuoouvng oTn  Blouynxavia Twv
BivreotTaixvidiwv aAAd Kal TNG OTAdIAKAG €VTAENG TOU OUYKEKPIPEVOU Trediou oTnv
aKadNUAIKA KoIvOoTnTa. Oa Yyivel €TTioNg OUYKPION UE UTTAPXOUCEG TEXVIKEG QVATITULNG
Texvnmig Nonuoouvng oe BivreoTraiyvidia, avadAuon Twv TTAEOVEKTNUATWY Kal Twv
MEIOVEKTNUATWY KABE TEXVIKAG KOl QvAOKOTTNON OTIG dUVATOTNTEG ETTEKTACINOTNTAG TNG
NON UTTAPXOUCOG HOPPNG TV JEVTPWY CUPTTEPIPOPAG.

2710 OeUTEPO KOUMATI TNG epyaaiag, Ba treplypagei n unxavr mraixvidiwv Unity3D kabBwg
KAl N APXITEKTOVIKA TWV QEVTIPWY CUUTTEPIPOPAG, KABWGS KAl N EQApPUOY TOUG OE €va
TTaiyvidl Aptrayng Znuaiag (capture the flag). ©a avaAuBei n xprion TG epappoloduevng
BIBAIOBAKNG o©TO TraIXVvidl, N OPXITEKTOVIKI] TOU OEVIPOU CUMTIEPIPOPAS TTOU
uAoTroiBnke, kKaBwg kal ol duvatdTtnTeg €TEKTAONSG TNG PIBAIOOAKNG aAAG Kal n
eQapuoyn TNG o€ dIAPOPETIKOU TUTTOU BIVTEOTTAIX VIOI.

OEMATIKH NMEPIOXH: Texvnti Nonuoouvn

AEZEIZ KAEIAIA: dévipa ouutrepipopdg, Unity3D, C#, Capture the Flag



ABSTRACT

On this thesis, | have implemented a behavior tree structure on the Unity3D game
engine, in order to create an easy and practical library. Differences among behavior
trees and other artificial intelligence techniques used in the videogames industry will be
presented and analyzed. An additional goal of this thesis is to provide a facilitation in
studying and creating behavior trees, driven by the implemented library.

The first part of this thesis will provide an overview of the general growth of artificial
intelligence in the videogames industry, but also the gradual integration of this field in
the academic community. There will be a presentation of the different techniques used
in artificial intelligence in videogames and an analysis on their advantages and
disadvantages compared to behavior trees. There will also be an overview of the
potential scalability of the current form of behavior trees.

The second part of this thesis will present the Unity3D game engine and the general
architecture of behavior trees. Analysis of the implemented library and elaboration on its
application on a Capture the Flag game will follow. Finally, possible extensions will be
discussed, as well as suggested implementation patterns for different types of
videogames.

SUBJECT AREA: Artificial Intelligence

KEYWORDS: behavior trees, Unity3D, C#, Capture the Flag
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EYXAPIZTIEZ

MNa 1n diektrepaiwon TnG TTapoucag MruxiokAg Epyaoiag, B8a ABsAa va euxapioThHow
Toug emIBAETTOVTEG, €TTiKOUPN KaABNynTpia Iapttw KapdAn kai utrown@io di1ddkTopa
BaoiAn AvooTtaciou yia Tn ouvepyaoia Kal TNV TTOAUTIMN OUPBOAR TOug OTnv

OAOKANpwon TNG.
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MeAETN kar uhoTToinon dévipwy cupTrEPIPOPAS o€ TrePIBAAAov Unity3D
1. EIZArQrH

1.1 TexvntA Nonpoouvn kai Bivreotraiyxvidia

H texvnt vonuoouvn ota BIVIEOTTAIXVIOIA ATTOOKOTIEI OTO va dwWoel {wr OE EIKOVIKOUG
KOOpouG, kabopifovriag Tnv OaAANAeTTidpacn Tou xpnRoTn Me éva Traixvidl. Zuxvd
OKEPTOPOOTE TNV TEXVNTH vonuoouvn o€ éva PBIVIEOTTAIXVIOI WG KATI TETPIMUEVO, OTTWG
yla apddeiypa éva poutrdot (bot) 1Tou ekTeEAEl BAOIKEG AsiToupyieg OTTWG ATTOPUYNA
TTUpWV. H duvatotnTa OUWG TToU BivouV 01 TEXVIKEG TEXVNTAG vonuoouvng TTAEl TTOAU TTIO
MOKPIG atTd TN dnuIoupyia EEUTTVWV TTPAKTOPWV I TTIO TTEICTIKWY POUTTOT. O00 N TeEXVNTA
vonuoouvn Twv BIVTEOTTAIXVIOIWV OUYKAIVEI JE YVEVIKEG TEXVIKEG KAl €VVOIEG TEXVNTAG
vonpoouvng, UTTopei va aAAdgel 0 TPOTTOG PE TOV OTToIO TTaidovTa Ta TTauxvidla, akoua
Kal TOV TPOTTO JE TOV OTT0iI0 auTéd avatrTucoovTal. [14]

1.1.1 NMpokAnoeig otn ocuyxpovn TN

o TOUG TTPOYPAUMATIOTEG, Ol TTPOKANCEIG TTAVW OTNV TEXVNTH vonuoouvn gival dppnkTa
OUVOEDEPUEVEG E TNV EUTTEIPIA TTOU €XEl O TTAIKTNG. 'Evag £€EUTTVOG TTPAKTOPOG O€ éva
BivteoTTaiyVvidl €xel va €mTUXEl OTOXOUG KaBapd wuxaywylkousg, aAAd Kal va Eivai
XPNOTIKOG OTOUG TTPOYPANUATIOTEG.

2Tnv TTAgiopn@ia, n TEXVNTA vonuoouvn oTa Traixvidia gival oxediaopévn €101 WOTE VA
gival 600 €UQUNG XPEIAdeTal TTPOKEIMEVOU VO QVTATTOKPIVETAI OTIG TTPOOOOKIEG TOU
Taiktn. o apketd Traixvidla autd Onuaivel TTWG O TIPAKTOPAG TIPETTEl  vd
OUUTTEPIPEPETAI PE Evav TTPORAEWINO Kal un eupun TPOTTO.

2Tn ouyxpovn TeXvNTA vonuoouvn yivetal n améteipa va dnuioupyndbouv cuoTAPATA
TTOU ATTOOKOTTOUV OTn Wiunon aAnBivig BIOAOYIKAG euuiag. Z€ auTOv ToV TOMEQ yiveTal
€oTiaon otn pabnon (learning), JEOW TNG OTTOIOG OI UTTOAOYIOTEG PaBaAivOuV va eKTEAOUV
Kal va PBeATIOTOTTOIOUV €PYOOIEC XWPIC va €Xouv TIPOYPAPUATIOTEl pnTd va TIG
EKTEAEOOUV.

O1 1TpokANoEIGC o€ auTiAv TNV TTAeUpd TnNG TEXVNTAG vonuoouvng TrepiAapBdavouv Tn
onuIoupyia €vog TTPAKTOPA TTOU MPTTOPEI va udbel kal va TrpoocapudleTal o€ vEa
TePIBAANOVTA, dNUIOUPYWVTAG £TOI EUPWOTA CUCTHUATA TTOU KaTtaAaBaivouv opiAia Kai
NX0, MTTOPOUV va e¢dyouv poTifa aAAnAeTidpaong Kal €TTioNg n avattuén TTPAKTopa
TTou pJTTopei va e€gelhixBei kal va avoAapBaver pn  TETPIMUEVEG EVEPYEIEG TTPOG
diekrepaiwon.

1.1.2 Bioynxavia kai Akadnuaiki Koivétnta

A6 Tn Aidokeywn Mpoypaupatiotwy MNaixvidiwy (Game Developers Conference - GDC)
10 2002 ka1 TNV akadnuaikf ouvodo Tng Aigbvoug ‘Evwong [poypaupaTioTwv
Maixvidiwv (International Game Developer Association - IGDA academic summit), n
IGDA €xel opyavwaoel TTOAQTTIAEG oulnTOEIS PE  akadnuaikoUug Kal NYyETEC NG
Biounxaviag, woTte va oulnTrioouv TTwWG WTTOPEI va yepupwbei TO xAoua TTOU TOUG
Xwpicel. 'EKTOTE, TO €v AOYyw “xdoua” atmoTéAeoe Eva eTTaveu@avi(OPeVO BEua oe TTOAAG

' Graft, K. (2015, September 22). Gamasutra: When artificial intelligence in video games
becomes...artificially intelligent.
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OUVEDpPIO OXETICOPEVA pE TTaiXvidla, evw MAAIOTa €xel TTapouciacTei o kaBe GDC
€KTOTE.

Av kal uttdpxel TTARBog euTTOdiwy TTPOG MIa cuvepyaadia, autd dev agrvel va evvonoei
TTWG OEV PTTOPEI VO OKPAOEL. YTTAPYXOUV TTOAUAPIOUA IBpUHATA TTOU £€XOUV KOTOXUPWOEI
ETMITUXNMEVEG OUPTTPACEIS Blounxaviag-akadnuaikng koivotntag, 1o Carnegie Mellon
University (Mitoptroupyk, Hvwpuéveg MoAiTeieg), To University of California (Kahipdpvia,
Hvwpuéveg lMoAiteieg), Massachusetts Institute of Technology (Kéutrpit¢, Hvwpuéveg
MoAiTeieg) ival pévo Aiya atrd Ta 1I0pUPATA TTOU €XOUV TTPOXWPENAOEI O€ TETOIOU €idOUG
ouvepyooieg. KdaBe €va amd autd €xel TTPooeAKUCEl TTOAAOUG uywnAol KUpPoug
OUVEPYATEG TNG Plounxaviag e TToIKiAa epeuvnTikKG TTedia OTO €vepynTIKO TOUG Kal
ONUOVTIKR XpnMaTtodoTnon.

To 2002 TrapatneriOnkKe PeEiWoN TWV AITACEWY YIQ TTAVETTIOTAMIOKA TUAHPATA ETTIOTAUNG
UTTOAOYIOTWYV, Kal auénon Twv €00dwv NG Blopnxaviag Bivreotraixvidiwyv Katd TTOAAG
dloekaTtoppupia. To dueco atrotéAeoua ATav n PeyaAn ¢ATnon yia epyacia oTov TouEa
TNG AVATITUENG TTAIXVIBIWY, TTOU €iXE OPWGS WG TTPOUTTOBE0N pyalduEVOUS UE KaTAPTION
OTNV ETMICTAKN TWV UTTOAOYIOTWYV. AUTA Ta BUO yeYyovoTa evwpéva padi odriynocav o€ pia
Kardotacon Otmou n  Biounxavia Twv Pivreotraixvidiwy  TTapouaciale  Kpion  OTIG
TTPOCAAWEIG, APOU EWAXVE OUYKEKPIUEVA EKTTAIBEUUEVOUG EPYACOUEVOUG TTOU EKEIVN TNV
TEPiIOdO xapakTnpifovrav wg otravia oudda avbpwttwy. ETTopévwg n xpuor Toun TTou
ouvduade TIG avdyKeS TNG Blognxaviag Kai Tng akadnuaikng kovetntag, nrav n idpuon
TUNPATWY TToU Ba €Ddivav Tn duvatdTnTa ATTOKTNONG TITUXiOU TTOU Ba €@epe TOV TITAO
Mpoypaupatiopou Maixvidiwv.

To University of Abertay and Dundee (Ntavrti, 2kwTia) ATav 10 TTPWTO idpuua TTOU
TTPOOEPeEPE TN OUVATOTNTA  QTTOKTNONG TETOIOU  €idOUG  TITUXiOU, YEYOVOG TTOU
TTUPOBOTABNKE, WG AUECN CUVETTEIR, aTmd TIG AITACEIC TNG PBiopnxaviag yia KaAUTepa
EKTTAIDEUPEVOUG ETTAYYEAUQTIEG OTNV ETTIOTAUN TWV UTTOAOYIOTWV. [3]

Tooo n akadnuia 600 Kal N Blounxavia o@eilouv va TTpooulv o€ auoifaia karavénon
Kal OEgBOOPO TWV OKOTTWV Toug. la TTapddelyua, HECW KOIVWV  EPEUVNTIKWV
OpPACTNPIOTATWY, JTTOPOUV VA TTPOKUWOUV OPEAN Kal yia TIG dUO TTAEUPEG.
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2. OPFTANQZH KAI YAONOIHZH XYMNEPI®OPQN NMPAKTOPQN

YTTAPXOUV TIOIKIAEG TEXVIKEG UAOTTOINONG CUMTIEPIQPOPWYV TTPOKTOPWYV. H 1Mo 1oXupn
TTpooéyyion €ival auth TG okAnpd kwdikoTroinuévng AoyikAg (hard-coded logic), n
oTroia oTnpiCel évav pnxavioud TTou emMTPETTEI TN dnIoupyia piag eUAoyng eueAaviong
euQuiag oe évav TTpAKTopa, HEoW evog TTANBouG If/Else cuvBnkwv. Eival apketd atrin
oTn doun Kal Tn dnuIoupyia wg AOYIKr, OUWG QEPEI KAl APKETA pelovekTAPaTa. Mia
aAAayr o€ éva KOPMATI KWOIKA ETTIPEPEI TNV AVAYKAIOTNTA AVATIPOCAPHOYAS Kal OAOU
Tou uTtéAoITTou. AuTd KaBIoTA €TTiong dUOKOAN TN dopoaToixeiwon (modularity) kai Tnv
avatrapayovTotroinon (refactoring), yeyovog tmou 100TTedwvel oTroIadnTToTeE TTBAVOTNTA
€UENICIOC TOU OUCTAPOTOC. ZUVETTWG Qv KAl xapaktnpiletar atmmd Taxutnta oTnv
uAotroinon, kataAfyel va eivar apyl oe dokiuég (testing) agou artraitei kABe @opd
ETTavVAANWN TNG METAYAWTTIONG TNG.

O1 TTPAKTOPEG PTTOPOUV ETTIONG VA UTTAYOVTAI OE IO UAOTTOINON CUMPTTEPIPOPAS OECUWV
evepyelwy (scripts), n omoia €xel TTapamAfola cupTTepipopd ue TNV hard-coded logic,
oM@ xapakTtnpileTar o€ avtiBeon pe autiiv amo ypnyopdtepo testing Adyw Tng
QUVOUIKAG EQAPUOYNG TWV OECHWV.

2€ QUTEG TIG TEXVIKEG TTPOCTIOEVTAI KOl O PNXAVEG TTETTEPACUEVWY KaTaoTdoewv (finite
state machines) 1mou amroteAoUv pia ypriyopn Kai €UEANIKTN TEXVIKN TTPOYPOUMOTIONOU
TEXVNTAG VONUoouUvNG PE BACIKO PEIOVEKTNUA T PN duvaTdTNTA ETTAVOXPNOIUOTTOINONG
douwv TNG, Kal €miong Ta dEvipa cuuTTEPIPOPAS (behavior trees), Ta otroia e€aeipouv
Ta TOavA  JEIOVEKTAPOTA TWV TTPOAVOPEPBEVTWY  TEXVIKWV €VW  TaAuTOXpova
TTPOCPEPOUV ETTITTPOCOETEC BUVATOTNTEG.

2.1 Aévrpa Zuptrepipopdg kal Mnxavég MNemrepacuévwv Karaotdoswyv

O1 Mnxavég remmepacpévwy kataotacewyv (Finite State Machines) BewpouvTtal KAaoiké
epyaAeio ulotroinong Texvntig Nonuoouvng oe Bivreotraixvidia. KdBe yxapakTthpag -
¢Eutrvog TrpdkTopag (intelligent agent) xapaktnpietar amdé Tnv UTTAPER TOU OF
KataoTdoelg (states) kal evaAAayéG auTwy. Ze autd To onueio opileTal kKal n PETGRaon
ammd kardotacn o€ kartdotaon (transition). H augavopevn TTOAUTTAOKOTNTA  TWV
MeETaBdoewy cival €@IKTO va dlaxelpioTtei amd lepapxikéc Mnxavég lMMetrepacuévwv
Karaotaoewv (Hierarchical Finite State Machines). [20]

Movo pia katdoTaon PTTOPED va ekTeEAEITal avd TTAoa OTIYPR, N OTToia KaAEiTal TpEXouaa
kataoTaon (current state). Mia katdoTtaon travel va Xxapaktnpietal wg Tpéxouca, otav
MeTaBIBdoel TNV exkTéAeon o€ pia AAAn katdotaon. O1 petaBdoelg autég AappBdavouv
XWPa POVO JECA OTNV TPEXOUOO KATACTAON, VIO TTAPAdEIyUa n TTapoloa KATAoTAoN
gival autr} n otroia Ba atro@acioel av Ba euavioTe | OxI Pia petaBaon.
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Eikéva 1: M'pa@ikéd povréAo piag FSM

MnynA: http://guineashots.com/

Mia FSM egival pia agnpnuévn pnxavr), TTou PTTOopEl va oUANN®OEi Kal WG yYpa@IKo
MOVTEAO TTOU ETTITPETTEI TOV EUKOAO MOVTEAIOHO TWV CUUTTEPIPOPWY TOU TTIPAKTOPQ,
TTOPEXOVTAG  TOIOUTOTPOTTWG Mia €UKOAN katavénon Tou povrédou. ETtriong eival
uTTOAOYIOTIKA aTTodOTIKA, aPOU OAEG oI ouvlrnkeg aAAayng PBpiokovial péoa oTnv
TpEXOUOoO KATAoTOON Kal OeV eKTEAEITAI TTAPAAANAQ Kapia GAAN KaTtdoTaon.

To kupiwg TIPORBANUa  TOU  gu@aviCetal oTig FSM, é€ykerral oto TTWG  yiveTal
eTTavaypnoigoTroinon oplopévwy states oe dla@opeTikG yevikd TTAdiclo  (context),
yeyovog TTou o@eidetal oto 6T n @IAoco@ia Twv FSM cival xapnAou emimmédou pe
atroTéAECUa TTOANEG @OpPEC TNV avaykaia uAotroinon OSITTAOTUTTWY  CUUTTEPIPOPAG
(behavior). Kar emméktaon Onuioupyeital €va okOun TPORANUA, n  avikavotnta
emavagiomoinong Twv FSM og diagopeTiké Bivreotraixvidia rj akdPa Kal o€ dIaQOoPETIKA
MépN Tou idlou BIvTeOTTAIXVIOIOU. ATTQITEITAI CUVETTWG TTPOCOPUOYN o€ Pia FSM woTe va
QVTOTTOKPIVETAI OTIG EIOIKES TTEPITITWOEIG EVOC TTPOBAANOTOG.

2¢ avtiBeon pe i FSM, 1a Aévipa Zuutrepipopds (Behavior Trees) xapaktnpifovrai
T600 aTTd ETTAVAXPNOCIKOTTOINCN 000 Kal aTTd BIWCINOTNTA, agou cival duvartr n UTTapén
utTO - BévdpwV (subtrees) TTou evepyouv TTPAKTIKG cav pia ovtoTnTa BT TTOU £MIOTPEPEI
TO ammoTéAeopa ekTéAeong Twv child nodes Tng TTiow oto BT ammd 10 0110i0 KARONKE.
Ymdpxel n duvarotnta Utrapéng evOUAOKwUEVNG AOYIKAG O€ HOp®r UTTO - pouTivag
(subroutine), yeyovég TTou emITRETTEl €V TEAEI TNV UTTAPEN ETTAVAXPENOIKNOTTIOINONG AOYIKAG
KOTOOTATEWV. 2

2.1.1Tati é@race To TEAOG TwV FSM

O1 FSM Atav eCaipeTik& dNUO@IAEIC TNV TTEPACHEVN OEKAETIA Kal odrynoav oTnv
QVATITUEN QPKETA WuXaywyikwy TTaixvidiwy. MAEov dpwg n TpwTn 6€on o€ TTPOTIiNNON

2R. D., Pereira. (2014, August 10). GuineaShots: An Introduction to Behavior Trees — Part 1.
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TEXVIKWV QVATITUENG TEXVNTAG Vvonuoouvng TIPETTEl va  TTAPadOoBEl O€  TEXVIKEG
OIAQOPETIKEG aTTd TIG FSM, a@ou auTég xapakTtnpidovral armmd apKeTA TTPOoRAAUaATA KOl
MEIOVEKTHUATAL.

Eival avopBddoeg : amaitouv Tn ouvdeon piag kardotaong (state) pe v
ETTOMEVN PEOW Miag pnTAG METARAONG.

Eivar xaunAou emimmédou (low-level) : n poévn duvardmnta mou divetal OTOV
TTPOYPAMUATIOTH €ival va TTECEPYAOTEI TIG JETARAOCEIG ATTO Hia KATAOTAON O€ dia
GAAn.  Agv  uTTApXEl KATTOIOG TPOTTIOG VO OUYKPATHOEl  PoTiBa  TTou
emavalauBavovral.

H Aoyikii Toug cival Trepiopiopévn @ OTTWG €ival €TTiONUa OPICUEVEG, Eival
UTTOAOYIOTIKG TTEPIOPIOUEVEG, ONAad O¢ HTTOPOUV Vva XPNOoIhoTToinBouv wg
YEVIKEUPEVOG  QOPUAAIOUOG  UTTOAOYIOPWY, KOABwG Ogv  TTAPEXOUV  OOUEG
avadpPounG.

ATTQITOUV  ETTEKTACEIC ONMPIOUPYNUEVEG OQTTO XPNOTN : Ol TTPOYPOUMATIOTEG
ouviBwg XPNOIUOTTIOIOUV ETTEKTACEIC WOTE va KAvouv TIG FSM xproiyeg otnv
mpagn. O1 FSM cival BewpnTiK& TTEPIOPICUEVES, OTTOTE XpeldlovTal €loaywyn
eCWTEPIKAG AEITOUPYIKOTNTAG YIA VA UAOTTOINOOUV CUYKEKPIMEVA XAPAKTNPIOTIKA.
Xpelaletar  €mogEvwg  UOxAsuon (leverage) Tng uttoBOOKOUCOS  YAWOOOG
TTPOYPAUUATIONOU  yIa TNV UAoTToinon  OVvIOTATWY  OTTwG  YIa  TTapddelyua
METPNTWYV, XPOVOUETPWY, Il OTTOINOONTIOTE HOPPAG UVAMN.

Eivar  duokoAo va  TumomroinBolv @ givar TOAU  OUOKOAO  va
ETTAVAXPNOIMOTTOINBOUV OE TTOAAG TTaIXVIdIA 1) O€ DIAPOPETIKA PEPN TNG PNXAVAG
(engine).

Aev eivar Trpooxediaouéveg @ ol FSM dpouv ot pia avrmidpaoTikh AsiToupyia
(reactive mode) kai aoyxoAouvtal yovo pe cupPavra kal KataoTtaoels. MNa va
QVTIUETWTTIOOUV OAa Ta TTBava oevdpia, TTPETTEN va €TTEEEPYATTOUV OAEG TOUG Ol
METORBACEIC XEIPOKIVNTA.

‘Exouv TTpoAfjuaTa ouyXpoviopou : OTav eKTEAOUVTAI TTOAAATTAEG KATOOTACEIG O€
TTapaAAnAia, To mOavé atrotéAeoua civalr adiEé¢oda (deadlocks), aAMIWG TTPETTEN
va ETTECEPYAOTOUV OAEG YE TPOTTO TETOIO WOTE VA €ival CUPBATEG.

KAlpakwvovTal TITwxXa @ dev KAIJOKWVOVTAl ATTOOOTIKA, OTTOTE KATAArjyouv va
emmegepyadovTal Kal va avTINETWTTICOVTAl WG dia eydAn ovtoTnTa AOYIKNG.

ATTQITOUV PEYAAN £vTOON EPYAOIOG : ATTAITEITAI TTPOOCEKTIKI XEIPWVAKTIKI) OOUAEIA
yia Tn d1a0uUvdeon KATAOTACEWY. Me TNV €UTTAOKNA TTEPICOOTEPWY KATAOTACEWV
(states), xpeidlovrar OAO Kal TTEPIOOOTEPEG OIOOUVOEDEIC KATAOTACEWV
(transitions). °

¥ Champandard, A. J. (2007, December 28). AiGameDev: 10 Reasons the Age of Finite State Machines

is Over.
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ﬁ

State A State B
%

State C > State D
-‘_

Eikova 2: Metafdoeig peTagl KATAOTACEWV
og FSM

MnynA: http://intrinsicalgorithm.com/

H Piouynxavia egehicoetal kar pge TNV TTAPOdO Twv XPOvwv OAo Kal  AiyoTepol
TTPOYPAUMATIOTEG €TTIAEyouv Tn Xprion FSM kai oTpépovial o€ AANEC EVAAAOKTIKEG
QavATITUENG TEXVNTAG vonuoouvng, OTTwg yia TTapadelyua ta BT.

2.1.2 Aévtpa ZUMTTEPIPOPAS

21.21 Aévrpa Zuptrepipopds weg MAwooa MovreAiopuol

21NV akadnuaikn KoivotnTa, Ta BT opifovTal wg 1mionun, ypa@ikr YAwooa JoVvTEAIGHOU
(modelling language), TTou XPNOIYOTTOIEITAI TTPWTIOTWG O CUCTAMUATA KOl TEXVOAOYIES
Aoyiouikou (software engineering). Auta Ta dEvTpa XPNOIKUOTTIOIOUV Wi KOAG OpIoUEVN
onueloypagia (notation) yia Tnv ¢ekABapn EKTTPOCWTINCN TWV EKATOVTAOWYV - ] OKOUA
Kalr  XINGdwv -  aTTaITOEWwV  QUOIKWV  YAwoowv (natural language), TT0U
XPNOIUOTTOIOUVTAI TUTTIKA YIa TNV €KQPOCT TWV AVAYKWY TTANPOQOPIAKWY CUCTNHUATWY
MEYAANG kAipakag (large-scale software-integrated system).

2tnv avatrugn Bivreotraixvidiwy, Ta BT ammoteAouv OOPEG yia AVATITUEN TEXVNTAG
vonpoouUvNnNG Kal UAOTTOINCN CUUTTEPIPOPWY TTPAKTOPWYV. MNapakdtw YiveTal TTEpIypa@n
Kal avadAuon TnG OUNG KAl OPXITEKTOVIKAG TOUG.

2.1.2.2  lox0g Twv BT évavr Twv FSM

H utrepoxn Twv BT évavtl Twv FSM diagaivetal atrd ToAAoUGg TTapdyovTeg. H kKupidtepn
gival TTwg €vag agent Tou OTToIOU OI eVEPYEIEG €XOUV UAOTTOINBEI o FSM, yvwpilel TToia
EVEPYEIO EKTEAEI EKEIVN TN OTIYMI KOI TTOIO EVEPYEIQ UTTOPEI VO eKTEAEOEl PeTETEITA. H
Aoyikr Triow atd Tig FSM épxetal o€ avTimapdBeon Ue auTrv TTou l0dyouv Ta BT, 61T0oU
0 agent £xel emITTAéOV BaBUTEPN YVWON YIA TO TTWGS va TTAPBEi N amrégacn TnG €TOUEVNS
EVEPYEIQG.

‘Eva BT armroteAeital ammd kduPoug o€ 1gpapyia, dnAadr koupoug-yoveic (parent nodes)
ouvOedEPEVOUG PE KOUBoUG-TTaudId (child nodes). Méow Twv parent nodes dnuioupyeital
N aAAnAouxia ektéAeong Twv TTadIWV Tou. OTav évag KOPPBOG atTro@aveei TO ATTOTEAECUA
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TNG EKTEAECNG TOU, TO OTEAVEI OTOV yovéd. AUTO TO ATTOTEAEOUA UTTOPEI va €Ival éva aTTo
Ta akdAouBa: emmiTuxia (success), atrotuxia (failure) kal o€ ekTéAeon (running).

Me Baon tnv Teplypa®r TnG QIAOCOYIag Toug, Ta TTAEOVEKTANATA Twv BT ptropouv va
QTTAPIOUIOTOUV WG EENG:

ZuvTnpPNOoINOTNTA: O KOUPBOI YTTOPOUV VA OXEDIAOTOUV WG AVEEAPTNTOI PETAU
TOUG, ETTONEVWG OTAV aalpeiTal 1) TTPoaTiBeTal évag KOUPOoS atrd éva dévopo, dev
atraiTeital KaTrola aAAayry oTnv uttéAoITTn dour Tou.

Emrektaoipdtnra: £va 0EvOpo pE TTOAAOUG KOUPBOUG UTTOpEl va BewpnBei wg
oUVOAO aTTO subtrees Kal €TTOPEVWG VA UTTOPEI va avaTTapaoTabei ypagika Je
Ca@nVEIQ Kal EUKOAIQ.

Etravaxpnoigotroinon: 0Twg mpoava@EpObnke, ol KOPBoI xapaktnpeifovral ato
ave¢apTnoia, Katd OuvéTTEld Kal Ta subtrees civar aveEdptnra, omoTe Kal
MTTOPOUV va XPnoidoTtroinBouv ¢ava o€ AAAa dEvOpa 1 Kal O€ TEAEIWG AAAQ
projects.

MpooavatoAiopdg oTov oToXO0: eCaitiag TNG OevdpIKnNG BOUAG, aveEdpTnTOl
KOupol uTTopouv va ouoxeTiCoviar kal va cuvdualovtal, divoviag £T01 TN
ouvaTdTNTa OXEDIOOUOU subtrees yia OUYKEKPINEVO OTOXO XWPIG va XAveTal N
EUENIGIO TOU PJOVTEAOU.

MapaAAnAiocpdg: 1a BT éxouv otn di1d6eory Toug kOuPoug TtrapaAAnAiouou
(parallel nodes) Ttrou uTTOpoUV va €kTEAOUV OAoug Toug Toug child nodes
TAUTOXPOVA XWPEIC va XAveTal 0 EAeyXOC TNG eKTEAEONC TOU PovTéAOU. *

H Ouvaun kair utrepoxn Twv BT €ykemar otnv 1Kavotntd TOoug va dlaxwpifouv
KATOOTACEIG aTmmO CUMPTTEPIPOPES. O KWAIKAG TTou KaBopilel T CUMPTTEPIPOPA TOU
TTPAKTOpa dOev uioTaTal o€ eTTavAAnYn péoa oe K&Be katdoTtaon TTou €xel pia FSM,
oM@ n Aoyikn €ival dlaxwpiopévn o€ dia aveEdpTntn apxITEKToVIKR. 'ETol ptropei va
EKTEAEOTEI POVN TNG, EITE CUVEXOPEVA EITE OTAV XPEIATTEI.

Finite State Machine

State A State B

e

] (]| o] [

Behavior Tree

0 | Decision Logic I

State A State B
Behasior Code Bebunvior Code

Eikova 3: Zuykpion piag FSM pe éva BT

Mnyn: http://intrinsicalgorithm.com/

4 R. D., Pereira. (2014, August 10). GuineaShots: An Introduction to Behavior Trees — Part 2.
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To KUpIO TTAEOVEKTNHA QUTAG TNG dla@opdg TTou evTtoTTideTal avaueoca o€ BT kal FSM,
givalr Twg OAn n Aoyikry amo@acewv PBpioketal o €va kal pévo uépog. Mtopei va
avaTTuxOei pia TTOAUTTAOKN CUMTTEPIPOPA TTPAKTOPA, XWPEIC va uTTapgel TTPORANUa
OXETIKA PE TO TTWG Ba eMITEUXOEI OCUYXPOVIOUOG AVAUECT OTIG DIAPOPETIKEG KATAOTACEIG
(states). Av yivel TTpooBikn uiag véag ouuTTePIPOPAG, YiveETal TTPOOBKN TOU KWAIKA TTOU
Ba KOAEOEI TN CUPTTEPIPOPA O€ Eva PEPOG, avTi va yivel TTPooBNKnN o€ KABE KATAoTAON
TTou AON uttdpxel o€ pia FSM. Avriotoixa, av TTpETTEl va Yivel KATTolO ETTECEPYQTia A
aAAayr o€ pia oUPTTEPIPOPA, PTTOPED va Yivel n emegepyacia NG o€ éva onueio kai oyl
aTTO TNV apPXr O€ OAEG TIC KATAOTAOCEIG.

A Behavior Tree
Root : Run foway

: Fight 2 heles Close

v
Claw

e Range Aim

v
e  Approach Shoot

» Iclle: » Scratch
Eat | Eat Soft Tato
Take Map L Eat Fajita

Eikéva 4: Napadsiypa BT

MnynA: http://intrinsicalgorithm.com/

270 TTapadelyua NG €ikovag 4, o TpAkTopag £xel ammoacioel va emTedei (Fight), ue
atropakpuopévn etmiBeon (Range), n omoia atraitei TpwTta otdXeuon (Aim) Kal ETTEITa
eKTOgEUON BARuaTog (Shoot). @aivetal AoIrdév TTwg AAAO €va TTAcovEKTNUA Twv BT eival
TTWG UTTAPXEI MIa TTIO ETTiIoNUN MEBODOG TTPOC TNV UAOTTOINGN CUMPTTEPIPOPWYV. Méoa aTTd
Mia ouAhoyn epyaAgiwy, POTIBWY Kal KATOOKEUWY, PTTOPOUV Va UAOTTOINBOUV QpPKETA
EKQPPAOTIKEG OUUTTEPIPOPES, AKOUA KOl OEIPIOKEG CUUTTEPIPOPES TTOU TTPOOPICOVTAl va
ekteAouvTal padi, 0TTwg oto TTapadeiyua. [10]

2.1.3 Utility Al: éva véo Trpotutro TN

To Utility Al Aeitoupyei wg €€AG: avayvwpilel TIG eTTIAOYEC dIaBETIYES OTOV TTPAKTOPA KAl
eMAEyEl TNV KAAUTEPN BaBuoAoywvTag TIC avaAoya ue Tnv Trepiotaon. ‘Exel avei wg pia
eCalpeTik& opBa Asitoupyikn HEBOSOG yIa ApKETOUS AGYoUG.
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O1 kauTtrUAeg emiTpétrouv oTo Utility va AdBel ammopdoeig péow evog peydAou @aouatog
emAoywyv. ‘Eva mTapddelyya tNG agloTroinong Twv KAUTTUAWY @aiveTal otnv eikéva 5,
OTTOU XPNOIKOTTOIOUVTAl YIa va dWOOUV TTPOTEPAIOTNTA O€ £TTIBUUIEG. OAEG o1 TIBUIEG
€XOUV pia ouvapTnon €l0aywWYAG TToU gival KavovikoTroinuévn oto didotnua 0 - 100. H
0pdon TOU  OXETICeTal MPE TNV KAPTIUAN  ME TNV PEYAAUTEPN  XPENOINOTNTA
(kavovikoTroinuévn oTIG TINES O kal 1) ekTeAeiTal. H Xpnoiudtnta Tou UTTVOU (KAUTTUAN
sleep) augaveTal EKBETIKA, N XPNOIMOTNTA TNG A&IOTTOINONG EVEPYEIOG MEIVETAI YPAUUIKA
(KauTTUAN energy) Kal n Xpnoiuétnta Tng Treivag (KautmuAn hungry) €ival Tapouca TIg
TTEPIOCOTEPEG OTIVMEG, EKTOG KI av €xel AdN TTponynOei kK&TTol0 yeUpa. H opury utropei va
givar dla@opeTikh yia k&Be embBupia. H emOBupia tou Ba €xel 0 TTPAKTOPAS yid Va
KOINNBEi ptTopei va e€apTdral atrd TRV WPa TTou £XEl TTEPACEI atrd Tov TeAeuTaio UTTvo. H
OpPMN OXETICOPEVN HWE TN OTTATAAN TNG EVEPYEIAG PTTOPEI VO OXETICETAI PUE TV EKACTOTE
wpa PECA OTAV NUEPQ Kal avTioToIXa N OpuA YIa GaynTd UTTOPEI va OXETICETAI PE TNV
wpa TToU £XEl TTEPACEI ATTO TO TEAEUTAIO YEUUQ.

Comparing Desires

Eikéva 5: NMapaderypa Utility Al

MnynA: http://gamasutra.com

Eival atrAfj 010 oXed100WO KAl PTTOPEI VO XOPAKTNPIOTEN atTd dOUEG OE PUOIKI YAWOoOoQ,
KAvovTag €70l TTI0 €UKOAN T OUVEVVONON METALU TTPOYPAMMATIOTH - OXEDIOOTH
Bivreotraixvidiwy. Agv UTTApXEl AOYyOog ava@opds Opwv OTTWG oUVBETOI KOUBOoI, KOUBOoI
TTapaAAnAiag KATT. AtroTteAei Bépa oTo oTToio yivovtal ammodektd acageic 6pol (fuzzy
terms). Etriong €ival eUKOAQ eTTEKTACIUN TEXVIKR. OI Kavéveg BaBuoAdynong UTropouv va
TTpooTeBOUV o€ AdN UTTdpXouoa TEXVNTA vonuoouvn, augdvovTag £T01 TNV TTIOTOTNTA KAl
TN A&IToupyIKOTNTA Tou. EMITTPO0BETWG, N aTTAGTNTA OTO OXEBIAOUO KAl N EUKOAIQ PE TNV
OTTOIa €vag TTPAKTOPAG MTTOPEI va €TTEKTAOEI, PeIwvel OPaOTIKA TNV UTTapEn o@aAUdTwy
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(bugs) kai augavel Tnv TTapaywyikoTnTa. Me auTtdv Tov TPOTTO €ival EQIKTH N Augnon TG
TTOIOTATAG TNG TEXVNTIG VONUOOUVNG TTOU AVOTITUOCETAI, OQOU HEVEI TTEPIOCOTEPOG
XPOVOG vyia  avamTtuén MO TTOAUTTAOKNG TEXVNTAG VvONUOOUVNG ME  KOAUTEPN
ouuTTEPIPOPA. °

2.1.4 20ykpion Utility Al pe BT

Ta BT xapaktnpifovrar ammd pia Aoyikfi pory TTou WPTTOpEl va akoAouBnBei, evw o
TTPAKTOPAG Ba TTPETTEI VA €ival ApKETA avixveUOIPog (traceable) wg TTpOG TIG KIVIOEIG Kal
TIG TTPAEEIS Tou. Eival etmiong €@iktd va oxediaotouv TTOANG OIa@OpETIKA dEVTpa TA
OTTOia PTTOPOUV Va evwBouv o€ éva TEAIKO OEVTPO. Eyovog TTOU QUOIKA ETTIPEPEI TO
MEIOVEKTNUA TNG MEYAAUTEPNG ATTAITNONG OE XPOVO Kal oXediaon woTe va oTnbei 10
TENIKO peyAAo dévTpo.

To Utility dpa 110 £EUTTVO KOl ITTOPET VA QEPEI €IG TTEPAG TIG IDIEG EPYATIEG PE TTIO ATTAEG
MEBOBOUG TEXVNTAG vonuoouvng. O TPOTTOG TTou Opa PTTOPEI ETTIONG VA OAAAEEI OTTAG JE
TNV TPOTTOTTOINCN TWV TUTTWV TTOU XPNOCIYOTIOIE yIa va TTPOoCodlopicel TN XpNoIuoTnTd
Tou. To va BpeBouv dpwg oI ocwoToi TUTTOI €ival To o0 dUOKOAO €pyo oTo Utility kai
MTTOPEI va atTodeixTel TTOAU OUOKOAO VO TTPOCKOMIOTEI Mia CUMTTEPIPOPA TTOU TTPOCOOKEI
1 B€A&I O TTPOYPAUMATIOTHG.

Evdeikvutal ouvetmwg n xprion BT yia dnuioupyia ammAwy AuTOVOPWY TTPOKTOPWY UE
TTOAU TTPORAETTOMEVEG evEPYEIEG. 1A TTPAKTOPES TTIO PEOAIOTIKOUG TTOU MTTOPOUV va
XOPOKTNPIOTOUV Kal WG oKeTTTduevol, To Utility atroteAei pia kaAUTepn emiAoyn). ©

2.2 Xuykpion pe Aévrpa AtTropdoewyv

2.2.1 Aévrpa Atropdaocewyv (Decision Trees)

Ta DT atroteAouv yia atrod TI¢ Mo Bacikeg TexVikéG TN. H Baoikr diagopd Toug pe Ta BT
Eykermal (6TTwg UTTOBEIKVUETAI KAl aTTO TIG OVOPOCIEG TOUG) OTNV KEVTPIK QIAOCO®Ia TNG
KaBbe doung: Ta DT maipvouv atro@daoelg evwy Ta BT eAéyxouv ouutrepipopés. Kabe
atropacn TTapuévn atrd éva DT odnyei o€ KATTOIQ AVTIOTOIXN CUVETTEIA.

Ta BT kai ta DT €ivar duo diagopeTikég douég. Ta BT eival TTpocavatoAicpéva oTo
OTOXO KaI avTIOPAOTIKA, ETTOUEVWG apudlouV TTI0 TTOAU o€ OXEDIOONO TTPAKTOPWY Kal
ammopdoewyv o€ éva TepIBAAAov TTaixvidiou. Ta DT cival éva gpyaAeio KaAUTEPO yia TOV
OPICPO TWV TTPOdIAYPAPWY ATTOPACEWY TToU oTnpifovial OTn XPNOINOTNTA  MIAg
EVEPYEIOG YIa pia 0edouEvn KaTdoTaon.

AOGyw NG ammAdTNTAG TG SOUNAG Kal TNG OUVOXAG Toug, Ta DT atroteAouv pia TEXVIKA
€UKOAN oO¢ katavonon kal uAotroinon. Eival €@iktdé va ekTiunBouv kdbe @opd ol
XEIPOTEPEG, KOAUTEPEG KOl AVOUEVOUEVES TIMEG yIa DIAQOPETIKA oevapla. Ta DT emiong
gival eUEAIKTA WG TTPOG TOV CUVOUAOUO TOUG PE GAAEG DIAPOPETIKEG TEXVIKEG ATTOPACNG
Kal OI0BETOUV TNV eUuXEpEla BIaXEIpPIONG TOOO KATNYOPNUATIKWY, 000 Kal QpIOUNTIKWV
OEDONEVWV.

® Rasmussen, J. (2016, March 27). Gamasutra: Are Behavior Trees A Thing of The Past?

® Smith, D. (2014, May 31). Deven Smith Blod: Thoughts on Al: Utility and Behavior Trees.
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2¢ avtiBeon pe Ta DT, Ta BT dev maipvouv pévo atmmopdoelg, aAAd ToroBeToUv Kal o€
aAAnAouxia TIG evépyeleg TOu TTPAKTOPA. Eival 110 eUEAIKTA, OAOKANPWHEVA, AQOCIWPEVA
o€ évav okoTrd, diaicOnTikd Kal autévoua. ’

2.2.2 Aduvapieg Twv DT

Ta DT a&lohoyouvtal atré T pida £wg 10 QUAANO KABE @opd. MNa va Asitoupyroel éva DT
opBd, o1 kéuPol TTadId KABe KOPPOU yovéa TTPETTEI v AVATTAPIOTOUV OAEG TIG TTIBAVEG
ATTOPACEIG YIA TOV EKAOTOTE KOUPBO. Av évag KOUPOG PTTopEi va AGREl atTavTnon OTTwG

var’, “ox1”, “iowg”, TTpétrel va uttdpxouv TpeIg KOUPBol TTaidid, étrou 0 KABe KOUPBoG TTaidi
atroTeAEi avatmapdoTaon TG KABe mOavAg atrdvTnong.

O1 tagivounTég (classifiers) Twv DT opyavwvouv pia ogpid atrd dOKIYACTIKEG EPWTAOEIG
KAl ouvOnkeg péoa oc pia douny OEVTPOU. TNV €IKOVA 6 @aiveTal Eva TTapAdelypa evog
DT trou mrpoBAETTel av éva dtopo kAEBel. Méoa oTo DT, n pida Kal oI E0WTEPIKOI KOPBOI
TTepINapBavouv SOKINOOTIKEG CUVBNKES/ KPITHPIA YIA VO EEXWPIOOUV KATAXWPENROEIG TTOU
EXOoUV dIaopeTIKA XapakTnpIoTIKG. OAol o1 TEAIKOI KOUBOoI €xouv dia TIKETA “vai” A “Ox1”.

"y "X &
{\G@ {\"’-“a ¢00
o S
ECa. & &
L) L) < = x
Tid Refund Marital Taxable SP“”’”{J Attributes
Status Income Cheat o
1 |ves |single [125k |Ne » :
2 |No Married [100K  [No Refund !
3 |No Single |70k No ny wf’ v
4 |ves |Marmied |120K [No NO Marst
5 |No Divorced |95K Yes ‘ Single, Divorced w.arried
6 |No Married |60K No
7 |ves |Divorced [220k  |Mo Taxinc NO
8 |No Single |85k Yes < 80K \> 80K
‘
9 No Married |75K No NO YES
10 |No Single |90k Yes
Training Data Model: Decision Tree

Eikova 6: NMapadeiypa ta§ivounth DT

Mnyn: http://mines.humanoriented.com/

Av kai Ta DT €ival eOKoAa avayvwaoiua atrd Tov avepwTro Kal TTapoucidfouv atrAoTnTa
0€ Katavonon Kal uAotroinon, Xapaktneiovrial kal omrd apkeTég aduvapieg. Ol
UTTOAOYIOMOI PTTOPOUV VA Yivouv TTOAU TTOAUTTAOKOI, €I0IKA Qv QPKETEG TIMEG €ival
aBéBaieg N av k&tola atmoTeAéopaTa cival ouvoedepéva PETALU TOUG. ZTNV TTEPITITWON

" https://prezi.com/ez06I7 gejabs/copy-of-ai-decision-tree-behaviour-tree/
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TTOU KATTOI0 OEVTPO €ival o€ HeYAAO BaBud ocUvBETO, UTTOPEI va PNV Katagépel va Bpedei
oTn Béon piag opbg yevikeuong amd Ta dedopéva ektraideuong. &

To oevapio TG XeipIoTNG atrddoong evog dEVTIPOU CUUTTEPIPOPAS, £CAPTATAl OTTO TO
BAaBog Tou dEVTpoU. & KABE €KTEAEON KATTOIOU Oevapiou yiveTal TTavagioAdynon mng
d1adpoung amd Tn pifa TOUu OEVIpOU MEXPI TO TEAIKO QUANO TTOU TTEPIEXEl TN
OUUTTEPIPOPQ, £TOI WOTE VA PTACEI N EKTEAEDT OTO TEAIKO atTOTEAEOUA. AUTO QEPVEI oAV
aTroTEAEOUA  OUOKOAIEG  OTNV  UAOTTOINON  KATTOIWV  TTIO  OUVOETWV  ETTIAOYWV
OUUTTEPIPOPAG, TTOU HECO OTn YeVIKA amAdTnTa oxediaopou Twv DT  atmmogépel
TTpoBARuarTa. [21]

2.2.3Ymepoxn Twv BT o010 oXeS100U06 BIvTEOTTAIXVISIWV

Otav €xoupe va kdavoupe pe DT, oAOkAnpo TO dévipo agloloyeitar  OTTwg
TTpoavaPEPBNKE ATTd Tov KOPPO TNG Piag £wg TOV KOUPBO TOu QUAAOU WOTE va UTTAPXEI
QTTOTEAECUA, ETTOMEVWG N eKTEAEON Oev gival Baoiopévn o€ pia dedopévn KatdoTaon.
AvTIBETWG, 6oov agopd Ta BT, n ekTEAEON €ival AppNKTA cUVOEDEPEVN PE TNV KATAOTOON
oTnNV oTToia BPIOKETAI O TTPAKTOPAG AVAPOPIKA PE TO BEVTPO.

To yeyovog TTwG n ocuptepipopd oc €va BT dev aglohoyeital amd 1n pia o€ KAOe
avavéwon, e€ivalr n kopia diagopotroinory Tou amd éva DT. 'Etor éva BT dev
XOPAKTNPICETal  aTTO  @TWYN UTTOOTAPIEN  YyIa  €KTEAEONn KAl TTapakoAouBnon
CUUTTEPIPOPWY KATA TNV TTAP0od0o Tou Xpovou. lNa trapddeiyua, av yivel emravagopd
(reset) evog BT, 101E TUTTIKA 01 KOPPBOI akoAouBiwy Ba eTTavagépovtal KABe Qopd.

2.3 ZXuothpara Zxediaopou (Planners)

‘Eva ouoTnua oXediaopou oTnV TEXVNTA vonuoouvn yia BIVTEOTTAIXVidIA, XPNOIKOTToIEITal
yla va dnuioupynoel pia akoAouBia atrd OTOIXEIWOEIG EVEPYEIEG VIO v OAOKANpwOEi
KATTOI0G OTOX0G, O OX€0n ME T doBtgioca KATAOTAON TOU TPEXOVTOG KOOPou (world).
AuTr n akoAouBia evepyelwv ovopaletal oxEdio (plan). To cuoTnua oxedlaopou diaTnpei
éva povtéAo Tng Katdotaong Tou kOopou (world model), pia cuAloyr atmd OAeg TIG
OTOIXEIWDEIG eVEPYEIEG OIOBECIPEG OE évav TTPAKTOPA, KAl £vAV EUPETIKO UNXAVIOWO yid
oT1oxo (goal heuristic). To poviéAo TNnNG KatdoTaonG Tou KOOHUOU TTEPIEXEI O,TI
TTANPO@oOpia XPEIAZETAI O EUPETIKOG UNXAVIOHOG OXETIKA PE TOV KOOUO. MNa Tapddeiyua,
Mia katdoTaon Tou KOOWOU WTTOpEl va TrepIAapPBavel pia Aiota pe OAoug Toug
d1aBéaipoug exBpoug (TTpdkTopeg N PN) Kai Ta emieda TNG (wNAS Toug. To ouoTnua
oxedlaouou katahaBaivel TTWG KABe evépyela dpa TTAVW OTNV TPEXOUOA KATAOTOON TOU
KOOUOU Kal TTWG KABe oxédio dpa Tavw TnG. Na mapddeyua, yia dpdon “KAwToIAS”
(kick) kdaver {nuid otov avtittado av gival o€ KoOvTivip ammoéoTacn, evw udia dpdon
“@AuaTog” (jump) eEpvel ToV TTPAKTOPA TTIO KOVTA OTOV £X0P0.

O €upeTIKOG PNXAVIOPOG Tou OTOXOU aglohoyei €va doBEv oxédio atmd To TTOCO TTOAU
OUUBA&AAel oTnv eTTiTeugn TOU OTOXOU TOU. 2TO idI0 TTOPAdEIYUA, €vag EUPETIKOG
MNXavIoPOG diapdaxns (combat) Ba £€dive uwnAd BaBud afloAdynong o€ Eva ox€DIO TTou
Ba cixe wg ammoTéAeopa TNV TTPOKANCN CnUIAG o€ exBpouc. ETTouévwg, av o TTpdkTopag
gival kKovtd oe évav exBpo, €va oxedio uwnAng afloAdynong utropei va TrepIAauBavel

8 http://mines.humanoriented.com/classes/2010/fall/csci568/portfolio_exports/Iguo/decisionTree.html
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atTAG Kal pévo pia dpdon KAWTOoIAG. Av dPwG 0 TTPAKTOPAG Eival APKETA PHAKPIA aTTod Tov
eX6p6 kal n Opdon KAWTOIAG dev PTTOPEl va TTPOKOAEoEl {nuiId, To TTAGvo Ba AdRel
XaunAn agioAdynon. ANG av yivel TTpooBnkn piag dpdong GAPaTOg TTPIV TH OpAcn TNG
KAWTOIAG, 0 TTPAKTOPAG Ba PTTopEi va KIvNBEi €TTIOETIKA Kal va TTPOKAAETEl CnUIG OTOV
exX0p0, €va oxédio TTou Ba gixe uwnAn agioAdynon. Me 6Aa autd Ta KoppdaTia diabéoiua,
TO oUOTNUO OXedIAOPOU WUTTOPEI va dnuioupynoel oxEdIa TTOU UTTOPOUV va ETTITUXOUV
uwnAou emirédou oTOXOUG OUVAUIKA, aveEdpTnTa aTTd TNV TPEXOUCO KATAOTACN TOU
KOOGMOU.

{" = Self state A / T \' r
{ = Enemy states | | |(~T/L_l'-] L o ”'Lth'l-L]Ll;-iPUﬂD—E.D]
| » (Ohject states 'x\ i 5 ]
| Threat states - [ump }'\R1ij i Lrn:L]:::n F{:E-_ ]
Ill't. * Etc. I'-\_F.-'I JOf;
World State Actions Goal Heuristic
/f ]7/-_‘.\/;_‘\\ / [ Resultant -n".
Iy J/-J{:EGLIL Jump| Punch —..1 World | EEEEEEEE— .
[ Current ' | Il\x }\__ }\__ \ State I./P \'.
I \ I == | Plan |
World | Current Goal "h\__ /-’.
| State | | . A Heuristic N\—"/'Jl
v WA /F :?/ { Resultant [ __/.
VN {Jump| Kick |—-JI World | 4 o
\ B gl State | | —
Planning Algorithm

Eikéva 7: NMapddeiypa CUCTAPATOG OXESIACHOU

MnynA: http://www.gameaipro.com/

Evw n euelifia Twv ouoTnUATWyY OXeSIAOUOU gival £€va PEYAAO TTAEOVEKTNHA, UTTOPEI va
gival etTiong Kal éva €€icou HEYANO PEIOVEKTNUA. ZUXVd, Ol OXEDIAOTEG BEAOUV va €xouv
TTEPIOTOTEPO EAEYXO TTAVW OTNV AKOAOUBIO TwV EVEPYEIWV TTOU £VAG TTPAKTOPAG WTTOPEI
va ekTeAéoel. Evw  cival Bgpitd o TrpdkTopag va  uptropei va  KAvel éva  GAPa
akoAouBoupevo ammd pia KAwTold amd povog Tou, Ba PITopoucE OUWG Kal va
onuioupyAoel o akoAouBia atmd ToAAammA& ouvamTtd dAupata. Autd oTrdel Tnv
weudaioBnon Tng vonuoouvng TTou o TTPAKTopag Ba £TTpette va Trapdyel. YTrdpxouv
TEXVIKEG VIO va aTTOQEUXO0oUV TéToIa aveTmiOUuNTa oxEOIa, aAAd gival SBUCKOAO va yivel
TTPORAEYN OAWV TwV TTEPITITWOEWYV OTTOU To ouoTnua oXedlaouou &¢ Ba avtidpdoel
0pBd& | o€ ETAPKWGS MIKPO XPOVo. KATI TETOIO TTPOKOAEI ATTOOTPOPH TTPOG TA CUCTAMATA
OXeOIAOPOU €K MEPOUG TwV OXEOIAOTWY KAl TTPOYPAUMATIOTWY, €£QOCOV Ol idlol
EMOUPOUV TTEPICOOTEPO £AEYXO TTAVW OTN CUPTTEPIPOPA TWwV XOPOKTAPWY TTOU
QVATITUOOOUV.

AUTOG gival 0 KAAOIKOG cuuBIBacudg TTou o1 oXeSIA0TEG KAl TTIPOYPAUMOTIOTEG TEXVNTAS
vonpoouvNnNg avTINETWTTICOUV ETTi hovipgou BAcewd: n €mmAoyn avdueoa o€ pia TTARPwS
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oxedlaouévn (eUBpaucTn) TEXVNTA vonuoouvn TTou TTapExouv Ta BT kal TNV TTARpWG
auTtévoun (atrPORAETITN) TEXVNTI VONUOOUVN TTOU TTAPEXOUV TA CUCTAMATA OXEDIAOUOU.
MNa va d06¢i pia Auon o€ autd TO @AIVOPEVIKA OUIKNG uttéoTaong CATNUA, €Xouv

avatrtuxBei uhotroinoelig BT kal ouoTnudTwy oXedlaouou, OTTwG 1o UBpPIdIKG cuoTnua
BT kai Planners. [22]
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3. APXITEKTONIKH BEHAVIOR TREES

3.1 Tevikni Mepiypan

Ta BT cival €vag TpOTTOG €AEYXOU TNG PONG eKTEAECEWV O€ £vav TTPAKTOPA, 1BIAITEPA
oTav  €xoupe va KAvoupe pe  amo@doelg. Mia  Tutmikrp  uAotroinon evog BT
oupTtrepiAauBaver pia pia (root) TTou €ival TO CNWPEIO €I0aywYnG YIa TNV por EKTEAEONG.
“YoTtepa n piCa odnyeital ota KAadIG Tou OEVTPOU TTou gival ouvBeTol kOuPol (composite
nodes) eite kK6uPol diakoounTég (decorator nodes). TéAOG, Ta atToTEAéOPATA ATTO KABE
OUVONAKN TTOU TTEPIEXOUV auToi oI KOOI, 0dnyouv ot epyaoies (tasks) mou apydtepa Ba
avaAuBouv wg koupol @UAAa (leaf nodes). H avadpopikr) doury Tou BT emiTpétrel Tnv
avadPOUIKA TTPOCOUOIWON CUVOETWY CUUTTEPIPOPWIV.

Emiong onuavtikoi yia Tnv ekTéAeon kai €¢ENIEn evog BT eival kal ol paupoTrivakeg
(blackboards) tou emTpéTTouv oto BT va €éxel mpooPacn oe OlapoIpalOPEVES
METORBANTEG Kau dedopPEva e EUKOAIQ.

3.2 Eventloop

‘Eva event loop (Bpdxog cupBavtwy), atmoTeAel pia kataokeun yéoa o€ éva TTPOYPANUa
TTOU eKTEAEI AeiIToupyia eAéyxou Kal ammOOTOAAG CUMPBAVIWY TToUu akoAouBouv pia
ouvOnkn ekkivnong. Opilovtal ocuvapTAoelg emmavdkAnong (callback functions) TTou
KaAoUvTal avd opIopEVa BIACTAKATA i KOTA TNV IKAVOTToiNon YIoG OuvOnKng.

Ta BT pmropouv va diaBéoouv éva Eexwpliotd React Tree (dévtpo avTidpaong) mmou Ba
ekTeAeiTal otroTe yivetal Afwn evog event. To RT &1aB€tel Aoyikr) TTOU aTTOOTEAAEl TO
event emAéyovrag TNV KATAAANAN avTtidpaon. ZNPEIWVETAI TTWS AUTO TO UTTOBEVOPO
eKTEAEITAl TTAPAAANAG pE TNV KUPIO CUUTTEPIPOPA KAl QTTAITEI OECHPEUTEG TTOPWV
(resource allocators) woTe va e€ac@alioTei n PN UTTapEn ouykpouoewv. [21] AuToi ol
OEONEUTEG TTOPWY BonBouv OTNV aTTOPUYR EPPAVIONG PN PECAICTIKWY CUUTTEPIPOPUWV
atmd TNV TTAPAAANAN ekTéAeon KOPPBwv evog BT. H o amAf pop@r evog TETOIOU
OeopeUTH UTTOPEi va gival éva ouoTnua eEuttnPEéTNONG YE oeipd TTpotepaidTnTag (first-
come-first-served system). °

3.3 XapaktnpioTikd Twv BT k6upwv

O1 képBor evog BT ptmmopouv va KatnyopiotroinBouv oUPewva Pe Tpia TTpoTuTIa:
ouvleTog (composite), dlakoounT (decorator) kal @UAAO (leaf). KdBe popory koupou
UTTOKEITAI O€ éva aTTO Ta TPIa AUTA TTPOTUTTA. 2TNV €IKOVA 8 QaiveTal Wia YEVIKN Hop®n
€VOG UTTOdEVOpPOU BT.

® Champandard, J. (2007, July 11). AiGameDev: Using Resource Allocators to Synchronize

Behaviors.
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Composite

y

Leaf Decorator Leaf

Y

Leaf

Eikéva 8: Mapdadeiypa yevikng dopng utrdédevdpou evog BT

MnyA: http://gamasutra.com

3.3.1Z0vBero1 Kéupor (Composite Nodes)

‘Evag oUvBeTOG KOUPBOG PTTOPE Va €xEl €va A TTEpIocdTEPa TTaIdIA. Agv diaTiBeTal KATToI
OUYKeKpPIPEVN TTpooTTéAaon Twv child nodes Tou, kKaBoTI autd TTpoodiopileTal aTmd TNV
idla TN @uon Tou KOuPou. Av o composite node €xel yovéa, Ba Tou oOTeiAEl PuAvVUUQ
EMTUXIAG 1 OTTOTUXIOG a@oU eKTEAEOTOUV Ta TTAIBIA TOU, VW KATA TN OIAPKEIA TNG
EKTEAEONG QUTWV ETTIOTPEPEI TTAVTA PAVUMQ “O€ ekTéEAEON”.

Mrtropei va avaAuBei o€ UTTOKATNYOPIEG, OI TTIO OUXVEG €K TWV OTTOIWV Eival:

® KopBog akoAouBiag (Sequence Node): n ektéAeon otoug child nodes yivetai
akoAouBiaokd. Av oTToladnTToTE OTIYMN edgavioTei uvupa failure, autépara kai
OAoG¢ 0 sequence node emoTpé@el pAvupa failure. Av kai 1o TeAguTaio TTaudi
EMOTPEYEI PAVUPA success, TOTE 0 sequence node €TTIOTPEPEI KI AQUTOG PvUpa
success. 'Eva mapddeiypa k6uBou akoAouBiag gaivetal otnv ikova 9.

Sequence
Wallk to Door Qpen Doar Walk through Daoar Close Door

Eikéva 9: Mapadeiypa k6ppou akoAoubiag

MnynA: http://gamasutra.com
O1 evépyeleg ekTeAouvtal oOeIplakd, OnNAadr pe @opd atmmd apIoTEPA TTPOG T
aploTePd. Av £€0TW Kal £vag KOUBOG ETTIOTPEWEI UAVUPA ATTOTUXIOG, TOTE O KOUBOG
OKOAOUBIOG ETTIOTPEPEI KI QUTOG PAVUMA ETTITUXIAG, dnAadr o TTpdkTopag dev Ba
TTpoxwpnoel péoa amd tnv mopta. O weudokwdikag (pseudocode) yia KOURO
akoAouBiag pe N kOuBoug TTaidid Xl TN Hop@r) oTo oXAMA 1.
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for 1 =1 to MN:

state = Tick{child[i]}

if state I= SUCCESS:

return state

return SUCCESS

ZxAua 1: Yeudokwdikag
K6upou akoAouBiag BT

Mnyn: http://guineashots.com/

o KouBog diaAéktng (Selector Node): av otroloodntote ek Twv child nodes
ETMOTPEWYEI YAVUUA success, TOTE O selector node €TMOTPEPEI KI QUTOG PAVUUQ
success, Xwpig va rpoaTtreAdoel Ta (Tuxov) uttoAoitrovia TTaidid Tou. H ypa@Ikn
avatrapacTacn &vog kKOuPou OIaAEKTN @diveTal otnv e€ikova 10 pe Bdon T0
TTPONYOUNEVO TTAPADEIYHA.

Sequence

Wallcto Door Selector Wallc through Doar Close Doaor

£ v

Qpen Door Sequence Smash Door

PN

Linlock Doaor Cpen Door

Eikova 10: Mapdadeiypa KOPBoU SI0AEKTN

MnynA: http://gamasutra.com
O TpdakTOopag £xel TNV €TMAoyn av d&l KATTola TTOPTA va SIaAEEEl €iTe va va Tnv
avoiel, €ite va TNV geKAEIdWOEI KAl PJETA va TNV avoigel (o€ TTEPITITWON TTOU N
TTPWTN €TMAOYN aT1ToTUXEl), 1 va TN oTrdoel. OuoIaoTIKA O TTPONYyoUNEVOS KOUPBOG
“‘Open Door” avTikaTaoTdtnke Pe TTEPIOCOTEPEG ETTIAOYEG yia Tov TTpdkTopa. O
WeudoKWAIKAG yIa Evav KOPPO OIaAEKTN diveTal OTO OXNUa 2.
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for i =1 to N:

state = Tick(child[il)

if state != FAILURE:

return state

return FAILURE

ZxAua 2: Yeudokwdikag
KOUBou SiaAéktn BT

MnynA: http://guineashots.com/

o Koupog tuxaiou diaAéktn (Random Selector Node): pia atrAr} TrTapaAAayr Tou
KOUPoU OIGAEKTN TTOU UTTOPEI va KAvEl évav TTPAKTOPA TTIO evOIOPEPOVTA Kal
OIaQOPETIKO. Evw 0 KAAOIKOG OIOAEKTNG eKTEAEI KABE €va atmd Ta TTaidId Tou o€
auoTtnpen oecIpd TTou €Xel oploTei atrd Tov OXeDIOOTH apXIKA, autl €dw n
TTapaAAayr} auTou Tou KOUPBouU ekTeAET Ta TTaIdIG O€ TuXaia OeIpd.

o Koéupog Tuxaiag akoAoubBiag (Random Sequence Node): opoiwg pe Tov KOPBO
Tuxaiou OIaAEKTN, évag KOPPOG Tuxaiag akoAouBiag ekteAei Ta TTadIG TOU ME
TUXaia O€Ip@ Kal OXI OEIPIOKA OTTWG £vag KavovIKOG KOPPBog akoAoubiag.

e Koppog mrapaAAnAiag (Parallel Node): yiveral Tautdxpovn ekTéAeon OAwv Twv
child nodes Tou KaI ETMIOTPEPEI YAVUPA SUCCESS AV £XEI ETTIOTPEWEI SUCCESS O
apIBUOG Twv TTAIdIWY TOU TIOU £XOUV ETTIOTPEWEl PE T OEIPA TOUG MAVUUA
success, EpOooV OUWGS 0 apIBUOS auTdg eival HeEYaAUTEPOG aTTO pia oTaBepd S
(kaTWEAI etTITUXiaG) opiopévn o€ KABe parallel node. Opoiwg eTTIOTPEPEI Prvupa
failure av o apiBuog Twv TTadIV Pe uAvupa failure eival peyaAuTtepog atmd pia
avTioToixn otafepd F (Katw@Al atrotuxiag). H ouoiacTik) cuptTeEpIpopd auTou
TOU KOUBOU €¢apTatal atrd TNV TTOAITIKI) TOU:

o Sequence policy: otnv akoAouBioky TONITIKA, 0 KOuPBog TrapaAAnAiag
QTTOTUYXAVEI av €0TW Kal €va TTaidi atroTuxel. Av OAa T1a TTaIdId ETTITUXOUV,
TOTE QUTOG O KOUPOG eTTITUYXAVEL. ATTOTEAEI TNV TTIO GUXVI] TTOAITIKN.

o Selector policy: oTn OIOAEKTIKI TTOAITIKF, 0 KOUBOC TTapaAAnAiag €mTUyXAvEl
av €0Tw Kal €va Taidi €mMOTPEWYEl PAVUPA €MITUXIag, av OAa Ta TTaidid
QTTOTUXOUV TOTE ATTOTUYXAVEI KOl O KOUBOG.

‘Eva evOEIKTIKO TTapadelyua yia Koo mapaAAnAiag, ival To TrTapadelyua evog £EUTTVOU
OTIITIOU, TTOU OTTOTE AVIXVEUEI avBpwTTIvn TTapoucia (YEYovog TToU TTPOKUTITEI aTTd TNV
EKTEAEON TOU apyIkoU kKOuBou akoAouBiag), avdfel Ta QwTa Kal TTapdAAnAa Traidel
MOUOIKA (€IKOvVa 11).
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Someone in —_—

the Room? >
Turn On .
the Lights Play Music

Eikéva 11: Mapdadeiypa k6uou apaAAndiag

Mnyn: http://guineashots.com/
O weudokwdikag yia Tov KOPPBo TTapalAnAiag @aivetal oto oxnua 3.

for i =1 to N:

state_1 = Tick{child[i])

if nSucc{state)} = 5:
return SUCCESS

else if nFail{state) == F:
return FAILURE

else
return RUMNING

Zyxnua 3: Weudokwdikag KOURou
mrapaAAnAiag BT

MnynA: http://guineashots.com/

3.3.2KéuBoi1 ®UAAa (Leaf Nodes)

‘Evag T€T010G KOPPBOG atroTeAei TO BacIkO BepeNiakd oToixeio evog BT. Aev éxouv child
nodes Kal €mMOTPEPOUV Ta idla unvupaTta OTTwG KABe kéuPog BT (success, failure,
running). Mtropoupe va Ta diaxwpiocoupe o€ dUO KATNYOpPIiEG, TOUG KOUPBOUG QUAAa
“‘ouvOnkeg” (condition leaf nodes) kal Toug kKOUBouc QUAAa “evépyeliec” (action leaf
nodes). [8]

Condition leaf: 'Evag condition leaf node avaAaupavel 61rwg TpocdlopileTal Kal atrd TRV
ovopagia Tou, va €AEYEEl TNV IKAVOTTOINON 1 PN Miag ouvlnikng, e TNV TTpoUTTé08eon OTI
0100€Tel pia ETABANT WG OTOXO 1 KATTOIA €0WTEPIKN METABANTA, KABWG Kal éva
KPITAPIO OTO oTToio Ba BacioTei N atrd@acn. AuToi oI KOUBOoI dev ETTIOTPEPOUV running,
TTapd povo success 1 failure. MtTopouUue 1m0 atmAd €TTOPEVWG, VA BEwPOUPE TTWG Evag
KOUPOG UAAOU OuVONKNG, avaTTaPIOTATAl WG Mia EPUITNON TTOU PTTOPEI va atravtnoei
MOVO g val ] Oxl.
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Someone in
the Room?

Missile Near?

Eikéva 12: Mapdadeiypa kKOppou @UAAou
ouvOAKNng

Mnyn: http://guineashots.com/

Action leaf: 'Evag action leaf node ekTeAei uTTOAOYIONOUG yia va aAAGEel Tnv KaTdoTaon
oTnv oTtroia PBpioketal o TpAkTopag (agent). To Troieg evépyeleg Ba uAlotroinBouv
eCaptdral amrd TN GUON TOU TTPAKTOPA, OEV UTTOKEIVTAI dSNAAdK O€ KATTOI0O OUYKEKPIUEVO
TTPOTUTTO. 'EVag TETOI0G KOUPOG £xEl TOOO £0WTEPIKI OO0 KAl EEWTEPIKY) dPACT), UTTOPEI
yla TTapadelypa va odnyei o€ kKatolieg aAlayég Tou TrepIBAAAOVTOG Tou TTaixvidlou (game
environment) wg amToTéAeopa Twv aAAaywyv TTou UTTECTN 0 agent, aAAG uTTOpE €TTIONG
va avaAdBel Tnv atmmoBAkeuon apxeiwv i TNV aAAayry EOCWTEPIKWY PETABANTWY. Av n
evépyela (action) oAokAnpwbOei, 10TE 0 KOPPOG ETTIOTPEPEI SUCCESS. 2TV QVTIBETN
TepiTrTwon emoTpéel failure, evid katd Tn dIAPKeIa EKTEAEOTC TOU €MIOTPEPEI running. ™

Turn On :
the Lights Play Music
Turn Off Evasive
Engines Maneuvre

Eikéva 13: Mapdadeiypa k6uou @UAAou

evépyelag

MnynA: http://guineashots.com/

MNa tTapddelyya, PITOPOUUE VA OPICOUNE Hia CUMTTEPIPOPA N oTroia Ba UAoTTolEl Tn
dpdon “améoTrace xpruaTa amd Tov Taiktn”. AuTtr) N dpdon UTTopEi va atroouvTedei o€
dU0 KOUBOoUG QUAAQ, 0 évag Ba eival KOuBog ouvlnkng Kal o AANog KOPPBog evépyelag. O
KOUPOG ouvBnkng Ba eAéyxel av O TTaIiKTNG OI0BETEl ETTAPKN XPHMATA Kal 0 KOOGS
evépyelag Ba ekteAei Tn dladikacia atrdoTTaoNG Toug (av autd uttdpxouv). H ypa@ikn
avaTTapaoTacn Tou TTapadeiypatog gaiveTal oTnv IKova 14.

'% hitp://guineashots.com/2014/08/10/an-introduction-to-behavior-trees-part-2/
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| Deduct Player Comdition
L Pt oney ‘
e T o Aoticm
.-"-'. i
Check player's money » 0 Deduct money from Pl

Eikéva 14: NMapddeiypa cuptrepipopds ue Koo

OUVONKNG Kal EVEPYEING

Mnyn: http://www.doc.ic.ac.uk/

3.3.3KoépBoi Alakoopuntég (Decorator Nodes)

2¢ avtibeon pe Toug composite nodes, auTtoi o1 KOPPBOI PUTTOPOUV Va €XOUV POVO évav
child node. H Asitoupyia Toug £ykelTal €iTe OTNV AvaoTpoO@r] TOU ATTOTEAECPATOG TTOU
emoTpéPel o child node, eite va TeppaTtiCouv Tn AeIToupyia Tou, €iTe va eravaAdBouyv Tnv
EKTEAEOT TOU.

Mtropei va avaAuBei kal autd 10O €i00C 0€ UTTOKATNYOPIES, Ol TTI0O OUXVEG €K TWV OTTOIWV
givat:

® AvaoTtpo@éag (Inverter): avacTpé@ouv TO ATTOTEAECOUA TTOU €TTEOTPEWE O child
node Kal oTéAvouv TO VEO Privupa otov parent node. lNa tTapddeiyua, €0Tw OTI
EXOUNE TO TTPORANPA TNG €IKOVAG 15 TTOU KOAEITAI VA QVTIMETWTTIOEI O TTPAKTOPAG.

Sequence
Am | Hungry? Do | Have Food? Mo Enemies Around Eat Food

Eikéva 15: NMapddeiyya cuptrepipopdg

MnyA: http://gamasutra.com

O képBog “No Enemies Around” ptropei va avtikaraotaBei pe évav KOuPo
QVTIOTPOPEQ OTTWG PAiVETAI OTNV EIKOVA 16.
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Sequence

N

Am | Hungry? Do | Have Food? Inverter Eat Food

v

Enemies Around

Eikéva 16: Mapddeiypa cuptTEPIPOPAS HE KOUBO avTIoTpOoPEd

MnynA: http://gamasutra.com

O weudoKwaAIKAG yia TOV KOUBO avTIOTPOPEA QaiveTal OTO OXAMG 4.

state = Tick({child)

if stote == SUCCESS:
return FAILURE

else if state == FAILURE:
return SUCCESS

alse

return state

ZyxAua 4: YeudokwdIKag yia TOV

KOuBo avrioTpo@éa BT

Mnyn: http://guineashots.com/

® Emituyxdvwyv (Succeeder): avecdptnta amd 10 prvupa €moTpo@ng Tou child
node, €mMOTPEPOUV OTOV parent node TTAvVTa PAVUUG SUCCESS.

state = Tick{child)

return SUCCESS

ZxAua 5: Yeudokwdikag yia
TOV €mITUYXdvovTa KOufo BT

Mnyn:
http://guineashots.com/
® EmravaAnTmrtikdg (Repeater): eravahaupavel Tnv ektéAeon Ttou child node évav
TTPOKABOPIoUEVO apPIBUO POPWV.
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while J < M:
state = Tick{child)
if state '= SUCCESS and state 1= FAILURE:

return state

return SUCCESS

ZxAua 6: YeudokwdIKAG YIa TOV ETTAVAANTITIKO
K6upo BT

MnynA: http://guineashots.com/

® EmravaAnmTikog €éwg amortuxiag (Repeat Until Fail): 6mmwg utrodeikvuel 10
Ovopa, auTtdég o TUTTOG KOUBouU etTavaAaupavel Tnv ekTéAeon Tou child node péxpl
auTd va emmoTpEWel v TEAEI uAvuua failure, WOoTE PETETTEITA va TTEPACTEI UAVUNQ
success oTov parent node.

repedt
state = Tick{child)
if state != SUCCESS and stote != FAILURE:

return state
until state = FAILURE

return SUCCESS
ZxAua 7: WeuSoKWSIKAG YIa TOV ETAVAANTITIKO éWg

atrotuyiag k6upo BT

MnynA: http://guineashots.com/

3.3.31 Lookup Decorator - Mia 181aitepn TEPITITWON

ATTO TNV TTEPIYPAQPN TWV KOUPWV BIAKOOUNTWY, £va agIOTTPOCEKTO ONUEio gival OTI évag
KOuPog diakoounTtAg Oev gu@avidetal TOTE WG KOPBOS QUAANO evog BT, agou n
AgIToupyia Toug eCapTATAl KAT OUCiaVv OTIG EVEPYEIEG TWV KOPPWYV TTAIDIWY TOUG. YTTAPXEI
OuwWG évag KOUPBOG SlaKOOUNTAG TToU eu@avileTal TTAVTA WS KOPPOS QUAAO, Kal auTog
eival o AlakoountAg AvaZitnong (Lookup Decorator i aAAiwwg Lookups).
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O1  Lookups emixeipouv va aug¢ioouv Tn OopocToixeiwon (modularity) kai
emavaypnoigotoinon  Twv BT, waxvoviag ouykekpiyéva épya  (tasks) utro-
CUMTTEPIPOPWY, VT va Ta avaPEPOUV pnTa YECa OTO OEVTPO.

MNa mapddeypa, otnv €IkOva 17 @aAiveTal n €IKOVIKI avaTTapdoTach diag TETOIAG
KATAOTAONG, TTOU TTEPIYPAPElI TN CUPTTEPIPOPA €VOG TTPAKTOPA O€ £va TTaIXVidl OTTOU
oxedladel va TotroBeTAOEI KTipIa (structures) o€ évav d00év xapTn.

Segquence: Place Structures

# %

Fick Structure Iype to place

1 Plck Structure Iype to placs

Eikéva 17: Mapddelypa cuptrEPIPOPAS TOTTOBETNONG KTIpiou

MnyA: http://www.doc.ic.ac.uk/

H oupTtrepipopd TTaipvel Tn popen kKOuPou akoAoubiag (Sequence). MNpwTa €TTIAEYETAI O
TUTTOG TOU KTIpiou TTpog TotroBéTnon (Pick Structure Type to place), £Teira ammogaacieTal
n TotTroBecia TTou auTtd Ba ToTToBETNOEI, eV TEANIKGA O TTPAKTOPAC TOTTOBETEN TO KTiplo. Ta
TTpWTa dU0 £pya TrepIAapBdvouv kKouBoug diaAexTéc (Selectors), kabwg duvartal va
oXedIOOTEl O TIPAKTOPOG ME TETOIO TPOTTIO WOTE VA €XEl OIAPOPETIKEG UAOTTOINOEIG
avaAoya Tov TUTTOU TOU KTIpiou TTou KaAEiTal va ToTroBetrioel. Mia EUPETIKI) oUPQWVA UE
TO TTANB0OG TwV dIABECINWY KTNPiIWV KABE KaTnyopiag Ba kabdpile TNV TTpwTN ETTIAOYH.
Ouoiwg yia Tn deUTePN ATTOPACT TTOU €XEl va AABEl O TTPAKTOPAG, JTTOPEI VO ATTOPACIOEl
TO HEPOG OTTOU Ba TOTTOBETAOEI TO KTipIO avAAoya Pe To av Ba gival Kovid oe BaAaocaivi
TTEPIOXT], KOVTA 0€ TTOAN ] KOVTA o€ GAAQ KTipla.

H 10€a €ival va OUOYXETIOTOUV AUTEG Ol OIOQPOPETIKEG UAOTTOINCEISC O€ €vav Trivaka
ava¢ntnong (lookup table), opadotroinuéva atmd 1o uwnAou eTTITTEDOU £PYO TTOU aUTA
EMTUYXAVOUV, Kal va YiveEl avTIKATAOTOON TwV KOUBWV TTaidiwv TnG KUpIag akoAouBiag
(Sequence) pe Lookups, 61Twg @aivetal oto oxnua 18.
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Pick Structure To Place
Emckmghes:ﬂemammg
El?uci-a Lowest Remaining
'Pick Randomly

Pick Leocation To Place

-Pi-:lf Location "\iear E.ea Sequence: Place Structures

:I:'Iﬂ" Location '\:Par Cities

EI:'ICK Randomiby

- ——

e

-
1. Pick Btructure Type to place - Pick location to place 3. Flace Structure

Eikéva 18: Xprion Lookup yia S10uép@wacn CUUTTEPIPOPAS

MnyAR: http://www.doc.ic.ac.uk/

OpaodoTToIWVTAG AUTEG TIG UAOTTOINOEIG O€ Wia IEpapyia TTIVAKWY, 0dNyOUUAOoTE TTPOG MId
IEPAPXIKA  OAPXITEKTOVIKI) TTpocavatoAiopévn oto oToxo (hierarchical goal-oriented
architecture). Autd Ta ugnAou eTTITTEQOU £pya PTTOPOUV VA QAVTIMETWTTIOTOUV KAl WG
uynAou emtrédou oTdxol, TTou To BT B€Ael ev TéEAEl va OAOKANPWOEL, ETTITUYXAVOVTAG TO
MEOW QTTOOUVOECHG TOUG O€ MIKPOTEPOUG UTTO-OTOXOUG. AUTH N TTPOCEYYIoN PTTOPEI va
gmmonuoTtroinBei e TN BewpnTik PeBodoAoyia Tou OXeSIAOPOU ETTIKEVIPWHEVOU OTN
oupTtrepipopd (Behavior Oriented Design).

3.3.3.2 XIxedlaopog Emikevrpwpévog otn Zuptrepipopd (Behavior Oriented
Design)

O BOD (Joanna Bryson) cival pia peBodoAoyia avatrtugng 1mou OToxXEUEl 0TO OXEOIAOUO
KAl TNV KOTAOKEUN TTARPWV TTOAUTTAOKWYV TTPaKTOpWYV (complete complex agents - CCA)
oe TAaiolo dopooToixeiwv [17]. H peBodoloyia autry artroteAei PeAtiwon mavw o€
UTTAPXOUOEG APXITEKTOVIKEG Yia auToug Toug CCA.

To 1o evdia@épov oToixeio Tou BOD eival n uwnAr avtioToixia pye ta BT, yeyovog 1Tou
divetan Tn duvarotnta oxedlaopou BT 10U €ival IKava va eKTEAEOOUV TTAPOUOIOUG
TUTTOUC avTIOPACTIKOU oXedlaouou (reactive planning), 0TTwg emitpétrel kai o BOD. "

3.3.3.2.1 AvTI8paoTIKOG Zxedlaopog (Reactive Planning)

O oxedlaoudg (Planning) repiAauBdavel Tov opiopd TG akoAouBiag yeyovoTwy TTou Ba
atroTeAéOOUV TNV OAOKANPwOn €vog OTOXOoU. TTOANEC aTTd QUTEG TIG EVEPYEIEG Egival
ouvnBwG €v OUVAMEI EKTEAECINEG O OXEON ME Mia karaoTtaon f éva cupPBav, av kai
MTTOPEI va PNV €ival AOYIKA 1) QUOIKA dUVATO YIA QUTEG VA EKTEAEOTOUV Padi.

MPOKUTITEI ETTOUEVWG N ATTAITNON TNG PNTAS OUYKEKPIPEVOTTOINONG TWV CUVBNKWY, YIa
TNV oTmroia uTTopei n KABe evépyela va ek@PAeTal, TTOU E€ival n TTEPITITWON TNG
QPXITEKTOVIKNG UTTaYWYAS (subsumption architecture) kai TG apxITeKTOVIKAG OIKTUOU

"Year, F., Project, I., & Report, F. (2009). An A . | . Player for DEFCON : An Evolutionary Approach
Using Behavior Trees.
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TTPakTOpWV (agent network architecture). Autr} n atraitnon auavetal 600 PEYOAWVEI N
TTOAUTTAOKOTNTA TOU O0B€viog TTediou pPE OAO KAl TTIO TTOANEG CUMTTEPIPOPESG va
TTpooTiBevial O avTidpaoTIKOG OXEDIOOPOG TTPOOTTABEI va AVTIMETWTTIOEl QUTO TO
YEYOVOG TTEPIYPAPOVTAG YE TN XPHON AKOAouBIWwV CUPBAVTWY, KABE CUUTTEPIPOPA OF
akoAouBieg dpdaong-emAoyng (action-selection sequences). AuTtég o1  akoAouBieg
MTTOPOUV va BIAKOTTOUV, ATTOTPETTOVTOG TNV OAOKANPWON Hiag akoAouBiag evepyelwy,
WG aTToTéAeoa SUO KATNYOPIWY CUPBAVTWV:

1. Katroiog ouvduaoudg atrd ouvayepuoug (alarms), aiItTAoEIS i EUKAIPIEG PTTOPET va
KAVEl TNV €TTIOIWEN VO DIOPOPETIKOU OXEDIATHUOU TTIO OXETIKN.

2. Kartrolog ouvduaoudg €UKalpiwy 1 OUOKOAIWV JTTOPEl va  OTTAITACEl  TOV
ETTAVATTPOOBIOPICPO TNG OEIPAG TNG TPEXOUCOS akoAoubiag.

MNa va QvTIJETWTTIOEI TIG EPQAVIOEIG TETOIWV OCUPPBAVTWY KATA TOV OPIoPO  HIOG
akoAouBiog oe éva avTidpacTikG oOxEdlo, o BOD eiodyel 1 xprion Tpiwv TUTTWV
oToixeiwv oxediou (plan elements) woTte va yivel TTPooEyyion  avTIOPACTIKOU
oxedloopou. la e€me¢iynon autwyv Twv TPIWV TUTTWY, Ba XpnolyotroinBei éva
TTOPAdEIYUA CUPTTEPIPOPAGS MIOG TEXVNTAS MATUOUG.

® Morifo dpdong (action pattern): pia akoAouBia BepeAloKwyY OTOIXEIWY, TTOU
MTTOPOUV va gival €iTe EVEPYEIEG €iTE aloONTNPIOKA Katnyoprpara. Eival xproiua,
ETTEION ETITPETTOUV €vav OXeDIOOTH TTPOKTOPWY va diatnproel To ouoTnua 6co
MO aTTAO YiVETAI, KAl VA ETTITAXUVEI BEATIOTOTTOINCEIS OTOIXEIWV TTOU TPEXOUV OE
O€IpA UTTEUBUVWG.

(get a banana — peel a banana — eat a banana)

ZxApa 8: Mapdadeiypa potifou dpdong

Mnyn: http://Iwww.doc.ic.ac.uk/

® ApuodioTnTa (competence): auTéG KWOIKOTTOIOUV TNV TTPOTEPAIOTNTA 0T B€0n
Miag TTpoowpIvVAG TTapayyeAiag, OTTwG WE TIC QUOIOAOYIKEG aKOAOUBiES, Kal auTd
eMTPETTEl pia emmTPOoOeTn €uehigia oTnV eKTEBEIUEVN OUNPTTEPIPOPA. ZTnV
TTAPOKATW EIKOVA QAIVETAI O OXEDIOAOUOG MIOG apuodIdTNTAG yia TNV idla TEXvNTN
MAiUOU, OAANG pE TTPOTEPAIOTNTEG OTIC EVEPYEIEG TNG Ol OTI0IEG EKTEAOUVTAI
oupewva he TN @opd Tou BEAoug. Edw, n paiyou Ba @del pia gepAoudiopévn
MTTavava, av tng doBei pia. Av Tng dob¢i pia ptravava, 8a Tnv Ee@Aoudioel, | av
dev TG 600B¢i TiTToTa aTTd TO TTAPATTAVW Ba aTToTTEIPaBEl va TTapel n idla pia
pTTavava. H apuodidtnta tepuaTieTal OTav €iTe 0 OTOXOG £XEl ETMITEUXOE, €iTe av
givar aduvarn n IKAVOTTOiNON OTTOIACOATIOTE EVEPYEIAG.
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(tull) = goal
(have a peeled banana) = eat a banana
(have a banana) = peel a banana
—- get a banana

(have hunger) =

ZxApa 9: Mapdadelypa appuodidéTnTag

MnyA: http://www.doc.ic.ac.uk/

® >ulloyn kivijoewv (Drive Collection): TTapéxel pia popen diaitnoiag (arbitrating)
avaueoa o€ oToixeia oxediou A oTOXOUG, Kal XeIpiCovial aANQyEG OTO YEVIKO
TTAQiolo TTou gu@avifovtal Kai oTto TTEPIBAGANOV Kal eowTePIKG. Eival oxediaouévn
vVa PNV TEPUATICETal TTOTE KAl eKTEAEITAI 0 KABe XTUTTNPA (tick) TOou KUKAOU TTOU
KAvel TO TTPOYPaUMa, OTTOU TO KABE OTOIXEIO TNG OUAAOYAG KIVACEWV WE ThV
upnAGTEPN TTPOTEPAIOTNTO TTOU EVEPYOTTOIEITAI, TTEPVAEI TOV €AEYXO YIa TO
ETTOPEVO OTOIXEIO OXEDIOU.

(something looming) = avoid
(something loud) = attend to threat
(hungry) = forage
= lounge around

life =

ZxAua 10: NMapadelypa cuAAoyng KIVAGEWV

MnyA: http://www.doc.ic.ac.uk/

3.3.3.2.2 AvTioTolxia pe Ta BT

Me Baon 1O TTOPAdEIYUA TTOU XPNOIYOTIOINONKE HE TN CUUTTEPIPOPA TNG TEXVNTNG
MaipoUg, SIaTTIOTWVETAI TTWG TO POTIBO dpdong uTTopei va Bpebei o avtimapdbeon ue
KOuPBo akoAouBiag evog BT.
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obo

l. get & banans i. peel & banans .=at a banana

Eikéva 19: MoTifo dpdong wg k6upog akoAouBiag BT

MnyAR: http://www.doc.ic.ac.uk/

21NV €ikova 20 @aivetal o avTioTolXog KOPPBOog SIaAEKTNG yia TV appodidTnTa. Agicel edw
va onuelwBei, TTwg o KOPPBOC BIGAEKTNG €ival OTNV TTPAYMATIKOTNTA £vag KOWBOS
OIAAEKTNG PE TTPOTEPAIOTNTA, OTTOU TOTTOBETEI OTNV aAPIOTEPOTEPN BE0N TIG EVEPYEIEG UE
MEYOAUTEPN TIPOTEPAIOTNTA KOl KIVEITAI TIPOG Ta Oe€Id akoAouBwvTag pia oeipd
EVEPYEIWV PBivOUCaG TTPOTEPAIOTNTAG.

Goal: Satiasfy Hunger

-
[ E; V
s
i \_F-'_ e —
DR s
IsFull o o Gat a Banana

- Cl Fy
- o s -
:" a @ °

have peeled banana eat banana have banana peel banana

Eikéva 20: AppodioTnTa wg KOuPog diaAéktng BT

MnynA: http://www.doc.ic.ac.uk/

MepiypdgovTag TETOIEG AVTIOTOIXIEG, €ival duvaTh n avayvwpion TNG Epapuoyng Twv BT
otn peBodoloyia BOD. 2
3.4 AgioAdéynon dévrpou

levikd, n ouptrepipopd dev aglohoyeitar amd 1 pida (root) Tou dévipou oe KAOe
avavéwaon. Autd Ba cixe wg ammoTéAeopa 1o BT va cuptrepi@épeTal Mo TTOAU oav éva

2 Year, F., Project, I., & Report, F. (2009). An A . | . Player for DEFCON : An Evolutionary Approach

Using Behavior Trees.
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Decision Tree, pge €AAXIOTN UTTOOTAPIEN VIO EKTEAEON KAl KATAYPAPH CUPTTEPIPOPWV HE
TNV TTAPOdO TOU XPOVOoU.

Evroutoig, n évvoia evdg duvapikou KOPBou JIOAEKTN Kal n UTTapgn OuvlnkKwv TTou
ekTeEAoUvTal o€ évav KOUPBOo TTapaAAnAiag padi e oAOKANpa uttddevdpa, CNUAIVEl TTWG
UTTAPXE! TTAVTA dia Own TNG AOYIKAG TTou €ival evepyr WnNAG o010 dEVTPO, TTOU AOXOAEITal
ME yeyovoTa €I0IKWV TTEPITITWOEWYV. AUTA N AOYIKr eyKaBIdpUETAI WG aTTaPaiTNTn aTTd
oXedIOOTEG Kal DIaoKOPTTICETAI EAEUBEPA YUPW ATTO TO OEVTPO. [7]

3.5 TMponypéveg apXITEKTOVIKEG

levikd, Ta BT Ogv UTTOKEIVTOI O€ KATTOIA OUYKEKPIMEVA KPITAPIO TAgIVOPNONG, aAAd
Xapakrtnpidovral amd KArrola TTPOTUTTA TTOU PTTOpouV va Ta dlaxwpioouv ot dUo
katnyopieg, Ta BT mpwtng yeviag (first-generation trees) kai ta BT deutepng yevidg
(second-generation trees). H Baoikr dia@opd auTwyv Twv dUO KATAYOPIWV Eival N Xpron
TWV OEVIPWVY TTPWTNG YEVIAG WG YEVIKO MOTIBO yia ouvriagn kwodika ue C++, Xwpig
IDIQITEPN  IKAVOTNTA  ETTAVAXPNOCIYOTIOINONG TTOU  XOPAKTNPICETAl KUPIWG attd aTTAEG
uAoTToIRoEIG. ZTa dEVTPa OEUTEPNG YEVIAG dnuIoupyouvTal WG Jia avecdpTtntn BIBAIOBNAKN
TTOU UTTOPEI VO XPNOIYOTTOINBEI o€ OTTOIadNTTOTE AOYIKH TTAIXVIOIWV.

Mia 1oxupn €TmékTOon oTa OEvVTIpa TTPWTNG YEVIAG, €ival n duvatotnTa dIAPOoIPACHOoU
0edONEVWV avAPECa O TTOAAG OTIYUIOTUTTA, CUYKEKPIUEVA OTn OOPN Tou OEVIPOU N o€
dlapoIpalOuEVEG TTAPAUETPOUG. Me auTOV TOV TPOTTO PTTOPEI VA MEIWOEI ONUAVTIKA N
QATTAITNON VIO PVAMN TwV CUCTNUATWY TToU é€Xxouv w¢ Bdon BT, €1dIkd o€ OKnVEG UE
MEYAAO apIBUG atrd TTOAUTTAOKOUG XOPAKTAPEG.

H o onuavtiki amaitnon yia dIaPoIpaoho dedouévwy gival o diaxwpiopdg duo
BaCIKWV €VVOIWV:

® Képpor (Nodes) - ekppdadouv Ta oTaTIKA dedouéva Twv BT dévipwy, yia
TTapAadelyua Toug OEiKTEG OTOUG KOUPBOoUG-TTaIdIA (children) evog ouvBeTou
KOUPBou (composite node), 1] o€ KOIVEG TTOPANETPOUG.

® Epyacigg (Tasks) - Ta Tapodikad dedopéva KOPPBOU TTou atralTouvtal yid
TNV eKTéAEI TOU KGBE BT képPou. MNa Tapddeiyua, Evag kOuPBog akoAoubiag
(sequence node) xpelddeTal évav OEIKTN yIa TNV TPEXOUCA CUNTTEPIPOPA
KQlI Ol EVEPYEIEG OUVNBWG aTTaIToUV cup@paloueva (context). [23]

3.5.1 BeAtiwoeig otnv amrdédoon Tng mpooBaong UVAUNG

‘Eva armé 10 ONUAVTIKA MPEIOVEKTAMATA TwV OEVIPWV TIPWTNG YEVIAG O OUyXpova
punxaviuata utroAoyioTwyv (hardware), €ivar ta poTtifa mpdéoBaocng MvAUNG TTou
ekTiBevTtal otav ekteAouvtal Ta BT. Autd atroteAei Kupiwg CATNUA OTO TwPIVO console
hardware 1Tou 8100£TEl peIwPévn YvAUN TTpookouiong (memory prefetching).

H kUpia aitia 0mTapéng autwyv Twv poTiBwv gival n duvauikl dEoPEUON UVARNG TwV
KOuBwv ToU BT. Xwpig TmpooekTiK dlaxeipnon, o BT koufog ptropei va eivai
OIAOKOPTTIOUEVOG HECQ OTN PVAKN ME aTTOTEAEOUA eAAEIYEIS OTNV KpuPn PVAMN (cache),
evw n ekTtéAeon Ttou BT petagépetal ammd €vav koupo ot évav dAAo. AANGCovTag Tn
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o1dragn Twv BT kéuPwv otn PvAun, givar moavo va uttdpgel onuavTtikni BeATiwon otnv
amdédoon Twv BT wg mpog mn pvAun. ™

3.5.2BeATioTOTIOINOEIG

H 1exvnTAi vonuoouvn TToU avamtuooeTal yia éva BIVTEOTTaIXVidl, ouvhBwg avaAwveTal
OoTnNV  €KTEAEON  TIAPOTTANCIWY  EVEPYEIWV KAl  KAVOVTAG  OUVTAKTIKO  €AeyXo
dlapolpadduevng AOYIKAG. ZUVETTWG, N TTPWTN KAl TMlavoeTarta n 1o OnUAvTIKA
ATTOOOTIKOTATA  ATTOKTATAI HPE OlIAXWPIOUO Twv OedOoPEVWY  ETTIBAEYNG KATAOTAONG
(stateful data) amd Ta dedopéva xwpic eTmifAewn katdoTaong (stateless data) tou
d1a0€Tel 0 TTpdkTOoPaG. H AoyikA dour) Tou autdévouou TTpAKTopa gival aueTARANTN, XWPIg
eTiBAewn katdoTaong Kai oTaTikr. ‘Evag avegdptnTog KOPPOG OuwWG, NTTopEl va BEAEl va
OUANGBel dedopéva pe eTTiBAewn KatdoTaong wWoTe va dIatnEnoel TNV eKTEAEON yia
OTTOIOOATTOTE OTIYMIOTUTTO €VOG TTPAKTOPA. Mo va €mMTUXEl AUTOV TOV BIOXWPICHO, Ol
TIMEG TWV PEAWV KAAOEwV KABe KOPPBoU BewpouvTal Xwpig emiAewn KatdoTaong, Kal o
KOupPog Ba TTpocdiopicel dedouéva eTTiBAEWnS KartdoTaong avdé TTPAKTOPA WOTE VA
OUANGBEl TIUEG TwV peAwv. Me autdv Tov TpOTTO, OKOPO Kal 600 VEOl TTPAKTOPAG
TTAnBaivouv, 10 100G TNG PVAUNG TToUu KaTaAaupaveral atrd TIG OevOpIKEG OOMESC TNG
TEXVNTAC vonuoouvng TTapauével 1o idlo. ™

3.5.3YBp10IkG cuoTAMATA

Ta BT amoteAolv pia 1oxupr] TeEXVIKA Onuioupyiag €uavayvwoTou Kal €UEAIKTOU
oXedlOOUOU TeEXVNTAG vonuoouvng. Mpoo@épouv TTOAAEG duvaTOTNTEG TTOU ATTO POVEG
TOUG a@Avouv TTEPIBWPIa TTEIPAUATIONWY o€ peydAo BdBog. Mtropouv Opwg va
UTTApEOUV Kal 0€ oUVOUAOHO HE GAAEG TEXVIKEG ME OKOTTO Tn dnuioupyia uppIdIKWV
ouoTnudtwy (hybrid systems) tmou Ba uAoTTOIOUV KATTOIO CUMTTEPIPOPA. Z€ AUTHAV ThV
KateuBuvon odnyoupaocTte AOyw TnG OUOKOAIAG uAoTToinong OCUMPTTEPIYOPAS TTOU
OXETICeTAN UE KATOOTACEIG PE BT.

Mrtropei yia TTapadeiyua va uhotroinBei Eva uBpidikd cuoTnua TTou atroTteAsital amdé BT
Kal XpnoldoTTolouV Pnxavh kataotdoewyv (state machine) woTe va @aivetal KABE oTIyun
TTOI0 CUMPTTEPIPOPG eKTEAEITAI. 'Evag TETOIOG OXEDIOONOG OUWGS ETTIPEPEI ETITTPOCOETA
Bapn oToug oxedIaoTES, TTPORANUA TTOU PTTOPED va €TTIAUBEI pe TR dnuioupyia BT 1TOU
EXouv ouputrepipopd state machines, dnAad pe duvardTnNTa EVTOTTIOPOU ONPAVTIKWY
yeyovoTwy TTou Ba TeppaTtifouv To TpEXOov subtree kal Ba Eekivave TNV eKTEAEON €vOG
GAAou.

Ta BT €xouv TTEPIOPICPOUG TTOU KAVOUV KATTOIEG UAOTTOINOEIG CUNTTEPIPOPWV DUOKOAEG
(61 OpwG akaTOPOWTES), OTTWG YyIa TTAPAdEIYUO TO OXEDIAOUO €VOG XAPOAKTHPO TTOU
aAAGCEl CUPTTEPIPOPA HE BACN £CWTEPIKOUG TTAPAYOVTES Kal OV AP@ITOAAVTEUETAI OTTAA
QVAUECO O€ KATIOIEG OUYKEKPIUEVEG OUUTTEPIQPOPEG. TETOIOU  €iDOUG  TTEPIOPICHOI
MTTOPOUV va eTMIAUBOUV PE UBPISIKG CUCTHUATA.

13 Champandard, J. (2007, July 11). AiGameDev: Using Resource Allocators to Synchronize Behaviors
" https://gamedevdaily.io/advanced-behavior-tree-structures-4b9dc0516f92?gi=ef2b39861bc0
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3.5.3.1 YBp1dik6 ZuoTtnua pe Zuothpara Zxediacpou (Behavior Tree/Planner
Hybrid)

H PBaoiki T1poUmoéBeon autig Tng UPPIOIKAG TIPOOEyyiong €ival oTTAr:  yivetal
ouvOUAOMOG TwV TTAcovekTNUATWY Twv BT Kkai Twv Planners wote va mrapaxBei éva
ouoTnua TeEXVNTAG vonuoouvng TIou  €ival €UENIKTO Kal avOEKTIKO o0€  aAAayég
oXedlOOUOU, evw TTAPAAANAaG emITPETTEl TTAPN €AeyXO O0€ OXEDIOOTEG TTAvw OTR OOMN
TWV EVEPYEIWV TTOU €ival OIABECINN OTOV TIPAKTOPA. XPNOIUOTIOIEITAI €Va POVTENO
KATAOTAONG KOOUOU Kal €vag €UPETIKOG PNXAVIOWOG, OTTwg Kal otoug Planners. Evw
Opwg évag planner Ba xTioel akoAouBieg atTd OTOIXEIWDEIG EVEPYEIEG DUVAMIKA Kal Ba
XPNOIUOTIOINCEl TOV EUPETIKO pNXaviouo yia va eMAEEEl TNV KAAUTEPN, n UBPISIKN
TTPOCEYYION XPNOIUOTIOIEI TOV EUPETIKO WNXAVIOPO yia va €TIAECEl avApeoa atmo Ta
“kAadid” (branches) evég TTpokataokeuaouévou BT.

H xprijon Tou BT o€ autiv TV TTPOCEYYION, ETITPETTEI OTOUG OXEDIOOTEG VA ATTOKTOUV
TTAPN €AEyXO OTO TIOIEG €VEPYEIEG €ival BIaBECIYEG Kal gival €TTioNG €UKOAO va
cavaoxedlaoTei N oM AUTWY TWV EVEPYEIWV VW YiveTal eTTavaAnyn. Opwg Ta BT cival
OPKETA avOEeKTIKA 0t OAAQYEG OXEDIOOTWY, YIOTI N aAAayr] OoTnV €0WTEPIKN dOUN MHIAg
EVEPYEIOG TTPETTEI VA £XEI AVTIKPUOUA O€ KATTOIOUG KOPPBOUG-yoVEiG. 2 auTd TO oneio
euTTAéKETOI O Planner.

MNa Toug KOPPOUG QUAAA, TO OnuEio AUTO TNG TTPOCOMOIWONG ATTAG ETTIOTPEPEI TNV
KATOANKTIKA KATAOTAOT TOU KOOUOU OTTWG CUMBAIVEI JE TIG OTOIXEIWDEIG EVEPYEIEG OTOUG
Planners. O1 cuvBeTol KOUBOI TTPOCOUOIWVOUV KABE [ia aTTO TIG CUUTTEPIPOPES TWV
TTaIdIV TOUG O€ O€IPd Kal ETTEITA ETTIOTPEQPOUV TO OCUCOWPEUPEVO aTTtoTéAeapa. Ol
KOUPOI DIOAEXTEC TTPOCOUOIWVOUV TN CUMTTEPIPOPA Yia KABe €va atrd Ta TTaIdId Toug
woTe va TTpocadloploTei TTola Ba ATav n mavr KatdoTtaon KOOPOU OTnV ETTIAOYH TOU
ekaoTote TTaIdIou. O KOUPOG BIAAEXTAG TOTE XPNOIUOTIOIE AUTEG TIG AEIOAOYACEIS VIO va
TTPOCdIopicEl TTOIOV KOUPBO va €TTIAEEEL, KAl ETTIOTPEPEI TO ATTOTEAEOUA TOU KOUBOU WG
OIKO Tou.

AUTOG 0 UBPIBIKOG OXedIaouOG emITPETTEl TNV KaTaokeur BT 1mou dev yvwpifouv TitToTa
ylO TNV E0WTEPIKA Toug dopr). Eival eIkt n dnuioupyia evog kOPPBou diaAexTr eTTiBeong
TTOU UTTOPEI VO KATOOKEUAOTEN aTTO OTTOI00NTTOTE APIBUG CUNTTEPIPOPWV ETTIOECNG, Kal
Ba emmAEEEl TNV TTI0 KATAAANAN 0€ oxéon YE TNV TPEXOUCO KATAOTAON Tou KOOMOoU. Kabe
KOUPOG BIaAEXTAC XpPEIGleTal VO TTPOCOPOIWVElI KABe €éva atrd Ta TTaudid TOu Kal va
OIaAEEEl TEAIKA aQuTO e TNV uwnAOTEPN afloAdyNon PEOW TOU EUPETIKOU HUNXAVIOUOU.
AUTO ETITPETTEI OTOUG OXEDIAOTEG VA TPOTTOTTIOIOUV TNV E0WTEPIKA QOMN TOu OEVTPOU
XWPIG va aAAGCouv TTapatrdvw KWOIKA Mo YnAG oTnv 1epapxia. ETriong emiTpétmel Tnv
aAAayr] TnG emidpaong TTou €xel pia dpdon KOPPBou QUAAOU OTOV KOOMO, XWPIG va
UTTAPXElI OWG TTAPAAANAQ N avnouxia TG avavewong OAOKANPOU Tou OEVTPOU YIa Va
avTioTadpioTei n otroladnTrote aAAayr). H dour Tou BT emTpémrel oToug oXedlaoTEG va
€xouv A PN €Aeyxo TTAVW OTIG IKAVOTNTEG TNG TEXVNTAG VONUOOUVNG, EVW O UNXOVIOPOG
Twv Planners xeipiletal Tov TTpocdIopIoPO TOU TTWG Ba ETTPETTE va €ival SIANOPPWHEVES
Ol IKAVOTNTEG TNG TEXVNTAG vonuoouvng. [22]
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3.6 Maénon (Learning) Twv Behavior Trees
3.6.1 Op1op6Gg TNG £vvolag TOU OTOXOU

‘Evag o1oxog G atroteAcital atrd pia ogipd P arroteAoupevn atmmd n TTpoUTToBE0EIg KAl
MIa ogipd D ammd TTAeiddec TTou avartrapioToUv Tnv atroouvbeon Tou oToxou. 'Evag
OTOXOG IKAVOTTOIEITAI JOVO QV IKAVOTTOIEITAI KABE Wia atrd TIG n TTPOUTTOBETEIS TNG OEIPAG
P. H oeipd Twv ammoouvBéoewv D utropei va avatrapacTioel Eva KAIJAKWTO SEVTPO aTro
OTOXOUG Kal TN BIKIA TOUG ATTOoUVOEDH.

‘Evag oT1dx0g Oev UTTOPEI va XpnoigoTtroinoel évav GAAo oTOxo amrd Tn OIKIA TOu
KATnyopia w¢ utro-otoxo. Auto Ba ékave Tov aTOXO uywnAdTEPNG KATNyopiag atrd Tov
KOUPBo TTOoU Ba €ixe oupTTEPIAGBEL. To yeyovdg OTI EMTPETTETAI N OTTOOUVOEON €VOG
oTOXou O€¢ TIOAAQTTAOUG, ETMTPETTEI O €vav TIPOYPAUMATIOTH BIVIEOTTAIXVIOIWY VO
odnynoel 1n oxediaon (planning) avapeoa oe KATTOIOUG £TTIBUPNTOUG OTOXOUG, avTi atTAd
Va ETTITPETTEI OTOV OXEDIAOTA VA KAvEl oXEDIOOUO Yia Evav Jovo oT1éxo. [4]

e = = Y i o f'; = ™
QOOQOO0 QOO
Eikova 21: Mapddeiypa amrAol oTOXOU PE TPEIG ATTOOUVOECEIG, EK TWV OTTOIWYV N

KA0g pia TrepIAauBAvel TpEIG OTOXOUG

MnynA: http://projekter.aau.dk/

3.6.2IeveTIKOG MpOoypAUMATIONOG

O yeveTIKOG TTpoypauuaTioudg cuvioTtatal o€ évav aAyoplOuo BeATiIoTOTTOINONG, TTOU
QAvTAEITaI OTTO TNG TEXVIKEG ECENIENG TTOU cUVAVTIOUVTAl OTN PIOAOYIKN EENIEN.

2TOV YEVETIKO TTPOYPAUMATIONO, Wia AUon o€ TTPORANUA gival KwOIKOTTOINUEVN MECO OE
Mia devdpIka Baocifduevn Oopr, N OTToia EVEPYOTTOIEITAI ATTO €EEAIKTIKOUG @opeig. lNa
TTapadelyua, éva TTPORANUa PTTOPEI va gival va XTIOTE dia yabnuaTikh €K@pacn TTou
uttoAoyicel To 1. Mia avatrapdoTacn auTou Tou TTPoBARPaTOS Ba uTTopouce va gival Eva
OEVTPO EKPPAONG. Z€ AUTHV TNV AvaTTapdoTach, oTabepoi r yeTaBAnToi KOURoI e1I06dou
Ba PBpiokoviav oTa QUAAQ, Kol PABNUOTIKOI TEAEOTEG OTTWG O TTOAAATTAQCIOOUOG, N
dl1aipeon A TPIYWVOUETPIKEG OCUVOPTACEIS Ba BpiokovTav 0€ E0WTEPIKOUG KOUPBoUG. Katd
TN diIdpkeia TNG EENIENG, TTIBAVOI EEEAIKTIKOI TEAEOTEG Ba uTTOPOUCAV VA AVOCUVOUACOUV
TO OEVTPO PETAOTPEPOVTAG UTTOOEVTPA 1) £TTECEPYACOVTAG KOUPBOUG. [2]

O yeveTikdG TTpoypauuaTiIonds £xel XpnoipoTroinBei atrd Toug Hauptmann kai Sipper yia
va agloAoynBouv B€oe€ig oTn OKAKIEPA O€ TEAIKA OTAdIA TTAIXVIOIOU OKOKIOU OTTOU JEVOUV
Aiya mévia Tavw TNG. ZNPEIWONKE TTWGS TO YeYovOS OTI O YEVETIKOG TTPOYPAUUATIONOS
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EMTPETTEI TNV AVOPWTTIVN YVWON VA TTAPOUCIAZETAI EUKOAA HECW TWV CUVAPTACEWY KOl
TWV TEPUATIKWY TIOU ¥pnoigotrolouvTal. O TTPAKTOPAG TIOU  XPNOIYOTIOIoOU0E T
eCeNlypéva Oévtpa agloAdynong, ATav IKavog va QEPEl ICOTTAAIa atTévavTl O€ dia atro TIg
MO VEEG ECENIYPEVES UNXAVES OKaKIOU. [9]

3.6.3 MeTa-eupeTik6Gg Mnxaviopog (Metaheuristic)

MeTa-eUpETIKOG pnxavioudg (metaheuristic) kaAgitalr pia upnAou emmédou dladikaaoia
TTOU €ival OXedIAOPEVN WOTE va Bpel évav eupeTIKO Pnxaviopo (heuristic) Tou Ba
TTpoo@épel Wi KA AUon o€ €va TpéBAnua BeATioToTroinoNng, €10IKA OTav ol
TTANPOPOPIES TTOU TTAPEXOVTAI €IVl OTEAEIG 1] EANITTEIG.

O1 TTEPIo0OTEPOI HETA-EUPETIKOI UNXAVIOUOI XapakTnpi¢ovTal atrd OpIoUEVES IDIOTNTEG:
@ cival oTpATNYIKES TTOU 0dNyouv Tnv dladikaoia TnG avadnTnong

® 0 OTOXO0G €ival va €gepeuvnOei ATTOTEAECUATIKA O XWPOS avalntnong yia va
BpeBouv o1 oxedov 16eaTéC AUOEIC

® TEXVIKEG TTOU ATTAPTICOUV TOUG MPETO-EUPETIKOUG aAyopiBuoug éxouv eUpOG aTrod
atrAéG TOTTIKEG dladikaoieg avalnTnong HEXP! TTOAUTTAOKEG dladikaoieg pabnong
(learning)

® Ol UETA-EUPETIKOI aAyOpIBuOI gival cuvABwWG KATA TTPOCEYYION UN VIETEPUIVIOTIKOI

® O¢cv cival opi{OueveG pe Baon 1o TTPORANUa [13]

3.6.420vdeon pe Ta Behavior Trees

Mia Ttrpoteivopevn TTpoogyyion otou Ba ouvdudlovral ta BT padi pe yevetiko
TTPOYPOAUUATIONO KAl PETO-EUPETIKO PNXAVIOUO, CEKIVAEI UE TOV OPIOHO TWV EVEPYEIWV
TTOU PTTOPEI VO EKTEAETEI O TTPAKTOPAG KAl TTOIEG OUVONKEG YTTOPEI va TTapaTnpoEl OTO
epIBGANov. ETtiong opiletal pia ouvaptnon kataAAnAéTnTag (fitness function), n otroia
oéxeTal wg €iocodo €va BT kal divel wg atrotéAeopa pia Ty KataAAnAoTnTaG (fitness
value) avéAoya e 10 TTOOO TTI0 KOVTA gival To BT 010 va €TmiTUXEl €va doopévo O0TOXO.
Mia eutreipikd opifouevn METABANTH Xpovou t (o SeUTEPOAETTTA) XPENOIUOTTIOIEITAI OTN
dladikacia ekTéAeong, oOmou TO BT ekteAsital dlopkwg aAG n  ouvdpTnon
KAataAANASTNTAG agloloyeitar pévo yia Ta Trepacpéva t deutepoAettta. H Babuiaia
aAAayr) otn ouvdapTtnon KataAAnAGTNTAG agloAoyeiTal WOoTE va KaBopioel TV TTopEia Tou
aAyopiBuou pddnong (learning algorithm).

2TN OCUYKEKPIYEVN TTPOCEYYION AKOAOUBEITAlI Jia oTPATNYIKA META-EUPETIKAG MABNONG
(metaheuristic learning), 61ToU YpnoigoTtToiEiTal évag ATTANCTOG aAyopiBuog (greedy
algorithm) apxikd@ kal HOAIG QTTOTUXEI, XPNOIUOTIOIEITAI O OAYOPIBUOG YEVETIKOU
TTpoypapuaTiopyou. Autdég o aAyopiBuog etmiong Ba xpnoipotroinBei étav o ATTANOTOg
aAyOpIBuOoG dev Ba PTTOPEl Va TTPOCPEPEI KATTOIO ATTOTEAECHA, 1) OTAV N TTOAUTTAOKOTNTA
NG Auong eivar augnuévn. AuUTO TO MeEiyya pABNONG PBACIOCPEVO OE  EUPETIKEG
TTPOOEYYIOEIC UTTAPEE WOTE va €AAXIOTOTTOINCEl TO XPOVO HMABNONG onuavtikd o€
OUYKpPION ME TN XPHOoN OATTOKAEIOTIKA YEVETIKOU TTPOYPAUMATIONOU, €V TauTdxpova
emTuyxaveral éva BEATIOTO BT 110U IKAvoTTOIE £vav &00€v 0TOXO0. [16]
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3.6.5Mdénon Q

H padnon Q cival évag aAyoplBpog evioxuTikng pddnong (reinforcement learning) 1mou
OnNUIoUPYEi Kal ouvTnpei £vav TTivaka atrd TINEG TTou UTToAoyiouv TNV XpnoiudtnTa g
KABe evépyelag o€ pia kardoTtaon. O mpdkTopag AauBdvel pia ouvadpTnon TTOU CUVOEEI
TIG KATAOTAOEIG PE MIa TTpoKaBopiopévn avTapolfr). O aAyopiBuog ETTEITa ETTIOTPEPE!
avtauolBEG oTa  {euydpla  KOTAOTAONG-EVEPYEIQG, TTOU 0Onyouv O€ KATOOTAOEIG
avTapoIBwWV dnuIoupywvTag €101 OTAOIOKA BEATIWPEVES TTPORAEWEIS XPNOINOTNTAG. [19]

Mia katdoTaon PTTOPEI va aTTOTEAEITAI ATTO OTTOIAdATTOTE JIANOPPWON METABANTWY PETQ
o€ éva TrepIBAAAov. H pdbnon Q dev ival évag alydpiBuog Baciopévog o€ Eva JOVTEAO,
Kal Ba KaTtaypawel Jovo yia TIUA-Q yia hia KatadoTaon TTou €XEl 1on €TTIOKEPOET aTrd Tov
TTPAKTOPA KATA TN dldpKela TNG ekTTaideuong (training). H padnon Q ptropei etmiong va
EQPAPUOOTEI WG €va PovTEAO avTiAnywng. MNa TTapdadeiyua, av ol avTIAqYEIG atTtoTeAouvTav
QTTOKAEIOTIKA aTTd OTOIXEIQ yIa TNV uyEia Twv TTpakTépwy (health values), TiTrota dev Ba
MTTOPOUCE VA YiVEl yWWOTO OXETIKA WE TIC TOTTOBECIEC TWV TIPAKTOPWY HECA OTO
TePIBGANOV (TO OTTOIO €ival TTPAYUATIKA €vag TTOAU onUAVTIKOG TTAPAYoVTaG).

Q(s. a)=(1 - 0)Q(s. ) + o(r +y max,(Q(s. a') ) )

ZxAua 11: PéppouAa avavéwong péénong Q

Mnyn: http://openaccess.city.ac.uk/3000/

21N OPUOUAT avavéwong TG pabnong Q:
® Q(s, a) cival n iy Q ToU TPEXOVTOG CEUYAPIOU KATAOTAONG-EVEPYEING
® Q(s’, @’) eival n iy Q Tou Ceuyapiol dIadOXOU KATAOTAONG-EVEPYEIAG
® r €ival N avTauoIBr) TTou CuvOEETAl E TNV KATAoTaoN Tou diaddxou
® q cival n TTapdueTPOg Tou pubuou ekuddnong (learning rate parameter)
® y cival N TTapAPETPOG Tou TTapdyovTa EKTTTwong (discount factor parameter) [18]

3.6.5.1 Evowpatwon Mdabnong Q ot éva BT

2e éva TrepIBAANov pabnong Q, ol képPol akoloubiag evog BT oe PBabu eitredo
MTTOPOUV va BewpnBoUv wg evéEPYEIEG, ETTEION OPABOTTOIOUV PACi XAUNAOTEPOU ETTITTEDOU
EVEPYEIEG KAl TIG EKTEAOUV PE TN O€Ipd XWpig dlakoTr. Kabe kduPBog akoAoubiag €TTiong
TTEPIEXEI KOPPBOUG OUVONKNG TTPOG TNV apXr TNG akoAouBiag.

O aAyopiBuog [19] gekivael pe éva BT wg gicodo. To dEvipo avaAueTtal yia va BpeBouv ol
KOuPBoI akoAouBiag oTo 0 Babu eTTiTredo. AuToi o1 KOOI avayvwpilovTal WG EVEPYEIEG
yla TO OTAdIO TNG EVIOXUTIKAG PMABNoNnag. AUTEG o1 EVEPYEIEG XPNOIMOTTOIoUVTal OE Wia
offline ¢daon Tng padnong Q yia va TTapagouv Evav Trivaka Pe TINEG Q. O TTivakag JeTa
dIAIPEITAI OE UTTOTTIVOKEG AVA EVEPYEIQ KOl OI KATAOTACEIG JE TNV UYPNASTEPN TIUN YIA TNV
evépyela egayovtal oe KOUPBoug ouvlnkng-Q péoa oto BT. O1 képPor ouvbrikng péoa
o1o BT 1mou 866nke wg €icodog avTikaBioTwvTal a1rd Toug KOUPBoUg ouvlnkns-Q. TEAoG,
n TommoAoyia Twv BT avadiopyavwvetal TagivopwvTag KABe mTaidi kaBe kduBou avaioya
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ME TNV MEYIOTN TINA Q, YEYOVOG TTOU TTAPEXEI O OXEDIOOTEG TEXVNTAG vonuoouvng JIa
BeATioToTTroINUEVN PETAAANAEN Twy BT. [18]

Q Values Sub Tables Sequence Nodes
State | Action | Q o
{ 10 r .
Stare | Action | Q E = ': —_—ny
.i'; J 3 C T i /- “
3 B T3 [ —
: : B
A l ]
D 1 5 :._i
—=1—5—1=
E 2 E
F 2 |10 _ . 1
G 2 3 Statc | Action | Q ; 5
5 3 U D 1 i —_—
= 1 i Ny
D
QCondition A

Eikéva 22: Eicaywyn Tipwv Q oto BT

Mnyn: http://openaccess.city.ac.uk/3000/

3.6.6 E¢eAicoovrag Ta Behavior Trees

Ta BT cival yia dopn pe ouvBrikeg, ouvOeTOUG KOUPBOUG Kal evEpyElEG. AlaBETouv TTioNg
EOWTEPIKOUG KOUPBOUG TTOU UTTAYOPEUOUV TN POr TNG eKTEAEONG, OTTWG ETTIONG Kal
KOUPoUG TTou TTapéxouv €AeyXo N avixveuon TTAnpo@opiwyv. ToloutoTpdTiwg, Ta BT
MTTOPOUV va eEEAIXTOUV WE TN XPAON TEXVIKWYV YEVETIKOU TTPOYPAUMATIONOU.

Mia epappoyn Twv e¢eAicodpevwy BT gival otov €uBU éAeyxo Xapaktipa [1]. & auTtrv
TNV TTEPITITWON, To BT KaTeuBUvel évav XapakTpa va TPEXE Kal va KAvel GAuaTa o€ éva
emimedo  TOU  gival  Baociopévo  oto  €idog  “platforming”  (TTAaTedpupa)  Twv
BivreoTTaixVIBIWV. AUTOG O €AEYXOG XOPOKTAPA KATOPBWVETAI YEOW TNG dnuIoupyiag
€VOG XApTn Tou KOOHOU TTAVw OTOV OTT0io Ba uTTORANBOUV £pWTACEIC HECW KOUPBWV
ouvlnkwv (condition nodes), 6mwg kai kKOuPBoug evepyelwv (action nodes) TTOU
MIHOUVTAl TO KOUMTTIA TTOU TTATAEl O avOpwITIvOG TTaikTNG. Mia OUVTAKTIKA YPOUUATIKN
onuioupyAbnke pe AdN opiouéva HOTIBa WOTE va PubBuIoTOUV Ta UTTOdEVTPA TTOU
onuioupyAbnkav katd Tnv €EEMNIEN Kal va atmmo@euxBouv un Eykupa Oévipa. Ol
ouyypageic €mriong Tovilouv 1o yeyovog ot Ta BT 1Tou utmApéav wg atrotéAecua givai
QVAYVWOIPa atrd Tov AvOpwTro, ETTITPETTOVTAG £T01 AVAAUTIKO €AEyX0, OTTWG ETTIBUUEI N
Biounxavia Bivreotraixvidiwv. [15]

3.7 MéAAov Twv Behavior Trees

Me Tn diapkn €EENIEN Twv BIVIEOTTAIXVIDIWV KOl TWV ATTAITACEWY YIO OAOEva Kal
TTEPICCOTEPOUG UN-AVOPWTTIVOUG TTAIKTEG MECO O€ éva TTaIxVidl, OAEC O TPEXOUOEC
TEXVIKEG OXEOIAOPOU TEXVNTAG vonuoouvng MPTTAiVOUV OTO  MIKPOOKOTTIO WOTE va
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EVTOTTIOTOUV €AAEIWPEIG KAl UEIOVEKTAPATA Kal VA €EAAEIPOOUV KAl va avTIKATAoTOBoUV
KATOAANAWG. AUTA TN OTIyuA, n Biognxavia twv BIVTEOTTAIXVIOIWVY XPNOIUOTIOIEI KATA
KOpov BT, 1ou OSpwg Oeixvel aduvapia IKAvoTToinong KATToIWV TTIo  TTOAUTTAOKWYV
XOPAKTNPIOTIKWY TEXVNTAG vonuoouvng. To Tpéxov @Aéyov Bépa eival n dnuioupyia
PEQAIOTIKAG TEXVNTAG vonuooUvng TTou BacieTal o€ ateAEic TTANPo@opieg, KATI TTOU Ta
BT dev ptmopouv va IKavoTToIoouV.

3.7.1NpoBARpara Twv BT oTn ouyxpovn Biropgnxavia BIvreoTraiXvidiwyv

O1 ammaitjoeig TTAéov aTTaITOUV TO XEIPIOPO PEYAAOU apIOPOU TTaPAYOVTWY E1I0aYWYNAG,
TTOU XPNOIYOTTOIoUVTal I va Yivel €TTIAoy avaueoa ammo évav egioou peydAo apiBud
OUMUTTEPIPOPWY, KAVOVTAG TIG UTTAPXOUOCEG TEXVOAOYIEG TEXVNTAG vonuoouvng va
dcixvouv TN @Bopd Kai TIG BAAREG Toug. MNiveTal adUvATO YIO TTPOYPAPUATIOTEG TEXVNTAG
vonpoouvng va oxedidoouv KABe duvatd oevdplo Péoa o€ ia pnxav KaTaoTAoEwY N
éva OEVTPO, Kal yiveTal aduvaTo va OXeOIOOTEN Eva ETTAPKES TTOOO ATTO DOKIYEG TToU Ba
emBeRaitovouv OTI O TTPAKTOPAG PEPETAI OTTWG ival TO TTPOBAETTOUEVO OTAV TOTTOBETEITAI
MTTPOOTA O€ TTAIKTEG - AVOPWTTOUG.

Omwg mpoava@épbnke, Ta BT YwAdivouv O©TO va XEIPIOTOUV TTIO  TTOAUTTAOKEG
OUUTTEPIPOPEG, YEYOVOS TTOU aTTOTEAEI TNV KUpIa TTPOKANCN OTO OXEDIOOPO TEXVNTAG
vonpoouvng aixung. Ta mTpoBAfuata TTou mapouciadel éva BT tTpoépxovral atrd tnv
duvaToTNTA TTOU TTPOCQPEPOUV OTO XEIPIOPO TTPOKTOPWY OTAV QUTOi audvovtal o€
TTAB0¢ Kal TToAuTTAOKATATA.

Otav otn dl0dikacia avamTugng PBIVTEOTTAIXVIOIWY QAVTIMETWTTICETAI TO TTPORANUA TNG
ETTEKTAONG TNG TEXVNTAG vVONUOOoUvVNG, 0 apiBudS Twv CQOAPATWY Kal 0 XpOvog TTOU
aTraITeiTal yia va d1opBwBouv augdaveTal €KOETIKA. ZUVETTWG OTAV O TTPOYPAUUATIONOS
EVOG TTAIXVIOIOU HEVEI TTIOW OTTO TO OXEDIAOPO TOU, TO TEAIKO TTaIXVidl KOTAAAYEI VA €XEI
TTOAU AIyOTEPO TTEPIEXOPEVO KAl TO YEVIKO TOU TTAQICIO yiveTal TETPIUPEVO. KaTd ouvETTEIA,
TTOANG TTaIXVIOIO OV €TTEVOUOUV TTOPOUG OTNV QVTIUETWTTION AUTWY TWV OUOKOAWV
TTPORANUATWY Kal KATOAYOUV va UAOTTOIOUV KOIVOTOTTN TEXVNTI] VONUOOUVN TTOU €XEl
Nén KukAogopnaoel kai gival AdN TTPoBAEWIUN OTAV ayopd.

Eival emopévwg avaykaia vyia Tnv  PETETTEITA  TTopeEid TNG  PBiounxaviag  Twv
BivreoTTaixvidIwy, Hia véa, KAAUTEPN KAl EUPWOTN TEXVIKA OTAV TEXVNTH vonuoouvn Tou
OnNuePQ.
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4. NMAIXNIAI CAPTURE THE FLAG ZE UNITY3D

4.1 Meprypaen Unity3D

H pnxavn traixvidiwv Unity3D eival pia pnxavr mraixvidiwyv TTou TTPOCQEPEI UTTOOTAPIEN
o€ TTOANEG TTAATQPOPMPEG Kal Bivel €TTIONG TN duvATOTNTA TNG €UKOANG METARAONG Miag
EQPAPUOYNG aTTd TN dia TTAAT@OpPa o€ Pia GAAN. Tautpdxpova, TTPOC@EPEI JIa TTANBwpa
EPYOAAEiwV OTITIKOU oXedloopou Trou atrAotrolei Tn dladikaoia  dnuioupyiag  evog
€IKOVIKOU KOOUOU Kal TngG OTITIKOTTOINONG R ETTECEPYATiag TwWV OVTIOTATWY TTOU TOV
atmoTeAoUV, evw n ekTéAeon Tou TraixvidloUu e€ivar duvari péoa ammd 1o idIo TO
TEPIBAAAOV.

H mAatedpua Unity3D divel Tnv euxépeia oTOV TTPOYPAPMATIOTH va €TIAECEl av Ba
QvaTITUEEl TNV €QAPUOYN TOu Ot pia dlEpUNVEUPEVN YAWOOO TTPOYPAUMATIONOU, Tn
Javascript, ] 6a TTpoxwpnoel 0TV AVATITUEN UE Hia avTIKEIneEvooTpePn YAwooa, Tn C#.
Kail o1 dU0 auTég eVOAAOKTIKEG €VOEIKVUVTAI YIO TTPOYPAPUATIOTEG XWPIG PMEYAAN TTEipa
OTOV TTPOYPAPUATIONO, aQOU UTTAPXEl OKPAZOUOO Kal UTTOOTNPIKTIKA KOIVOTNTA YUpPW
atrd TNV TAATPOpPa Unity3D.

Eival eUkoAn oTn xprion wg pnxavr Taixvidiwy, Kal TTPOCPEPEl AUETA OTTTIKOTTOINUEVA
QTTOTEAEOUATO  EVW  YPAQPETAI O KWOIKAG OTOV OUVTAKTN Kwoika (editor), Xwpig
kKabuoTepoelg peTayAwTTiong (compile) kai xTioiparog (build), agou ival evépyeieg TTou
eKTEAOUVTQI QUTOATA.

H xpAon NG cival Swpedv Xwpig va OTEPEITAI XAPAKTNPIOTIKWY £VAVTI TNG ETTI TTANPWHNAG
¢kOOONG TNG, Kal €TTioNg OI0BETEl €va KATAOTNUA ETTITTAEOV XOPOAKTNPIOTIKWY Yia XpAon,
TTOAAG €K TWV OTTOIWV €ival Kal auTd dWPEAQV.

Ta TTapamdvw XapakTnEIoTIKA KaBIoTouv Tn unxavh Traixvidiwv Unity3D tnv 1davikn
TTAATQOPUA VA EEKIVAOEI £VAG KAIVOUPIOG OTO XWPO TTPOYPANPATIOTAG TNV ETTAQL TOU HE
TNV avamTugn taixviolwy, PBAETTOVTAG dueca atroTeAéopaTa TNG OOUAEIGG TOU Kal
BpiokovTtag auépioTn Bondeia HEoW TWV KOIVOTATWY TNG TTAATQOPPAG OTO dIadikTuo.

4.2 TMeprypaen aixvidiou Capture The Flag (CTF)

Y1rdpxouv dUo ouddeg o€ pia apéva TTou dIaBETouv n KABE pia atrd pia onuaia Kal atro
4 T1raikteg. O1 dUO opadeg, XwplCoueveg ws opades Right kai Left, rpootraBouv va
mAocouUV Th onuaia TNG avtimTaAng ouddag Kal va eTMOTPEWPOUV OTn JIKIA TOUG QpEVA.
AnAadn, évag 1aiktng TG Right opddag B€Ael va midoel TN onuaia TTou BpiokeTal 0TV
apéva 1ng Left opddag kai va tnv emoTtpéwel otn OIKIG Tou Bdon. Or1 TTAIKTEG TTOU
BpiokovTtal oTnv apéva TOUG PTTOPOUV VA “dIXMOAWTIOOUV” TOUuG e€XOPIKOUG TTAIKTEG,
OTEAVOVTAG TOUG TTiow OTn BAcn TOUG.

4.3 EmAoyn CTF maixvidiou wg medio dokipwyv

H avdrmrtugn evog mraixvidiod CTF wg medio dokipwy yia BT apXITEKTOVIKES €TTIAEXONKE
ylati TTpoo@épel TOOO OuvaTOTNTEG ATTAWY OCO0 KAl TT0 OUVOETWY UAOTTOINOEWV
OuPTTEPIPOPWYV. H avaTrTuén Tou Treplypd@nke, akoAouBnaoe pia atrAr) doun TTou OPwS
a@rVvel TTEPIBWPIA YIa TTOAAEG ETTEKTACEIG TTOU JTTOPOUV VO EVOWUATWOOUV OTOIXEIa aTTO
OIAPOPES TEXVIKEG.
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‘Eva CTF Traiyvidl gival pia 1davikn €TTIAOYA YIa EAEYXO CUPTTEPIPOPWYV OTTWG N AUUVTIKNA
N N €mMOETIKA TAKTIKr, KABWG Kal n 1EpApxnon otoxwyv. lMNa mapddeiypa, Je TOV TPOTTO
TToU Yyivetal n agloAéynon tou CTF BT, 10 KuvAy! KaI n aptrayni TG onpaiog givar mavra
aQuTd TTOU TTPETTEI va £XEl WG TTPWTN TTPOTEPAIOTNTA O TTPAKTOPAS. Eival Aoirdv éva
1Tedi0 SOKIPMWY TTOU ETTITPETTEI TTEIPAPATIONOUS TOOO0 WG TTPOG TN CUMPTTEPIPOPE VOGS
TTPAKTOPA PEPNOVWHEVQ, EITE TNV TTAPAKOAOUBNON VOGS TTPAKTOPA WG HEPOG HIOG OPAdag
ME €vav KoIvO OTOXO.

4.4 ApxitekTovikég MaupoTrivaka (Blackboard Architectures)

‘Eva ouotnua paupotrivaka Oev gival ammé pévo Tou €va epyaAeio  dnuioupyiag
ATTOPACEWY, OAAG aTTOTEAE £vav pnXaviopd TToU eAEYXEI TIG EVEPYEIEG ATTO OPKETOUG
dnuIoupyoug atropaccwyv. Q¢ poTiBo oxediaong xapaktnpeifetal atrd cueMigia TToU TO
KAVEI EAKUOTIKO OTOUG OXEDIAOTEG.

H popery Tou paupotrivaka egaptatar amd 1V €@apuoyr). O1  apXITEKTOVIKEG
MOUPOTTIVOKA €XOUV TTOIKIAEG XPAOEIG, MTTOPOUV va XPNnoluoTroinbouv yia TTapddelyua
oTnv TdaAiouxnon (steering) xapakTApWY. € AUTAV TNV TTEPITITWON, O HAUPOTTIVAKAG
Ba TrepiExel Tpiwv dlaotdcewyv (3D) TOTTOBECiEC 1) KOl OUVOUAOHOUG KIVAOEWV.
XpNOIUOTTOIOUPEVOG WG APXITEKTOVIKA dNUIOUPYIag atToQACEWY, UTTOPEI VA TTEPIEXEI Kal
TTANPOPOPIEG OXETIKA PE TNV TPEXOUOA KATAOTAON TOU TTaIXVIOIOU, TNV TOTTOBECia Twv
eXOpWV N TWV TTOPWYV, KAl TNV ECWTEPIKA KATAOTAON £VOG XAPOKTHPA.

YTTApXOUV YEVIKA XOPAKTNPIOTIKA, Tou odnyouv Katd é€va TPOTTO TIPOG TNV
MOPQOTTOINON MIOG VYEVIKAG YAWoOoOg paupotrivaka. Emedy o ot1dxog e€ivar va
EMTPETTOVTAI DIAPOPETIKA KOPUATIA KWOIKA VA ETTIKOIVWVOUV PETOEU TOUG ATTPOOKOTITA,
N TTANPOYOPIa OTOV PAUPOTTIVOKA XPEIAZETAlI TOUAGXIOTOV Tpia YépN: TIYA, TOUTOTTOINON
TUTTOU Kal onuacioAoyiag. O paupoTrivakag Tuttikd Ba KANBei va avTINETWTTIOE! pia
TTOIKINiIO aTTd  OIOQPOPETIKOUG TUTTOUG OedOUEVWY, COUUTTEPIAQUPBAVOVTAS Kal OOMEG
(structures). Autd Ta dedopéva UTTOPE yia TTAPAdEIYUA VA EKTTPOCWTIOUV TNV TIUA TNG
uyeiag (health value) evog TTpdkTopa WG aképaia TIPA A TNV TOTToBeTia Tou eKPPalouEvn
o€ TpiocdldoTara dlavuouara.

Emeidl ta dedopéva OTOV POUPOTTIVAKA WTTOPOUV va gival dIa@OPETIKWY TUTTWY, TO
TTEPIEXOPEVO TOUG TIPETTEI VO PTTOPEI va €ival avayvwpiolpgo. Auté ptTopei va gival
KWOIKAG aTTAOU TUTTOU, OXEOIQOUEVOG VA aPrivel oToV OXeDIAOTA TNV eAeuBepia xprong
Tou KaTdAAnAou TUTTOU Yyia Ta Oedouéva (otnv C/C++ autd yivetalr ouvRBws e
dlapdépewaon Tou TUTTOU (typecasting) TnG TINAG 0TOV KATAAANAO TUTTO). [5]

4.5 Aopn tou CTF BT

To O&vipo CUPTTEPIPOPAS TToU avaTrTuxdnke yia 1o CTF Ttraixvidl, atmmoteAcital amd
KAQOEIG TTOU avaTTapioToUV TOUG KUpPIoug KOuBoug Tou BT, 6TTwg ouvBeTol KOPPBO!I Kal
KOuPoI dlakoounTéG, KAAOEIG TTOU aTTOTEAOUV TOUG KOUPBOUG Twv QUAAWY Tou OEVTPOU
Kal KAAOEIG TTOU ETTICUVATITOVTAI OTOV TIAIKTN, OTOUG TTAIKTEG - POoUTTOT (bots), otnv
apéva, OTIC onPaieg Kal oTnv KEVTPIKA doun Tou dévipou TTou atravrdral o€ K&Be bot. O
TTNYaiog KWAIKAG yIa TO OEVTPO CUNTTEPIPOPAG Kal TOUG KOPPBOUS QUAAQ TTOU aTTOTEAOUV
10 TrauXvidl CTF, utropei va trpootreAacTei ammd To0 GUVOECHO:

https://github.com/Raniato/BehaviorTrees.
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2UYKEKPIPEVA Ol KAAOEIG TWV KUPIWV KOUBWV gival:

® BTree : O1T0U YiveTal KABOPIOPOGS TOu TI €ival n pida (root) evog dEVTPOU Kal T
blackboard data (dedopéva paupoTrivaka)

® Node : yevikip Mop@ry kOuPou Tou BT, opilel TIC MOAVEC HOPPEC TOU
armoteAéopatog  (emTuxia, atrotuxia, o€ egéMgn = SUCCESS, FAIL,
PROCESSING)

Composite : auvBeTOg KOUPBOG TTOU KAnpovouei To Node
Decorator : k6upog diakoounTAS TTou KAnpovouei To Node

Inverter : avTioTpEQEl TO aTTOTEAEOPA EKTEAEONG, KAnpovouei To Decorator

Parallel : emoTpé@el pAvupa emTUXiag av EmMOTPEWYOUV Kal OAa Ta TTaidid
EMTUXia, av €0TW Kal €va €MOTPEYEI ATTOTUXIA TOTE €MIOTPEPEI OAOG O KOUPBOG
atrotuyia, kAnpovouei To Composite

® ParallelSelector : av éoTw Kal €va TTaIdi E€MOTPEWEI PAVUUA ETTITUXIAG, TO
ParallelSelector TepuatiCel Tnv ekTéAeon OAwWV Twv TTAIOIWV KAl ETTIOTPEPEI
emruxia. Opoiwg av €0Tw Kal éva TTaudi  ETMOTPEWYEl PAVUPA  ETTITUXIOG,
TeppaTiCovTal OAa Ta TTAIdIA KAl ETTIOTPEPETAI MVUMA atToTuXiag. KAnpovopei 1o
Composite

® RepeatUntilFail : eTavoAauBavel pia oudtrepIpopd PEXPI AUTA VA ETTIOTPEWYEI
MAVUMQ aTtToTuxiag, KAnpovopei To Decorator

® Selector : av €vag KOUPBOG TMIOTPEWEI SUCCeSS, TOTE OgV YivETAI TTPOCTTEAACN TWV
UTTOAOITTWV TTAIBIWV TOU KAl ETIOTPEQPEI PAVUPA  €TTITUXIAG. KAnpovopei 1o
Decorator

® Succeeder : emOTPEPEI TTAVTA Urivupa emiTUXiag. KAnpovopei To Decorator

® Sequence : KOUPBOG akoAoubiag pE OEIPIAKN TTPOOTTEAQCN Twv TTAIdIWV TOU,
kAnpovouei To Composite

® |eaf : KOuPog @UANO Tou dévTpou, kKAnpovouei To Node

H kAdon BTree uloTtroiei 6TTwG TTpoava@épdnke, cuVaPTHOEIS TTOU opifouv Tn pila Kal
Ta dedouéva paupoTrivaka Tou Oévipou. O XEIPIOPOS Twv OEBOUEVWV PAUPOTTIVOKA
yivetal péow Twv ouvaptiocwyv GetValue(string name) kai SetValue(string name), é1rou
0 XPNOTNG PTTOPEI VA XPNOIMOTTOINCEI OTTOUDNTIOTE OTO TTPOYPAUMA HE TIG KATAAANAEG
KANOE€IG Kal va TTpooBEael pia TiuA yia pia dedopévn PeTaBANTA Tou dEvTpou, 1 va AdBEl
Kal va eAéyEel Tnv TpéXouoa TIPN KATTolag METARANTAC woTe va kKabopioel TN
oupuTtrepipopd. MNa trapddeiyua oe KABe @UANO KOpPBo yivetal GetValue ota dedouéva
MOUPOTTIVOKA WOTE VA Yivel EAEYXOG TNG KATAOTAONG TOU TTPAKTOPA KAl VA ATTOQPACIOTEI
emaTpo@n emTuxous (SUCCESS) i avemtuxoug (FAIL) atroteAéopaToc.

210 Oedopéva paupoTrivaka TTou €xw opioel oTnv kKAdon BehaviorTreeScript 61mou
yiveTal 10 TEANIKO OTAOCIMO TOu OEVTPOU, E£XOUV OPIOTEI OEDdOUEVA PAUPOTTIVAKA TTOU
KAAUTITOUV €va €UPOG KATAOTAOEWV. TO OEVIPO TTOU OpifeTal O€ AUTAV TNV KAGON,
kaBopilel yia kaBe popuTroT (bot):

® TNV oudda Tou
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TNV avag@opd avTikeigévou TTaixvidiou (GameObject) TNG onuaiag TTou TTPETTEl va
mdoel n ouada Tou

TO av £X€El TN dedOMEVN OTIYUA TN onuaia

TNV TOTTOBETIa TOU

TNV TOTTOBETIa OTTOU Ba ETTAVEUPAVIOTEI AV TOV AIXMOAWTIOE! éva €XBPIKO POUTIOT
TO Qv €ival AIXMOAWTIOPEVO

TNV TTEPIOXT OTNV apéva TToU Tou BewpeiTal wg BAon Tou

TO TPEXOV AVTIKEIMEVO TTOU KAAEITAI va avadnThoEl

TOUG TTAPAYOVTEG TTOU ETTNPEACOUV TNV TAXUTNTA TTOU KIVEITAI

TOUG £XBpoUG TTOU €ival KOVTA Tou

TOUG OUNPAXOUG TOU

TNV Tpéxouca katdoTtaor] Tou, n otoia utropei va gival DEFENDING (akoAouBei
TakTIKA duuvag), GOING_FOR _THE_FLAG (civar auté 10 pouTroT 1Tou Ba Trdel
va mdoer T onuaia kar 6x1 dAAo), TAGGED (aixuaAwTiOuévo)  Kal
RETRIEVING_THE_FLAG (emoTpo®n TnG onuaiag micw otn Bdon).

2ToUuG KOPBoug @UAAa (leaf nodes) TrepiAapBdvovTal OAEG OI CUUTTEPIPOPES TTOU KAAEITAI
va uAoTroioel KABE pouTTOT OTO TTaIX VIOl ZUPPWVA PE TOUG KAVOVES TTOU BECTTIOTNKAV
TTOPATTAVW, AUTEG OI EVEPYEIEC DIaXWPIOTNKAV OTIC €A CUUTTEPIPOPES TTOU OPifouV:

CaptureFlag : Tnv aixuaAwaoia Tng onuaiag

ChaseEnemy : 10 KUVAyYI €vOG £XOPIKOU POUTTOT (1) TOU TTAIKTN - AvOPWTTOU)
CatchEnemy : Tnv oUANWN €vOG £xBpou

CheckFlagCaptivity : Tov €Aeyxo yia TO av n onuaia €xel AN cUAANPOEi
Defend : Tnv duuva otn Bdon

GoForFlag : Tnv kivhon evog pouTroT va TTdel yia Tn onuaia, av 6gv TTAEl Kavévag
AAAoOG

ReleaseFlag : Tnv eAeuBépwon TG onuaiag oe TTEPITITWON TTOU O TTAIKTNG TTOU
TNV €ixe CUAAPONKE

Respawn : Tnv €MIOTPOPNA TOU TTAIKTN TTOU OUVEARPON atrd £xOpIKr Yovada, TTiow
oTn Baon Tou

® ScorePoint : TNV eueavion TG opadag TTou KEPDIoE TO YUPO

® Seek : TNV TTPOGOSO TTOU KAVEI Eva POUTTOT WPAXVOVTAG TO AVTIKEIUEVO TTOU TOU EXEI

avoTeBei

SeekEnemyFlag : Tnv avalntnon yia Tn onuaia 1Tou TTPETTEN va TTIACEl N opada
TOU POMTTOT

Tagged : tTnv TtomroBéTnon oe katdotacn TAGGED Ttou apyotepa odnyei oTtn
oupuTrepIpopd Respawn
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4.5.1 BT o€ dAAa edia SoKipwv

2€ autd 1o KEPAAQIO TTEPIYPAQPETAI N UAoTToinon vyia éva BT tmadvw og 1medio dOKIPwY
CTF, aAAa 1a BT ca@wc pytropouv va XpnoiyoTtroinBouv o TTOAAG diagopeTiké TTedia,
oTTwg yia Tapadsiyua éva Real Time Strategy (RTS) Traiyvidl, TToU a@rjvel Kal TTio
TTOAAG TTEPIBWPIA AVATITUENG TOKTIKWY ouddag (squad tactics).

2¢ KGBe mrepiTTwon, Eva BT dev xpeidletal va @TidyveTal atmd 1o Pndév, Kabwgs n Kupia
ooyl TOou ¢€ival TTPOCOAPUOCOMEVN OE MIA  YEVIKI] HOP®H TIOU  ETPETTEl TNV
emavayxpnoigotroinor] Tng. O kKOuPBog NG pifag PTTOPEl va €ival OTIG TTEPIOCOTEPEG
TTEPITITWOEIG Evag KOUPOG DIOANEKTNG, KAl N KUPIA JOP@Pr) KOUPBOU TTOU XPNOILOTIOIEITAl WG
aTTOPPOIa TNG KOIVAG AOYIKAG KaTA Tn dIAPKEIQ VOG OXEOIQOUOU TTaixVvIOIoU, €ival auTth
TOU KOUBOoU akoAouBiag. 2uvriBwg ol TTPAKTOPEG KAAOUVTAI VO EKTEAECOUV MIO OEIPIOKN
porl evepyelwyv, n otroia Ba artroTeAeital ammd  KATTOIOUG KOPBoug  TTapaAAnAiag,
TTEPICTOTEPOUG KOUPBOUG DIOAEKTEG WOTE va dIAQPAIVETAI YIa CaPG AAANAETTIOpacn UE TO
TePIBAANOV  Kal TNV KATAAANAN xprion Twv KOUPBWV avTIOTPOYNG, ETTITUXIAG Kal
ETTAVAANWNG MEXPI ATTOTUXIOG.

AT éva 1Tedio doKIHWY o€ €va AANO, akOua Kal av n Aoyikf Tou TTaixvidloU KaBeautou
gival apkeTd dIaQopPETIKA, N dopn evog BT cival eUkoAa TTpoocappolOuevn Kal HTTOPOUV
€UKOAQ va a@aipeBoUlV evEPYEIEG KAl va TTPOOTEBOUV KATTOIEG AAAEG XWPIC €U@AvION
OQOAPATWY. 2€ éva TTEdI0 DOKIYWY OTTOU OI TTPAKTOPEG XwpPiovTal 0€ KATNYOPIEG TTOU
KAAoOUVTaI va eKTEAECOUV OIAPOPETIKA OUVOAQ EVEPYEIWY, TOTE N Xpron BT dieukoAUvel
TTOAU TNV aQVATTITUEN TOU TTaIXVISIOU. H KEVTPIKI AOYIKI) UTTOPEI va peivel n idia, dnAadr va
TTapapeivouv avaAAoiwTn kKOPBol TTapaAAnAiag, KOuBol SIOAEKTES Kal KOUBOI akoAouBiag
TToU DI0B£TOUV TTOAAOUG KOUBOUG QUAAG WG TTaudId, Kal va aAAAEel pdvo 0 KWwAIKAG TTou
XapokTNEicel Ta TTaIdId QUAAA. AKOPO Kal PE TOOEG MIKPEG AAANQyEG, uTTOPOUV Vva
TTPOKUWOUV  TTPAKTOPEG TTOU  UAOTTOIOUV  TEAEIWG  OIOQOPETIKEG  EVEPYEIEG  Kal
OUUTTEPIPOPEG.

4.6 Ymodevdpa (Subtrees) tng doung BT tou CTF

H kevipik doury Tou BT 10U 0KOAouBei TO KGBE POWPTTOT, €ival KabBopliopévn Kal
avaTtrTuyudévn otnv KAdon BehaviorTreeScript, n otmoia 6a TTapouciacTei oxXnUATIKA.
Katd 10 oxedlaopod, TO Kupiwg OEVIPO €ival TTIO EUKOAO va XWPIOTE O€ MPIKPOTEPA
uTTOdevOpa (subtrees), yeyovog TTou KaBIoTA TTI0 0@ TNV JETETTEITA AVATITUEN TOU.
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4.6.1YTodevdpo Respawn

Eikéva 23: Yrodevdpo Respawn

O kOupog TnG pifag cival yovéag piag akoAouBiag tTou €€ac@alifel TTwg OTav éva
poputroT gival TAGGED (ouveAnedn atrd kdatrolov €xBps), 10T Ba atreAeubepwvel Tn
onuaia kai Ba kavel Respawn Triow oTn BACN TOU. ZNPAVTIKY ONUEIWON TTWS 0 KOUPBOG
NG piag cival évag KOPPOg dIaAEKTNG, dNAadr Ba kdavel Tnv €AoYy TNG EKTEAEONG
avaueca oTta OUo KUupia uttodevdpa, autd TTou €eEETACETAl TWPA KAl OTO ETTOMUEVO
(Gpuvag/ettiBeong N aixHaAwWaoiag TNG onuaiag).

Av TO pOUTTOT (bot) eTIOTPEWEI PVUPA ATTOTUXIOG OTO GAAO UTTOBEVDPO, TOTE TTPOXWPAEI
oTnv ekTéAeon Tou uTTodevdpou Respawn. Omrwg €xel ndn avagepBei, o KOUPOG
OI0AEKTNG (selector) o€ avtiBeon pe Tov TUXaio KOPPBO dIaAékTn (random selector), Ba
ekTeAéoel Ta TTaIdIA Tou PE auoTnpr oeipd. Apa 600 1o GAAO uTTOdevOpo Tou ROOT
EMOTPEPEI PAVUPA eTMITUXIAG (OTTWG @aiveTal TTOPAKATW, OTNPICeTal ot évav KOPPBo
TTapaAAnAiag), To uttddevdpo Respawn dev Ba ekTeAsiTal KaBodAou.

Eivar rpo@avég Aoimmdv, TTweG auTtd TO UTTOBEVOPO XEIPICETAl TNV KATAOTAON OTIOU TO
POUTTIOT £XEI YiVEl QVTIANTITO Kal €XEl AIXMAAWTIOTEN aTTd €va £XOPIKO POMPTIOT, EVW TO
GAANO UTTODEVOPO XEIPICETAI TIC CUMTTEPIPOPES TTOU PTTOPEI VA UAOTTOINCEl O TTPAKTOPOG
EVW €XEI EAEUBEPIa KIVIIOEWV Kal OV KOAEiTaI va Eekivrioel TTAAI atrd Tn Bdaon Tou.

H ouptrepipopd ReleaseFlag, €moTtpé@el TNV TMOOUEVN ATTO POPTTIOT Onuaia otnv
apxiki g 6éon. Ouwg av o TTPAKTOPAS TTOU KOAEITAI va UAOTTOINCEl TN CUNTTEPIPOPA
TTOU TTEPIYPAPETAI OE AUTOV TOV KOUPBO QUAAOU dev €xel TN onuaia tn dedopévn OTIYUA,
16TE N cupTTEPIPopd ReleaseFlag Ba yupioel yrivupa atrotuyiag. Opws wg TTaidi evog
KOUPBou akoAouBiag, n EmMOTPOPr) MNVUUATOG ATTOTUXIOG Ba €iXe WG ATTOTEAEOUA ThV
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atroTuyia oAOKANpou Tou KOuBou akoAouBiag, apa o kOuPog diaAéktng ROOT dev Ba
gixe ™ Oduvarotnta va emAégel éva traudi. MNa autd 10 AOyo XpnoldoTrolEiTal O
ETMTUYXAVWY KOPBOG, TTOU oUCIaoTIKA Ba diapopewotl To attoTéAeopa Tou ReleaseFlag
woTe va dlatnpenBei n opaAn ektéAeon TnG akoAouBiag kal TeEAIKA, Tou kKOuBou ROOT.

4.6.2YTOdevdpo duuvag/etriBeong i aipoaAwaoiag Tng onupaiag

|
Jl

! |

m

Eikova 24: YT6devdpo auuvag/emrifeong 1 aixpaAwaoiag Tng
onuaiag

O ekovi{OuEVOG apXIKOG KOUBog trapaAAnAiag eivar mraidi g pidag Tou OEvTpou,
e€ao@aliCel TTwg 10 pouttoT dev cival TAGGED aAAG éxel eAeuBepia Kiviioewy, Kal
KaAEiTal va ETTIAECEI AQUUVTIKE 1) ETTIOETIKN TAKTIKK.

O képpog mapaAAnAiag ecac@alilel TNV TTApPAAANAN ekTEAECN OAWV TwV TTAIBIWY TOU,
ETTOMEVWG av  o0e otroladAmoTe oTiyul o KOpBog TAGGED emoTpéwer OeTikd
atmmoTéAeopa, Ba yivel ammoTéAeoua aTTroTuXiag péow Tou KOuBou avtioTpoPns INVERTER
Kal TO pOUTTOT Ba Ee@uyel TeAEiwG aTTd aAUTO TO UTTOBEVOPO, OPOU TEAIKA O KEVTPIKOG
KOuPog TTapaAAnAiag Ba emmOTPEWEl PVUPA aTTOoTUXIaG. Apa Oeclpd eKTEAEONG £XEl TO
uTTOdevdpOo TToU avaAuBnke Trponyouuévwg (Respawn subtree) kai TTapoucidlel Tn
OupTTEPIPOPEG TTOU aKOAOUBEI 0 TTPAKTOPAG av €xel Bpedei o€ aixpalwaia (TAGGED).

Mopakdtw avatrapiIoTwVTal KAl TTEPIYPA®OvTal Ta dUo KUpla uttodevdpa Tou BT TTOU
a@opoUV TIG CUUTTEPIPOPEG TTOU KOAEITal va UAOTTOINOEI O TTPAKTOPAG evw Oegv gival
TAGGED, 10 éva €xel yovéa Tov KOUBo TTapaAAnAiag kai To GAAO Tov KOUPBo akoAoubiag
(oTO OXNUA KATW apIoTEPQ).
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Eikova 25: YIT6devdpo ocUAANYNg onuaiag

4.6.3Ym60evdpo cUAANYNG onuaiag

Méow autAg TNG akoAoubBiag ETTIAEyETAl N TOKTIKA TTOU O£TEl WG ETTIKEVIPO TNV
aixMoAwTion NG onuaiag. O kéupog UAN0 GOFORFLAG eAéyxel av OTTOIO0BNTTIOTE
OUPPOXOG TOU POUTTOT TTNyQiVEl TTPOG TN onuaia, €101 WOTE av dev TTNyaivel, 0 KOPPOG
AvTIOTPOYEQG Ba TMIOTPEWEI PAVUPA ETTITUXIAC KAl JEOW TNG AKOAOUBIOKNG eKTEAEONC
Twv KOPPwv SEEKENEMYFLAG kai SEEK, o kéupog trapaAAnAiag Ba eTmioTpéyel
MAVUPO ETTITUXIOG av TO POPTTOT €ival 0TO Kuvhy! yia Tn onuaia. OAo 1o uttodevdpo Ba
ETMOTPEYEI NAVUUA ETTITUXIAG AV TEAIKA TO POUTTOT KATAPEPEI VA AIXHMOAWTIOEN TN onuaia
TTOU €WaxVE, avadnTroel TO KOVTIVOTEPO ONWEio TNG BAONG TOU WOTE va TNV TTAEl EKEN KAl
TeEAIKA, péow Tou SCOREPOINT va dwoel TR vikn oTtnv opada Tou Kal va Yivel
ETTAVAPOPA TOU apPXIKOU ETTITTEOOU TOU TTaIXVIOIOU.

4.6.4Yodevdpo £mmiBeong 1 apuvag

O ko6uBog mapaAAnAiog ammd 10 UTTOOEVOPO Auuvag/emiBeong 1 alXNoAwaoiag Tng
onpaiag, KATw aploTEPd OTnV €IKOva 24, £xel duo TTaidid SELECTORS.
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Eikova 26: Yrodevdpo emiBeong R duuvag — EAeyxog

CHECKRLAGCAPTIVETT

aiYMoAwaiag onuaiag

2710 TTpwTo TTaIdi - SELECTOR, n doun eAéyxel av n onuaia givai nén utmd aixuaAwaia.
Av n onuaia civar eAeuBepn, dnAadr o kOuBog CHECKFLAGCAPTIVITY emoTpéyel
artroTuyia Kal Oev TTNYAiVEl KAVEVAG CUPTTAIKTNG VIO VA TNV QIXMOAWTIOEI, YEyovog TTou
eAéyxetal atmd 10 QUANO GOFORFLAG, 161 0 KOUBOG TTapaAAnAiag eTTICTPEPEI PAVUPQ
atroTuxiog Kal eKTeAEiTal TO UTTOOEVOPO TTOU AvOAUBNKE TTPONYOUPEVWG (UTTODEVOPO

OUAANYNG onpaiag).

|
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Eikéva 27: YIrodevdpo £1mifeong N duuvacg - eUTePo HEPOC
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To deuTepo TTaudi - SELECTOR T0oU KOUBOoU TTapaAAnAiag utrd avaAuon atroTeAEiTal atrd
OUO MIKPA UTTOdEVOPA. 21O TTPWTO (apIoTEPA), av KpIBei atrd Tov koo CHASEENEMY
OTI TO POUTTOT Oev XpeIAleTal va KuvnyAoel KATTolov €XOpO, 0 KOUBOG avTIoTPOPEQG
EMOTPEPEI UAVUPA ETTITUXIAG KAl €TO1 O KEVTPIKOG KOUPBOG TTapaAAnAiag ekTeAei Tn
ouptrepipopd DEFEND péxpl va kpiBei 011 évag exBpog mpétrel va kKuvnynOei, A av
emMOoTPEWEl KATTOI0 Privupa AdBoug o kouBog DEFEND.

270 0e€Id utTddevdpo Ba uTTApXEl TTAVTA PAvVUMA €TTITUXIAGE Adyw Tou ETTITUYXAVWV
kOupou SUCCEEDER. Av 10 apiotepd uttddevopo ETTIOTPEYEI ATTOTUXIA, YEYOVOS TTOU
OTTWG €idAaE TTPOKUTITEI AV ATTOPACIOTEI KUVNYI O€ évav ex0p0d, TOTE 0 KEVTPIKOG KOPBOG
olaAéktng SELECTOR Oa TpoxwpAocel oOTnv  €KTEAEON TNG  CUMPTTEPIPOPAS
CATCHENEMY.

4.7 EmAoyég uloTtroinong

H doun tmou éxel avatrTuxBei €ival pia TTOAU atrAfy uAoTroinon e€vog TTOAU KAQOIKoU
TTaIxvIdiou CTF pe atrAoTToinon Twv Kavovwy, TTou a@rvel TTOANG TTEPIBwPIa ETTEKTAONG.
EmAEXONKe autrlv Tnv uAoTroinon HETG ammd €1I0aywyéG Kal €Laywyég dIdQopwv
OUUTTEPIPOPWV Kal EYIVE BeEwpPNOoN TTWG N KATAOANKTIKA UAoTToinon cival évag TTOAU KaAd
EVAPKTAPIO PECO yia KATTOIOV TTOU Oev €xel aoxoAnBei ¢ava pe avamrtuén TeEXvNTAS
vonpoouvng o€ trepIBaAAov Unity 3D.

Mrtropei Kaveig va gekiviioel ge auTtAv TN BIBAIOBNKN XWwpPIg 1I8IAITEPES YVWOEIG TTAVW TNV
TEXVNTH vonuoouvn kal Ta BT kal va utropéoel agou katavoroel o BABog Tn doun Kal
N @IAOCOQIa TOUG, va €TTeKTEIVEI TNV TTapouoa BIBAIOONAKN OTTWG ETTBUEI, agou ol
Baoikég evépyeleg ival AdN uAoTToinuéveS. AlapadovTag TRV avAAuon Twv UTTOdEVOPwWYV
TTOU XpnoldoTroinenkav Kal TN Asitoupyia Twv Bacikwv KOPPwv evog BT, utropei o
XPNoTnNG va KataAdpel akpifwg kal pe amtd Trapadeiyyara TTou UTTopEi 0 idlog va
ekTEAEDEI, TTWG AKPIPWG gival éva BT o€ Aeimoupyia.
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5. EMINOIoz
5.1 Zupmrepdopara

H emAoyry ulotmroinong evég maixvidiou CTF atrotéAece 10 10 OTTAG  1T€dI0
TTEIPANATIOPNWY VIO va Yivel dia gl0aywyr oTn Xprion ommAwv kai euéAikTwv BT. Oi
EVEPYEIEG TTOU £XOUV VO EKTEAEOOUV OI TTPAKTOPEG Eival TTEPIOPICHEVES, AANG HECW TNG
APXITEKTOVIKNG TwV BT uttdpxouv TTOAAEG DIOQPOPETIKEG TTPOCEYYIOEIG TTOU UTTOPOUV va
QATTOPEPOUV TO iDI0 ATTOTEAEO QL.

H uAotroinon 1mou dIGAECa yw va TTPAYHATOTTOINCW Eival APKETA ATTAOIKI, YEYOVOGS TTOU
TNV KABIOT& guavAyvwoTn Kal KATavonTr) o€ KATTolov TTou Ogv €xel aoXoANBei 1 €xel
aO0X0ANOEi ATTOKAEIOTIKA ETTIOEPPIKA PE TEXVIKEG TEXVNTHG vonuoouvng. lNivetal eicaywyn
KAl OPIOPOG TEXVIKWYV Kal HEBOOWV UAOTTOINONG TTPOKTOPWY, TTAEOVEKTAMOTA KAl
MEIOVEKTAUATA TNG KABEPIAG KABWG KAl EKTEVEIG OUYKPIOEIG.

Ta BT xpnoipoTtroloUvTal EUpEWS 0T Blopnxavia BIVTEOTTAIXVIOIWYV KAl TO BEWPW WG TNV
MO Paoik) dOUA TTOU TIPETTEI VA YVWPICEl ONUEPA O OTTOIOOBNTIOTE EVOIQPEPETAI KAl
BéAel va aoxoAnBei pe Tov Topéa. H TeXvNT vonuoouvn OTTWG £XEl TTPoavaQEPBEi,
aKPAdel oTn Blognyavia BIVIEOTTAIXVIOIWY KAl Ol TETPIUPEVEG CUUTTEPIPOPEG YivovTal OIyd
Oly& KOMMPATI ToUu TTapeABOVTOG. nyddel eTTOPEVWGS N avayKAIOTNTA KAIVOTOPWY I0EWV
Kal N OI0PKNG AVvATITUEN TNG vonuoouvng TTou dIabETel évag TTPAKTOPAG, N OTToia TTAEoV
oev utropei va uAotroinBei ammd TIG TTOAQIOTEPEG KAl TTIO OUXVA XPNOIUOTTOINKEVES
TEXVIKEG.

2¢ évav TOPEQ TTOU OUVEXWG QVATITUCOETAI, TTPETTEI KAl EUEIC WG EVOIOPEPOUEVOI VA
TTpooapuolopaoTe OTIG OTTolEG aAAAYEG, KAl va pnv a@rivoupe Tnv €EEAIEN va uag
TTPOOTTEPVA, €IOIKA OTav agopd €va Tedio oav Tnv TeXVNTA vonuoouvn, E€iTe O€
aKadNuaAikd €ite o€ BIOINXAVIKO TTITTEDO.

5.2 AuvaroétnTeg avdatTugng

ECaitiag Tng eueAigiag Tng doUNAG TOUuG Kal TIG dUVATOTNTEG TTOU TTpooPEépouy Ta BT, cival
€UKOAO va TTpooBEcel 1 KAl va a@aip€oel Kaveig KOPPoug atrd Tnv TTpoavagpepbeica
Oou WOTE va KATAANEEI O€ £vav TTPAKTOPA TToU Ba eKTEAET TTEPICOOTEPEG AsiToupyieg. Ol
duvatoTnTeg Tou divovtal amd Ta BT kaBioTouv €@IKTA TNV TTPOOCORKN TTEPICOOTEPWV
EVEPYEIWY, OTTWG VIO TTAPABEIYHMA MIQ TTIO QVETTTUYMEVN TOKTIK GUUVOG 1] KATTOIEG
duUVATOTNTEG CUVEPYAOIOKAG £TTIOEONG TWV TTPAKTOPWY TToUu Ba cuvTovI(OTAV PHECW TWV
KOIVWV TOUG OEDOUEVWV.

AuTI n TOKTIK 0dnyei oTNV QVATITUEN KAl TNV £TTIKEIMEVN OUVEVWOTN TNG TTapoucag
OOUAG ME €vvoleg OTTWG TOKTIKEG ouddag (squad tactics). Méow authg TnG €vvolag
MTTOPOUV Va dnuioupynBouv TTPAKTOPES TTOU Ba PITTOPOUV VA KIVOUVTAI TTIO OTPOATNYIKA
KAl O€ OUYKEKPIPEVEG DIOBPOUEG, aPOU TWPA O TTPAKTOPAS aKOAOUBE Tuxaia diadpoun
KGBe popd apkei va Bpioketal yéoa otn Bdon Tou.

MNa tnv uAotroinon Opwg piag Té€Tolag AoyIKAG, TO 10010 Ba ATav TO TraIXVidl va
METaQEPBEI atrd TNV dUO dIOCTACEWY YOPYPN TTOU €xel Twpa o€ Pia 3D uAoTroinon TTou

Ba ptTopEi va TTPOC@EPE! TTIO TTOANEG EUKQIPIEG YIO ATTOTEAEOUATIKN €Upean BEATIOTNG
d1adpounig (pathfinding). Zmnv Tpéxouca €kdoon Tou TTaIXVIOIOU, O TTPAKTOPAS OIABETE
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éva Rigidbody kai kiveital pe Bdon mnv emidpaon duvaung opiopévng atrd Tov XpAoTN,
evw pia 10eatr €kdoor Tou Ba PTTopoUCE va agloTrolel TTANPwWG Tov aAyopiBuo A* yia
eupeon dladpopwv o€ 3D TrepIBAAAOV, aprivovTag £T01 TPOUEPA TTEPIBWPIa EEAIENG Kal
avAaTITUENG €VOG QUTOVOPOU TTPAKTOPA HE TTI0 PEAANIOTIKA) CUMPTTEPIPOPA O CUVOUAOUO
ME TOKTIKEG OuGdaC Kal ouoTnua KAAUWNG.

Me auTég TIG TTPOOORKES KAl TPOTTOTTOINCEIG KABWG Kal TNV UTTapén eutrodiwv TTou Ba
euTTOdICOUV TNV opaTdTNTA, Ba PTTOPEI O TTPAKTOPAG va BpiokeTal oe Béon va eCAyel
OUUTTEPACHATA VIO OUYKEKPIYEVEG TOTTOBECDIEG, va €xel TN duvaTOTNTA Va KPURETAI TTIoW
atrd euTrddIa Kal mOavov va avatmTuxBei Kal pia TakTIKA Paxns (combat) émou Ta
POUTTOT Ba €xouv oTn dIABETT) TOUg XapaKkTNPIOTIKA OTTWG £1TiBeon (attack), (wn (health)
Kal TTupopaxikéd (ammo). Mg autév Tov TpOTTO 0dnyoUuAoTeE OE MIO UAOTTOINCN TTou
MTTOPEl va TTpoo@Epel PAxes ammd amrootacn (ranged combats) o6mmou Ta bots Ba
MTTOpPOUV va PPioKouv KoTa@uUyIO O OUYKEKPIMEVO OnPEId ToOu XAPTN WOTE VA
ave@odIaoTOUV PE TTUPOUAXIKA A va aveBAcouv Toug TTOVTOUG TNG Cwrg TOUG.

O. Zmavridn 60



MeAETN kar uhoTToinon dévipwy cupTrEPIPOPAS o€ TrePIBAAAov Unity3D

NMINAKAZ OPOAOrIIAZ

ZevoyAwooog 6pog EAANvIK6g Opog

Action leaf node KouBog @UAAO evépyelag

Action pattern MorTiBo dpdong

Action selection sequence AkoAouBia dpaaong eTTIAOYNG
Agent network architecture APXITEKTOVIKI DIKTUOU TTPOAKTOPWV
Alarm 2UvVayEPUOG

Arbitrating Alaitnoia

Behavior Oriented Design 2XEOIAOUOG ETTIKEVTPWHEVOG OTN CUUTTEPIPOPA
Behavior Trees A&vTpa CUPTTEPIPOPAG
Blackboard data Aedouéva paupoTrivaka

Bot Poutér

Bugs 2@AApaTa

Build XTioluo

Cache Kpuen pviAun

Callback functions 2UVOPTACEIC ETTAVAKANONG
Child nodes KoéuBol raidia

Classifiers TagivounTtég

Competence ApuodiétnTa

Compile MeTayAwTTion

Complete complex agents MARPEIC TTOAUTTAOKOI TTPAKTOPEG
Composite node 2UVOETOG KOPPBOG

Condition leaf node KouBog @uAAo ouvBnkng
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Context MAaiolo avagopdg

Current state Tpéxouoa KATAOTOON

Deadlocks AdI£E0da

Decision tree AévTpo ammdé@aong

Decorator node KouBog diakoounTAg

Drive collection 2UA\OYA KIVAOEWV

Engine Mnxavry

Event loop Bpoxog cupBaviwyv

Failure ATtToTu)Xia

Finite state machines MnXavéG TTETTEPACUEVWY KATOOTACEWYV

First-come first-served system 200TNUa EUTTNPETNONG KE OEIPA TTPOTEPAIOTATAG

First generation trees AévTpa TTPWTNG YEVIAG

Fitness function 2uvapTnon KataAAnAGTNTOG
Fuzzy terms Acageic 6pol

Game environment MepiBaAAov TTaixvidiou

Goal heuristic EupeTIKOG unxavioudg yia otoxo
Greedy algorithm ATTANCTOG aAYOPIBUOG

Hard coded logic 2kANpd kwdikotroiNuévn AoyiknA
Hardware Mnxavruata UTTOAOYIOTWYV
Heuristic EupeTikOG unxaviouog

Hierarchical finite state machines | lepapxIkéG unXavég TTETTEPACHUEVWY KATAOTACEWVY

Hierarchical goal-oriented | EpapxIKfy QPXITEKTOVIKA| TTPOCAVOTOAIONEVN  OTO

architecture oTOXO
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Hybrid systems

YBpIdIka cuoTiuata

Intelligent agent

"EEUTTVOG TTPAKTOPAG

Inverter node

KouBog avTioTpogEag

Large-scale software-integrated

MANpo@opIakd cuoTNUA HEYAANG KAIMOKOG

system
Leaf node KouBog @uAAO
Learning MdaBnon

Learning algorithm

AAy6pIBuoG pabnong

Leverage

MoxAeuon

Low-level

XapnAou emmirédou

Memory prefetching

Mpookopion pvApNg

Metaheuristic

MEeTa-EUPETIKOG UNXAVIOUOG

Metaheuristic learning

MeTa-gupETIKN Habnon

Modelling language

A\wooa povreAIopoU

Modularity

AopooToixegiwon

Natural language

duoiki yh\wooa

Notation

2nueloypagia

Parallel node

Koupog mapaAAnAiag

Parent nodes

KouBol yoveig

Pathfinding

Eupeon BEATIOTOU povoTTaTIOU

Plan

2x€010

Plan elements

2ToIxeia oxediou

planning

2xe0Ia0uOG
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Random selector node

KouBog Tuxaiou dIaAEKTN

React tree

AévTpo avTidpaong

Reactive mode

AvTIOPaOTIKA AgiIToupyia

Refactoring

AvaTtrapayovToTroinon

Reinforcement learning

EvioxuTiki uabnon

Repeat until fail node

EmavaAnTTikdg KOuPBOG £€wg atroTuyiag

Repeater node

EmavaAnTmikdg kdupBog

Root Pica

Running 2€ eKTEAEON

Scripts AEOUEG EvEPYEILOV
Selector node Koupog dIaAékTnG
Sequence node KouBog akoAouBiag

Squad tactics

ToKTIKEG OUAdWV

State

Kardotaon

Stateful data

Aedopéva emiAewns KatdoTaong

Steering MndaAiouxnon
Structures Aopég
Subroutine YTropouTiva

Subsumption architecture

APXITEKTOVIKI) UTTAYWYNG

Succeeder node

Emtuyxdvwyv kéupog

Success Emruyia
Tagged AlXHOAWTIOPEVOG
Testing AoKIuEg
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Traceable AvixveuoIyog
Training Ektraideuon
Transition MeTdpBaon
Typecasting Alauopewaon TUTTOU
Subtree Y16devopo
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2YNTMHZEIZ — APKTIKOAE=A — AKPQONYMIA

BT Behavior Trees

DT Decision Trees

FSM Finite State Machines

GDC Game Developers Conference

IGDA International Game Developer Association
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NMAPAPTHMA |
MNMnyaiog kwdikag

O mnyaiog kKwdikag NG BIBAIOBAKNG UTTOPEI va TTPOCTTEAACTEI HECW TOU OUVOECHOU

https://qgithub.com/Raniato/BehaviorTrees.

AreaDeterminator.cs

using UnityEngine;

using System.Collections;

public class AreaDeterminator : MonoBehaviour {

/I Use this for initialization
void Start () {}

// Update is called once per frame
void Update () {}

/lIn right base
void OnTriggerEnter(Collider otherPlayer)
{
if((otherPlayer.gameObject.tag == "Bot"))
otherPlayer.gameObject.GetComponent<CTF.BotScript>().botTree.setValue(CTF.TreeData.IN_ARENA,
CTF.BotScript.TeamID.RIGHT);
if ((otherPlayer.gameObject.tag == "HumanPlayer"))
otherPlayer.gameObject. GetComponent<HumanPlayerScript> ().inBase = CTF.BotScript.TeamID.RIGHT;

void OnTriggerExit(Collider otherPlayer)
{
if ((otherPlayer.gameObject.tag == "Bot"))
otherPlayer.gameObject. GetComponent<CTF.BotScript>().botTree.setValue(CTF.TreeData.IN_ARENA,
CTF.BotScript.TeamID.LEFT);
if((otherPlayer.gameObject.tag == "HumanPlayer"))
otherPlayer.gameObject.GetComponent<HumanPlayerScript>().inBase = CTF.BotScript.TeamID.LEFT,;
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BehaviorTree.cs

using System;
using System.Collections.Generic;

using UnityEngine;
/* @class BehaviorTree
* @brief Behavior Tree class, including routines for getValue, setRoot, setValue.

*

namespace BTnamespace

{
[System.Serializable]
public class BehaviorTree
{
private Node _root;
private Dictionary<string, object> _blackboardData = new Dictionary<string, object>();
public object getValue(string name)
{
return _blackboardData [name];
}
public void setValue(string name, object value)
{
_blackboardData [name] = value;
}
public void setRoot(Node root)
{
_root = root;
}
public void Initialize()
{
_root.Initialize( this );
}
public Outcome Process()
{
return _root.Process( this );
}
}
}
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BehaviorTreeScript.cs

using System;
using System.Collections.Generic;
using UnityEngine;

using BTnamespace;

/* @class BehaviorTreeScript
* @brief This is the script that composes the final behavior tree structure and defines the blackboard data.
*/

namespace CTF

{
//Blackboard Data

public abstract class TreeData
{

public const string MY_TEAMID = "MyTeamID";
public const string ENEMY_FLAG = "EnemyFlag";
public const string HAS_FLAG = "HasFlag";
public const string MY_TRANSFORM = "MyTransform";
public const string ALL_TEAM_TILES = "TeamTiles";
public const string RESPAWN_POSITION = "RespawnPosition";
public const string IS_TAGGED = "IsTagged";
public const string TAGGED_TEAMMATE = "TaggedTeammate";
public const string SEEK_THIS = "SeekThis";
public const string IN_ARENA = "InArena";
public const string STEER = "Steer";
public const string VELOCITY = "Velocity";
public const string ENEMIES_NEARBY = "EnemiesNearby";
public const string ALLIES = "Allies";
public const string ENEMIES = "Enemies";
public const string STATE = "State";

[System.Serializable]
public class BehaviorTreeScript : BehaviorTree
{

public BehaviorTreeScript()

{

/IDefence

ChaseEnemy chaseEnemy = new ChaseEnemy();
Inverter dontChaseEnemy = new Inverter();
dontChaseEnemy.addChild(chaseEnemy);
Defend defend = new Defend();

Seek seekObject = new Seek();
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Sequence Defence = new Sequence();
Defence.addChild(defend);
Defence.addChild(seekObject);

RepeatUntilFail defendUntilFail = new RepeatUntilFail();
defendUntilFail.addChild(Defence);

Parallel DefendCheckEnemy = new Parallel();
DefendCheckEnemy.addChild(dontChaseEnemy);
DefendCheckEnemy.addChild(defendUntilFail);

//Chase enemy

Seek seekObjectEnemy = new Seek();
CatchEnemy catchEnemy = new CatchEnemy();
Sequence seekCatch = new Sequence();
seekCatch.addChild(seekObjectEnemy);
seekCatch.addChild(catchEnemy);
ChaseEnemy enemyInSight = new ChaseEnemy();
Parallel seekAndCatch = new Parallel();
seekAndCatch.addChild(enemylnSight);
seekAndCatch.addChild(seekCatch);

Succeeder alwaysCatch = new Succeeder();
alwaysCatch.addChild(seekAndCatch);

Selector DefendSelector = new Selector();
DefendSelector.addChild(DefendCheckEnemy);
DefendSelector.addChild(alwaysCatch);

/ldefend depending on flag captivity status

CheckFlagCaptivity flagCaptured = new CheckFlagCaptivity();
GoForFlag anyoneGoingForFlag = new GoForFlag();
Selector anyoneOffensive = new Selector();
anyoneOffensive.addChild(flagCaptured);
anyoneOffensive.addChild(anyoneGoingForFlag);

Parallel DefenceParallel = new Parallel();
DefenceParallel.addChild(anyoneOffensive);
DefenceParallel.addChild(DefendSelector);

/loffence

SeekEnemyFlag findEnemyFlag = new SeekEnemyFlag();

Seek seekEnemyFlag = new Seek();
Sequence findSeekEnemyFlag = new Sequence();
findSeekEnemyFlag.addChild(findEnemyFlag);

findSeekEnemyFlag.addChild(seekEnemyFlag);

GoForFlag anyoneFetchingFlag = new GoForFlag();
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Inverter nooneFetchingFlag = new Inverter();

nooneFetchingFlag.addChild(anyoneFetchingFlag);

Parallel findFlagParallel = new Parallel();
findFlagParallel.addChild(nooneFetchingFlag);
findFlagParallel.addChild(findSeekEnemyFlag);

/lbring the flag back

CaptureFlag captureFlag = new CaptureFlag();
Seek findIDTile = new Seek();

ScorePoint score = new ScorePoint();

Sequence captureReturnScore = new Sequence();
captureReturnScore.addChild(captureFlag);
captureReturnScore.addChild(findIDTile);
captureReturnScore.addChild(score);

Sequence retrieveFlagParallel = new Sequence();
retrieveFlagParallel.addChild(findFlagParallel);
retrieveFlagParallel.addChild(captureReturnScore);
Selector seekFlagSelector = new Selector();

seekFlagSelector.addChild(retrieveFlagParallel);

/[Defence or Offence?

Selector DefenceOffence = new Selector();
DefenceOffence.addChild(DefenceParallel);
DefenceOffence.addChild(seekFlagSelector);

Tagged tagged = new Tagged();
Inverter notTagged = new Inverter();
notTagged.addChild(tagged);

Parallel defendOrOffend = new Parallel();
defendOrOffend.addChild(notTagged);
defendOrOffend.addChild(DefenceOffence);

/llrespawn

ReleaseFlag releaseFlag = new ReleaseFlag();
Succeeder alwaysReleaseFlag = new Succeeder();

alwaysReleaseFlag.addChild(releaseFlag);
Respawn respawn = new Respawn();
Sequence releaseFlagRespawn = new Sequence();

releaseFlagRespawn.addChild(alwaysReleaseFlag);

releaseFlagRespawn.addChild(respawn);
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Selector root = new Selector();
root.addChild(defendOrOffend);

root.addChild(releaseFlagRespawn);

setRoot(root);

BotScript.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using BTnamespace;

/* @class BotScript

* @brief This is the script that Initializes all information about a bot, regarding its team and its team's tiles, flag
position etc.

* One of the most valuable aspects implemented is the way the bot is keeping track of the enemies that are within its
vicinity.

*/

namespace CTF
{
public class BotScript : MonoBehaviour
{
public enum TeamID
{
RIGHT,
LEFT

public enum broadcastMessage
{
DEFENDING,
GOING_TO_FLAG,
TAGGED,
RETRIEVING_FLAG

public bool hasFlag;

public bool isTagged;

public broadcastMessage currentBroadcast;
public float steer;

public float velocity;

public TeamID myTeamID;
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public BehaviorTreeScript botTree;

public Dictionary<GameObject, broadcastMessage> myState

broadcastMessage>();

new Dictionary<GameObject,

/I Initializeialize everything concerning the bot. Team tiles, flag position, allies, respawn position
void Start()

{

botTree = new BehaviorTreeScript();
List<GameObject> enemiesNearby = new List<GameObject>();

List<GameObject> enemies = new List<GameObject>();

GameObiject[] allPlayers = GameObject.FindGameObjectsWithTag("Bot");
GameObject HumanPlayer = GameObject.FindGameObjectWithTag("HumanPlayer");

List<GameObject> allies = new List<GameObject>();

for (inti=0; i < allPlayers.Length; i++){

if ((allPlayers]i] != this.gameObject) && (allPlayers][i].GetComponent<BotScript>().myTeamID == myTeamID))

allies.Add(allPlayersli]);

if((allPlayers]i]!=this.gameObject) && (allPlayers[i]. GetComponent<BotScript>().myTeamID!=myTeamID))

enemies.Add(allPlayersl[i]);

if (HumanPlayer.GetComponent<HumanPlayerScript> ().myTeamID == myTeamID)

allies.Add (HumanPlayer);
else

enemies.Add (HumanPlayer);

currentBroadcast = broadcastMessage.DEFENDING;

botTree.setValue(TreeData.ALLIES, allies);
botTree.setValue(TreeData.STATE, myState);
GameObject seekThis = null;
botTree.setValue(TreeData.SEEK_THIS, seekThis);
botTree.setValue(TreeData.IN_ARENA, myTeamID);
botTree.setValue (TreeData.ENEMIES, enemies);
botTree.setValue(TreeData.ENEMIES_NEARBY, enemiesNearby);
botTree.setValue(TreeData.MY_TEAMID, myTeamID);
botTree.setValue(TreeData.STEER, steer);
botTree.setValue(TreeData.VELOCITY, velocity);
botTree.setValue(TreeData.HAS_FLAG, false);
botTree.setValue(TreeData.lS_TAGGED, false);
botTree.setValue(TreeData.MY_TRANSFORM, transform);
if (myTeamID == TeamID.RIGHT){

botTree.setValue(TreeData.ALL_TEAM_TILES, GameObject.FindGameObjectWithTag("'RightTiles"));

botTree.setValue(TreeData.ENEMY_FLAG, GameObject.Find("LeftFlag"));

botTree.setValue(TreeData.RESPAWN_POSITION, GameObject.Find("'RightRespawnNode").transform.position);

}

else{

botTree.setValue(TreeData.ALL_TEAM_TILES, GameObject.FindGameObjectWithTag("LeftTiles"));
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botTree.setValue(TreeData.ENEMY_FLAG, GameObject.Find("RightFlag"));
botTree.setValue(TreeData.RESPAWN_POSITION, GameObject.Find("LeftRespawnNode").transform.position);

}

botTree.Initialize();

transform.rotation = Quaternion.Euler(0f, -90f, 90f);

/I Update is called once per frame

void Update()

{
hasFlag = (bool) botTree.getValue(TreeData.HAS_FLAG);
isTagged = (bool) botTree.getValue(TreeData.IS_TAGGED);
botTree.setValue(TreeData.MY_TRANSFORM, transform);
if(Outcome.PROCESSING != botTree.Process())

botTree.Initialize();

public void Message(GameObject PlayerObj, broadcastMessage PlayerMessage)
{
if (myState.ContainsKey(PlayerObj))
myState[PlayerObj] = PlayerMessage;
else
myState.Add(PlayerObj, PlayerMessage);
botTree.setValue(TreeData.STATE, myState);

public void BroadCastTeamMessage(broadcastMessage MyMessage)
{
currentBroadcast = MyMessage;
List<GameObject> allies = botTree.getValue(TreeData.ALLIES) as List<GameObject>;

for (inti=0;i < allies.Count; i++){
if(allies[i].CompareTag("Bot"))
allies[i].GetComponent<BotScript>().Message(gameObject, MyMessage);

//ladd a nearby enemy on collision
void OnTriggerEnter(Collider otherPlayer)
{
bool enemyFound = false;
if ((otherPlayer.gameObject.tag == "Bot") && (otherPlayer.GetComponent<BotScript>().myTeamID !=
myTeamiID))
enemyFound = true;
else if(otherPlayer.gameObject.tag == "HumanPlayer" &&

otherPlayer.GetComponent<HumanPlayerScript>().myTeamID != myTeamID)
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enemyFound = true;
if(enemyFound){
List <GameObject> enemiesNearby = botTree.getValue(TreeData.ENEMIES_NEARBY) as
List<GameObject>;
enemiesNearby.Add(otherPlayer.gameObject);
botTree.setValue(TreeData.ENEMIES_NEARBY, enemiesNearby);

/lIremove the enemy while exiting collision

void OnTriggerExit(Collider otherPlayer)

bool enemyFound = false;
if ((otherPlayer.gameObject.tag == "Bot") && (otherPlayer.GetComponent<BotScript>().myTeamID !=
myTeamiID))
enemyFound = true;
else if(otherPlayer.gameObject.tag == "HumanPlayer" &&
otherPlayer.GetComponent<HumanPlayerScript>().myTeamID != myTeam|D)

enemyFound = true;

if (enemyFound){
GameObject CurrentSeekingObject = botTree.getValue(TreeData.SEEK_THIS) as GameObject;
if (CurrentSeekingObject == otherPlayer.gameObject){
CurrentSeekingObject = null;
botTree.setValue(TreeData.SEEK_THIS, CurrentSeekingObject);

List<GameObject> enemiesNearby = botTree.getValue(TreeData.ENEMIES_NEARBY) as
List<GameObject>;
enemiesNearby.Remove(otherPlayer.gameObject);
botTree.setValue(TreeData.ENEMIES_NEARBY, enemiesNearby);
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CaptureFlag.cs

using System;

using System.Collections;

using System.Collections.Generic;

using System.Ling;

using System.Text;

using UnityEngine;

using BTnamespace;

namespace CTF

{

class CaptureFlag : Leaf

{

GameObject enemyFlag;
Transform myTransform;

GameObject myTiles;

public override void Initialize(BehaviorTree tree)

enemyFlag = tree.getValue(TreeData.ENEMY_FLAG) as GameObject;

myTransform = (Transform) tree.getValue(TreeData.MY_TRANSFORM);

myTiles = tree.getValue(TreeData.ALL_TEAM_TILES) as GameObject;
tree.setValue(TreeData.HAS_FLAG, true);

public override Outcome Process(BehaviorTree tree)

myTransform.gameObject. GetComponent<BotScript>().BroadCastTeamMessage(BotScript.broadcastMessa

ge.RETRIEVING_FLAG);

enemyFlag.GetComponent<FlagScript>().Captured(myTransform.gameObject);
GameObject seekTile;

float closestDistance = float.MaxValue;

int Closestindex = int.MaxValue;

for (inti=0; i < myTiles.transform.childCount; i++){

loat tileDistance = (myTransform.transform.position - myTiles.transform.GetChild(i).transform.position).magnitude;

if (closestDistance > tileDistance){ //get closer to the base
closestDistance = tileDistance;

Closestindex = i;

}

seekTile = myTiles.transform.GetChild(Closestindex).gameObject;
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tree.setValue(TreeData.SEEK_THIS, seekTile);
return Outcome.SUCCESS;

CatchEnemy.cs

using System;

using System.Collections.Generic;
using System.Ling;

using System.Text;

using UnityEngine;

using BTnamespace;

/* @class CatchEnemy
* @brief In this class, bot is catching an enemy == tagging him.
*/

namespace CTF
{

class CatchEnemy : Leaf

{

public override void Initialize(BehaviorTree tree)

{

public override Outcome Process(BehaviorTree tree)
{
GameObject enemy = tree.getValue(TreeData.SEEK_THIS) as GameObject;
if (enemy && enemy.CompareTag("Bot")){
enemy.GetComponent<BotScript>().botTree.setValue(TreeData.IS_TAGGED, true);
tree.setValue(TreeData.SEEK_THIS, null); //l don't have anything to seek for now
return Outcome.SUCCESS;
}
else if (enemy && enemy.CompareTag("HumanPlayer")){ //Same applies if the enemy-threat is the human
player
enemy.GetComponent<HumanPlayerScript>().catchHuman();
return Outcome.SUCCESS;
}
else

return Outcome.FAIL;
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ChaseEnemy.cs

using System;

using System.Collections.Generic;
using System.Ling;

using System.Text;

using UnityEngine;

using BTnamespace;

/* @class ChaseEnemy

* @brief In this class, bot is checking if it should chase an enemy. This decision is made by two facts:
* 1)either an enemy has the flag, therefore he is a threat

*  2)or an enemy is in my base and close to the bot that is taking this decision

*/

namespace CTF
{

class ChaseEnemy : Leaf

{
BotScript. TeamID myTeamID;

public override void Initialize(BehaviorTree tree)

{
myTeamID = (BotScript. TeamID) tree.getValue(TreeData.MY_TEAMID);

public override Outcome Process(BehaviorTree tree)
{
if (myTeamID == (BotScript. TeamID)tree.getValue(TreeData.IN_ARENA)){
List<GameObject> enemies = tree.getValue(TreeData. ENEMIES_NEARBY) as List<GameObject>;
if (enemies.Count > 0){
GameObject closestEnemy = null;
GameObject flagBearer = null;
float minDist = 5f;
float closestDist = 5f;
bool hasFlag = false;
Transform MyTransform = (Transform)tree.getValue(TreeData.MY_TRANSFORM);
for (inti=0;i < enemies.Count; i++){
if (enemies]i].CompareTag("Bot")){
if((bool)enemies[i]. GetComponent<BotScript>().botTree.getValue(TreeData.HAS _
FLAG)X //if the enemy has the flag, mark him
flagBearer = enemies]i];
hasFlag = true;
}
if (!(bool)enemiesli]. GetComponent<BotScript>().botTree.getValue(TreeData.IS_TAGGED)){ //providing he is not

tagged, therefore not a threat
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Transform EnemyTransform =

(Transform)enemies][i]. GetComponent<BotScript>().botTree.getValue(TreeData.MY_TRANSFORM);
float DistanceWithThisEnemy = (MyTransform.position - EnemyTransform.position).magnitude;
if (closestDist > DistanceWithThisEnemy){

closestDist = DistanceWithThisEnemy;

closestEnemy = enemies]i];

}

else{ //if the human player is also one of my enemies, check his position and situation comparing to the flag
if ('enemies|i]. GetComponent<HumanPlayerScript>().isTagged){ //providing he is not tagged, therefore not a
threat
float DistanceWithThisEnemy = (MyTransform.position - enemiesJi].transform.position).magnitude;
if (closestDist > DistanceWithThisEnemy){
closestDist = DistanceWithThisEnemy;
closestEnemy = enemiesi];
}
}
}
}
if (closestDist <= minDist || hasFlag){ //decide chasing method depending on the previous "investigation”
if(hasFlag)
tree.setValue(TreeData.SEEK_THIS, flagBearer);
else
tree.setValue(TreeData.SEEK_THIS, closestEnemy);
return Outcome.SUCCESS;

}

}

return Outcome.FAIL;

O. Zmavridn 79



MeAétn kai uhoTToinon dEvTpwy CuUPTTEPIPOPAG e TreEPIBAAAoOv Unity3D

CheckFlagCaptivity.cs
using System;

using System.Collections.Generic;
using System.Ling;
using System.Text;

using UnityEngine;

using BTnamespace;

namespace CTF

{
class CheckFlagCaptivity : Leaf
{
public override void Initialize(BehaviorTree tree)
{

public override Outcome Process(BehaviorTree tree)

{
Dictionary<GameObject, BotScript.broadcastMessage> myTeamlID = tree.getValue(TreeData.STATE) as

Dictionary<GameObiject, BotScript.broadcastMessage>;

foreach (KeyValuePair<GameObject, BotScript.broadcastMessage> retrievers in myTeamID){
if (retrievers.Value == BotScript.broadcastMessage. RETRIEVING_FLAG)
return Outcome.SUCCESS;

return Outcome.FAIL;
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Composite.cs

using System;
using System.Collections.Generic;

/* @class Composite
* @brief Class describing a composite node behavior.
*/

namespace BTnamespace

{
public abstract class Composite : Node
{
protected List<Node> _children = new List<Node>();
public virtual void addChild(Node child)
{
_children.Add (child);
}
public Node at (int index)
{
if(_children.Count <= index)
return null;
return _children[index];
}
}
}
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Decorator.cs

using System;

/* @class Decorator

* @brief Class describing a decorator's structure.
*/

namespace BTnamespace

{
public abstract class Decorator : Node
{
protected Node _ child;
public virtual void addChild( Node child )
{
_child = child;
}
public override void Initialize (BehaviorTree tree)
{
_child.Initialize (tree);
}
}
}
Defend.cs

using System;

using System.Collections;

using System.Collections.Generic;
using System.Ling;

using System.Text;

using UnityEngine;

using BTnamespace;

I* @class Defend
* @brief In this class, bot is choosing random tiles to navigate to, as an implementation of a defensive behavior.
*/

namespace CTF

{

class Defend : Leaf

{
GameObject myTiles;

Transform MyTransfrom;
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public override void Initialize(BehaviorTree tree)

{
myTiles = tree.getValue(TreeData.ALL_TEAM_TILES) as GameObject;
MyTransfrom = (Transform)tree.getValue(TreeData.MY_TRANSFORM);

public override Outcome Process(BehaviorTree tree)
{
MyTransfrom.gameObject. GetComponent<BotScript>().BroadCastTeamMessage(BotScript.broadcastMessa
ge.DEFENDING);
UnityEngine.Random.seed = (Guid.NewGuid().GetHashCode());
int randomTile;
if(myTiles.transform.childCount > 0)
randomTile = UnityEngine.Random.Range(0, MaxCount);  //get a random tile from the ones |
am allowed to navigate to
tree.setValue(TreeData.SEEK_THIS, myTiles.transform.GetChild(randomTile).gameObject);
return Outcome.SUCCESS;

FlagScript.cs

using UnityEngine;

using System.Collections;

I* @class FlagScript
* @brief This is the flag's class, containing its behavior depending on captivity status.
*/

public class FlagScript : MonoBehaviour {

public bool isCaptured = false;
public GameObject parent;
public Vector3 flagPosition;

/I Use this for initialization
void Start () {
flagPosition = transform.position;

parent = null;

/lif the flag is captured, parent it to the capturer
public void Captured(GameObject iParentltTo)
{
if(parent == null && isCaptured == false){
parent = iParentltTo;

isCaptured = frue;
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}

public bool IsCaptured()
{

return isCaptured,;

/lif the flag is released, it returns to its prime position

public void Release(GameObiject currentParent)

{
if(isCaptured && currentParent == parent){
isCaptured = false;
parent = null;
returnToBase();
}
}

void returnToBase()

{

transform.position = flagPosition;

// Update is called once per frame
void Update () {
if(parent)
transform.position = parent.transform.position;

GoForFlag.cs

using System;

using System.Collections.Generic;
using System.Ling;
using System.Text;

using UnityEngine;
using BTnamespace;

/* @class GoForFlag

* @brief In this class, bot is required to check if any of its teammates is going for the flag, compares distances and
chooses accordingly.

* If any teammate is going for the flag, class returns behavior result of success, otherwise behavior result of failure.
*/

namespace CTF

{
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class GoForFlag : Leaf
{
GameObject HumanPlayer = null;
GameObject enemyFlag = null;
BotScript. TeamID myTeamID;
public override void Initialize(BehaviorTree tree)
{
List<GameObject> allies = tree.getValue(TreeData.ALLIES) as List<GameObject>;
for (inti=0; i< allies.Count; i++){ /lconstruct a list with my bot allies and/or the human player
if(allies[i].CompareTag("HumanPlayer"))
HumanPlayer = allies]i];
}
enemyFlag = tree.getValue(TreeData.ENEMY_FLAG) as GameObject;
myTeamID = (BotScript. TeamID)tree.getValue(TreeData.MY_TEAMID);

public override Outcome Process(BehaviorTree tree)

{
Transform MyTransform = (Transform)tree.getValue(TreeData.MY_TRANSFORM);

if (HumanPlayer && HumanPlayer.GetComponent<HumanPlayerScript>().inBase != myTeamID && !
HumanPlayer.GetComponent<HumanPlayerScript>().isTagged){

float theirDistance = (new Vector3(HumanPlayer.transform.position.x - enemyFlag.transform.position.x,
HumanPlayer.transform.position.y - enemyFlag.transform.position.y, 0.0f)).sqrMagnitude;

float myDistance = (new Vector3(MyTransform.transform.position.x - enemyFlag.transform.position.x,
MyTransform.transform.position.y - enemyFlag.transform.position.y, 0.0f)).sqrMagnitude;
if (theirDistance <= myDistance) /lcompare distance | have with the distance my teammates do
return Outcome.SUCCESS;

Dictionary<GameObject, BotScript.broadcastMessage> MymyTeamID = tree.getValue(TreeData.STATE) as
Dictionary<GameObject, BotScript.broadcastMessage>;

foreach (KeyValuePair<GameObject, BotScript.broadcastMessage> teammatesMessage in MymyTeamID){
/Icheck if any teammate is broadcasting "going" or "retrieving" the flag

if (teammatesMessage.Value == BotScript.broadcastMessage.GOING_TO_FLAG ||
teammatesMessage.Value == BotScript.broadcastMessage.RETRIEVING_FLAG)
return Outcome.SUCCESS;
}

return Outcome.FAIL;
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HumanPlayerScript.cs

using_UnityEngine;
using System.Collections;

using System.Collections.Generic;

I* @class HumanPlayerScript
* @brief This is the script that determines the human player's interaction within the game.
*/

public class HumanPlayerScript : MonoBehaviour {

public CTF.BotScript.TeamID myTeamID;

public CTF.BotScript.TeamID inBase;

public bool isTagged = false;

public bool hasFlag = false;

public Vector3 respawnPosition;

public float velocity;

List<GameObject> enemies = new List<GameObject>();
List<GameObject> allies = new List<GameObject>();

GameObject enemyFlag;

/I Use this for initialization
void Start ()

GetComponent<Rigidbody>().AddForce(new Vector3(0.0f, 10.0f, 0.0f));
if (GetComponent<Rigidbody>().velocity.magnitude > 0){

float angle = Mathf.Atan2(GetComponent<Rigidbody>().velocity.y, GetComponent<Rigidbody>().velocity.x) *

Mathf.Rad2Deg;
transform.rotation = Quaternion.Euler(angle, -90f, 90f);
}
GameObiject[] allBots = GameObject.FindGameObjectsWithTag("Bot");
for (inti=0; i< allBots.Length; i++){
if (allBots][i].GetComponent<CTF.BotScript>().myTeamID == myTeamID)
allies.Add(allBotsl[i]);
else
enemies.Add(allBotsl[i]);
}
GameObiject[] Flags = GameObject.FindGameObjectsWithTag("Flag");
for (inti=0; i < Flags.Length; i++){
if (Flagsl[i].name == "LeftFlag")
enemyFlag = Flags[il;
}

respawnPosition = GameObject.Find("'RightRespawnNode").transform.position;

}

// Update is called once per frame
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void Update ()

if (lisTagged){
if (Input.GetKey(KeyCode.A) || Input.GetKey(KeyCode.LeftArrow))
GetComponent<Rigidbody>().AddForce(new Vector3(-10.0f, 0.0f, 0.0f));
if (Input.GetKey(KeyCode.D) || Input.GetKey(KeyCode.RightArrow))
GetComponent<Rigidbody>().AddForce(new Vector3(10.0f, 0.0f, 0.0f));
if (Input.GetKey(KeyCode.W) || Input.GetKey(KeyCode.UpArrow))
GetComponent<Rigidbody>().AddForce(new Vector3(0.0f, 10.0f, 0.0f));
if (Input.GetKey(KeyCode.S) || Input.GetKey(KeyCode.DownArrow))
GetComponent<Rigidbody>().AddForce(new Vector3(0.0f, -10.0f, 0.0f));
if (GetComponent<Rigidbody>().velocity.magnitude > 0){
float angle = Mathf.Atan2(GetComponent<Rigidbody>().velocity.y, GetComponent<Rigidbody>().velocity.x)
* Mathf.Rad2Deg;

transform.rotation = Quaternion.Euler(angle, -90f, 90f);

GetComponent<Rigidbody>().velocity = Vector3.ClampMagnitude(GetComponent<Rigidbody>().velocity,
velocity);
if (inBase == myTeamID){

for (inti=0; i < enemies.Count; i++){

(bool)enemies[i].GetComponent<CTF.BotScript>().botTree.getValue(CTF.TreeData.IS_TAGGED))
&& Collided(enemies]i].transform.position))
enemies[i].GetComponent<CTF.BotScript>().botTree.setValue(CTF.TreeData.IS_TAG
GED, true);

}
if (inBase != myTeamID){

for (inti=0;i < allies.Count; i++){

((bool)allies[i].GetComponent<CTF.BotScript>().botTree.getValue(CTF.TreeData.IS_TAGGED)
&& Collided(allies[i].transform.position))
allies [i].GetComponent<CTF.BotScript>().botTree.setValue(CTF.TreeData.lIS_TAGGE
D, false);
}
if (enemyFlag){
if(lenemyFlag.GetComponent<FlagScript>().IsCaptured() &&
Collided(enemyFlag.transform.position)){
enemyFlag.GetComponent<FlagScript>().Captured(this.gameObject);
hasFlag = true;

}
if (hasFlag)

if (inBase == myTeamID)

Application.LoadLevel(0); //player has the flag, restart the scene
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else{
gameObject.transform.position = new Vector3(respawnPosition.x, respawnPosition.y,
gameObject.transform.position.z);

isTagged=false;}

bool Collided(Vector3 Position)
{
float distance = (new Vector3(transform.position.x - Position.x, transform.position.y - Position.y,
0.0f)).magnitude;
if (distance < 0.5f)
return true;

return false;

public void catchHuman()
{
isTagged = true;

transform.position = new Vector3(respawnPosition.x, respawnPosition.y, transform.position.z);

Inverter.cs

using System;

using UnityEngine;

using System.Collections.Generic;
using System.Ling;

using System.Text;

/* @class Inverter

* @brief Class describing an inverter's behavior.

* Whatever result the inverter's child returns, gets... inverted. Unless there is a PROCESSING
* outcome, in that case it stays the same.

*/

namespace BTnamespace

{

public class Inverter : Decorator

{

public override Outcome Process(BehaviorTree tree)

{

Outcome Result = _child.Process(tree);
if (Result == Outcome.FAIL)
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return Outcome.SUCCESS;

else if (Result == Outcome.SUCCESS)
return Outcome.FAIL;

else
return Outcome.PROCESSING;

Leaf.cs

using System;

/* @class Leaf

* @brief Class Leaf inherits Node class, doesn't have any properties of its own.
*/

namespace BTnamespace

{
public abstract class Leaf : Node
{

}

Node.cs

using System;

/* @class Node

* @brief Class Node contains functions about initializing and processing behaviors, as well as
* defining the possible behavior results : success, fail, processing.

*/

namespace BTnamespace

{
public enum Outcome
{
SUCCESS,
FAIL,
PROCESSING
}
public abstract class Node
{
public abstract void Initialize(BehaviorTree tree);
public abstract Outcome Process(BehaviorTree tree);
}
}
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Parallel.cs

using System;

using System.Collections.Generic;
using System.Ling;

using System.Text;

I* @class Parallel

* @brief Class describing a parallel's behavior.

* The parallel will return success if every child returns success. Even if only one child returns failure
* then the parallel returns failure as well.

*/

namespace BTnamespace

{
public class Parallel : Composite
{
private Outcome[] _childStatus;
public override void Initialize(BehaviorTree tree)
{
_childStatus = new Outcome][_children.Count];
for (inti=0;i<_children.Count; i++){ _childrenli].Initialize(tree);
_childStatus][i] = Outcome.PROCESSING;
}
}
public override Outcome Process(BehaviorTree tree)
{
bool childinProcess = false;
for(inti=0; i < _children.Count; i++){
Outcome result = _children[i].Process(tree);
_childStatusli] = result;
if (result == Outcome.FAIL) return Outcome.FAIL;
if(result == Outcome.PROCESSING) childInProcess = true;
}if (childInProcess){
for(inti=0;i < _children.Count; i++){
if(_childStatus[i] == Outcome.SUCCESS){
_children(i].Initialize(tree);
_childStatus][i] = Outcome.PROCESSING;
}
}
return Outcome.PROCESSING;
}
return Outcome.SUCCESS;
}
}
}
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ParallelSelector.cs

using System;

using System.Collections.Generic;
using System.Ling;

using System.Text;

I* @class ParallelSelector

* @brief Class describing a parallel selector's behavior.

* The parallel will return success if just one child returns success. The parallel selector then proceeds in terminating
* every child. Same applies if just one child returns failure, the parallel selector will end every child in process and

* then return failure as well.

*/

namespace BTnamespace

{

public class ParallelSelector : Composite
{
private Outcome[] _childStatus;
public override void Initialize(BehaviorTree tree)

{

_childStatus = new Outcome[_children.Count];

for (inti=0;i<_children.Count; i++){
_children([i].Initialize(tree);
_childStatus]i] = Outcome.PROCESSING;

public override Outcome Process(BehaviorTree tree)
{
for (inti=0; i< _children.Count; i++){
if (_childStatus]i] == Outcome.PROCESSING){
Outcome result = _children[i].Process(tree);
_childStatusli] = result;
if (result == Outcome.SUCCESS)
return Outcome.SUCCESS;
if(result == Outcome.FAIL)
return Outcome.FAIL;

}
return Outcome.PROCESSING;
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ReleaseFlag.cs
using System;

using System.Collections.Generic;
using System.Ling;
using System.Text;

using UnityEngine;

using BTnamespace;

I* @class ReleaseFlag

* @brief In this class, bot is required to drop the flag because it is currently tagged.
* Results in failure if the bot doesn't currently possess the flag.

*/

namespace CTF

{
class ReleaseFlag : Leaf
{
Transform MyTransform;
public override void Initialize(BehaviorTree tree)
{
MyTransform = (Transform)tree.getValue(TreeData.MY_TRANSFORM);
}
public override Outcome Process(BehaviorTree tree)
{
bool hasFlag = (bool)tree.getValue(TreeData.HAS_FLAG);
if (hasFlag){
tree.setValue(TreeData.HAS_FLAG, false);
tree.setValue(TreeData.SEEK_THIS, false);
GameObject enemyFlag = tree.getValue(TreeData.ENEMY_FLAG) as GameObject;
enemyFlag.GetComponent<FlagScript>().Release(MyTransform.gameObject);
return Outcome.SUCCESS;
}
return Outcome.FAIL;
}
}
}
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RepeatUntilFail.cs

using System;

using System.Collections.Generic;
using System.Ling;

using System.Text;

/* @class RepeatUntilFail

* @brief Class describing a repeat until failure node's behavior.

* This type of node has one child and executes it until the child returns a failure result.
*/

namespace BTnamespace

{
public class RepeatUntilFail : Decorator
{
public override Outcome Process(BehaviorTree tree)
{
Outcome Result = _child.Process(tree);
if ( Result = Outcome.FAIL){
if (Result == Outcome.SUCCESS)
_child.Initialize(tree); //Begin again
return Outcome.PROCESSING;
}
return Outcome.FAIL;
}
}
}

Respawn.cs

using System;

using System.Collections.Generic;
using System.Ling;

using System.Text;

using UnityEngine;
using BTnamespace;

I* @class Respawn

* @brief In this class, bot has been caught by an enemy bot and is required to spawn again in its base.
* If this class is accessed while a bot is not currently tagged, it returns failure.

*/

namespace CTF

{

class Respawn : Leaf
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{
GameObject myGameobject;
bool isTagged = false;
Transform myTransform;
public override void Initialize(BehaviorTree tree)
{
myGameobject = ((Transform)tree.getValue(TreeData.MY_TRANSFORM)).gameObject;
isTagged = (bool)tree.getValue(TreeData.lS_TAGGED);
myTransform = (Transform)tree.getValue(TreeData.MY_TRANSFORM);
}
public override Outcome Process(BehaviorTree tree)
{
if (isTagged){
tree.setValue(TreeData.SEEK_THIS, false);
myTransform.gameObject.GetComponent<BotScript>().BroadCastTeamMessage(BotScript.broadcastMes
sage. TAGGED);
Vector3 respawnPosition = (Vector3) tree.getValue(TreeData. RESPAWN_POSITION); //locate respawn
position and go there instantly
myGameobject.transform.position = new Vector3(respawnPosition.x, respawnPosition.y,
myGameobject.transform.position.z);
tree.setValue(TreeData.IS_TAGGED,false);
return Outcome.SUCCESS;

return Outcome.FAIL;

ScorePoint.cs

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using BTnamespace;

namespace CTF

{

class ScorePoint : Leaf

{
BotScript. TeamID myTeamID;
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public override void Initialize(BehaviorTree tree)

{
myTeamID = (BotScript. TeamID)tree.getValue(TreeData.MY_TEAMID);

public override Outcome Process(BehaviorTree tree)

{
Debug.Log("score for team:"+myTeamID);
Application.LoadLevel(0); /Iscore point - load level from the beginning
return Outcome.SUCCESS;

Seek.cs

using System;

using System.Collections.Generic;
using System.Ling;

using System.Text;

using UnityEngine;

using BTnamespace;

/* @class Seek
* @brief In this class, bot's velocity changes depending on the target that is

currently being sought. Success is achieved if the target is reached.
*/

namespace CTF

{

class Seek : Leaf
{
float steering;
float velocity;
Transform myTransform;

GameObject seekNow;

public override void Initialize(BehaviorTree tree)

{
steering = (float)tree.getValue(TreeData.STEER);
velocity = (float)tree.getValue(TreeData.VELOCITY);

public override Outcome Process(BehaviorTree tree)

{
myTransform = (Transform)tree.getValue(TreeData.MY_TRANSFORM);
seekNow = tree.getValue(TreeData.SEEK_THIS) as GameObject;
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float iVelFactor = velocity;
if (seekNow){
if (seekNow.gameObject.CompareTag("Flag")) /lgoing for flag = accelerate
iVelFactor*= 2;
else if((bool)tree.getValue(TreeData.HAS_FLAG)) //possesses flag = get half of normal speed
iVelFactor /= 2;

if (routineSeek(seekNow, iVelFactor)) lIreached target
return Outcome.SUCCESS;
return Outcome.PROCESSING; /Istill pursuing
}
else

return Outcome.FAIL;

/Iroutine to check if bot is close to the target it is seeking
bool routineSeek(GameObject toSeek, float velocity)
{
float distance = (new Vector3(myTransform.position.x - toSeek.transform.position.x,
myTransform.position.y - toSeek.transform.position.y, 0.0f)).magnitude;
if (distance < 0.15f)
return true;
Vector3 Direction = (toSeek.transform.position - myTransform.position).normalized;
Vector3 DesiredVelocity = Direction * velocity;
Vector3 SteeringForce = (DesiredVelocity - myTransform.GetComponent<Rigidbody>().velocity).normalized *
steering;

myTransform.GetComponent<Rigidbody>().AddForce(SteeringForce);

myTransform.GetComponent<Rigidbody>().velocity
Vector3.ClampMagnitude(myTransform.GetComponent<Rigidbody>().velocity, velocity);
if (myTransform.GetComponent<Rigidbody>().velocity.magnitude > 0){
float angle = Mathf.Atan2(myTransform.GetComponent<Rigidbody>().velocity.y,
myTransform.GetComponent<Rigidbody>().velocity.x) * Mathf.Rad2Deg;
myTransform.transform.rotation = Quaternion.Euler(angle, -90f, 90f);

}

return false;

O. Zmavridn 96



MeAétn kai uhoTToinon dEvTpwy CuUPTTEPIPOPAG e TreEPIBAAAoOv Unity3D

SeekEnemyFlag.cs

using System;

using System.Collections;

using System.Collections.Generic;
using System.Ling;

using System.Text;

using UnityEngine;

using BTnamespace;

/* @class SeekEnemyFlag
* @brief In this class, the bot is seeking for the flag, after being the one chosen to go for it.
*/

namespace CTF
{
class SeekEnemyFlag : Leaf
{
Transform myTransfrom;
public override void Initialize(BehaviorTree tree)
{
myTransfrom = (Transform)tree.getValue(TreeData.MY_TRANSFORM);
myTransfrom.gameObject. GetComponent<BotScript>().BroadCastTeamMessage(BotScript.broadcastMessa
ge.GOING_TO_FLAG);

}

public override Outcome Process(BehaviorTree tree)

{
GameObject EnemyFlag = tree.getValue(TreeData.ENEMY_FLAG) as GameObject;
tree.setValue(TreeData.SEEK_THIS, EnemyFlag);
return Outcome.SUCCESS;
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Selector.cs

using System;

/* @class Selector

* @brief Class describing a selector's behavior.

* The selector will return a success result if any of its children returns
* a success result.

*/

namespace BTnamespace

{

public class Selector : Composite

{

private int _activeChildindex = 0;

public override void Initialize (BehaviorTree tree)
{

_activeChildindex = 0;

_children [_activeChildindex].Initialize (tree);

public override Outcome Process (BehaviorTree tree)
{
Outcome result = _children[ _activeChildindex ].Process (tree);
if (result == Outcome.FAIL){

++_activeChildIndex;
if (_activeChildIndex >= _children.Count)

return Outcome.FAIL;
else{

_children[_activeChildIindex].Initialize(tree);

return Outcome.PROCESSING;

}

else

return result;

}
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Sequence.cs

using System;

/* @class Sequence

* @brief Class describing a sequence's behavior.

* This node runs its children in a sequential order. If a child returns

* failure behavior result, then the sequence node returns failure as well.
* If every child until the last one returns a success behavior result, then
* the sequence node returns a success behavior result as well.

*/

namespace BTnamespace

{
public class Sequence : Composite
{
private int _activeChildIndex = 0;
public override void Initialize (BehaviorTree tree)
{

_activeChildindex = 0;

_children [_activeChildindex].Initialize (tree);
}
public override Outcome Process (BehaviorTree tree)
{

Outcome result = _children[ _activeChildIndex ].Process (tree);
if (result == Outcome.SUCCESS){
++_activeChildIindex;
if (_activeChildindex >= _children.Count)

return Outcome.SUCCESS;
else {
_children[_activeChildIindex].Initialize(tree);
return Outcome.PROCESSING;
}
}
else
return result;
}
}
}
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Suceeder.cs

using System;
using UnityEngine;
namespace BTnamespace
{
public class Succeeder : Decorator

{

public override Outcome Process(BehaviorTree tree)
{
Outcome result = _child.Process(tree);
if (result == Outcome.PROCESSING)
return Outcome.PROCESSING;
return Outcome.SUCCESS;

Tagged.cs

using System;

using System.Collections.Generic;
using System.Ling;

using System.Text;

using UnityEngine;
using BTnamespace;

/* @class Tagged

* @brief In this class, success result is given if the bot is tagged, failure message if otherwise.

*

Hint: makes more sense as a class if combined with some further interaction from the teammates.

*

For example, one of my first intentions was to make the teammate "dead" and not "tagged", therefore
* its teammates would have to decide who will go and resurrect him, in order to keep the team numbers even and
fair.

*/

namespace CTF

{

class Tagged : Leaf

{
public override void Initialize(BehaviorTree tree)
{
}
public override Outcome Process(BehaviorTree tree)
{
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bool isTagged = (bool)tree.getValue(TreeData.IS_TAGGED);
if (true == isTagged)

return Outcome.SUCCESS;
return Outcome.FAIL;
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