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Smart terrain is a term usedktgcribe a virtual world with objects empower

by Al. The smart objects pass information aboutibelves to the game agen

With this information, the game agents can makkeigifit decisions of actior

and behaviors. This enables the game agents todragegent behaviors. A

good advantage of smart terrain is that artist spacify the actions q

behaviors of the Al agent on an object. For exaymubeartist can specify th

racing Al to totally avoid huge rocks and purposgbecify the racing Al to

slightly brush through a wooden box.
The aim of this project is to add Al into all inttable objects in the game th
helps the Al improve the competitive by getting manformation from the
objects when the Al is near them.
Objectives:
» Create an obstacle-racing mode in which the plagedsAl will play
together in the same track which has no obvious twdinish the lap
because of superabundance of obstacles. Therbeavdllot of objects

scattered along the track to help the players &3 plae obstacles lik

flying over a ramp, driving through a gate or winddn such scenarios

human player can realize what they can do with ggmdhof the objects
so the creativeness is unlimited. However, Al ptaygeed the object
to tell them what to do with the objects. This ¢hi@vable using sma
terrain as the data is embedded in the objectsrenthessages will b
sent to Al players so they can know how they shagtd

* When the system contains too many Al objects kg the processin
requirements increase manifold. A scalable dynasystem become
inevitable to be used here. Dynamics is the contimutaf anything that
is changing like: Al is the dynamics of charactdér&haviors, physics i

dynamics of natural phenomena, keeping track afuie®s in a worlg

is dynamics. Scalable dynamics allows us to adela complexity at

low cost for massive environments in which we ownt to pay for,
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what we see.




Current techniques include:

«  Dynamic culling: Do nothing for what will not beese
Simulation proxies: Reduce the cost of dynamics@rvisible objects|
« LOD: For rendering as well as for dynamics like gilbg and Al

With these techniques, the challenge for scalajhahics is being able t

quantify the changes and deciding the metrics feasuaring changes.

Hardware/Software/

References

» Scalable Dynamics — Stephen Chenney, UniversityVaconsin —

Madison.

o http://www.cs.wisc.edu/~schenneyHardware/Software/

e XLEngine
e Al wisdom 2 page 23.

* Microsoft Visual Studio 2005 C/C++ environment




