Chapter 1: Pathfinding
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Chapter 3: Behavior Trees
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Chapter 6: Sensors and Activities
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Chapter 7: Adaptation
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1] using UnityEngine;
2 | using System.Collections;
3 - using RAIN.Core;

4
5= public class Ground : MonoBehaviour {

B

7 private static Vector3d min, max;

8

g private const float LevelHeight = @.57;

10

11 public static Vector3 randomLevelPosition() {
12 Vector3 position = new Vector3();

13 position.x = Random.Range(min.x, max.x);
14 position.y = LevelHeight;

15 position.z = Random.Range(min.z, max.z);
16 return position;

17 T

18

13 void Start () {

20 const float innerEdge = 8.97;

21 min = renderer.bounds.min % innerEdge;
22 max = renderer.bounds.max % innerEdge;
23 }

24

258 void Update ()} {

26

27 1

28 -1

29

public Transform gold;
private float goldTimer = 8.07T;
private const float goldCreateTime = 2.6T;

void Update ()} {

goldTimer += Time.deltaTime;

if(goldTimer== goldCreateTime) {
Instantiate{gold, randomlLevelPosition{), Quaternion.identity);
goldTimer = @.087;
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[ using UnityEngine;

using System.Collections;

using System.Collections.Generic;
using RAIN.Core;

using RAIN.Action;

[RAINAction]
8 public class ChooseRandomSpot : RAINAction

{

}

public ChooseRandomSpot()

{
actionName = "ChooseRandomSpot™;

}

public override wvoid Start(AI ai)

{
Vector3d moveTarget = Ground. randomLevelPosition();
ai.WorkingMemory.5etItem({"moveTarget", moveTarget);
base.Start(ai};

}

public override ActionResult Execute(AI ai)

{
return ActionResult.SUCCESS;

1
public override void Stop(AI ai)
{
base.Stop(ai);
I
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[RAINAction]
8[5] public class ChooseRandomSpot : RAIMAction

{

}

public ChooseRandomSpot()

{
actionName = "ChooseRandomSpot™;
}
public override void Start(AI ai)
{
Vector3 moveTarget = Ground.randomLevelPosition();
ai.WorkingMemory.SetItem("moveTarget"”, moveTarget};
base.Start{ai);
}
public override ActionResult Execute(AI ai)
{
GameObject gold = ai.WorkingMemory.GetItem<GameObject=("gold");
if{gold != null) {
return ActionResult.FAILURE;
}
Vector3 moveTarget = ai.WorkingMemory.GetItemeVector3>{"moveTarget"};
if(Vector3.Distance{moveTarget, ai.Body.transform.position) = 1.87) {
return ActionResult.SUCCESS;
1
ai.Motor.MoveTo{moveTarget);
return ActionResult.RUNNING;
}
public override void Stop(AI ai)
{
base.Stop(ai);
1






1[=] using UnityEngine;
using System.Collections;
using RAIN.Core;
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public Transform bomb;
public float BombTime = 38.@7;

void Update () {

if(BombTime = @.87) {
return;
}

goldTimer += Time.deltaTime;

if(goldTimer »= goldCreateTime) {
Instantiate(gold, randomLevelPosition(), Quaternion.identity);
goldTimer = 8.087;

1

BombTime == Time.deltaTime;
if(BombTime <= @.8f) {
GameDbject.Instantiate(bomb);

AIRig[] AIs = GameObject.FindObjectsOfType{typeof(AIRig)) as AIRig[];
for(int i = 8; i = AIs.Length; i++) {

Als[i].enabled = false;
T
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public bool IsTargetVisible (Transform target)

{

Vector3 targetDirection = target.position - transform.position;
Ray ray = new Ray (transform.position, targetDirection);
varinFOV = Vector3.Angle (transform.forward, targetDirection) < 45;
if (inFOV) {

RaycastHit hit;

if (Physics.Raycast {ray, out hit, 1eea)) {

return hit.collider.transform == target;

}

}

return false;
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1 using UnityEngine;

2 using System.Collections;

3 using RAIN.Core;

4

5  public class Enemy : MonoBehaviour {

6

7 float blinkTime = 8.67T;

8 const float blinkLength = @.17T;

9

10 AIRig aiRig = null;

11

12 void Start () {

13 aiRig = GetComponentInChildren<AIRig=();
14 }

15

16 void Update ()} {

17

18 bool isAttacking = aiRig.AI.WorkingMemory.GetItem<bool>("isAttacking");
19

20 if{!isAttacking) {

21 game0bject.renderer.material.color = Color.white;
22 return;

23 }

24

25 blinkTime += Time.deltaTime;

26 if(blinkTime > blinkLength) {

27 blinkTime = =blinkLength;

28 }

29

30 gameObject.renderer.material.color = blinkTime =< @.07 7 Color.green : Color.white;
31 }

32}
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= using UnityEngine;
using System.Collections;
using System.Collections.Generic;

using RAIM.Action;
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&8 public class Chase : RAINAction
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public GameObject player;

public override wvoid Start(AI ai)
{

base.Start{ai});

player = GameObject.Find("player");

public override ActionResult Execute(AI ai)
{
if(player == null) {
return ActionResult.FAILURE;
1

ai.Motor.MoveTo(player.transform.position);

return ActionResult.RUNNING;

}
public override woid Stop(AI ai)
{
base.Stop(ai);
}
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[RAINAction]
public class ChooseHidingSpot : RAINAction
1{

Vector3 hideTarget;
public override void Start(AI ai)
¢ NavigationTargetRigl] coverPoints = GameObject.FindObjectsOfType(typeof(NavigationTargetRig)) as NavigationTargetRigl[l;
if(coverPoints.Length = @)
‘ return;
float length = float.MaxValue;
Vector3 target = Vector3.zero;
foreach(NavigationTargetRig obj in coverPoints)
! if(Vector3.Distance(ai.Body.transform.position, obj.Target.Position0ffset) = length)
target = obj.Target.Position0ffset;
}
hideTarget = target;

base.Start({ail;
}

public override ActionResult Execute(AI ai)
{
if(Vector3.Distance(hideTarget, ai.Body.transform.position) < 1.87) {
return ActionResult.SUCCESS;
ai.Motor.MoveTo(hideTarget);

return ActionResult.RUNNING;

public override void Stop(AI ai)
{

base.Stop(ai);
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Chapter 10: Animation and Al

The scene for the Al animation demo
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Chapter 11: Advanced NavMesh Generation
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