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Simply put, AI for Games and Animation: A Cognitive Modeling Approach shows how video game characters can be taught to "think" for themselves. This groundbreaking title points the way for the future of intelligent gaming. While this book features formal mathematical proofs of its arguments, it also provides a worthwhile overview of how today's video game characters are currently programmed, as well as future possibilities for making them "smarter" (and more realistic) through techniques borrowed from AI and robotics. At this level, the text shows off the possibility of adding cognitive models (expressed in the author's own Cognitive Modeling Language, CML) to the games of the near future.
 While today's games feature behavior models and incorporate the rules of physics to create realistic scenes, this book makes a strong case that by adding intelligence to characters, game realism can be enhanced further while actually simplifying development. Though this book is certainly worthy as an academic treatise on the subject, the author keeps an eye on real-world programming issues. For instance, he suggests that adding AI to game characters will coexist with current programming techniques. He is also careful to pay attention to the limits of CPU and graphics processing power when suggesting new algorithms.

 The most abstract sections here show off the mathematical techniques (and modeling language) for adding knowledge representation, sensing, and learning to characters. Later sections offering two simulated worlds (featuring T-Rexes and raptors, for example) show off the author's argument to good advantage. 

 Though it requires a background in math to appreciate fully, AI for Games and Animation can be read profitably by anyone interested in the future of gaming. It is only a matter of time before games adopt some of the techniques presented here, and serious game developers will get a head start with this intriguing and groundbreaking book. --Richard Dragan

 Topics covered: Cognitive modeling for games and simulations, geometric and behavior models, domain knowledge, sensing, interval arithmetic basics, creating nondeterministic behavior, Cognitive Modeling Language (CML), and sample model worlds. 

       Investigates the interface between computer graphics (CG) and artificial intelligence (AI) that is on the verge of explosive growth as a new breed of highly autonomous, quasi-intelligent graphical characters. DLC: Computer games--Programming. 
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C: An advanced introduction (Principles of computer science series)Computer Science Press, 1985
The C programming language was designed and implemented by Dennis Ritchie in 1972 at AT&T Bell Laboratories. Despite a late start, the popularity of C has been increasing rapidly. C compilers are now available for many machines and the list of available C compilers is growing fast [Halfant 1983, Kern 1983, Phraner 1983]. Two important reasons...
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Particles in Turbulent FlowsJohn Wiley & Sons, 2008
The only work available to treat the theory of turbulent flow with suspended particles, this book also includes a section on simulation methods, comparing the model results obtained with the PDF method to those obtained with other techniques, such as DNS, LES and RANS.
    
Written by experienced scientists with background in oil and gas...
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Image Processing: Principles and ApplicationsJohn Wiley & Sons, 2005
Image processing—from basics to advanced applications
Learn how to master image processing and compression with this outstanding state-of-the-art reference. From fundamentals to sophisticated applications, Image Processing: Principles and Applications covers multiple topics and provides a fresh perspective on future directions and...
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CCNP BCMSN Portable Command Guide (Self-Study Guide)Cisco Press, 2007
All the BCMSN 642-812 commands in one compact, portable resource

Preparing for the CCNP® certification? Working as a network professional? Here are all the CCNP-level commands for the BCMSN exam you need in one condensed, portable resource. The CCNP BCMSN Portable Command Guide is filled with valuable, easy-to-access...
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Animation with Scripting for Adobe Flash Professional CS5 Studio TechniquesAdobe Press, 2010

	The definitive guide to creating animation for the web and mobile devices with top animation designer Chris Georgenes and designer/developer Justin Putney. They reveal how to create and successfully animate characters in Adobe Flash Professional CS5 and how to push the limits of timeline animation with stunning visual effects using...
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Drupal 6 Theming CookbookPackt Publishing, 2010

	Themes are among the most powerful and flexible features available when it comes to the presentation of a website. The greatest strength of Drupal lies in its design which, when done correctly, allows developers and designers to customize and micromanage each and every aspect of the site. Furthermore, the Drupal theming system and its APIs...






	





©2021 LearnIT (support@pdfchm.net) - Privacy Policy
