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player on sight \
| Patrol | l-. Chase .-l

(Action Selection: strategy, goals, planning)

!

(Steering: path determination )
l

(Locomotion: animation, articulation )
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Player on sight? Attack
Lost or killed player? Chase
Close enough to aftack? Patrol
Attack Chase Patrol
Close enough Lost or Killed Player on
to attack? Attack Player? Patrol sight? Chase




Step height:

Step slope:

Random: . Auto-Demo:

Random: On

Options

Automatic Demo:

® Random Walking
Variate Character + Cam
Variate Terrain

Visualization:
Render Animation Ghost
Render Foot Markers
Render Cycle Graph
Render Blending Graph
Render Animation States

~- — m—
OPTIONS J Human Heron Coyote
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Charficters 1

Time Scale:1 ' »

Other Options:
Disable Locomotion

Disable Shado

FP537.31
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P_I.:lp- Tank
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I B CLI—

Mat_Laser




© inspector  [INERES
‘ [ [WanderPoint | [static
Tag | WandarPoint ¢ | Layer [Default ¢
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Skills

= Hierarchy I
| Create 'l (orall
betResult
firstReal
Main Camera
secondReel
thirdReel

Your bet:

1 3

YOU LOSE!

Pull Lever




Your bet: 100 Credits: 9400

3

YOU WIN 50

Pull Lever

Your bet 100 Credits: 800

3 3 2
AWW... ALMOST JACKPOT!

Pull Lever
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| Create '| (oAl ]

Al_Character
Directional light
Main Camera
¥ Obstacles

Wall

Wall

Wall
Plane
b Tank

| Point light |




e Inspector
M [Tank | Clstatic +
Tag | Player 4| Layer | Default ™
Prefab | Select | Revert ] Apply ]
¥ . Transform *
Position
X [-7.281717 | Y -0.02629163| Z 22.54398
Rotation
X [3.051758e-0% ¥ 270 ]z [o ]
Scale
x [0.07 | ¥ 007 |z 007 |
» 2 Tank (Mesh Filter) *
> @i [ Mesh Renderer il
» g [ Box Collider *
¥ [ o Player Tank (Script) &
Script [£] PlayerTank o]
Target Transform . Target (Transferm) ©
Yo o
Mass 1
Drag R
Angular Drag I
Use Gravity -
Is Kinematic ]
Interpolate
Collision Detection
PConstraints
7 [ f Aspect Geripn @
Script ez} Aspect o
Aspect Name Enemy
Sense Name
¥ [ M Aspect (Seripy [ #.
Seript Aspect o
Aspect Name Enemy
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© inspector  [IIIE S

[ | [UnityFlock | [Jstatic =
Tag | Untagged 4| Layer | Default |
¥ . Transform &,
Position
x D [y [o |z o |
Rotation
X D [y [0 |z [o |
Scale
X [2.420476 | Y (0356944 | Z [3.110278 |
b 2 Cube (Mesh Filter) #,
» @i [V Mesh Renderer %
¥ [ [ Unity Flock (Script) #,
Script UnityFlock o]
Min Speed 20
Turn Speed 20
Random Freq 20
Random Force 20
To Origin Force 50
To Origin Range 100
Gravity 2
Avoidance Radius 50
Avoidance Force 20
Follow Velocity 4

Follow Radius 40




© inspector  [ITERE
[ | [Flock | []static +

Tag | Untagged 4| Layer | Default 3]

¥ .  Transform 2,

Position

X 9.98262 | Y 1533306 | Z -2.36271 |
Rotation

X 0 'y D Iz [0 |
Scale

X (05 |y [05 |z [os |
b i Cube (Mesh Filter) 1,
b @i [ Mesh Renderer #*,
» & Rigidbody *,
¥ [ # Flock (Script) 1,

Script 5] Flack ]
» () [¥ Sphere Collider #*,

| ©nspector [ R

[ [FlockController | [static +

Tag | Untagged 4+ | Layer | Default $ |

¥ . Transform @ %,
Position

% 0 | ¥ [22.26561 | Z [0 |
Rotation

X [0 [y o lz o |

Scale
X 1 v [1 jz [1 |

¥ | ) M Flock Contraller (Script) @ %,

Script FlockController [o]
Min Velocity 3

Max Velocity 50

Flock Size 20

Center Weight 1

Velocity Weight ]

Separation Weight 5

Follow Weight 1

Randomize Weight 5

Prefab [ Flock iFlock
Target ~.Target (Transform) @
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= Hierarchy ]

Create ~ | (e All

|

Directional light
Main Camera
W Scripts

Vehicle

¥ [ Path (Seript)
Script

EDebug
Radius
¥ Point A
Size

¥ Element 0
X
Y
Z

¥ Element 1
X
Y
z

¥ Element 2
X
Y
Z

¥ Element 3
X
Y
Z

¥ Element 4
X
Y
Z

¥ Element 5
X
Y
Z

¥ Element &
X
Y
Z

¥ Element 7
X
Y
Z

[l %,

[o]

Path
o

2

25
10
30
20
30
25
25
30
20
25
10
20
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¥ [ o vehicle Following {S:El} G %
WehicleFollowing

Script o]
Path [ Path (Path) @
Speed 10

Mass 5

Is Looping ]

|creae | @AT
Directional light
Main Camera
¥ Obstacles
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Plane

(©nspector | A

i TagManager *,
b Tags

Builtin Layer O Default

Builtin Layer 1 TransparentFx

Builtin Layer 2 lgnore Raycast

Builtin Layer 3

Builtin Layer 4 Water

Builtin Layer 5

Builtin Layer &

Builtin Layer 7

Obstacles




a Inspector

[ Cube

| [static +

Tag | Untagged ¢ | Layer | Obstacles  # |

¥ [ [ Vehicle Aveidance (Script) g =
Script VehicleAvoidance [}
Speed 20
Mass 5
Force 40

Minimum Dist To Avoid
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Static «

Mothing
Everything

Lightmap Static
Occluder Static
Batching Static

Occludee Static
Off Mesh Link Generation













n L:'l'r' er 0

n L:'l'r' er 1

n L:'l'r' er 2

Object

1 Filter

o

Default
Not Walkable
Jump




Nothing
Everything
Lightmap Static
Oeccluder Static
Batching Static
¥ Navigation 5tatic
Dccludee Static
¥ Off Mesh Link Generation
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Behave

Q bahave
Category,  Scripting /Al e
Publisher;  AngryAng T b o .
Hating: ke R Categories

Version: L4 (November 30, 2011)

dl License: View Agreement ® Home
G 175,72 K8 » 31D Models
" Free

» Textures & Matarials
GIIND =60

The Behave project is a system foe designing,
Integraring and running Behaviar lngic using
behardar trees far simulated chararters in Unity
wrojects, Find a complete feature list and a mare
in-depth description on the Behave website.

= Audio
* Complete Projects

* Lditor Extensions

* Scripting
A

Not sure what a behavior tree i of why its 50 nest? -

1 recommend viewing the “Behavior trees for next- an

gen game AI' vide on allameDev.com. A direct

link to this is avaitable in the Entegration

fiehave dncumenmaion o DG

Pirase consider pecwiding feedback for this Animaion

gt il tha Behies sy

Lo o Madelling
Henwark
FHeers

- Porvsies

Gther

* Particle Systems

services

LoaBehave logo
Ms:have logo white
[ ] Behave.Unity.Assets
[ Behave.Unity.Runtime
BehaveAsset
Changelog

b 3 Compatibility

b (S Editor
License
Readme




Folder

Javascript
C# Script
Boo Script
Shader

Prefab
Material
Animation
Cubemap

Lens Flare
Custom Font
Physic Material
GUI Skin

Behave library

0o AgentBehavelibrary #*

(0 Behaveversion 1.4

No trees in the library. Before agent blueprints
can be created, the library must contain at
least one tree.

Behave browse

Behave browse
| Create | | Duplicate | Delete | Rename | |

(i' Behaveversion 1.4
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(i Behaveversion 1.4

@ & m O O

Sequence Selector Priority Selector Parallel Action Decorator

When Actions are ticked, their tick method or
property get will be called on the IAgent given in
the Tick call to the tree. If none is define, the
default Tick method defined in IAgent is used and
it a forward is set up then that is used in stead.
The Action id and its parameters will be given in
this call {if applicable} and whatever walue is
returned from the tick method, will be returned
from the Actor node.

The name of the Action can be resolved by casting
the id from Tree.ActivelD to
BL(YourLibraryName).Actions.







