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Abstract


       Artificial Intelligence is the system that controls the movements, selection of movements, and even the scheduling of movements of ships in the Wing Commander universe.  Each set of instructions provided to the designers will be associated with one or many routines that comprises one movement, or maneuver. 


Scheduling


       Each ship has an update period attached to its entry in the tier list.  When that period has expired, that ship gets an update.  The scheduler is organized such that the next ship to require attention is at the head of the list, much like a priority queue.  Often, no update will be required for a ship, so it will not be visited by the AI system.  Occasionally, multiple ships will require update at the same time, and this is handled fine with the system.


       In general, the ships nearest the player and those engaged in combat will experience the most frequent updates.  The actual frequency of the update is related to the game skill level and the pilot skill level.





Maneuvers


       The maneuver system will probably be a simple playback of a chosen set of rotations and accelerations, with additional event checking involved for evaluations and threat detection.  This system is under development.





Threat Determination, etc.


       The bulk of the AI code will be determining if evasive action is required, detecting damage and finding proper targets to attack.  Selecting the appropriate maneuver is also a large concern of the AI system.  All of these things are under development, but will be filled in more as the weeks pass.





Attack Lists, Ignore Lists, Defend Lists, etc.


       There is a list of object ID’s and object TYPES that are held for the AI system for each group.  One list is used as an attack mask.  Anything not within the attack list is not explicitly attacked, unless the list is empty--in which case the object attacks only that which attacks it first.  


       Any ship or ship type in the ignore list will always be disregarded, even when attacked by them.  They only exist during collision detection and path plotting.


       All ships in the defend list are defended as best as possible.  The nearest one will usually be chosen for defense, and any ship acting aggressively toward any ship in the defend list shall be added to the attack list.





Behaviors:


Scoring a hit on an object will put the aggressor object into the group’s attack list.


Scoring a hit on an object in the defend list will put the aggressor object into the group’s attack list.





Structure Parameters:


T/F Flee  (if false, this ship will NEVER flee.  If true, only when it decides it must)


T/F Wing Leader  (if true, this ship runs the group.  If false, he takes commands when in formation)


Group ID  (this contains the attack, ignore, defend lists, as well as a Friendly Group ID mask)


Formation Position [X,Y,Z] (relative to wing leader)


T/F In Formation


Wing Leader Command  (these are given by the wing leader, but are usually just FOLLOW when in formation, occasionally ATTACK TARGET X when attacking in formation, etc)











