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Game AI Pro3: Collected Wisdom of Game AI Professionals presents
state-of-the-art tips, tricks, and techniques drawn from developers of
shipped commercial games as well as some of the best-known
academics in the field. This book acts as a toolbox of proven
techniques coupled with the newest advances in game AI. These
techniques can be applied to almost any game and include topics such
as behavior trees, utility theory, path planning, character behavior, and
tactical reasoning.


