USING RAIN{indie} Al 14.02.2013 / mgear

Basic Waypoints Movement v1.0

1. Create New Unity project (or use some existing project)
2. Import RAIN{indie} Al package from Asset store or download from: http://rivaltheory.com/rainindie
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4. Your menubar should now have an extra item “RAIN” (if its not there, click the menu bar once..)

=% Unity - Untitled - RainAIBasicWaypointsl - PC, Mac & Linux Standalone®
File Edit Assets GameQbject Component  Tetrain | RAIN | Window  Help

‘*’ = | o = Center | @ Global

5. ps: I'm using “Tall” layout in editor for this tutorial:
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6. Lets build some test scene:
a. Menu: GameObject / Create Other / Plane
Move it to position: 0,0, 0
Set Scale to:3,1,3

¥ .~ Transform g =
Fosition

X 0 Yo 'z 0 |
Rotation

K10 Yo 'z o |
Srale

K3 | [1 |2 [3 |
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b. Menu: GameObiject / Create Other / Cube
Move it to Position0,0.5,0
Set Scaleto: 7, 1,0.5

[ © nspector  [a

B ——CE
Tag |Untagged ¢/ Layer [Defaul ¢

c. Lets Save the scene here, create “scenes “ folder in project view and save the scene.

d. Create our monster
Menu: GameObiject / Create Other/Sphere

Move it to Position: 0, 0.5,

- . .; -

Tag |Untagged ¢ Layer [Default ¢
e. Lets turn this sphere into Al agent

. Select the sphere
g. Add rigidbody component (can do it from menu also: Component / Physics / Rigidbody )

. Rigidbady
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h. Then freeze rigidbody rotations: [x]X [x] Y [x] Z

i. Then with the sphere still selected:
From menu: RAIN / Create Al (adds Al component to the selected object)

Create Al
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Lets move our camera on top
Position: 0, 10,0

Rotation: 90, 0, 0

| © Inspectar |

.=

o [Main Camera | Ol static =

Tag | MainCamera # | Layer | Default $

¥ .~ Transform @ %
Position

» [0 [ [Lo | 2 [o |
Rotation

% 90 v o |z o |

Scale

%1 v [1 | 2 [1 |

¥ & M camera 2,

Clear Flags | Skybox :]

Backaround - W

Culling Mask [ Everything 3 ]

And add a some light

Menu: Gameobject / Create Other / Point Light

Position: 0,4,0
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@ ¥ iPort ioht LI Static -

Tag | Ustegged $ Layer | Osfeult £l
¥ o Transtorm Lo
Pasition

%0 4 zZ 0
Rotation

%0 0 270
Scale
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Type | Pan $)
RANGE [Light type 30
Color I
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|. Our scene should look like this:

Tasrmnd wow " ke . = aew ] Gmenc
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7. Adding waypoints system
a. Select Sphere from the hierarchy
b. Under the >Sphere object you have “Path Manager”, select it

- ) []Static =
Tag [Untagged  +| Layer [Defak |

Path Manager

c. Click that “Create New Waypoint Collection” button
“Waypointsl” object is created in Hierarchy

And some new buttons appear:
= Hierarch
| o~ . ]

[]static +

Path Manager
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8. Adding invidual Waypoints
a. With the Path Manager object selected
b. Click “Add a Waypoint” button
Waypoint sphere appears

And your selection changes to that waypoint:

§l =Hierarchy | = © Inspector | =
| Create = | (@Al v o [Waypoint7aa7a []5tatic
C"'PE Tag | Untagged | Layer | Default 4 |
E’II?:BCamera ¥ ~ Transform &
Paint light PaSiEiEn
¥ Sphere ~ |-0.0660464 ¥ |0.8225915 2 | -2.376261
rMind Rotation
Obstacle Avoidance Collider w o v o z o
Path Manager Soale
Sensor
¥ wiaypointsl R od =1
y v Waypoint Gizmo (Script) #*,
Script Wa\,rpointGizmo @
» Meighbars
Raycast Path Radius 1
Raycast Max Distance 10
Look Ahead Distance 2
Gizmo Color f
Quter Size
Inner Size 0.z

Add a Connected Waypaint
add a Connected Wwaypoint {One way)

Raycast Connections

Drop to Surface

Connect Selected Waypaints

[ ] i = 5 -

AR 8 = Cisconnect Selected Wavypoints
|Create' (2 |"-|‘| - -
FﬁRF\IN Cycle Connection Between Waypoints
¥ Ealscenes

€ scene_waypointsl l Add Camponent ]

c. Lets move the waypoint
Position: -6, 0, -2
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M |Waypoint54692 | []static =
Tag | Untagged 3 | Layer | Default ™
¥ .~ Transform B,
Position
% |- RAC |z -2 |
Rotation
C RAC Z00 |
Scale
K1 g |2 1 |

Or you can try pressing button: “Drop to Surface” (falls to ground, or on top of any object below it)

| =1L | Tt | =1L |
v Waypoint Gizmo {Script) %,
Script WaypointGizmo @
b Meighbors
Raycast Path Radius 1
Raycast Max Distance 10
Look Ahead Distance 2
Gizmo Color f
Cuter Size 1
Inner Size 0.2

Add a Connected Waypoint

Add a Connected Waypoint (Qne Way)

Raycast Connections

Drop to Surface

Connect Selected Waypoints

-
4
il

Disconnect Selected Waypoints

4

Cycle Connection Between Waypaints

[ Add Component ]

d. Add another waypoint (pressing button “Add Connected Waypoint”)

And move it to better position: -6, 0, 2
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e. Lets keep adding more, with the latest new waypoint selected:
f. Add waypoint (pressing button “Add Connected Waypoint”)

And move it to better position: 5, 0, 2

g. Add waypoint (pressing button “Add Connected Waypoint”)
And move it to better position: 5,0, -2
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h. Now connect the first and the last waypoints
Select both of them (by clicking and holding Control button down or from the hierarchy)

(image is view from below..so plane is not visible)

i. Then click button “Connect selected waypoints”

1 L L L L e RN NSNS

[ Add a Connected Waypaint (One Way)

[ Raycast Connections

Drop to Surface ——

7 :
g nnect Selected Waypoints |
. Connec ¥p >

5 [ Disconnect Selected Waypoints

| [ Cyecle Cannection Between Wayvpaints

[ Add Component
And line should appear between them

j.  Save scene (every now and then..)
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9. Adding target object (that the Sphere Al agent will go towards to)
a. This target could be our player, mouse pointer position etc..

b. For testing, we’ll add a cylinder

Menu: Gameobject / Create Other / Cylinder

Set cylinder position: 0, 0, 3

14.02.2013 / mgear

c. Now we make the cylinder as an object for the Al system

With the cylinder selected
Menu: RAIN / Add Aspect / Visual

‘errain | RAIN  WWindow  Help
_reake Al I

Zlobal
fdd Aspect YWisual
1atar Add Sensor * Tackile
Behavior » Bditary:
Recast b ClFactary
Taste
Help Zuskom
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Cylinder []static «
Tag [ Untagged | Layer [Defaule 3|
¥ .~ Transform #,
Position
%0 v z 33 |
Rotation
0 Y0 z |
Scale
ML RAE |z 1 |
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Results (our cylinder gets 2 extra scripts added: “Entity” and “Decoration”)

= 8 Inspector
_-%

Cylinder

Tag |Untagged ¢ | Layer |Default ¢
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e. We need to give some name to this object,
Type aspect Name: targetcylinder

Aspect Marme targeteylinder

10. Creating Mind for the sphere
a. Menu: RAIN / Behavior Tree / Behavior Tree Editor
(some errors appear in console window..but everything should still work)
b. New window opens:

BT Editar

c. Select dropdown menu: “Create New Behavior Tree”

BT Editar

Create Mew Behavior Tree
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d. Its askind for Behavior tree name:
enter name: mindtestl
Then Press Ok

Now we have one sequence in the tree:

BT Editor

(=

[ ;i'—_l_l

e. Select “root” from the tree
and change its Name to: followtarget

BT Editor

BT

|- SEG
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f. Right click over “followtarget” on the tree
Select Create / Actions / Detect

BT Editar

Detect

g. Select the “detect ##” that we just created

Enter Aspect: targetcylinder (this is the object we want to detect/follow)
Enter Variable: targetpos (this variable will hold the position)

BT Editar

BT

I=
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h. Select “followtarget” again
Right click over it
Select: Create / Actions / Move

BT Editar

Actions

i. Select the “move ##” that we created
Change Move Target to: Variable

BT Editor

Yariable
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j. Then enter Variable: targetpos
and set Move Speed: 1

k. Select Sphere from the hierarchy and under it select “Path Manager”
Then enable: [x] Use Waypoint Collection

G s mensger | (swto~
Tag M Layer M

Path Manager
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11. Done!
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Select “Mind” under our Sphere object in hierarchy

Enter Behavior Tree Filename: mindtestl

Root Name: followtarget

(we gave those names in the behavior tree editor earlier)

i= Hierarchy O Inspector

| Create "| (o all )]

Cube
Crylinder
Main Camera
Plane
Point light

¥ Sphere

M

Cbstacle Avoidance Collider
Path Manager
Sensor

b Wiaypointsl

. Save scene & Hit Play!

B Mind | [static =
Tag | Untagged # | Layer | Default %]
¥ .~ Transform [ %
Position
% 0 Y 'z o |
Rotation
% [0 Y0 'z [0 |
Scale
X1 | 7 |1 | 2 |1 |
v Behavior Tree Mind {Script) g #
Script =| BehaviarTreeMind
Behavior Tree Filename rnindtestl
Root Mame followtarget
[ Add Component

Yay!! sphere should be moving right and eventually reach the target

(although it keeps hitting the wall on the corner quite a bit..)

This looks like a good resource about waypoints & how to place them:

Artificial Intelligence in Game Design (powerpoint)

http://www.csis.ysu.edu/~john/5895Al/podcasts/Maps.ppt
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