A.I. Inventory

The pursuit algorithms are all similar to each other and somewhat reusable. 

Agent - Player


Dog – Player


Dump-master – player


Etc…

1. Recognize player 

2. Pursuit algorithm

3. When to give up

4. If capture target then…

Along the same principle we could have ‘evade’ when Joel or Maddy has to chase a particular character. For example, when they are trying to capture the old lady’s cats they might run away if they see him etc…

1. Recognize player

2. Evade algorithm

3. If captured then…

Battle… use similar code and have it get more difficult as the player advances in the game. 

1. Attack

2. Defense

3. If defeated then…

