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Decomposition 

• Flying Samurai: 

– Core 

– Physics 

– Graphics 

– AI (Artificial Intelligence) 

– Game logic (content) 

 

– Management 
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AI 

• Ján Zahornadský 

• Major features: 

– Navigation and high-level decisions (Opensteer) 
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• Ján Zahornadský 

• Major features: 

– Navigation and high-level decisions (Opensteer) 

– Airplane control 

• Inverse physics 

• Neural network + heuristics 
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Game Logic 

• Jan Beneš 

• Major features: 

– Single missions (Ace Dogfight, Bomber Escort, etc.) 
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Game Logic 

• Jan Beneš 

• Major features: 

– Single missions (Ace Dogfight, Bomber Escort, etc.) 

– Campaign 

• Missions 

• Temporal development 

• Ranks and awards 

• Configurable 
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Management 

• Jan Beneš and Oskár Elek 

• Major aspects: 

– Team coordination 

– Externs 
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Conclusion 

• Project summary: 

– Goals accomplishment 

– Size – 70 kSLOC + libraries 

– Evaluation 
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End 

Thanks! 

Questions? 
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