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[15] Pensor. Dispońıvel em: <http://www.pensor.net/>. Acesso em: 10

jun. 2003.

[16] FEAR :: Foundations for Genuine Game AI. Dispońıvel em:
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sourceforge.net/>. Acesso em: 03 jul. 2005.

http://sitemaker.umich.edu/soar/�
http://www.emotion.ai/�
http://www.softimage.com/products/behavior/�
http://www.softimage.com/products/behavior/�
http://www.pensor.net/�
http://fear.sourceforge.net/�
http://www.gamasutra.com/features/20030801/keith_01.shtml�
http://www.gamasutra.com/features/20030801/keith_01.shtml�
http://www.gamasutra.com/features/20030725/dybsand_01.shtml�
http://www.gamasutra.com/features/20030725/dybsand_01.shtml�
http://www.torch.ch/�
http://www.torch.ch/�
http://opensteer.sourceforge.net/�
http://ffll.sourceforge.net/�
http://ffll.sourceforge.net/�
DBD
PUC-Rio - Certificação Digital Nº 0410819/CA



Um Middleware de Inteligência Artificial para Jogos Digitais 111
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Motivational graphs: A new architecture for complex

behavior simulation. In: Rabin, S., editor, AI GAME

PROGRAMMING WISDOM 2. Charles River Media, Hingham,

Massachusetts, 2004.

[170] KRUSZEWSKI, P.. The challenges and follies of building a

generic ai engine. In: AAAI-04 WORKSHOP ON CHALLENGES IN

GAME AI, USA, 2004.

[171] NAREYEK, A.; COMBS, N.; KARLSSON, B.; MESDAGHI, S. ; WILSON,

I.. The 2005 Report of the IGDA’s Artificial Intelligence

Interface Standards Committee. AI-SIG, International Game

Developers Association (IGDA), June 2005.

[172] KARLSSON, B.. Aplicando lógica fuzzy a agentes inteligentes

em jogos digitais. In: WORKSHOP DE INTELIGÊNCIA
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