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In the second chapter, we will analyze some of the different…

In the third chapter, we will discuss …

The fourth chapter will discuss how we set up the game from a visual and game engine standpoint.  We will discuss[footnoteRef:0] the environment being used, and how the enemy agents and the player were set up in Torque.  [0:  This is a footnote] 


In the fifth chapter, we will begin to discuss …  

The sixth chapter will be a look at…

The seventh and final chapter will include a summary of the project’s results.  This chapter will also compare and contrast different learning techniques...  What remains unsolved and what could be added to further enhance the project will also be discussed. 
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Game AI - Artificial intelligence in video games.
Agent – An object in the game that is controlled by the AI system.
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There are quite a few different techniques...


[bookmark: _Toc106175220]Section title

The most used technique when … presented in [2]...  
 
A simple FSM illustration can be seen in Figure 1.
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FSMs are most commonly used to …. complex state diagrams [4].
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Snippet:

static int uiInitialize(int argc, char **argv);
static int uiMainLoop();
static void display();
static void reshape();
static void Init();
static void resetView();
static void idleFunc();
static void createMenu(void);
static void menu(int value);
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