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An Intelligent Adversaries Behavior Simulation Technology Based on Improved
Behavior Trees

Abstract

Abstract: Intelligent algorithm/intelligent platform/intelligent system intelligence capability testing and
evaluation need to solve high-level intelligent opponent simulation problems, an intelligent opponent
behavior simulation technology based on improved behavior tree is proposed. Four types of behavior
tress nodes are designed, including behavior control, combat tasks, behavior actions, and execution
condition node. Five atomic behavior actions and parameters are established, including maneuver,
reconnaissance and early warning, command and decision-making, firepower strike, and electronic
interference node. Five atomic condition nodes are provided, including target selection, weapon launch,
and incoming weapon judgment node. The intelligent adversarial behavior simulation system is designed,
including a behavior rule editor and a behavior rule engine. The adversaries behavior simulation execution
process is established. Considering the typical application scenarios of air ground collaborative
confrontation in border areas, the simulation results indicate that the simulated intelligent opponent
behavior can support the evaluation of intelligent capabilities.
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confrontation in border areas, the simulation results indicate that the simulated intelligent opponent

behavior can support the evaluation of intelligent capabilities.
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Table 1 Statistics on damage number of intelligent agents
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