
What’s UP MÄK
B-HAVE Is Here! 
We’re excited to announce that B-HAVE, the AI module for VR-Forces, is now 
available. B-HAVE uses Kynogon’s proven Kynapse technology to provide more 
complex and realistic behaviors in VR-Forces

B-HAVE makes CGF entities smarter, helping you create more realistic and dynamic
scenarios. It’s especially suited to urban training. Using the module, VR-Forces entities

can analyze terrain topology, intelligently navigate through 
complex urban environments, automatically plan and follow
paths through 3D building interiors, dynamically avoid collisions
with obstacles or other entities, and flee from threats.

B-HAVE is packaged as a set of plug-ins to the VR-Forces Terrain
Database Tool (TDB Tool), Simulation Engine, and GUI. The TDB
Tool plug-in allows you to automatically generate navigation
maps ("PathData") from your 3D terrain data. The VR-Forces
Run-Time plug-ins take advantage of this PathData to allow 
entities to enter and leave buildings, go up and down stairs and
ramps, and realistically navigate around trees, fences and other
obstacles. The module extends the set of built-in tasks available
to VR-Forces users to include Hide, Wander, Follow and Flee. It
also supports custom behavior scripting in the Lua lightweight
programming language.

To help you understand the 3D world from the behavior point 
of view, a MÄK Stealth plug-in is also provided. (A MÄK Stealth

license is required.) The Stealth plug-in visually depicts the bounding volumes used 
by Kynapse to represent each entity, the path that each entity is following, and the
boundaries of identified obstacles — all directly within the Stealth’s 3D scene. 
B-HAVE’s dynamically generated paths are also published via DIS or HLA, so that 
they are visible in the VR-Forces GUI.

One of the key strengths of Kynapse is its ability to handle crowd simulation, and 
B-HAVE puts this strength at your fingertips. To create random foot traffic in an area,
create a number of entities in VR-Forces, and assign the B-HAVE wander task to all of
them. To simulate a typical crowd reaction to an explosion or other event, assign 
different Lua scripts to various groups of entities, so that some flee the scene, some
wander confusedly, and some race towards the event to find out what happened. As
each entity’s brain navigates individually, some very realistic crowd behaviors emerge
as entities avoid each other and traffic jams appear.

If you’re interested in learning more about B-HAVE send your contact info to 
makmail@mak.com and we’ll email you a PDF of our detailed FAQ. Or stop by the
booth at one of our upcoming tradeshows to see a demo. 

B-HAVE is a separate plug-in module for VR-Forces and is available now. For more
details and pricing, contact sales@mak.com. ■
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