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II, Preliminaries

1. Related works
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I, Behavior Tree
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Fig. 1. Transform the event of blackboard
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Fig. 2. The node structure of Behavior Tree
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IV, The Proposed Scheme
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Fig. 3. FSM for the game
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Fig. 4. Al design using Behavior Tree
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Fig. 5 Behavior Tree, CatchHand state of FSM
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Fig. 6. CatchHand state(left) and Idle state(right)
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Fig. 7. Behavior Tree, Interaction state of FSM
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Fig. 8. Interaction state(left) and Idle state(right)
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V. Conclusions
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