
Battlestar Galactica Online
AI Behavior Flows



Spawn Behavior

Outpost Spawns
Defense Patrol 

Spawns

Patrol leader

Patrol 
Followers

Defense Patrol

Follow Leader

Go to <Path ID> 
<Point ID>

Path according to 
path design (near 

and around outpost)



Threat Behavior

No

Outpost
Aggression 
Monitoring

Detects threat in 
range

Single enemy

Fewer than six?
Six guns shoot at 

each target
Any larger than 

strike

Six guns shoot target

Extra guns attack 
most damaging

Extra guns attack 
largest

Any larger than 
strike

Attack most 
damaging

Attacks largest ship 
that is doing the 

most damage

Yes Yes

Yes Yes

Yes

No

No

No

No



Range Behavior

Outpost Attacking target Still in range

Yes

Other threats in 
area

No

Attack according to 
threat preferences

Yes

End combat after 20 
seconds of not 

damaging target

No



Defense Assistance
Outpost attacked/

threat detected

Outpost attacks 
threat according to 
combat preferences

Monitors threat 
preferences

Calls defense patrol 
for assistance

Outpost 
Condition
: 75% HP

Spawns squadron of 
strikes, level 
appropriate

Outpost 
Condition
: 50% HP

Spawns squadron of 
strikes, level 
appropriate

Outpost 
Condition
: 25% HP

Spawns squadron of 
Elite strikes, level 

appropriate



Defender Behavior

Outpost attacked/
detects threat

Threat awareness 
passed to defense 

patrol

Defense leader 
selects target, 

prioritizes smallest, 
most damaging 

ships first

Patrol followers 
inherit threat 

awareness from 
leader

Less than 4000 
units from 
Outpost?

Disengage from the 
current target and 
return to Outpost

No

Outpost still 
under threat?

Return to Patrol 
Path

No

Acquire new target 
with same original 

priorities
Yes

Less than 20 
seconds since 

damaging 
target?

Yes

No

Continue fighting 
current target/
threat priorities

Yes

Less than 2000 
units from 

leader?

Less than 20 
seconds since 

damaging 
target?

Yes
Continue fighting 

current target/
threat priorities

Yes

Discontinue pursuit

No

Patrol Leader 
still fighting?

Acquire new target 
using leader s threat 

priorities
Yes

Return to following 
the leader

No

No



End Combat

Outpost or defense 
patrol in combat

Last attacker dies or 
is out of range

3 minutes 
passed without 
further combat

Continue combat 
behavior

No

Full healthYes
Despawn any 

summoned strikes
Respawn defense 

patrol


