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Steering Behaviors
Simple behaviors for individuals and pairs: 

Â Seek and Flee 

Â Pursue and Evade 

Â Wander 

Â Arrival 

Â Obstacle Avoidance 

Â Containment 

Â Wall Following 

Â Path Following 

Â Flow Field Following 

Combined behaviors and groups: 

Â Crowd Path Following 

Â Leader Following 

Â Unaligned Collision Avoidance 

Â Queuing (at a doorway) 

Â Flocking (combining: separation, alignment, cohesion)

http://www.red3d.com/cwr/steer/

http://www.red3d.com/cwr/steer/
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Steering Behaviors Combined with 

Online Search

ÂUses enhanced steering behavior functions

ÂOnline path planning with adaptive search

ÂPrecomputed sets of dynamic trajectories

ÂChooses sequence of control actionsto drive 
the system towards a desired state  


