APIZTOTEAEIO NANEMNIZTHMIO OEZXAAONIKHZ
; TMHMA MAGHMATIKQN
METANTYXIAKO NMPOIrPAMMA 2MOYAQN
"OEQPHTIKH NAHPO®OPIKH KAl ©EQPIA LYZTHMATQN KAI EAEFXOY"

ANAMTY=H TEXNHTHZ NOHMOZYNHZX A
NAIXNIAI ZTPATHIIKHZ NMPATMATIKOY XPONOY

METANTYXIAKH AINAQMATIKH EPIrAzIA

Nlewpylog MNavrtapidng

EmBAérTwy: A.l. BapdouAdkng
KaBnynmg A.IN.0.

Oeocoalovikn, Pefpoudpiog 2012






APIZTOTEAEIO NANEMNIZTHMIO OEZXAAONIKHZ
; TMHMA MAGHMATIKQN
METANTYXIAKO NMPOIrPAMMA 2MOYAQN
"OEQPHTIKH NAHPO®OPIKH KAl ©EQPIA LYZTHMATQN KAI EAEFXOY"

ANAMTY=H TEXNHTHZ NOHMOZYNHZX A
NAIXNIAI ZTPATHIIKHZ NMPATMATIKOY XPONOY

METANTYXIAKH AINAQMATIKH EPIrAZIA

Nlewpylog Navrapidng

EmBAérTwy: A.l. BapdouAdkng
KaBnynmg A.IN.0.

N. Kapaptretdkng E. Aviwviou A. |. BapdouAdkng
Emikoupog KabnyntAg A.N.O©. ETmikoupog KaBnynt¢ — ATEIO KaBnynmg A.1N.0.

Oeocoalovikn, PeBpoudpiog 2012






ewpyiog MNavrauiong
Mruyxiouxog MabnuaTikég A.MN.0.

Copyright © ewpyiog MNavrapidng, 2012

Me emi@UAagn Tavtdg dikaiwpatog. All rights reserved.

AtrayopeUeTal n avTiypaer, amobAkeuon kal dlavour) NG TTapoucag epyaciag, €&
ONOKAApOU 1 TUAPOTOG AUTAG YIa EUTTOPIKO OKOTTO. Emitpémeral n avarumrwon,
atroBrikeuon Kai &l1avour yia OKOTTO Wn KEPOOOKOTTIKO, EKTTAIOEUTIKAG 1 EPEUVNTIKAG
@uongG, Uutrd TNV TTPOUTTOBEaN va ava@EéPETal N TNy TTPOEAEUONG Kal va diaTnpEiTal 1o
TTapov PAvVUPa. EpwThApata Tou agopouv T XpHon TNG £pYaoiag yia KeEPOOOKOTTIKO

OKOTTO TTPETTEI VA aTTEUBUVOVTaI TTPOG TO OUYYPAPEQ.

O1 atroéYEIg Kal TA CUPTTEPACHUATA TTOU TTEPIEXOVTAI OE AUTO TO £YYPOPO EKPPAOUV TO

ouyypa@Ea Kal Ogv TTPETTEI VO EPPNVEUTET OTI EKQPAouV TIG eTTioNUES BEoelg Tou A.MNM.O.






NEPIAHWYH

2Tnv TTapouoa gpyacia Ba dolue TTwg PHTTopoUpE va eTidouue €va bot yia 1o StarCraft,
onAadn éva TTpoypappa 1o otroio ptropei va Trailel StarCraft otn 6éon pag (to StarCraft
gival éva oAU dnNUOQIAEG TTaIXVidI OTPATNYIKAG TTPaYHATIKOU Xpoévou yia H/Y). Apxika,
Ba toupe Aiya Adyia yia Tn diadikacia avamTugng Tou bot, émeira Aiya Adyia yia To
TTaiyvidl Kal oTn ouvéxela Ba doupe avaAuTIKG TIG TEXVIKEG Kal TOUG aAyopiBuoug TTou
xpnoigotrombnkav, Kabw¢g KAl WG  aKPIBWSG  Xpnoldotroijenkav.  TEAoG,
TTAPOUCIACOUNE TOV KWOIKA TOU TTPOYPANUATOG, APXIKA TTEPIYPAPOVTAG CUVOTITIKA TO
POAO KABE KoPuaTIoU Kal ETTEITA avAAUOVTAG KATTOIEG use-cases (TTEPITITWOEIS XPRoNG),

onAadn BAETovTag Bripa Tpog BApa "1 cupBaivel étav BEAW va Kavw auTo;".

AEZEIZ KAEIAIA

Texvnti Nonuoouvn, StarCraft, bot

ABSTRACT

In the present project, we will see how one can write a bot for StarCraft, that is, a
program that can play StarCraft on its own (StarCraft is a very popular real time
strategy game for PCs). At first, we will talk a bit the bot developing process, then
about the game and afterwards we will examine the techniques and algorithms used,
as well as the exact way they were used. Finally, the code of the program is presented.
At first, the role of each part is described briefly and then a couple of use-cases are

analyzed, that is, we examine step by step “what happens when | want to do this?”.

KEYWORDS

Artificial Intelligence, StarCraft, bot
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1. Elcaywyikd

Otav é@pTaoe n wpa va SIaAéEw BEpa yia OITTAWUATIKA €pyacia, oKEPTNKA OTI

NBeAa va KAvw KATI;
(1) Mou Ba TrepIAapBavel TTPOYPAUUATIOHO.

(2) A1T6 TO OTTOI0 B HABW KaIvoUpPIa TTPAYUATO

TTOU Ba pou XPnOINEUCOUV KOl apyoTEPA.

(3) To o110i0 Ba £XEI TTPAKTIKN a&ia TTEPA ATTO TO

yeyovog 611 Ba atroTeAei dITTAwPATIKY gpyaaia.

Kai €101 attopdacioa va ypdyww €va bot yia To StarCraft, dnAadr) éva Tpoypapua
TTou Ba TraiCel StarCraft otn 8éon pou. Emmkoivwvnoa pe Tov KUpio BapdouAdkn, o
OTTOI0G ANECWG CUMPWVNOE KE TNV IDEA KAl PE TTPOETPEWE VA TTPOXWPNROW.

Otav dpxioa va OouAelw eixa TTOAU peydAeg TTPOodOKIEG YIa TO TEAIKO
atmmotéAeopa. ‘HBeAa va @miaw kd&m 1mou Ba pTTopouce va VIKAOEI OTTOIOOATIOTE
avBpwTto | aAAo bot oe pia avapérpnon 1 vs 1. Kai gavraotnka 611 yia va 1o TTETUXW
autl Ba E£TTPETTE va XPNOIYOTTIOINOW OCO0 YiveTal TTI0 TTOAANEG OIOQOPETIKEG TEXVIKEG.
APKETEG aTTO TIG TEXVIKEG TTOU Eixa OTO MUOAS pou, OPwG, €iTe ATAV OUOKOAO va
uAoTroinBouyv eite dev TTpooéBeTav TTOAU oTnV atmmoTeAeopaTikOTNTa Tou bot (A, KaToIEg
QOPEG, Kal Ta dUo). ' autd aAAa&a Aiyo Tov TEAIKO pou oTOX0. ATTopdacioa 0T Ba Atav
KaAUTEpa o€ TTPWTN @Acn va ypAyww KATI TO oToio Ba pmopei va vikdel TO
evowpatwuévo Al Tou Traixvidlou JE OXETIKN) €UKOAia, Kal TTou Ba eival €UkoAa
ETTEKTAOCIUO HE VEEG OTPATNYIKES. Kal auTd gival autd TTou Ba TTapoucidow e6w.

Ae Ba oTapatAcw €dW OPwG. Twpa TToU €XwW KATI TTOAU KaAd cav Bdaon, Ba
ouvexiow va TIPocBEéTw OToIxEia OIyd olyd, Kal OTav QTA0Ww O €va OpPKETA
IKAVOTTOINTIKO ETTITTEDO OKOTTEUW VA TTAPW WEPOG O€ £vav aTTd Toug dlaywvIoHoUg yia
StarCraft bots 1Tou die§ayovTal KaBe Xpovo.

Ta epyaAcia mou Xpnoigotroidnkav Atav Ta €€ng: BWAPI, Chaos Launcher,
Visual C++ 2008 Express Edition. To mpwTto eivar pia avoikty BiBAI0OAKN TToU
emTpémel o€ KWwOIKa C++ va aAnAemdpd pe 10 StarCraft. EmTpémel oTov
TTPOYPAPMOTIOTH va £XEl TTPOOBACN O€ OTTOIOdNTIOTE TTANPOPOPIa TNG KATAGTAONG TOU
TTaIXVIOIOU PTTOPEI va €xel €vag TTaikTng, KaBwg Kal va PeTaBAAEl TNV KaTaoTOon TOU

TTaIXVvIOIoU PE OTTOIOdATTOTE TPOTIO YTTOPEI VO TO KAvEl £vag TTaikTnG. To deuTepo gival
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éva TTpOypANUa aTTapaiTnTo yia TNV eTTIKOIVWVia Tou bot pe to StarCraft. To TeAeuTtaio

gival To TTPOYPAUMATIOTIKO TTEPIBAAAOV TTOU XPNOIYOTIOINBNKE yia TN ouyypagr Tou bot.

2. Niya A6yia yia 1o traiyvidi

To StarCraft cival éva Traixvidl OTPATNYIKAG TIPAYUATIKOU XPOVOU  Kal
avatmtuxbnke ammd Tn Blizzard Entertainment. To TmpwTto Traixvidl TG oeIpdg
KukAogpopnoe 1o MdapTtio Tou 1998. Méxpl To @eBpoudpio Tou 2009, cixav TTOUANBEi
TTEPIOOOTEPA ATTO 11 EKATOPUUPIA QVTITUTTA TTAYKOOMIWG, KABIOTWVTAG TO éva atrd Ta
best-selling traixvidia yia nAekTpovikd utroAoyioTr. MNpoécearta (Tov louAio Tou 2010)
KUKAOQOPNOE KAl TO OEUTEPO TTAIXVIOI TNG O€IPAG, TO OTTOI0 ETTIONG YVWPIOE HEYAAN
emruxia. To StarCraft civar 18iaitepa dnuo@IAéG oTn NoTIa Kopéa, étTou TTaikTeg Kal
OMASEC UTTOPOUV VO CUUMETEXOUV OE BIAYWVICHOUG UE HEYAAQ xpnuaTIKG ETTaOAQ.

H i1oTopia Tou TraixvidioU diadpapartifetal aTov 26° alwva, o€ £€va JaKPIVO aTTto
Mag pépog Tou yaAagia, 6tTou TpEIS QUAEG pdxovTal yia Kupiapyia: (1) ol Terrans, yfivol
TTou €xouv efoploTei atrd Tov TTAavATn, (2) O1 Zerg, pia QUAR EVTOUOEIdBWYV £EWYAIVWV
TToU avalnTa YEVETIKNA TEAEIOTNTA apouolwvovTag dAAa €idn (wng, kai (3) ol Protoss, uia
avOpwTToeIdNG GUAR PE TTOAU QVeTTTUYPEVN TEXVOAOYIO Kal TNAETTAONTIKES IKAVOTNTEG,
TTOU TTPOCTTAOEI va OWwaoel ToV TTONITIOPO TNG aTTd TNV aTreEIAf Twv Zerg.

H amégaon ¢ Blizzard va xpnoigotmoioel Tpeig dIAPOPETIKEG QUAEG OTO
StarCraft Atav TOTE ETTAVOCTATIKN VIO TO CUYKEKPIUEVO €id0¢ TTaixvIOIoU. KABe QUAR £Xel
OIAPOPETIKA €idn Povadwv atrd TIG UTTOAOITTEG Kal ATTAITE SIAQOPETIKA TAKTIKA aTTd TOV
Traiktn. O1 Protoss yevikd éxouv mpoofBacn oe duvatég povadeg Tmou Opwg eival
OXeTIKG akpIBd va Tapaxbouv kal €101 avaykAfouv TOV TIQIKT VO aKOAOUBAOCEI
oTpaTNyIKr TTou divel BAPOG oTNV TTOIOTNTA TOU OTPATOU Kal OXI 0TnV TT000TNTA. ATTO
TNV AdAAn, ol Zerg O&iaBéTouv KTHApIa TTOU E€MITPETTOUV TTOAU ypriyopn Kal ¢énvn
TTapaywyr Hovadwyv, aANG k&Be povada civar oxeTikd eUBpaucTtn. O1 Terrans
Bpiokovtar kdmou otn péon. Maviwg, mTapd 1N HeydAn ToIKIAia povdadwv TTou
ouvavtaue oto TraixVvidl, n Blizzard €xel @povrioel WOTE KAPia QUAR va pnv €xel
TTAEOVEKTNMO ATTEVAVTI OE KATTOIA GAAN.

210 StarCraft, o Tmaiktng oTnpieTal e Ouo €idn UAIKWYV TTOpWY yid va
avatrTuxBei: minerals kal vespene gas. To TTpWTO gival amTapaitnTo yia oXedov OAa Ta
KTAPIO KAl TIG HOVADEG, KAl TO DEUTEPO €ival ATTAPAITNTO YIA TA TTIO AVETTTUYHEVA ATTO

autd. EmimAéov, o apiBuog Twv povadwy TTou UTTOPED va €xEl O TTAIKTNG TTEPIOpIdETal
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amoé Tov aplBud Twv ‘TTpounBeiwy’ TToU OI0BETEl TNV EKACTOTE XPOVIKI OTIYUN.
EmrpémeTal, Aoimrdv, oTOV TTAIKTN VA XTIOEl KAIVOUPIEG PHOVADEG POVO av OIOBETEl TIG
ATTOPAITNTEG TTPOURBEIEG, OI OTToIEG CUVABWG PTTOPOUV va augnBouv XTiCoviag aTTAd
éva (ouyKkekpIgévou €idoug) KTrpIO.

H kavr) kal avaykaia cuvBikn yia Tn vikn €ival N KAaTaoTpo@r] AWV TWV KTNPiwv

OAWV TWV AVTITTAAWV.

3. TTApoUCiac TWV TEXVIKWYV TTOU XPNOIMOTTOIoOUVTAI

-> Xapteg empponc (influence maps 1 influence mapping)
-> Euguia oufvoug (swarm intelligence)

-> Finite state machines

-> A* (TTPOPEPETAI «EI OTAPY)

-> ["eveTIKoi aAyopiBpol (genetic algorithms)

3.1 Xdpteg emippong (influence maps) &34

AuTn €ival gia OXeTIKA aTTAf TEXVIKR, N OTToia dev €xel PeydAn aia atmd povn
NG, aAAG gival TTapa TTOAU XpNoIPn OTav CUVOUAZETAl UE TIG AAAEG TEXVIKES (KATI TTOU
KAvw ouxva omwg Ba Oeite), yI' autd Kal Bewpnoa KAAUTEPO va TNV TTOPOUCIAoW
TPWTN.

‘Eva ommdé T1a MO OUOKOAa TPORBAAMATA TTOU QVTIMETWTTICEl Kaveig oTav
aoxOAciTal hgE TEXVNTA vonuoaouvn €ival N YETATPOTIA TOU OXETIKA TTEPITTAOKOU KOGUOU
Tou TTaIxXVIOIoU o€ éva atrAd agUvoAo OedOuEVWV TO OTTOI0 UTTOPEI EUKOAQ va avaAUoeEl
woTe va ptropei va mdpel amo@daocels. O1 XApTeg €mMPEONAG €ival pia TTOAU ouyvd
XpNolpoTToiounevn AUCN YIO TO GUYKEKPIKMEVO TTPORANUA.

H Baoikn 16éa mmiow ammd autAv Tnv TEXVIKA €ival 0TI KABE QVTIKEIMEVO TOU
KOOMOU TOU TTaIXVIOIOU €TTNPEACEl Ue KATTOIOV TPOTTO TN B€0N OTnV oTToia BpioKeTal Kal
QuTA n €TIPPON EATTAWVETAI KOl OTIG YEITOVIKEG BEoeIS (BEBala, GO ATTOUOKPUVOUAOTE
atmd TV apxikrn 8éon n TR TNG €MMPPOAG aAAAlEl — ouvnBwG pEIWVETAIL, aAAG OxI
TTavta). Av UTTOAOYIOOUME TNV ETTIPPON TTOU OOKEI KABE QVTIKEINEVO OTO XWPO Kal
aBpoicoupE AUTEG TIG ETTIPPOEG EXOUNE £va XAPTN ETTIPPONG.

Ymdapyxouv O1G@opol TPOTIOlI yIo TRV avattapdoTacn &vog XApTn ETTIPPONG.

EVOEIKTIKG ava@EPOUNE TOUG €ENG:
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(a) diodidoTaTa TTAEyuaTa

AUTOG €ival o TTIo ouvnBIoPEVOG TPOTTOG avaTTaPACTACNG KAl €ival Kal auTdg TTou
xpnoipotrolw £dw. Eival TToAU atmAdg oTnv uhotroinon Kail KaBIoTa Thv £TTEEEPYATia TOU
XApTN €TMPPONG TTOAU ypriyopn. H avdAuon (resolution) Tou TTAEYPATOG ETTIAEYETAI VO
gival apkeTd PeEYAAN yia va pn XAvovtal onUavTikKEG AETTTOPEPEIEG, OAAG OXI TTOAU

MEYAAN woTe va yivetal oTTatdAn pvAung.

2D GRID

(B) ypdeol Trepioxwv

AuTOG gival évag GANog TPOTTOG avaTTapAoTaonG. To TTAEOVEKTNHA AUTAG TNG
TTPOCEYYIoNG eival 6T o€ TTOAAG TTaixVvidla oUTWGS 1 AAAWG XpnoldoTTolouvTal ypd@ol
TTEPIOXWV Yia TN BoriBeia Tou TTpofAnpaTog Tou pathfinding kai erTopévwg n idia doun
pTTOPEl HE eAa@pid TpoTTOTTOINON va XPNOIJoTToINGel Kal w¢g XApTng €Tmppons. To
MEIOVEKTNUAO €ival n ENAEIWN OKPIBEIaG Ot TTEPITITWOEIC OTTOU Ol AETTTOUEPEIES Egival

oNMavTIKEG 0TN AAWN OTTOPACEWV.
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AREA GRAPH

Ag doupe YePIKG TTapadeiypaTa Tou €idoug TNG TTANPOYPOPIAG TTOU PTTOPOUNE va

TTAPOUNE aTTO £vav XApTN ETTIPPONG:

(1) Z1o Tredio TNG WAXNG, UTTOPOUPE TTOAU €UKOAG va aTTOQACicCOUNE av pia povada

BpiokeTal o€ eUAAWTN BECN Kal TTPETTEI VA OTTIOBOXWPNOEL.

el Pr
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(2) Otav BéAoupe va KATOOKEUAOOUWE KATTOIO KTAPIO, PTTOPOUUE TTOAU €UKOAQ va
Bpouue pia ToTToBeCia KOVTG oTa UTTOAOITTA KTHPIA, OAAG OXI UTTEPBOAIKA KOVTG (Kal

TTPOPAVWG OXI ETTAVW O€ auTd).

3.2 Euguia opvoug (swarm intelligence) ®

AUTA €ival JIa TEXVIKA EUTTVEUCPEVN OTTO CUCTHAUATA TTOU OUVAVTAUE OTR @UON

Kal n oTroia xapaktnpicetal atrd TIg €§AG 1010TNTEG:

(1) 'Exoupe éva ouUOTNUA OTO OTTOI0 TTOAAEG pOVAdEG OOUAgUOUV AUTOVOUA yia TNV
eMiTEUEN €vOG KOIVOU OTOXOU. AEYOVTAG «QUTOVOMO» €vvoouue OTI dev UTTAPXE!
KEVTPIKOG €AEYXOG O OTT0IOG KOTEUBUVEI TIG POVAdEG Kal OTI aTTayopeUETal KATTOIN

Hovdda va eAéyxetal Apeca atmo KATToIa GAAN.

(2) O1 povadeg akohouBouv €va oUvoAo ammd Aiyeg Kal OTTAEG €VTOAEG Kal €XOuvV
TTeplopiopévo  Tedio  avriAnwng. Aev uttdpxel ca@éc Oplo oTnv TTooéTNTA TNG
TTANPOPOPIag OTNV OTToIa ETTITPETTETAI VA £XOUV TTPOCBACN 01 HOVAdEG, aAAA gival KAAO

va diatnpEiTal JIKpR WOoTE N €TTeCEpyaTia TNG va yiveral ypryopa.
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(3) YTrdapxel atTAr], EUUEON ETTIKOIVWVIA AVAPECO OTIG JOVADEG TOU CUOTAUATOG. AUuTO
yivetal ouviBwg pe duo TpdTTouG. (a) O évag TPOTTOG gival JEow Tou TTEPIBAAAOVTOG OTO
oTT0i0 «{ouv» ol Jovadeg. Mia povada ptropei va TTPOKOAECEI GAANAYEG OTO YEITOVIKO
TePIBAANOV TNG, TIG OTToieG O AAAEG HOVABEG TTAPATNEOUV KAl TPOTTOTTOIOUV TN
OupTTEPIPOPA TOUG. AuTr N PEBOdOG ovopddetal «stigmetry». (B) O GAAog TPOTTOG UE
TOV OTTOIO IO PJOVAdA UTTOPEI VA ETTIKOIVWVACEI PE TIG UTTOAOITTEG €ival va aAAG&El TV
KatdoTtaor] TNG (TrX B€0m, TaxuTNTa, KATT...), WOTE OTAV 01 AAAEG TTAPATNPCOUV AUTHV

TNV aAAayr va avtatrokpiBouv avdAoya.

Eivar afloonueiwto 611 TP’ OAO TTOU OEv UTTAPXEI KEVTPIKOG EAEYXOG TOU
OUCTHMOTOG TTOU VA KATEUBUVEI TIG JOVADEG, O TOTTIKES AAANAETTIOPACEIC AVAUEDQO TOUG
odnyouv aTnv avaduon «E£EUTTVNG» GUUTTEPIPOPAGS, AyvwWaTNG OTIC ETTI HEPOUG HOVADEG.

To MeydAo TTAEOVEKTNMO TNG TEXVIKAG QUTAG €ival 0 uywnAog Adyog
QATTOTEAECUATIKOTNTAG TTPOG TTOAUTTAOKOTATA OXEDIACTUOU. TO PeEYAAO PEIOVEKTNUA €ival
OTI TTPOCYEPEI TTPOCEYYIOTIKEG AUCEIC Kal £TAl OeV gival €QAPUOCIUN O TTPORARUATA
étrou atrautouvtal akpifr] atTroteAéoparta. ETriong, katd 1o oxedlaouo TOU CUCTAMATOG,
gival atmapaitnTn N PUOPION TWV dIAPOPWY TTAPANETPWY WOTE VA €MTEUXOEI BEATIOTN
atmroédoon.

210 videos micromanagement_1 kai micromanagement_2 utropoUue va doUUE
TTWG EQAPPOLETAI AUTH N TEXVIKH OTO TTEdI0 TNG PAXNG. ZTO TTPWTO, £XOUME 2 marines
evavtiov evog zealot. Kabévag amd Ttoug dUO marines €ival TTPOYPOUUATIONEVOS WG

24

-> Av n amméoTaon ocou ato Tov ex0p6 cival peyaAuTtepn atmd 100 povadeg, KAve
€TiBeon oTov £x6p0.
-> Av n amméoTacn oou atd Tov x0p0 gival HIKPOTEPN aTTO 75 JOVABEG, KAVE TA EEAG:
-> [Na kaBéva aTrd Ta OKTW YEITOVIKA GoU TETPAYwVaA, UTTOAGYIOE
TNV atréoTacn Tou atmmod 10 oUupax6 cou, d1, kal atd Tov x0po, d2.
-> Bpeg TO TETPAYWVO YIO TO OTTOIO PEYIOTOTIOIEITAI N TTAPACTAOT)
-1.75 * |d1 - 125] + 1.25 * d2 ka1 TTave TTPOG QUTO.

AT aUTEG TIG ATTAEG EVTOAEG avadUEeTal N EEAG CUPTTEPIPOPA:

Ortav o avrittahog zealot £xel oav o1éxo Tov marine_1, autdg KIVEITaI 0€ KUKAO
ME KEVTPO TOV marine_2 kal akTiva 125, evid 0 marine_2 emTiBetan otov zealot. Av o

zealot aAAGgel oTOX0, ol marine_1 kal marine_2 aAA&G{ouv poAoug.
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210 O¢eUTEPO video, €xouue Tnv idla TEXVIKR, OAAG o€ TTIO PeEYAANn KAipaka.
‘Exoupe 15 marines evavrtiov 12 zealots. Apxikd, TTpooTrdBnoa va epapudéow ToV idlo
aAyopIBuo pe autév Tou TTpwTou video. priyopa, OPwg, ouvavinoda €va PeydAo
TPORANua: Otav évag marine gival kovtd o€ avtitaho zealot, TTpétrel va AdBel uttdywn
TIG B€0€IG OAWYV TWV YEITOVIKWY marines Kal zealots yia va atro@acicel TTpog Ta TTou Ba
KivnBei. Autd onuaivel 611 TTpETTEl va dIaTpéw TO OUVOAO GAwV Twv marines Kail zealots,
va Bpw autolg TIOU €ival OXETIKA KOVTA OTOV TPEXOV marine Kal MPETA va
XPNOIUOTIOINOW TIG BE0EIC OAWV AUTWYV VIO VO UTTOAOYioW TO TETPAYWVO OTO OTTOIO
TIPETTEI VO KIVNBW. ZTN XEIPOTEPN TTEPITITWAN, N TTOAUTTAOKOTNTA TOU aAyopiBuou yiveral
O(N*(N+M)), o6mmou N 10 TARBOG Twv marines kai M 10 TARBOG Twv zealots.

Atro@daoioa, AoITTov, va KAvw KATI eAa@pug dIAPopPETIKO £OW.

-> ApxIKd, QTIAXVW OUO XAPTEC ETTIPPONG, EvaV YIO TOUG Marines [Jou Kal €vav yia Toug
zealots Tou avTiTTdAou, w¢ €€AG: ZTIG BEoeIg yUpw atrd Toug marines Balw apvnTikoug
apiBuoUg o1 oTroiol eAaTTWVOVTal KAT atmmoAuTn TIM) 600 ATTOMOKPUVONOOTE atmd TN
Béon ToUu marine, Kal TTPOG To TEAOG BACW MIKPOUG BeTIKOUG apiBuous. Autd To KAvw
ylati B6Aw o1 marines va diatnEoUV PIa CUYKEKPIMEVN aTTOoTaON PETAEU TOUG, Kal OXI
aTmAWG va atropakpuvovTal 0 évag atrd Tov dAAov. ZTI¢ Béoeig yUpw atrd Toug zealots
Balw aTTAwG dapvnTIKOUG apiBUoUg TToU  eAATTWVOVTAlI KOT  atmmoAutn TIA 0600

QATTOMOKPUVOUOOTE atrd TN BE0N TOU EKACTOTE Zealot.

-> 'ETTeIma, yia kaBe marine, Kavw Ta €€AG:
-> Av OTO TETPAYWVO OTO OTT0I0 BpioKeTal OV UTTAPXEI ETTIPPON ATTO EXOPIKES
Hovdadeg, Kavoupe €TTiBeoN.
-> Av 07O TETPAYWVO OTO OTTOI0 BPIOKETAI UTTAPXEI ETTIPPON ATTO £XOPIKEG HOVADEG,
Bpiokoupe TO BEATIOTO ATTO T OKTW YEITOVIKA TETPAYWVA, CUPPWVA JE TOUG

XAPTEG ETTIPPONG TTOU £XOUNE ETOIPAOEI, KOI KIVOUPOAOTE O€ AQUTO.
EUkoAa TTpokUTITEl OTI N TTOAUTTAOKOTNTA OTN XEIPOTEPN TTEPITTTWON givar O(N +

M). B€Baia, uttdpxel KATTOI0O KOOTOG O€ Pvrun (o1 XApTeg €TMIPPONAG), aAAd auTtd eival

apeAnTéo.
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3.3 Finite state machines "8

MNa va pIAfooue yia finite state machines, Ba Tpétrel va BuunBouue T gival éva

autépaTto. ‘Eva autéparo, Aoimrov, gival pia mevrada (Q, Z, 6, q0, T) étou...

->To Q cival éva TTETTEPACHEVO OUVOAO KATAOTACEWV.

->To Z gival éva TTETTEPATUEVO TUVOAO GUHBOAWYV

Kal KaAgiTal aA@AaBnTo TOU QUTONATOU.

-> H & eival yia ouvdaptnon uyetdpaong. Eivard: Q x Z ->Q

-> H g0 €ival oToixeiou Tou Q Kal ovoudZeTal apxikf katdotaon. Eival n katdotaon
oTnNV OTToix BPICKETAI TO AUTOPATO TIPIV TNV ETTECEPYATia £100D0U.

->To T cival éva uttooUvoAo Tou Q Kal KaAgiTal oUVOAO TEAIKWY KOTOOTAOEWV.

Av ETTEKTEIVOUUE TO TTAPATTAVW WE €va aA@AapnTo €§6dou I Kal pia ouvépTnon
e€Odou w €xoupe évav finite state transducer. H ouvdptnon e€E6dou utTopei va
eCapTdrtal ammd TNV TPEXOUOA KATAOTAON KAl TNV TpExouoa €icodo (w : Q x  -> ),
omroTe Aépe Ol €xoupe i pnyxavr) Mealy i ptmopei va €gaptdTtal povo atd Tnv
TpExouoa KatdoTaon (w : Q -> I, omoTe Aépe 6T £Xoupe Hia pnxavr Moore.

H évvoia 1ng finite state machine oe TTpoypapuaTIOTIKO context gival AilyoTepo
auoTtnen amd uabnuatikr) armown. Opiletal amAd w¢ €va POVTEAO TTEPIYPAPAS TNG

OUNTTEPIPOPAG EVOG CUOTHMATOG TTOU XapakTnpieTal atrd Ta £¢R¢g oToixeia:

(1) TG KOTAOTACEIG OTIG OTTOIEG UTTOPEI va BpioKeTal

TO oUOTNUA (TTETTEPACUEVES O€ TTARBOG).

(2) Metapaoeig atmod pia katdotaon o€ pia GAAn.

(3) ZuvBrikeg o1 oTTOiEG TTPETTEI VA TTANPOUVTAI

yia va eMTPATTE Wia aAAayr katdoTaong.

(4) l'eyovoTa 10600V, Ta OTTOI0 ONUIOUPYOUVTAI €iTE OTTO
€EWTEPIKOUG TTAPAYOVTEG €iTE ATTO TO idI0 TO oUCTNUA

Kal evoéxeTal va odnyrnoouv oe allayr KatdoTaongc.

(5) 'E€0d0, n otroia Trapdyetal ammd 10 oUCTNUA

Kal €€apTaTal aTTd TNV TPEXOUCO KATAOTOON.
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A pozsible Finite State Machine implemertation

Input

events The FSM
mayhe System
generated

Ihiternaiy >
and — 4—.—0 L
cxternaiy
Oytoads
generated by the
curent sate

Inputs trigoer
rules

State State
Transition

Ta TAeovekTAMATA TNG XProng finite state machines givai oT1...

(1) Eival mdpa 1TOAU €UKOAEG 0TO GXEDIATUO Kal TNV UAOTTOINON.

(2) YTdpyel Gueon avTioTolxia oTn CUPTIEPIPOPA TOU CUCTHHOTOG KAl OTOV KWAIKA
OTTOU UAOTTOIEITAI QUTK) N CUPTTEPIPOPA, YEYOVOS TTOU 0dNYEi O KWOIKA TToU €ival

€UKOAO va atroo@aAuatwoei, va ouvtnpnOei Kal va eTTEKTADEI.

Ag doupe éva TTapddelyua atmmd Tov TTPOYHATIKO KOOPOo. Ag uttoBéooupe 6T
EUTTVATE PIa pépa Kal atro@acifete va ypdyete Evav compiler (6x1, dev gival akpaio
Tapadelypa — yvwpidw avBpwTtroug TTou To Kavouv autd). ‘Eva atmd Ta apyikd oTtdadia
TNG METAYAWTTIONG €vOG TTpoypdpuaTtog Aéyetal lexical analysis. 2 auté 1o oTddlo, TO
TTPOYPAPPO PETATPETTETAI ATTO MIO AKOAoUBia XOPOKTHPWY O€ MO akoAouBia atrd
tokens (éva token ¢€ivar pia akoAouBia XapokTipwv TIOU Madi €xouv KATTOIO
OUYKeEKPIPEVO vonua). MoAU ocuxvd, auti n dladikaoia uAloTroicital wg finite state
machine.
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if (x1 * x2 < 1.0) { |KEY;j_f||LPARENI|ID:x1 ||0P:* |||D:x2 ||0p:<||NUM:1.0|
y = x1;

} [ RPAREN ”LBFIACE”ID: y ||0P:=|||D:x1 " EOS |

Edw, xpnoiyotroiw finite state machines oxedov mavrou. Zxedov KABE KOPUATI

KWOIKa €x€l €va PIKPO PEPOG TO 0TToio UAoTToIEiTal WG finite state machine.

3.4 A+

O A * (mpogépetal «€1 OTAP») €eival évag aAyopiBuog avalAtnong TTou
xpnoigotroigital Tédpa TTOAU oTn Biounxavia Traixvidiwy, Kupiwg oTo TTPORANUa Tou
pathfinding (eupeon BEéATIOTNG (aTTd ATTOWwn PriKoug) dladpoung atmd To onueio A oTo
onueio B).

[lpocToluacoia Tou aAyopiBuou

MNa Adyoug amAdTnTag Ba uttoBécoupe OTI douAeloupe o€ €va OIodIGaTATO
TTAEyua (OTTOU KABE TETPAYWVO ETTIKOIVWVE JE T OKTW YEITOVIKA TOU KAl JOVO PE auTd).
Oa xpelaoTouue dUO AIOTEG TETPAYWVWYV, OTIG OTTOIEG OTO €ENG Ba avapepOuacTe WG
«QVOIKTA ANioTa» Kal «KAEIOTA AioTax». 2& KABe TETPAYWVO TOU TTAEYHATOG AVTIOTOIXOUUE

TPEIG apIBPoug, F, GkaiH, ol OTToiolI AVTITTIPOOWTTEUOUV. ..

-> O G 10 KOOTOG Kivnong amd 1O apxIKO TETPAYWVO £wg TO TPEXOV TETPAYWVO,

QAKOAOUBWVTAG TO JOVOTTATI TTOU £XEI dNUIoupyNnBEi HEXPI TNV TPEXOUOA XPOVIKH OTIYUN.
-> O H 10 eKTIHWMPEVO KOOTOG ATTO TO TPEXOV TETPAYWVO OTO TETPAYWVO-0TOXO. Eival
OoNPavTikd 0 H va pnv UTTEPEKTINA TO KOOTOG aTTd TO TPEXOV TETPAYWVO OTO TETPAYWVO-
o160, av BéAouue va Bpouue £va BEATIOTO HOVOTTATI.

-> O F 10 G46poicpa Twv duo TTapaTTavw.

Emiong, o€ K&Be TETPAYWVO QVTIOTOIXOUME £va TETPAYWVO-YOVEQ WOTE OTO TEAOG

TOU aAyopiBuou va PTropoUpe va BPoUpe TO JOVOTTATI TTOU TTAPAYETA.
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ExréAeon tou aAyopiBuou

(1) NpooBéToupe To APXIKO TETPAYWYVO OTAV AvVOIXTH AioTa.

(2) ETravaAaupavoupe Ta TTapaKATW:

(a) Wayxvoupe 1o TETPAYWVO PE TO XaUNASTEPO KOOTOG F oTnV avolxTr AioTa. 210

€€NG Ba ava@ePOUaOTE O€ AUTO WG TETPAYWVO-A.

(B) Byalouue 10 TETpAYWVO-A atrd TNV avoixTr AioTa kai 1o Badlouue oTnv
KAEIOTA AioTa.

(y) MNa k&Be éva atrd Ta OKTW YEITOVIKA TETPAYWVA TOU TETPAYWVOU-A

Av dev gival walkable A av gival oTnv KA€IOTA AioTa, TO AyvOOULE.

ANIWG... Av dev gival oTnv avoixTA AioTa, To Badoupe. Kavoupue 1o
TETPAYWVO-A yovéa auToU Tou TETpaywvou. Kataypd@ouue Ta K6oTn G,
H kai F yrI' autd 10 TETPAYWVO.

Av gival Adn oTnv avoixTA AioTa, EAEYXOUUE av TO TPEXOV HOVOTTATI TTPOG
auTd To TETPAYWVO €ival KAAUTEPO, XPNOILOTIOILVTAG TO KOOTOG G oav
METPO OUYKpIoNG. XaunAGTEPO KOOTOG G onpaivel KAIAUTEPO POVOTTATI.
2€ QUTAV TNV TTEPITTITWON, AAAGCOUUE TOV YOVEQ TOU TETPAYWVOU OTO

TETPAYWVO-A Kal uttohoyifoupe gavd Ta kooTtn G kai F.

(6) Zrapatdue oTav:

MpooBéToupe TO TETPAYWVO-OTOXO OTNV KAEIOTH AioTa

(o€ autrv TNV TTEPITITWON UTTAPXEI OVOTTATI).

ATTOTUYXAVOUUE Va BPOUNE TO TETPAYWVO-OTOXO KAl N avOIKTr) AioTa

gival dd¢ia (o€ autv TNV TTEPITITWON OEV UTTAPXEI JOVOTTATI).

3) Av uttépxel JOVOTTATI, TO BPICKOUNE TTNYaivOVTaG aTrd TO TETPAYWVO OTOXO TTIoW OTO

APXIKO TETPAYWVO PHECW TWYV YOVEWVY TWV TETPAYWVWV.
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Avépepa otnv apxn 61l o A * xpnoldoTtroleital TTdpa TTOAU aTnv Biounxavia Twv
TTaixvidiwyv. H aAnBeia civar 6t kal To StarCraft xpnoipotroiei Tov A * yia pathfinding.
Mari, AoITév, Tov TTapoucialw €dw; Tov TTapoucIAlw YIATi TOV XPNOIMOTIOIW HE Aiyo
OIaPOPETIKO TPOTTO. Eival TTOAU €UKOAO, TpoTTOTTOIWVTAG KATAAANAG KATTOIEG ATTO TIG
TTAPAPETPOUG TOU aAyopiBuou, va Bpoupe 6x1 ammAd 1o eAAXIOTO O€ PAKOG POVOTIATI,
aAAG Kal autd PE TO OTTOI0 ATTOPEUYOUME KATTOIO OTOTIKA €UTTOdIO TTOU UTTAPXOUV
avaueoa o’ eUAg Kal To oTOXO.

AtiCel va avagépoupe €dw OTI UTTAPXOUV TTapaAAayéc Tou aAyopiBuou Trou

MTTOPOUV va BPOUV TO HOVOTTATI PE TO EAAXIOTO KOOTOG. ..
() atd éva apxikd o€ éva atmo TToAAG TeAIkKG anpeia (B*)

(i) a1rd éva apyIkd o€ £va TEAIKO anueio PE TIG BETEIC Twv UTTOdIWY va unyv €ival
YVWOTEG atrd TNV apxr, aAAd va epeavifovtal KaTd Tn dIAPKEIA TNG EKTEAEONG TOU

aAyopiBuou (D*)

3.5 eveTikoi aAyopiBuol (genetic algorithms) ¥

O1 yeveTikoi aAyopiBuol gival pun VIETEPUIVIOTIKOI p€B0dOI avaliTnong Ol OTTOIEG
MigoUvTal Tn dladikacia NG QUOIKAG €¢EAIENG. XpnolgoTrolouvtal ouvABwg OTav o
XWPOG AUcewv Tou TIPOBAAMATOG €ival PEYAAOG, Oev UTTAPXEI QATTOTEAECMUATIKOG
VTETEPUIVIOTIKOG OAYOPIBUOG yIa TNV eUpean KAARG AUONG KAl JOG EVOIAQEPEI ATTAWG IO
TTOAU KaA AUon kai Ox1 atrapaitnta n BEATIOTN. H peBodoAoyia TTou akoAouBeital gival

n €gng:

(1) Mapdyovtal ye Tuxaio TPOTTO PNEPIKEG AUCEIG Kl TTPOCTIBEVTAI GTOV

TTANBUG PG aTTd AUCEIG TOU TTPOPRAARMATOG, O OTTOI0G APXIKA gival AdEI0G.

(2) Ze k@B AUon avTioToIXOUKE £vav apIBPO O OTToI0G

gival evOEIKTIKOG TNG ATTOTEAETUATIKOTNTAG TNG.

(3) AloAéyoupe pepPIKES KOAEG AUCEIG KAl TIG OIOCTAUPWVOUE

METAEU TOUG, hE OKOTTO T dnuioupyia véwv, KOAUTEPWY AUCEWV.
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(4) AloAéyoupe KATTOIEG AUOEIG KAl TIG HETAAANACOOUUE (TTPOKOAOUUE

MIKPEG aAAQYEG), HE OKOTTO TN dnuioupyia vEwv, KOAUTEPWY AUCEWV.

(5) ETravalaupavoupe ta Bripata (1) £wg (4) apKeTEG POPEG, KAl KPATAUE

OTO TEAOG TNV KAAUTEPN ATTO TIG AUCEIG TTOU UTTAPYXOUV OTOV TTANBUCUO.

EdW XpnOIYOTIoIW YEVETIKOUG AAYOPIBUOUG 0 CUVOUAOUO PE XAPTEG ETTIPPONAG

yia va Bpw KatdAAnAn B€an o1moTe BEAW va KATAOKEUAOW €va KTHPIO.

4. Mapouciaon Tou KWOIKA

Orav &ekivnoa va eTiIaxvw TO TTPOYPANKO EKava £va oxedIAYpauua aav Ki auTo:

main goal:

-> win the game

sub goals:

-> destroy enemy buildings

main goal:

-> destroy enemy buildings

sub goals:
-> build a strong army

-> use army to attack the enemy

main goal:

-> build a strong army

sub goals:
-> gather resources
-> build factories
-> train soldiers

-> make upgrades
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main goal:

->use army to attack the enemy

sub goals:
-> scout the map to locate enemy
-> control attack squads during battle

main goal:

-> gather resources

sub goals:
-> train workers

-> put workers to work

main goal:

-> bpuild factories

sub goals:
-> find a suitable location

-> order a worker to build
KATT...
BAETTeTE OTI yiveTal TTOAU TTEPITTAOKO TTOAU ypryopa. MNa va avTIJETWTTIOW auThAv
TNV TTOAUTTAOKSOTNTA ATTOPACIOA VO OPYavWwow Tov KWOIKA o€ KAAoEIG (oTn C++, TTOAU
XOVTPIKG, pia 'KAdon' gival éva pia ocuAhoyr) dedopévwy (UETABANTWY) Kal SIadIKaoIwyY
(ouvaopTACEWYV) TTOU €XEI OAV OKOTTO TNV €TTIAUCN €VOG OUYKEKPIUEVOU TTPORANUOTOG)
we €ENG...

4.1 TevIKN TTEPIYPAPK) TOU KWIIKA

H kAdon DocBot

Autn gival n kUpia KAGon Tou TTpOYyPAUUATOG. ' QUTAV JTTOPW VA TTEPIYPAYW TN

OTPATNYIKI TTOU BEAW va akoAouBAow o€ OXETIKA UPNAS €TTiTTedO.
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‘ETreIma, autég ol odnyieg TTEPVOUV O€ dia ) TTEPICOOTEPEG ATTO TIG TTAPAKATW
KAAOEIG, Ol OTToiEG PPOVTICOUV VA TIG YETATPEWOUV O EVTOAEG XaunAoU eTTITTEdOU, TIG
OTT0iEG Kal avTIAaUBAveTal TO TTaIXVidI.

Avépepa otnv apxn Ot To bot gival eUKoAa €TTEKTACINO UE VEEG OTPATNYIKEG.
AuTOG cival évag atrd Toug AOGYoug yia TOUG OTToioug CuuBaivel autd -> To yeyovog OTi
EXw Olaxwpioel TO KOWUATI TOU KWOIKO OTO OTT0i0 TTEPIYyPd@w Tn OTPATNYIKA TTou Ba

akoAouBrnow atrd 1o UTTOAOITTO TTPOYPAUHA.

H kAdon BuildManager

AuT n KAGon eival uTeUBUVN yia TNV KATAOKEUR KTNPiwv Kal TNV eKTTAidEuo
Movadwyv (epyatwv Kal oTpaTiwTwyv). MepiExel pia Aiota atmd evioAég TTapaywyng otnv
OTToia PTTOPOUV va TIPOCOETOUV Ol UTTOAOITTEG KAAOEIG TOU TTPOYPAUMOTOS OTTOTE
XpeldgeTal.

KdBe evioAn Trapaywyng TepIEXEl TTANPOYOPIES YIa TO €idOG TNG HovAdag TToU
TTapAyeTal, TO OKOTTO yId TOV OTIOI0 TTaPAyeETal, TNV TPEXOUOO KATAOTOON TG
TTapaywyAgs (Zero, Awaiting_Init, In_Progress, Completed, Error) KAT... Kol o€ KAOe
ETTAVAANWN Tou KUpiou Ppoxou Tou TIpoypdppaTog diatpéxetal OAn n AioTta Kal
AapBévovtal atro@doeig he BAGon Ta events Tou TTaixVvISIoU Kal TV TpEXouca KatdoTaon
NG TTaPAYWYNG.

Na onueiwwooupe €dw OTI o BuildManager eivalr utrelBuvog Kai yia autd TTou
Aépe building dependency resolution. Autd onpaivel 611 av eyw TOU CNTACW VO
ektTaideloel pia povdada A n otroia xpeidletal To kTApio B, o BuildManager 6a BdAel
HOvog Tou To KTrplo B 1rpiv T povada A otn Aiota. Etriong av autd 1o k1ipio B
xpelagetal éva ktApio I, auté Ba ptrel autéuata TTpiv ammd 10 B otn AioTa mapaywynig

KATT...

H kAdon BuildPosPlanner

Otav o BuildManager B¢éAel va xTioel éva KTplo, CUPPBOUAEUETAI AQUTAV ThV
KAGon yia va Bpel KatdAANAn TotroBeaia. Ze TTpwTn @AcT QTIAXVOUNE évav TTVOKA J X V
(o otroiog avTioToIXEI OTO XAPTN TOU TTaIXVIOIOU) Kal o€ K&Be B€an Tou oTroiou Bafoupe
Mia TIFA TTOU avTITTPOCWTTEUE! TNV ETTIBUMIA POG va XTIOOUPE OTO AVTIOTOIXO KOUTAKI TOU
XAPTN TOou TTaIXVIBIoU. 2TIg BEaelig OTTOU UTTAPXOUV 1fdn KTAPIO Kal OTIG B€0€Ig TTou dev

MTTOpOUNE va XTiooupe AOyw akaTdAAnAou eddgoug PAloupe PeEYAAOUS apvnTIKOUG
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apIBuoug. Z1IG BE0EIC KOVTA OTNV ApPXIKN MAG BACN Kal OTIG B€0EIC YUpW aATTO TA KTHPId
pag Badoupe BeTikoUg apiBuoug (influence mapping).

‘Emreima, pe Bdon autrv TNV TTANpo@opia eQappolw Evav YeVETIKO alyépiBuo yia
va Bpw pia Ko Béon yia TO KTAPIO POoU. ZeKIVAw He TTOAAEG Tuxaieg BEoeIg Kal
uttoAoyilw yia k&Be pia 1600 KOAA €ival. AuTég TTou gival TTOAU KAAEG TIG KpaTAw.
KdaTtroleg atrd auTég TIG HETOAAGOOW Kal TIG dIOCTAUPWVW PETAEU TOUG HE OKOTTO VA UOU
TTPOKUWOUV AAAEG, KaAUTEPEG. [ av peTaAAGEW TN Béon (10, 20) Ba TTapw pIa aTTod TIG
(9, 20), (11, 20), (10, 19), (10, 21), ka1 av diacTaupwow TG (10, 20) kai (15, 30) Ba
Tdpw pia amd g (10, 30), (15, 20), (12.5, 20), (12.5, 30), (10, 25), (15, 25), (12.5, 25)
KATT...] ETavaAaupdavw authv Tn S1adIkaoia apKeETEC YOPEG Kal OTO TEAOG KpaTdw TNV

KaAUTEPN Auon.

H kAdon MiningManager

AuTA n kKAdaon gival uttelBuvn yia TN SIaXEiPIoN TWY UAIKWV TTOPWV. ZTNV apXh
TOU TTaIXVIOIOU Kal OTTol0 GAAN OTIYUR XPEIOOTEl TTapayyéAvel epydTeg ammd Tov

BuildManager kai Toug Bacel yia dOUAgId.

O1 kAdoeic AttackManager & ReconManager

AuTég o1 dUo kAdoelg £xouv TTapdpola doun. AgxovTal evioAég atmd Tnv DocBot
YO VO eKTTAIOEUOOUV OTPATIWTEG, METABIBAlouv auTég TIG evioAéG oTnv BuildManager
Kal €100TToIoUV OTTOTE N TrapayyeAia cival €toiun. H dlagopd cival o611 n TpwTtn €XEl
OKOTIO va XTiIOEl OTPATIWTEG yia €TiBeon evw n deUTePn yia Adyoug €&epelivnong Tou

XapTn (TTX yia va Bpoupue Tnv TotTroBecia Tou x6poU).

O1 kAdoeic AttackSquad & ReconSquad

AuUTEG 01 BUO KAACEIG QVTITTIPOOWTTEUOUV OPAdEG £TTIBEONG KAl Qvixveuong Tou
XapTn, avtiotoixa. H DocBot éxel mpéofacn o autég péow Twv AttackManager &

ReconManager avrioToixa.
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4.2 Usecases: Ti cupBaivel éTav...

...DEAW va ekTTaIdelow Evav £pydTN VIO GUAAOYA TTOWTWV UAWV;

H evToAr} TTou Ba XpNCIYOTTOINOW OTO ONUEio

OTTOU TTEPIYPAPW TN CTPATNYIKA HOU gival n ENG:

mining_manager.OrderWorkers(1, true);

... av BéAw Tov epydTn yia minerals, kai

mining_manager.OrderWorkers(1, false);

... av Tov B€Aw yla vespene gas.

H ouvdptnon auth ye Tn o€ipd NG TTpowBEi

TNV TTapayyeAia otov build_manager wg €¢AG:

...

(*(bot->build_manager)) << BuildManager::BuildOrderInfo(
BWAPI::UnitTypes::Terran_SCV,
BuildManager::BuildOrderinfo::Purpose::MINE_MINERALS);

...

Kal

...

(*(bot->build_manager)) << BuildManager::BuildOrderinfo(
BWAPI::UnitTypes::Terran_SCV,

BuildManager::BuildOrderinfo::Purpose::MINE_GAS);

Il...
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avTioToIXa.

O build_manager mapaAaupavel Tnv TTapayyeAia

Kal TNV TTPoCBETEl TN AiOTA E TIG UTTOAOITTEG:

BuildManager& operator << (const BuildOrderInfo & build_order_info)

{

return build_order.push_back(build_order_info), *this;

MAéov, n auvapTtnon Step Tou BuildManager 1Tou KaAeital oe KABe eTavaAnyn
Tou KUpiou Bpoxou Tou TTPOoYyPAUMaTOS, avaAauBdvel Tnv ekTéEAean TNG TTapayyeAiag.
ApxIKd, n katdoTaon Tng TTapayyeAiag gival opiopévn wg Init. H mapayyeAia e€etadleTal
MOVO av gival n TTpwTn oTn AioTa [ av OAeg o1 TTponyouueveG PBpiokovTal €iTe aTnv
katdotaon In_Progress eite otnv kardotaon Completed. ApxIkG eAEyxetar av
UTTAPYXOUV Ol aTTapaitnTeG TTPOUTTOBECEIG YIa va eKTEAEOTEN N TTapayyeAlia. Av dev
UTTapXEl KATTOIO KTrPIO TTOU €ival ATTapaitnTo, €I0AYOUME MIa TTapayyeAia yI' autd To
KTAPIO aKpIBWGS TTpIV atmd TNV Tpéxouoa. Av dev UTTAPXOUV QPKETEG TTPWTEG UAEG,
TTEPIUEVOULE.

Av 6Aa cival evtdgel, Bpiokoupe éva KatdAANAo KTAPIO Kal divoupe eVTOAR yia
ekTraideuon Tou epydtn kal aAA&loupe TV  KatdoTtaon TnNG Trapayyeliog o€
Awaiting_Init. OTtav 10 KTAPIO apxioel Tnv exmaideuon, Aaufdvoupe éva UnitCreated
event ammdé 1O TrOuXVidl Kal aAA&loupe Tnv Katdotaon o€ In_Progress. OTtav
TeEAEloOoUPE, aAAdlouue Tnv katdoTtacn oe Completed. 'ETTeima, €mMOTPEQPOUUE TOV
gEpyaTn oTOov manager Tou Tov (nTnoe (O0TOVv mining_manager O¢ QuTAvV Thv

TTEPITITWAN).

void BuildManager::Step(const std::list<BWAPI::Event> & event_list)
{

...

if (cur_it->status == BuildStatus::Completed)

{
...
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switch (cur_it->purpose)

{
...

case BuildOrderInfo::Purpose::MINE_MINERALS:
bot->mining_manager->AddToWorkforce(cur_it->creation, true); break;

case BuildOrderinfo::Purpose::MINE_GAS:

bot->mining_manager->AddToWorkforce(cur_it->creation, false); break;

...

...

void MiningManager::AddToWorkforce(BWAPI::Unit * unit, bool for_minerals = true)
{

if (for_minerals) mineral_miners.insert(unit);

else gas_miners.insert(unit);

MAéov, o epydng civail £TOIMOG yia BOUAEId. AuTd TO

avaAauBdavel n cuvapTtnon Step Tou mining_manager.

... BEAW va skTTaIdsUow £vav £pydTn VIO KATAOKEUN KTNEIWV;

H evtoAn TTou Ba xpnaoipotroijow otn DocBot gival n €€1¢:

build_manager.OrderWorkers(1);

O build_manager avaAapBdavel va mpocB€oel Tnv TTapayyeAia otn AioTa...

void OrderWorkers(int count)

{
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/...
(*this) <<BuildManager::BuildOrderinfo(
BWAPI::UnitTypes::Terran_SCV,

BuildManager::BuildOrderInfo::Purpose::BUILDING, 0, 0);

...

H diadikacia 1Tou akoAouBeital ammd €dw Kal TTépa gival idia Pe TNV TTapaATTAvW,
€KTOC atTd TO TeAeuTaio oTadio. OTtav n kardoTaon Tng mapayyeAiag yivel Completed, o

€PYATNG TTNyaivel oTn AioTa e Toug epydTeg Tou build_manager...

void BuildManager::Step(const std::list<BWAPI::Event> & event_list)
{

/...
if (cur_it->status == BuildStatus::Completed)
{
/...
switch (cur_it->purpose)
{

...

case BuildOrderInfo::Purpose::BUILDING:

bot->build_manager->AddToWorkforce(cur_it->creation); break;

/...

...
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...DEAW va KOTAOKEUAOW £Va KTAPIO;

Ag uttoBéooupe 0TI BEAW va XTiow €va Barracks (Trapdyel OTPATILTEG) Kal EvVa

Supply Depot (au&dvel To 6pio Twv HOVADdWY TTOU UTTOPW Va TTapayw).

O1 evioAég TTou XpnoipoTtroiw otn DocBot givai:

build_manager<< BWAPI::UnitTypes::Terran_Barracks;
build_manager<< BWAPI::UnitTypes::Terran_Supply_Depot;

KdaBe pia a1’ autég TTpoaBéTel pia rapayyeAia otn Aiota Tou build_manager...

BuildManager & operator << (BWAPI::UnitType unit_type)

{
build_order.push_back(BuildOrderinfo(unit_type,
BuildOrderinfo::Purpose::NONE, 0, 0));
return *this;

}

21N ouvdptnon Step Tou build_manager Twpa, KOs pia amd TIG TTapayyeAieg
Bpioketal oTnv KardoTaon Init. Av TTAnpouvTal o1 TTPOUTTOBETEIG YIa TNV KATAOKEUT TOU
KTNEiou (TTX UTTAPYXOUV Ta OTTapaiTnTa KTAPIA, UTTAPXOUV O TIPWTEG UAEG KATT...) Kal
UTTAPXEI EAEUBEPOG £pYATNG, Bpiokoupe pia KAaTGAANAN B€on yia 1O KTHPIO pE Th BorRBeia
Tou BuildPosPlanner, divoupe evioAr oTov €pydaTn va xTioel o€ €keivn Tn BEon Kai
TTEpvApe oTnv katdotaon Awaiting_Init. Otav o epydtng {ekiviioel TO XTIOIMO TTEPVAUE

otnv In_Progress kai 6tav TeAsiwoel otnv Completed.

O BuildManager avaBétel Tnv eupeon KatdAANANG B€ong otov BuildPosPlanner:
void BuildManager::Step(const std::list<BWAPI::Event> & event_list)

{

...

build_pos_planner.building_type = creation_type;
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build_pos_planner.FindGoodPos(building_pos);

...

bool BuildPosPlanner::FindGoodPos(BWAPI::TilePosition & position)
{

[* MpwTa @TIAYXVOUUE £va XApTn £TTIPPONG O OTToI0G Ba XPNOIUOTIOINOEI
atro 1 fitness function Tou yeveTikou pag aAyopibuou. */

BuildinfluenceMap();

/...

pool.clear();

[* 'ETTEITa, TPEXOUME TO YEVETIKO aAyopiBuo */

while (true)

{

SpawnAndAdd(50);

std::sort(pool.begin(), pool.end());
pool.erase(std::unique(pool.begin(), pool.end()), pool.end());

if (count++ == max_count) break;

SpawnAndAdd(1);

if (pool.size() > 100) pool.resize(50);

for (unsigned i = 0; i<pool.size() / 3; ++i)

{
MutateAndAdd(pool[i]);

CrossbreedAndAdd(pool[i], pool[i+1]);
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}

position = pool[0].position;

return true;

void BuildPosPlanner::BuildinfluenceMap()

{

const unsigned map_width = game->mapWidth();

const unsigned map_height = game->mapHeight();

const double big_negative val = -1e4;

[* ApxikoTroinan Tou XapTtn eTmippong */

influence_map.clear();

influence_map.resize(map_width);

for (unsigned i = 0; i<map_width; ++i)

influence_mapli].resize(map_height, 0);

Line magic_line;

BWAPI::TilePosition command_center;
BWAPI::TilePosition map_center;

command_center = game->self()->getStartLocation();

map_center = BWAPI::TilePosition(map_width/2, map_height/2);

/* H payikni ypauun givai n vonTr ypauur] TTou EVWVEI

TO KEVTPIKO YOG KTHPIO JE TO KEVTPO TOU XApTn */

magic_line = GetLineFromPoints(command_center, map_center);

double magic_line_coef = -25;
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double magic_line_const = 25;
double command_center_coef = 40;

bool invalidate_surroundings = true;

/* XtiCoupe Ta Supply Depots pakpid atro Tn Jayikr)

YPOMMA Kal Ta UTTOAOITTA KTHpIa KOVTA G€ auTAv. */

if (building_type == BWAPI::UnitTypes::Terran_Supply_Depot)
{

magic_line_coef = 50;

magic_line_const = 0;

invalidate_surroundings = false;

const double distance_normalizer =

sqrt(double(map_width * map_width + map_height * map_height));

for (unsigned i = 0; i<map_width; ++i)

{
for (unsigned j = 0; j <map_height; ++j)
{

[* Agv utTopoUpE va Tiooupe av dev 1O TTITPETTEI TO €600 */

if ('\game->isBuildable(i, j)) influence_mapli][j] = big_negative_val;

influence_mapli][j] +=
magic_line_const +
magic_line_coef *
LinePointDistance(magic_line,

BWAPI::TilePosition(i,j)) / distance_normalizer;

influence_mapi][j] +=
command_center_coef *
(1 - PointPointDistance(command_center,

BWAPI::TilePosition(i,j)) /distance_normalizer);
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std::set<BWAPI::Unit *> minerals = game->getStaticMinerals();
std::set<BWAPI::Unit *> geysers = game->getStaticGeysers();

for (std::set<BWAPI::Unit *>::iterator it = minerals.begin(); it = minerals.end(); ++it)

{

[* Aev ptropouUpe va xTicouue TTAvw oTa minerals, oute Kovid o€ autd. */

for (std::set<BWAPI::Unit *>::iterator it = geysers.begin(); it I= geysers.end(); ++it)
{
[* Aev uTTOPOUNE VO XTIOOUHE TTAVW OTOUG

vespene geysers, oUTe KOVT& g€ autoug. */

std::set<BWAPI::Unit *>player_units = game->self()->getUnits();
std::set<BWAPI::Unit *>player_buildings;

for (std::set<BWAPI::Unit *>::iterator it = player_units.begin();
it 1= player_units.end(); ++it)
if ((*it)->getType().isBuilding()) player_buildings.insert(*it);

for (std::set<BWAPI::Unit *>::iterator it = player_buildings.begin();
it 1= player_buildings.end(); ++it)
{
[* MTTOpOUNE va XTIOOUME KOVTA OTA KTAPIA Hag aAAd o1 TTédvw o€ auTd.
AKOun, utropouue va xTiCoupe Ta Supply Depots 600 kovTa ae GAAa
Supply Depots B€Aoupe, aAAG yia Ta UTTOAOITTA KTHPIA TTPETTEI VO OQI)VOUME

TTEPIOTOTEPO EAEUOEPO XWPO (YIO TIG HOVADES TTOU TTapdyovTal aTTd auTd). */

void BuildPosPlanner::Evaluate(Solution&solution)

{

/* YTroAoyiCoupe TNV aTToTEAEOUATIKOTNTA TNG AUONG (8€0NG),
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aBpoifovTag TIG AVTIOTOIXEG TIUEG TOU XAPTN ETTIPPONG. */

void BuildPosPlanner::SpawnAndAdd(unsigned number)
{
/* Anpioupyoupe number o€ TTARB0OG Tuxaieg AUOEIG,
uttoAoyifoupe TNV aTTOTEAEOUATIKOTNTA TOUg We Tnv Evaluate

Kal TIG TTPOCBETOUPE 0T AioTa E TIG UTTOAOITTEG AUCEIG. */

void BuildPosPlanner::MutateAndAdd(const Solution & solution)
{
/* AnuioupyoUpe pia kaivoupia AU JETAAAGOCOVTAG Hia UTTGpXouoa.
H peTtdAAagn yivetal wg €ENG:
-> pe 40% mBavoTnTa aAAdloupe Tn B€on TG Auong aTov d&ova X.
-> pe 40% mBavoTnTa aAAdloupe Tn B€on TG Auong aTov G&ova y.
-> ue 20% mBlavoTnTa aAAdfoupe TN BEon TG AUONG KAl 0TOUG BUO AEOVEG.
OTrote yivetal aAhayr, auTh gival €ite augnon €ite yeiwon Katé pia
Hovada (kaBe TrepitrTwon €xel mBavétnTa 50% va TTpaypaToTToinBei).
‘Emrerma, utroAoyifoupe TNV atmoTeEAEOHATIKOTNTA TG AUONG

Kal TNV TTPpocBéToupe oTn AioTa HE TIG UTTOAOITTEG. */

void BuildPosPlanner::CrossbreedAndAdd(const Solution & solutionl,

const Solution & solution2)

[* AnuioupyouUpue pia kaivoupia AUon dlIaoTaupwvovTag dUO UTTAPXOUOES WG EEAG:

MNa B€on NG kaivouplag Auong oTov dgova X BACoupe:

-> pe 33% mBavoTtnTa Tn 6€0on TnG solution1 aTov d&ova X

-> pe 33% mBavoTtnTa Tn 6€0n TnG solution2 atov dgova X

-> pe 33% mOavoeTNTa TO NUIGBPOICHA TWV

Béocwv Twv dUo AUoEwv oTOV Ggova X

Oupoia yia Tn B€on NG Kavoupiag AUong aTov agova y.
YT1roAoYiCOUpE TNV ATTOTEAEOUATIKOTNTA TNG KAIVOUPIAG

AUong kal TNV TTpocBEToupe 0TN AioTa pe TIG UTTOAOITTEG. */
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...0EAW va PTIGEW Sduo ouddec e€epelivnong ToU XGpPTN;

Mpdoew otn DocBot Ta €€N¢:

recon_manager.OrderSquad(0, BWAPI::UnitTypes::Terran_SCV,1);
recon_manager.OrderSquad(0, BWAPI::UnitTypes::Terran_SCV,2);

recon_manager.squads[l1].target =

*recon_manager.possible_emeny_start_locations.begin();

recon_manager.squads[2].target =

*(recon_manager.possible_emeny_start_locations.rbegin());

recon_manager.squads[1].recon_state =
ReconSquad::ReconState::MOVE_TO_TARGET;
recon_manager.squads[2].recon_state =
ReconSquad::ReconState::MOVE_TO_TARGET;

Ta TpwTta duo statements TmapayyEAvouv atd Tov build_manager duo epydreg
Kal 6Tav gival £€ToIUOI TOUG OTEAVOUV OTOV recon_manager, Tov évav otnv opdada pe id 1
Kal Tov GAAov oTnv opdda pe id2.

Ta emdéueva dUo divouv ot kabepia atmd TIG duo OPAdEG €va OTOXO TIPOG
e€epelvnon kai Ta TeAeutaia duo aAAdCouv Tnv KATAOTOOH TOUG £T01 WOTE OTAV Eival

€TOINEG VO EeKIVAOOUV TNV e€epelivnaon,.

Ag doupe Twpa T cupBaivel oTn ocuvapTnon Step evog ReconSquad...

void ReconSquad::Step(const std::list<BWAPI::Event> & event_list)

{
if (build_state == BuildState::BEING_BUILT)

{

Il Av givai £Toiun n opada, aAAdloupe
/I Tnv katdoTaon o€ BuildState::READY.

}
else // build_state == BuildState::READY
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for (std::list<BWAPI::Event>::const_iterator it = event_list.begin();
it 1= event_list.end(); ++it)

[* EAéyXOUuE Ta events TTOU TTAiPVOUE AT TO TTaIXVidI, Kal av
£XEl BpeBei To KEVTPIKO KTAPIO TOU £XOpou €160TTOI0UUE TOV
recon_manager. Av avtiAn@Boupue 4TI pag Kuvnyave,

Mévoue ekei (Trepvaue otnv ReconState::STAY_THERE) */

switch(recon_state)

{
case ReconState::IDLE: {} break;

case ReconState::MOVE_TO_TARGET:
{

/* TIANo1aZoupE TO OTOXO HEXPI VO PTACOUNE APKETA KOVTA.
Av 6tav @Tdooupue e BpoUpE TO KEVTPIKO KTrPIO TOU AVTITTAAOU,
a@aIpoUlE auThyv TNV ToTToBeaia aTrd TG TOAvESG TOTTOBETIEG
Tou £XBpou. MNepvaue otn ReconState::RUN_AWAY */

} break;

case ReconState::STAY_THERE: {} break;
case ReconState::RUN_AWAY:
{

[* EmoTtpépoupe otn Bdon pag. Otav ¢rdooupe

TTepvaue otn ReconState:: IDLE. */

default: break;

}
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...BEAW va @TIGEW PIa oudda OTPATIWTWY VIa £TTIOEON:

typedef std::pair<BWAPI::UnitType, int> SquadOrder;

SquadOrder squad_orders[] =

{
SquadOrder(BWAPI::UnitTypes::Terran_Marine, 2)

SquadOrder(BWAPI::UnitTypes::Terran_Firebat, 2),
SquadOrder(BWAPI::UnitTypes::Terran_Medic, 1)

h

attack_manager.OrderSquad(0, squad_orders, squad_orders + 3, 1);
attack_manager.OrderSquad(0, squad_orders, squad_orders + 3, 1);
attack_manager.OrderSquad(0, BWAPI::UnitTypes::Terran_Medic, 1);

attack_manager.squads[1].target = recon_manager.enemy_start_location;
attack_manager.squads[1].attack_state = AttackSquad::AttackState::CLUSTER,;

AuTn n ypauun:

attack_manager.OrderSquad(0, squad_orders, squad_orders + 3, 1);

TTapayyéAvel 2 marines, 2 firebats kai éva medic kai Ta Bélel otnv oudda 1.

AuTh n ypopun:

attack_manager.OrderSquad(0, BWAPI::UnitTypes::Terran_Medic, 1);

TTapayyéAvel Eva medic kai To Bagel oTnv ouada 1.

O1 mmapayyehieg ekteAouvtal ammd Tov build_manager pe TpéTmO TTAPOUOIO ME

auToUg TTOU TTEPIYPAWANE TTOPATTAVW.

O1 TeAeuTaieg duo ypauuég BETouv TO OTOXO €£TTiBEONG TNG opddag 1 kai

aAAdCouv Tnv KaTdoTaon TNG WoTe Otav OAOKANpwOEi N ektmaideuon Twv PHovadwy va

¢ekivioel n etTiBeon.
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Ag pigoupue pia parid otnv AttackSquad::Step...

void AttackSquad::Step(const std::list<BWAPI::Event> & event_list)

{

if (disabled) return; // Auto Ba deite apyOTEPA yIaTI €ival ATTapAiTNTO.
BWAPI::TilePosition center(0,0);
int alive_count = 0;
for (std::set<BWAPI::Unit *>::iterator it = units.begin(); it = units.end(); ++it)
{

if (1(*it)->exists()) continue;

alive_count++;

center += (*it)->getTilePosition();

if (alive_count == 0) return;

center = BWAPI::TilePosition(center.x() / alive_count, center.y() / alive_count);

for (std::list<BWAPI.:Event>::const_iterator event_it = event_list.begin();

event_it 1= event_list.end(); ++event _it)

[* EAéyxoupe Ta events Tou TraixvidIioU Kal EvNUEPWVOUUE UE Bdon

QUTA Ta OUVOAQ TWV BIKWV POG KAl TwV EXOPIKWY HOVAdWV. */

if (build_state == BuildState::BEING_BUILT)
{

I* Av d¢ev gival £Toiun n opada, dev KAVOUUE TITTOTA.

Av gival €T01un, TTepvape oTnv BuildState::READY .*/
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else // build_state == BuildState::Ready
{

/* Kavoupe katroleg aAAayEg KaTdoTaong avaAoya e To
av UTTGpxouV £xX6poi KovTd oTnv Ouada Kal avaloya PE TO

XPOVO yId TOV OTT0I0 BPICKOUACTE OTNV TPEXOUCO KATAOTAOT. */

switch(attack_state)

{
case AttackState::IDLE: {} break;

case AttackState::CLUSTER:

{ I* ZuoTreipwvoupe TIG povddeg TnG ouddag. */ } break;

case AttackState::MOVE_TO_TARGET:
{

/* KivoupaoTe TTpog To 0TOXO0. AV £iuaoTE APKETA KOVTA,
Tepvaue otnv AttackState::FIRE_AT_WILL. */
} break;

case AttackState::ATTACK:
{

[* Av Bev £xoupe 0TOXO, ETTIAEYyOoUpE KOTAANAQ évav attd To gUVOAO
TWV £XOPIKWYV povadwyv. Av gipaoTe pakpid atrd To 0TOXO0, KIVOUUAOTE
TTPOG auTdv. Av gigaoTe KovTd, KAvoupe etTiBeon. */

} break;

case AttackState::FIRE_AT_WILL: {} break;

default: break;

}
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...BEAW va KAvw £1TiBsoN pe tanks:

YTToBETOVTAG OTI £XOUME £TOINEG BUO OPADEG POVAdWY, Hia PE OTPATIWTEG Kal

Mia pe tanks, kavoupue Ta €€AG:

attack_manager.squads[1].disabled = true;

attack_manager.squads[2].disabled = true;

siege_attack = new SiegeAttack(attack_manager.squads[2].units,

attack_manager.squads[1].units, recon_manager.enemy_start_location);

O1 duo TTPWTEG YPAMMES Eival ATTapaiTNTEG, WOTE Ol OPAdEG VO PNV EAEyxovTal

atrd Tnv AttackSquad::Step.

Ag pigoupe pia patid oTtnv SiegeAttack::Step...

void Step(const std::list<BWAPI::Event>& events)
{
for (std::list<BWAPI::Event>::const_iterator event_it = events.begin();

event_it = events.end(); ++event _it)

[* EAéyxoupe Ta events Tou TraixviSIoU Kal AvaveEWVOoUE KataAAnAa

Ta OUVOAQ TWV BIKWV POG Kal TwV EXOPIKWYV Jovadwy */

[* Kévoupe katroieg aAAayEg kaTtdoTaong avaAoya Je To av
UTTAPXOuV £XBpoi KovTd oTnv opdda Kai avaAoya Je To XpOvo

yla TOV OTTOi0 BPICKOPACTE OTNV TpEXOUTa KatdoTaaon. */

if (state == State::SIEGE1)
{

[* Av gipaoTe TTOAU KOVTA OTO QVTITTOAA KTFPIO ATTOJOKPUVOUAOTE.
Av gipaoTe TTOAU pakpid atrd Ta avTiTtaAa KTrpia, TTANCIAJOULE.

Av gipaoTe oTnV KATGAANAN attéoTaon, Trepvaue otn State::SIEGE2 */
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if (state == State::SIEGE2)
{

[* Av uttdpxouv exBpikd ktrpia diTTAa, Kdvouue TTiBeon,
aANIwG Trepvape otny State::CLUSTER2 */

if (state == State::ATTACK)
{

[ AlaAéyoupe pia attd TIG EXOPIKEG JOVADES TTOU

Bpiokovtal kovTda Kai Kdvouye eTTiBeon.*/

if (state == State::CLUSTER?2)
{

I* Kivoupue 6Aeg TIG JovAdEG TTPOG TO KEVTPO Twv tanks. */

if (state == State::CLUSTER1)
{

/* ATTONAKPUVOUHE TOUG OTPATIWTEG TOV évav aTTd Tov GAAOV

Kal KIVOUME Ta tanks TTPOG TO KEVTPO TWV OTPATIWTWV. */

if (state == State::MOVE)
{

/* KivoUue TIG JOVABEG TTPOG TO OTOXO. AV €ipacTe

OpPKETA KOVTA, TTeEpvAue oTn State::DONE. */

45



46



BIBAIOTPA®IA

[1] Brownlee, Jason. Finite State Machines (FSM).
http://ai-depot.com/FiniteStateMachines/

[2] Champandard, Alex J. The Mechanics of Influence Mapping:
Representation, Algorithm & Parameters.
http://aigamedev.com/open/tutorial/influence-map-mechanics/

[3] Hansson, Niklas. Influence Maps I.
http://gameschoolgems.blogspot.com/2009/12/influence-maps-i.html

[4] Hansson, Niklas. Influence Maps Il - Practical Applications.
http://gameschoolgems.blogspot.com/2010/03/influence-maps-ii-practical.html

[5] Kutsenok, Alex. Swarm Al: A General -
- Purpose Swarm Intelligence Technique.

http://mysite.verizon.net/resglap4/sitebuildercontent/sitebuilderfiles/SwarmAl04.pdf

[6] Lester, Patrick. A* Pathfinding for Beginners.

http://policyalmanac.org/games/aStarTutorial.htm

[7] Sakharov, Alexander. Finite State Machines.

http://sakharov.net/fsmtutorial.html

[8] Vassar College. CS331 lecture on Lexical Analysis.

http://cs.vassar.edu/~cs331/lectures/lexical-analysis.pdf

[9] Wikipedia. Genetic Algorithm.
http://en.wikipedia.org/wiki/Genetic _algorithm

[10] Wikipedia. StarCraft.
http://en.wikipedia.org/wiki/Starcraft

47


http://ai-depot.com/FiniteStateMachines/
http://aigamedev.com/open/tutorial/influence-map-mechanics/
http://gameschoolgems.blogspot.com/2009/12/influence-maps-i.html
http://gameschoolgems.blogspot.com/2010/03/influence-maps-ii-practical.html
http://mysite.verizon.net/resqlap4/sitebuildercontent/sitebuilderfiles/SwarmAI04.pdf
http://policyalmanac.org/games/aStarTutorial.htm
http://sakharov.net/fsmtutorial.html
http://cs.vassar.edu/~cs331/lectures/lexical-analysis.pdf
http://en.wikipedia.org/wiki/Genetic_algorithm
http://en.wikipedia.org/wiki/Starcraft

