Analyza timu Nexus3D

Tento tim patri medzi menej Uspesné v ramci medzinarodnych sutazi RoboCup 3D. Pochadzaju
z iranskej Ferdowsi University of Mashad. Zacinali so simuldciou 2D futbalu a od roku 2004 sa snazia
uspiet v poli 3D.

Architektura
3 vrstvy:

- Communication — cez perceptory a effectory
- Data - zparsované data su posunuté do WorldModel (informdcie o prostredi), ktory sa deli

na:
0 Localization - pozicie
0 Stadium —vSeobecné info o zapase
0 Aget

0 Other players
- Decision making — rozhodovanie podla informacii vo WorldModel, vysledok je Behavior
pozostavajlci zo SoccerCommands
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Obr.2: Data-flow diagram kodu



Skill |

I GettingUp Skill ” Walking Skill ” Shoating Skill l [ Object ]
[ SimpleCommand ] /’/‘\
[ Ball ][ Player ]
A

[ TurmNeckCommand ]

] [ Self ]

[ InitCommand ]

[ BeamCommand ][ SayCommand

[ JointCommand ]

Obr.3: Dedenie niektorych tried

WorldModel

WorldModel

+getBall(): Ball
—Jtgetiyselr(): selr
+getStadium(): Stadlum

+getlocallzation(): Locallzation
+getTeammates(): Players
+getipponents(): Players

1 Object
-pes: Vectordf
-lastSeen: double

1
+getPos(}: Vector3f
Localization +s2tPos(in pos:Vector3f): woid
+getTimelastSeen|]: double

-flagsGlobalPos[]: Vectordf

-flagsCamaraPas] | Vectordf -setTinelastSeen{in time:double): void

-timeFlaglastSean[]): double A

+getFlagsGlobalPos(in id:FlagsID): Vector3f

+getFlagsCameraPos(in id:FlagsID): Vector3f

+setFlagsCameraPos (in 1d:FlagsID,in pos:Vecterdfl: bool

+calcMyPos (] Vector3f

solobalize(): void :
Players Player

+translate(in relPos:Vector3f): Vector3f
1
-count: int <>'_I_ Tid: int
+getlount(): int n)-teamMate: bool

+setID{in id:int): bool
Ball +getIl{]: int
+setType|in isTeammate:bool]: bool

Stadium

-serverTime: double

-gameTime: double

-goalDiTT: int

-gamestate: PlayMode

-side: TeamSide

-setServerTime(in time:double): bool

+predictPps (in int:double) : Vector3T

+getServerTine(): double
-setGameTime(in time:double): bool 1
+getGameTime|): double Self
-setGealbiff(in goalDiff:int): bool
+gatGoaDLfF(): int -myAngle: double
-setGame5tate (in gs:PlayeMode) @ bool -myFhlaAngle: double
+getGaneState(): PlayMode -gyro: Yectorsf
-setTeamSide(in ts:TeamSide): bool -aicel: Vectorst
+getTeamSide|): TeamSide -Joinmts(]: double

+5etAngle{in angle:double): bool

+getAngle(]: double
+setPhiAngle(in phi:double): bool

+getFhifngle(]: double

+sethyro(in gyro:Vectorif): beol

+gethyro(] @ Wector3f

+zethccel{in accel:Vectordf): bool
+setJointAngle {in id:JaointID,in valus:double): bool
+getIeintAngle {in 1d:JaintID): double

Obr.4: Struktdra modelu sveta

Lokalizacia
relativna pozicia (relativna k hracovi) a globalna pozicia (relativna k stredu ihriska)

viditelnost dvoch vlajok postacuje na vytvorenie jednoduchej mapky ihriska s poziciou hraca



Prikazy, schopnosti a spravanie
Command — SoccerCommand pozostdva zo SimpleCommand

Skill — sada prikazov Ustiacich do akcie (chodza,...):
Prepare — vykonanie prikazov k priprave hraca na vykonanie podstaty skillu

(0}
0 Do —vykonanie prikazov podstaty skillu

0 Stop —vykonanie prikazov ktoré ukoncia vykondvanie skillu (po skonéeni skillu alebo

pocas neho)
ActHandler — vykonava skill, ak ma vykonat skill a iny sa uz vykonava, tak ten aktualny stopne

a az potom vykona dalsi
- Behavior — sada skillov

Zdroj: http://nexus.um.ac.ir/sources/NexusEN.pdf




