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Pogamut World Abstraction

Basics
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UT2004 World Abstraction
Navigation graph




1

UT2004 World Abstraction

Underlaying classes — low level API

1

#]

&ll

this . items .getAllltems(ltemType)

this . descriptors  .getDescriptor(ltemType)
this . world .getAll(NavPoint. class )
this . world .getAll(ltem. class ) >
NavPoint.getOutgoingEdges()
NavPoint.getincomingEdges()



UT2004 World Abstraction

NavPoint/NeighbourLink types
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Navigation

Step by step

2 6
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Navigation

Step by step

2 0 B %*

items .get Spawnedltems (IltemType )
navPoints .getNavPoints ()
DistanceUltils.getNearest (...)
MyCollections.getRandom (...)
fwMap.getNearest  (...)
" 6

B ) C



Navigation

UT2004Navigation

! 6
UT2004Navigation (..., UT2004PathExecutor,
FloydWarshallMap, ...) ( this . navigation )

1 E 6
!

! this . pathExecutor Ghis . fwMap

navigation  .navigate(...)
navigation  .isNavigating()
navigation  .stopNavigation()

FloydWarshallMap ( this . fwMap)
StuckDetectors
UT2004PathExecutor
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UT2004Navigation
this . fwMap
< 3 K

$
fwMap.getNearest...(...)
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= this . navBuilder

$

navBuilder .removeEdgesBetween(...)

@ navBuilder &
G 6

N 6 G fwMap.refreshPathMatrix()
O(n?3) !
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this . navigation .addStrongNavigationListener(
new FlagListener<NavigationState>() {
@Override
public void flagChanged(NavigationState
changedValue){
switch  (changedValue) {
case STUCK
break ;
case STOPPED
break ;
case TARGET_REACHED
break ;
case PATH _COMPUTATION_FAILED
break ;
case NAVIGATING
break ;

D;






@ UT2004PathExecutorStuckState
< *

< NavPointNeighboutLink
0 '&))%3?="?1N

this . .getState().addStrongListener(
new FlagListener<IPathExecutorState>() {
@Override
public void flagChanged(IPathExecutorState
event) {
switch  (changedValue.getState()) {
case STUCK
UT2004PathExecutorStuckState
stuckDetails =
(UT2004PathExecutorStuckState)
event;

Bfeak :

D;
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pathPlanner .computePath(
ILocated from, to)

2 # $134456 % (7 89 # ):
0083 # *&
fwMap.computePath(NavPoint from, to)
! 6 NavPoints
6

pathExecutor .followPath(path)
pathExecutor .isExecuting()
2 # %



pathPlanner fwMap
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gl 6 NB C
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pathExecutor ; ; #! #%



? TabooSet
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ucc server DM-1onl-Albatross?game=GameBots2004.BotDeathMatch?...



2 6
MyCollections.getRandom()

DistanceUtils A

this . navigation .navigate(...)

this . navigation .isNavigating()

? *

this . navigation
.addStrongNavigationListener(

new FlagListener<NavigationState>() { ...

1)
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