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PRÍLOHA H VIZUALIZÁCIA ROZHODOVACIEHO 

STROMU 

Táto príloha obsahuje výsledky vizualizácie funkcie PlayerTactisc:: 
BehaveWithBall() tímu FC Farmári, ktorú opisujeme v kapitole 5.4. 

Časti kódu označené "..." boli vytvorene pre potreby tréningu hráča a v zápase sa 
neuplatňujú. Preto sme ich z vizualizácie vynechali z dôvodu zvýšenia prehľadnosti. 
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BehaveWithBall()

#ifdef
DRIBBLING_TRAINING

#ifdef
PASS_TRAINING

return;...

...

true

false

true

false

int teammate;

if( SomeoneShouldKickIn() )

if( ShouldKickIn() &&
!letGoalieRest )

true

false

if( ShouldKickOnGoal()
&&

world->state->GetPlayMode()
!= PM_IndFreeKick_Our )

true

false

true
KickToGoal3(); return;

if(scanBeforeKickOffAngle<=360)

false

scanBeforeKickOffAngle
+= Scan();

return;

true

false

teammate =
GetPassAbleFriend();

1

2

return;

 
Obr. H-1 Vizualizácia funkcie PlayerTactics::BehaveWithBall (časť 1) 
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2

if(ShouldKickOnGoal()) KickToGoal3(); return;

Player*
enemyGoalie =

GetEnemyGoalie();

true

false

#ifndef
PASS_TRAINING

teammate =
GetPassAbleFriend();

true

teammate =
GetNearestFriend(

world->ball->pos );

false

if( enemyGoalie != NULL
&& ( enemyGoalie->pos -
world->ball->pos ).
GetLength() < 4.f )

true
if(teammate == -1)

TXT( "%d: Passing
blindly ",

world->state->
GetSimTime() );

Vector meGoalie =
( enemyGoalie->pos -
world->me->pos );

true

false

if( world->me->
pos.GetY() > 0 )

meGoalie.SetAngle(
meGoalie.GetAngle()
- DegAngle(70) );

true meGoalie.SetAngle(
meGoalie.GetAngle()
+ DegAngle(70) );

false

TXTN( " from (%.2f,%.2f) to (%.2f,%.2f)",
world->me->pos.GetX(),
world->me->pos.GetY(),

(world->me->pos + meGoalie).GetX(),
(world->me->pos + meGoalie).GetY() );

PassBallTo( world->me->pos + meGoalie );

return;

false

3

 

Obr. H-2 Vizualizácia funkcie PlayerTactics::BehaveWithBall (časť 2) 
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if(teammate == -1)
teammate =

GetNearestFriend(
world->ball->pos );

true

1

if( !world->me->
IsLookingAt( world->

friends[teammate].pos ) )

false

TurnTo( world->
friends[teammate].pos );

true

PassBallToPlayer( world->
friends[teammate], 1.f );

false

return;

 

Obr. H-3 Vizualizácia funkcie PlayerTactics::BehaveWithBall (časť 3) 
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if( teammate == -1 &&
DistanceToGoal( world->me->pos )

<= world->variables->
GetDistanceToGoal() )

Vector meGoal =
( world->me->pos -

Point(52.5f, 0.f) );

true

if( meGoal.
GetAngle().

GetAbsDeg() > 115 )

KickToGoal3();

true

return;

false

if( teammate==-1 )

float posX = 44.25f;
float posY = world->

params->server->
goal_width / 2.0f;

true

4

if( world->me->
pos.GetY() < 0 ) posY = -posY;

false

false

true

if( !ShortKick(
Point(posX, posY)) )

false

true

return;

5  

Obr. H-4 Vizualizácia funkcie PlayerTactics::BehaveWithBall (časť 4) 
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if(!PassIntoRun())

PassBallToPlayer(
world->friends[teammate],

world->me->pos.GetX() < -20
? 3.f : .7f);

true

#ifdef
PASS_TRAINING ...

true

return;

false

return;
false

 

Obr. H-5 Vizualizácia funkcie PlayerTactics::BehaveWithBall (časť 5) 
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if(NoEnemiesAround())

if(
RecommDashPower(true)
!= world->params->
server->maxpower )

true

DribbleTo2(
Point(posX, posY),

0 );

true

false

false

Vector where( Point(posX, posY)
- world->me->pos );

PolarVector lookAt( 10,
DegAngle(60) );

if( world->me->
pos.GetY() > 0 )

lookAt.SetAngle( DegAngle(
-lookAt.GetAngle().

GetDeg() ) );

false

true

where.SetLength(2);

PassBallTo( world->me->pos
+ where );

return;

return;

6

 

Obr. H-6 Vizualizácia funkcie PlayerTactics::BehaveWithBall (časť 6) 
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if(!SmartDribleTo(
Point(posX, posY)))

if( DistanceToGoal(
world->me->pos )

> 25 )

true

false

false

true

Point aux( world->me->pos +
PolarVector( 8.f,

world->me->GetAbsDir() ) );

if( aux.GetX()
< 1.f )

true

false

aux.SetX(
-aux.GetX() + 3 );

if(world->me->
pos.GetX() < -15)

aux.SetY( world->me->
pos.GetY() - 1);

aux.SetX( world->me->
pos.GetX() + .5f *

( world->me->pos.GetY() > 0
? 1 : -1 ) );

PassBallTo( aux, 100.f );

true

false

PassBallTo(aux);

KickToGoal3();

return;

return;

return;

 

Obr. H-7 Vizualizácia funkcie PlayerTactics::BehaveWithBall (časť 7) 

 


