Let s Build Al

By Adam Czerwinski

Robotics Engineer - Al Specialist



What is what ??!

An “Intelligent” agent

Deducing the LUDO Game

, ©
Relating the

deduction onto
the Al agent




Let’s Create !

What to consider ?? :D
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public void play() {
board.print ("Random player plaving™):
board.rollDice() ;
int nr=-1;
double hest = 0;

for (int 1i=0;i<4;i++) // find a random moveable brick
{

if (board.moveable (1)) {
double temp = rand.nextDouble():
if (temprbest) |
best = temp;
nr = i;

}

if (nr!=-1) board.moveBrick(nr):;
{/else nothing to do - no moveable bricks




Interface Summary

LUDOPIlaver Interface which any automatic ludo player must implement.

Class Summary
Agoressive LUDOPlayer | Example of automatic LUDO player

FifoLUDOPlaver Example of automatic LUDO player
LUDO Main class the LUDO simulator - "controls" the game.
LUDOBoard The LUDOBoard class 1s the core class of the LUDO simulator.

ManualLUDOPlaver | Example of automatic LUDO player

PacifisticLUDOPlaver | Example of automatic LUDO player
RandomLUDOPlaver | Example of automatic LUDO player
SemiSmartL.UDOPlayer Example of automatic LUDO player




Take 10 before

the workshop ©




1) Unzip the LUDO.zip in your eclipse workspace folder
(e.g./home/User/workspace)

2) Open eclipse

3) Press the “new” button (Most left button in bar)

4) Select General -> Project and press Next

5) Type project name e.g. LUDO and press Finish

6) In project explorer navigate to “LUDO/src/LUDOSimulator/LUDQO”
)
)

7) Press “Run” (round green button with a play icon in bar)
8) Play a game of LUDO and see how it works ©

9) For more information about the classes and examples of implem
new player see the LUDO-Simulator.pdf




LUDO-
Al/src/LUDOSimulator/SemiSmartLUDOPlayer.jav
a

public float analyzeBrickSituation{int i) {
E : 1f{buard moveable (1)) {
: int[][] current board = board.getBoardState():
int[111] new_buard = board.getNewBoardState (i, board.getMyColor(), board.getDice())

= E E 1f (hitCpponentHome (current board,new board)) {
: : : retuorn S+4rand.nextFloat () ;
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fl**%%%hdd more code here #&x&s&&/f/777

=] é é else {
; ; i return _+rand.nextFloat()
)
= : else {
E E retorn O
}



https://github.com/reaverDK/LUDO-AI
https://github.com/reaverDK/LUDO-AI/tree/master/src
https://github.com/reaverDK/LUDO-AI/tree/master/src/LUDOSimulator

Method Summary

boolean

almostHome (int index, int color)

If a given index corresponding to color are in colored(safe) area close to home.

boolean

atField (int index)

if a given index 1s at the field(white) area.

boolean

atHome (int index, int color)

If index corresponding to color are in home area(brick completed game).

Boolean | hitOpponentHome(current_board,new_bo

boolean | inStartArea(int index, int color)
If brick corresponding to color and nr are in starting area.

boolean|jsDone (int color)
If all bricks of a particular color 1s home(game completed)

boolean jsGlobe (int index)
if index is a globe

boolean |jsStar (int index)
if index 15 a star




Let’s Build !

else if(hitMySelfHome (current board,new board)) {
: return (flocat)O.l;
1
else if(board.isStar(new board[board.getMyColox()][i])) {
; return <+rand.nextFloat() ;
1
else if (movelut (current board,new board)) {
: return -+4rand.nextFloat() ;

}
else if(board.atHome (new board[board.getMyColor()][i] board.getHMyColor()}) {
: return Z+4rand.nextFloat() ;

}




Play!

\

Test your Al Agent ©



