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ABSTRACT

Soccer is a very complex game and the most popular team sport in the world. Soccer server is
the software computer for simulation soccer under the RoboCup compettion. This system development
project presents the analysis and design of the agent team. The first step is to study the existing the low
level source code and analyze for CMUnited99 and FCPortugal team. Then, design a new agent that can

work faster, more easily and more accurately.
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s = socket(AF_INET, SOCK_DGRAM, 0) s = socket(AF_INET, SOCK_DGRAM, 0)
° .

b bind(s, ServerAddress)

connect(s, ServerAddress) listen(s, 5)
° .
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° °
[ ] [ ]
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DPRE 1n19hiu wuzds 85 wlesiwud demsudumshlildiner DPRE (Dynamic Positioning and

1 4

1 Vv
Role Exchange) 1119 eluninfufansamdincuidatudezlficdudios 67 auda

Y

2.5 Agent Architecture and High Level Decision Module
o a A 9 9 a 1 o [ a Yo 9 9 Y]
FCPortugal i ufinufisauswanuimedumaiansay mMsredumis uassiagaueiasny
I3 ' ; o [ 2 o o o o Qs o o 9 Py
t»NmJizﬂaummugﬂmﬂuﬂTﬂvTﬂ‘vTﬂmmmmaﬂymwmwmﬂumﬂty fanrugunanezimig
a r'd S A o 1 o @ Py
SIR51ZY LAHOINTOINOSWAN  World State Tuinalu FC Portugal uiiudly 4 szaudaeniu
® Global situation Information WAMISHUINU (A1 TOAVOUAN LAY ASUTAIDDNYDIOIR
] o Y] o a 's a (] 4 °
Jszneuas q minzdmiumainnimigimaiiavesiivlugrnandmua
® Situation Information YeyaMfsadesiy SBSP, SLM lag ADVCOM
R . R ar 3 A p =) ddlo v a
® Action Selection Information tau9Idau/sane q meldlumsuaasdsaaumsaindduna
2 4 . )
VUieIAenTEHINNIATOUAIBILBAN I DATSHEILDA
(WA

o o | o J
®  World State Soyaialil saufisdmmiaazaiuivesdiautaggnuea

2.5.1 World State

9 PREP 3 ° LY o @ o s o
L‘i'fluﬂm’mnﬂaanmﬂﬂwElmlmzmmsm;wu ﬁ’1ﬂi'1]ﬂ'liﬂ']ﬁﬂﬂﬂ'liﬂi$1’lﬂﬂ q o L’Jaﬂﬂ
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v
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Object

T

Stationary  Mobile
Object Object ,

Bsll  Player

gﬂ"?l 2.8 Objects type hierarchy

fn Layer Learning in Multi-Agent System
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1 ¢ ' 1 o ¥
1037l 2.7 eert)sznous1eq lu world state 1lsznoudan object 19 4 Al
® stationary object
il object Mingaiis lifimsindeuila q Aun goals,sideline 1 field markers #14 9
® mobile object
o . Aa & o = o T 1 Y v Y1
il object ATMsIATEUN HazAouwmlasdumisegaoeaan lAud fiauies (agent), 9o
A 2 v v ~ Voo o
e (ball) uazfiaudu q (player) F1lsznoudavdiduluiin (ttammate) 10 AuUazdiduFhuns Ity
- =
413 (opponent) B 11 AU
) . o’: o 0w u’i, Y o ~
49 object Manua aunsouaaludnuasdduule dsgun 27
Y y & w o ' . v A Ay o
a nale q gy (agent) ﬂzmmmmmgammmuﬂm object (MU "‘N”lﬂllﬂ goal, sideline,
G’I‘ n:i 1 ] Q’l’ 4 o -d =y
field marker, ball 4a player 39 21 AW asAdauamaWinld e naniy Meduddmuaiionig
A4 4 o Y 1 1 & g 1 Y dd v v
mswdeud uazmsnsziwosdiaumdell Fefidummnsamdeyaiinoadosldnn
- Visual information 91 Soccer server
- Audial information 91 Soccer server
- Sense_body information 91 Soccer server
v Lol 1
- Predicted effects M3mAAIANMTT Mamamsaideunh Taofiautes
TAt#t visual information & 1¥idoyaluszeeme uazyusznIMAUAY object BUITAdINY
o EY W 5 ; ‘i‘_] 9 Ay 1 oA 19 1 o
annsovziuld |, audial information Hudeyafifimuduvenn  msendaylisnsoueaniy
. g 9 o 1 o &t @ o Y 4 YT ' g 2 [y 1
object viarua'ld  ludumiis washiemenaeiy fi1ld object NFAUUARZAUNBANUIIANAY UA
1 J Q’IJ 4 -9 { o ] 1 o]
senafidu (Agent) siuamnsaszdemsiuld iesnundoyasii o 1newg , sense body iude
yafifmuavouavesuuBIvesfiduey wazgAMY Predicted effects Wumsmamngiauies

o ¢ d.d (B Y dy é Ya 4' d' 8 1 9
Tﬂvmﬂwagawuaaﬂauﬁmu HFID1VINANTNNITAADUNVDY object AN 9 uazmmm‘lﬂ

LY ¥

2.5.2 Action

o 4 a &4 s & 4 1 Y o = .
Li‘lumsmzm‘n%zmmu‘lu’dmumimﬁm il °]5\1ﬁ'lll'liﬂll‘l]\100ﬂllﬂ1u 2 aNEUS AD basic

action 1lAY advance action

2.5.2.1 Basic action

14 [
QU

ﬂ o =t a 13 o o A o A Ao d”
l 'Llﬂ']iﬂi3“171lﬂﬂﬂluﬂ]'lﬂﬂ']ff\iwuﬂ']uﬂlﬂﬂﬂ']ﬁ\iﬂiglﬂﬂ movement command ¥93UAIY

& o
® Tum ABNITUYUAUD
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® Dash  fAemslUdanmiuazmzuea
® Kick fAsMImzUDa

A -ﬂl Y3
® Move ADNIIAABUAINBY

® Catch fABMISUVDA

2.5.2.2 Advance action
) o c; a A:g v d’! @ o . . o s d’ o Y a .
dunsnszififatudoiionty Taseny basic action H1MUszA AU (W 1IAA action
t4
a1aq lanail
- A £ ¥ o & ) &4 v '
® Dribbling o msAesvea Tawenduf1da dash, turn 1Az kick tWelszneslvignueney
¥ e
fuAflaunnenITEENIIMTIRLILBANY

9 1

. a o . 4 o ' )
® Shottingfie Mstatlsza Hums kick vea wedudszgfiausheassdm foelszg asing
v P A A oMy A g9 A& dygyd <
Frouseinnfigaiiaunsenild e liveanfeuit 18137 uazasudhminsnniiga
v o | 4 ¥ 4 ' &£ '
® Dassing Ao Nsdswea UM kick VoatedeIHiNOUI AN (tcammate) FefdanIsinz1d
winhnstalszg  mewdfussannsaivuenldaeah uazTomangsuaznantioy
N
[y o 4 4 1 i ~
® Interception B MsafAUBA (1M tum, dash Haz kick thinlAdiduniegindiduman
veadeiy ansa lufwen ldneuiithuaseduezidunivea
. & A a v a 9 Y Yo 1
® Clearing fo M3 clear uoa (diofivendunusnamilszganes Sidiauliansa
3 v ¥
deven viedviueasenllld diduaisifeniiszinziis AewmzueasenlilveglnavuTiou

Y ~
ﬂu'l'i.]izﬂﬂmﬂﬂll'lﬂ‘l’lf!ﬂ

2.6 Intelligent Perception and Communication ‘
s £ S
FC Portugal low-level world state model WU 3 Nmumﬂﬁ'ug 1UUDY  world state model 91
; o Qs o v * o [ o [ ]
CMUnited99 Source Code Tmﬂau"lé’mmi‘uuﬁnmxmumnzmmmmm’mq‘luﬂmu AUVUIAN 9
° vy ' A 91 o 3 ° o [ 1
Qﬂﬂ'lﬂuﬂ"l’lﬂ'wﬂ’lq%ﬁ] 1.0 oM HNDIIAGAN WIAIHITONUUARAUIUUIAN "lﬂ‘ﬂ’lﬂixﬂﬁ’,‘ﬂ'l\‘l
V@ o W w ] v oA Y o ' 4 o ' 3. S 1 a A '
senhefagiiufudadiau wuRearumsiiuiindinang veaesdmiifivse Tomiotrtuiiofiny

1dvinsdemsdoyania o AU world state knowledge
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2.6.1 ADVCOM Intelligent Communication Mechanism

.

dlefimsdemssznefuvesfiauyesiin FC Portugal Tavdedioyasie o aenin 15w matin

J < 4 $ o @ a 3 a 1 v A&
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2.6.2 SLM Strategic Looking Mechanism
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2.7 Integrating Soccer Knowledge
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[ a1 aa sld' = @ o d' o 9 1
Hiunearedlda dauiFousis llduwuunmsdaiulylusaeinsesuea uazvas hadgiau
1 b4 [
Wudase sltwusiinungans Tasldiugiunauess

2.7.1 Ball Possession
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° a a < n’: 3 1o o
® Shoot M3Ballszy TavezBause nieSmiuvnegiulomalumsiilssg

3y 1

1 1] ¥ ar =3 é ldl
o Pass msdavea Tassunziiumsimueadi lasdell R lndddmndnauninldnniga
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e Forward msdevealiamihiauiiu@eaiu e ldgduiudeliugn dusalasmslh

@ e

{ a a ' ' { ' v s 1
waiisugnidugaiiveangaiiads amennasdesssumiiveass lingamunvztedagiay
~
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TunuRen

t4 ]
® Dribble mstsagnlildsgafinmua’ll

® Hold msinyvea 3fudidiaueslaslindeui 1 vy
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2.7.2 Ball Recovery
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2.7.3 Goalie Defensive Strategy
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2.7.4 Low-Level Skills — Optimization Kick
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151M1914UD4 Soccer Server

Soccer Server tutTuszuToyaAle Agent n¥e Client v mihfunufiouyaven ieude
11K N9 Network 1892015AAADIZN 19 Client A Server WUN19 UDP Port 6000 1319
‘Socket fieiflugoanmsinaedoms  Tau Soccer Server 9z1l5znoulu/Ae 2 dau Ao Soccer
server fill Soccer monitor

3.1 Soccer Server

- A o Y dq ¥ a o [ v
Soccer Server A9 TWsupsuiimihnlduimsmsiaesimsuvsiuvesfaueananauyy
A a ¢ & o 9 o ° A P g 1 a 1A
nSesneuniaumel  Feesimihiuaasnisiassnsinfiounues gnuea Ay wosmsAadedioas
o 1 o 4 1o '3
fuszn19 Agent iU Soccer server 323 lfamsnauauifinudasudadu duluam rales Ade’l3

3.2 Soccer monitor

. A o Y A Vo oAa g y
Soccer monitor 19 TUsunsuNRIMINNUTAININNTUINTUNINATUDIN Soccer server 1v00n

Widunn 2 R vuanusaesfioguuniia1eves szul X-windows
3.3 N13638n1¥1Y Soccer Server
¥ v
Tumswanu Insauiioe 14 Tsunsy Soccer Server version 7.08 Tagludunsuusnisszdos
111115 Download T1lsunsy Soccer Server m‘l*ff’muﬁau 10 http://www.robocup.org Lﬁﬂliﬂﬁ’ﬁ’s
v o o ° . kY °o o
Tosunsundrnoetimuinms Unzip  A0A1ds
$ gzip —dc sserver-*.tar.gz '
® v&191n Unzip oyaudn vzdeatin15d4 Configuration 1R soccer server A3 1A
$ configure
® 1399 make (WY1 Compile 11)54A53 soccer server
$ make
o o [ @ d'l ~ 9/
® MNITHININY ssserver mmsvﬂﬁlmm Soccer Server

$ sserver
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1 Terminal

[rootBlocalhost /sserver-7.08]# ./configure

Do you use X11R6.x? [y or n]
[default=yl:y

Enter X11R6 includes directory.
[default=/usr/X11R6/include]:

Enter X11R6 libraries directory.
[default=/usr/X11R6/1ib]:

Do you use dynamic linking? [y or nl
[deFau1t=y%:g

Enter compiler flag(s).
[default=-02 -pipel:

Configuration Summary:
0S type = Linux_22
X11 revision = 6
X141 include PATH = /usr/X11R6/include
X141 libraries PATH = /usr/X11R6/lib
Link style = Dynamic
Compiler flag(s) = -0Z -pipe

Creating Makefile...[server][monitor][sampleclient]lrecfile_changelllog
player][drawcheck] .

Creating sserver script.

Done.

[rootBlocalhost /sserver-7.081# |

g1 3.1 ms1dAras configure

=" Tenninal

y[ﬁaot@loéé ost Jsserver—7.081# ./sserver

Soccer Server Ver. 7.08

Copyright (C) 1995, 1996, 1997, 1998, 1999, 2000 Electrotechnical
atory.

Itsuki Noda, Yasuo Kuniyoshi and Hitoshi Matsubara.

2001 RoboCup Soccer Server Maintainance Group.

Patrick Riley, Tom Howard, Jan Wendler, Itsuki Noda
wind factor: rand: 0.000000, vector: (0.000000, 0.000000)
a new (v2) monitor connected

g‘dﬁ 3.2 mﬂ‘]’f’ﬁ‘lﬁ"ﬂ sserver



before_kick_off 65535
ey

— i

517 3.3 @uuna$1991n Soccer Monitor

o  ¥AIWINTINIAIRIT sserver W9z Idnmanuueadazn 3.3
v ' '
o  91ImiuIAI3en Agent Y0971 CMUnited LIl FC Portugal ey In1siouseidiiy

Soccer server AMUATAA Start UBALAAZNY

77 Terminal <2»
ons Seftings i
root@localhost FCPortugalMelbBinl# 1s

FCPortugall README server.conf
FCPortugalPlayerkx StartFCPortugslx (strategy.conf
[rootBlocalhost FCPortugalMelbBinl# ./StartFCPortugal

FCPortugal - Melbourne
RoboCup 2000 World Champion
Luis Paulo Reis and Nuno Lau
August 2000

| e i [ af %
FCPortugal Starting Player
[2] 1583
FCPortugal Starting Player
[3] 1585
FCPortugal Starting Player
[4] 1587
FCPortugal Starting Player
(5] 1589
FCPortugal Starting Player
[6] 1591
FCPortugal Starting Player
£7] 1593

U 3.4 m3lddalR FCPortugal averinudifds StartFCPortugal
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[rootBlocalhost /projectl# cd CMUnited99-linux

[rootBlocalhost CMUnited99-linux]# ls

CMUnited-98-sim,.ps.2 CMUNited99x client.conf dt-data.tree
CMUnited-99-sim,.ps.2 FCPortugalCoach core server.conf
CMnited-99-sim.ps.gz README dt-data.names startx
| [rootPlocalhost CMUnited99-linux]# ./start

CMUnited99 was created by Peter Stone, Patrick Riley, and Manuela Veloso
Copyright 1999. All rights reserved.

Running with the following parameters

Hostname: localhost

Team: CHMUnited

Program: ./CMUnited99

[1] 1615 =
./dt-data |
[2] 1617

./dt-data

[3] 1619

./dt-data

[4] 1621

./dt—-data

[5] 1623

Y

- - ———— —
3‘1]71 3.6 ANYDI1NTT IFMTIQITUINVDING 2 NU
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3.4 Sensor Information
1 o o dy o Q'l a ) 9 A [ v YR 9 " @ o |
nquidsgativzilumdsidmihinfeanumsioitdeyalumsudeiu Tao Server sziimisda
v ¢ v . A
Yoyamarii1¥ Client 150 Agent
(hear Time Direction Message )
Wufdansumsiszmantan Server Tunsaiiil Client Sun19f1ds say Message Tlvedoya
910 Server LAz Server 121N IADLNAUDEN 11§ Client @2 TAuT Direction sziilumves fds
(Sender)
(see Time ObjInfo ObjInfo ... )
[Wufrdai Server sxiimsdadoyanis q veauang Object 11/83 Client
Objlnfo 15 ZﬂE)‘UﬁI’JEJ ObjName , Distance , Direction , DistChng , DirChng , FaceDir

ObjName 1lsznoudiy ( player Teamname Unum ) , (goal Side) , (ball) , (flag) , (line)

Tavin@nda Server azsiimsdadoyasonniiluludnyag Boardcast nnoaial uduaineg

=

1 . [ 5 < o R} [
% A1wee config Time 1ifuotha’ls uag Client NazaosiviidoyanasanausUAUMUTIMIZNM
' 1 ' b 3 @ ] y . o
Server daun 19 Taod 114 Server 1Wurhoda 1319 Client 1187 Client Sudoyanu 13 n19# Client Aoz

3 1 ! o 1 { g o
1 Messages 31 “recy No.” (No D MAN0IAYUDY Messages N 1A3UNT) daun19ATU SERVER N5

(3]

!, 2 s H ' '
anaa1191n Client Nazi Messages HEAAIN Soccer Monitor AUA19N “Send Command ( Command

3 v
o o

8 fFaNda1910 Client (51 Move X Y (1udu )

N Q

A29019U09 Messages Sensor Information ﬁ Server Boardcast 990 11/ 11y Client 11013 %l‘]J‘i’llﬂu”mﬂ‘\‘nﬂ
Server
recv 2035 : (see 0 ((goal r) 73 -7 ) ((flage r t) 84.8 —31) ((flag r b) 76.7 18) ((ball) 22.2 -26 0 0))
"~ 85110 Sensor Information ﬁﬁvﬁ recv 2035
1281 0 (019921311 before_kick_off) IA1¥1U3 goal (goal ) 1TuTEEE 73m uag ¥y 7
degrees 11n199e nazausIdIVNUY (flag r t) vuTuszoy 84.8m uaziiigw 31 degrees l1n1adne
YNBIAUYNAN (flag r b) viruiluszoz 76.7 m iy 18 degrees 1NN tazgnuea (ball) oy

o P g
22.2m Rygn 26 degrees limadho uazlianuduilu o Wudu
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MINAMUT Agent Team

4.1 Agent Architechture and Control Flow of the High Level Decision Module

Htl@ﬂ Coach

; 7

World - Soccer Server
= .

gﬂ‘n 4.1 7N Agent Architecture

131 FC Portugal Description



gﬂﬁ 4.2 Control Flow of the High Level Decision Module

NN FC Portugal Description

21



~ g a % {
110317 4.1 azuanalfiviudy Tnseadreves Agent fiosnilsznevlaths way 142 o2
£
waaan13maiiy Flow veatuaoumsmiauuazszuumsdadulaves iy FCPortugal Tavede
Nanudd High Level Decision Module

4.2 Process M3mauvesllsunsu FCPortugal Agent

Initialize()

\
NormalPlayer()

¥
" DecideF ormation()

|

Doc‘bmmuniéation();

DecideActin()

BallKickable Yes—» - DoBallMove()

Y

Interception

Nf l Kick to Goal
DoPositioning() Get Ball

gﬂ‘ﬁ 4.3 M3INNNUVDY Program FCPortugal Agent

N FC Portugal Description
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910 Flow Chart ta@asmsmauves Isunsuazuaasldmiu ld sz aunsodauasuas

o ad '
‘WA Agent Y94 Team 1¥avu 1061315910 file MemPortugal.c

4 v a A =
sUN 4.4 madaauluiiolyeaved Team KMITL Agent

Yes No

51/ 4.5 M3599 Position Y89 Team KMITL Agent



510 4.6 Process M3ad1 19909 Goal Team KMITL Agent

4.3 aulsznevvealisunsy

Tasunsy FC Portugal 1szaov e 4 daulng 9 ldud

< v 3 & =] [ il .
- OptionInfo : (NUATUDY Client Parameter %3 il:gﬂtﬂ‘ﬂﬂgiu file NU¥ON MemOption.c

v ' I P g 1 4 §
- Playerlnfo : IAU403ja%04 Client 15U Speed , Stamina Fevzginveg L file NTFON

MemPlayer.c

27 3 o ' ¥ 1 & =] 1 AaA i
- PositionInfo : (NUAUNUIVDIGAVDA WAl m%zgﬂmuagﬁlu file NUYDI1 MemPosition.c

3 < o £ =] ' AaA y
- ActionInfo : t(NUHINFUNIT Intercept mwgnmuegiu file NUFDI1 MemAction.c

" 4.3.1 NoazPeaved file M3 q Mimaluldsunsy

{ 3 o
- client.c 11U file AV TUsUATUNANVYDY Agent
- netif.c 151U file MY luMsARAeAY Server
i ° v o @ a
- geometry.c 11U file Amualassadramssnnuludnvuzisvinda
- utils.c 151 file N34 functions e 15 lumshauieIfuna
A d =
- parse.c W file MAY messages 190NUIVIN server

- types.h 11 file NAMUAGABAUTAIL 9 VOINTAUVDI Agent

24
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- MemOption.c i1y file NAIMUAAIVDY Client Parameter

i
<
f

- MemPlayer.c 1 file it Ui’l'ﬂy,ﬁilﬂd Client 1% Speed , Stamina Hudu

.. A g 3 1 Vo 0¥ @ '
- MemPosition.c 114 file Mifudoyavosdumiisvesgnuea dawrho@eriuuazihonssdm
{ g ] : .
- MemAction.c 114 file MY functions YD1 ball interception
g
- Memory.c I file NP top-level Memory class voel1lsunsy
< 4 g . r
- kick.c 11]U file NN functions YBINT kicking the ball
g A g

- dribble.c 11U file NN functions YBINTdribbling the ball

< Aov a ! A ' Y o
- mybehave.c i file na@aanlamsuans Action toda1vny server

o3 A d o @ 4 v a
- MemPortugal.c 111 file AAUMITIUNENVDI Agent tiVo 15 Tumsdadula

4.4 M3NAM KMITL Agent Team

msR@TY KMITL 18111191 Function #1144 484 FC Portugal 1 1#lunsiamuuiiundn

510 4.7 MMM3UITUTEN I KMITL 71 CMUnited
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‘4.5 M43 Compile Client Program

15 Compile Client 9219M@nM3Y94MT Compile M¥1 C UM UNIX Tagazdi MakeFile 1ilu
Fr08na9NI 214 File Object o111 link 11l File Execute iifoisadransonani Agent ias
1&26 FCPortugal 923 Makefile 10 1@ o rannsohumnl5uaoulins ey Agent fsiduanlg
Taouusnazdoaldmdedadt

gmake depend (fumsdalinsavaeu file library @19 9 Aid0e1911n13 compile program
$ gmake depend

gmake L?Juﬁm&aﬁ“l%”lumi Compile L(ag link object Lﬁiﬂa’%lw execute file
$ gmake

Weimds gmake WuLd2 18 execute file #1135 VEUN Agent 1¥M9110U Soccer Server 18

4.6 mdalumsnannldsunsy Agent
@ te o = v 9y . Aa
_ Tumswann Agent Wuduilunazaoadnle 1nssa319uo4 Function 1tag Method Niiogn1eTu
{ ' r-4'4} 4 .,’,’ = o
Tusunsuilduniu Source Code Tatazusigaglulndnie q uazIna MemPosition.h 1iuszinuiif
Fan 1913 Get information 1NBINY AU UIVBY object ﬁag}uu Soccer Server Tagazdauaiy Ball

JPlayer 402 Marker (Stationary Object 13y 38 Inw,1l5zg 1{udu) srdunearu Ball 1aun

v
Y '

1 [J ) lé
® BallX(),BallY() fon1s I¥Migvedsiiinis Ball vagriveonnutiailuunu X uazunu Yy #elu
v v
Talsunsutiseiinua class yoedmraluunu X waz unu Y iilusiia Vector aatiudusidoams
] v
veaiimveed i Ball w1 1Fazdesldmdadail
" @ I~]
Vector BallPosition ; Alsgmaainuals BallPosition 1?31, 1)1 Vector class
. Yo 1 ° 1 g yya -
BallPosition.x = BallX(); /11ia1vesdiumia Ball luunu X vy 139 BallPosition.x

BallPosition.y = BallY(); /I¥{thawesdumiis Ball Tuunau y 11hifin'149 BallPosition.y

® TeammateX(number) ,TeammateY(number) ABNITHIRUKMUIYDY Teammate ANUHUBAVYDIL

aulurho@ernusniimua 131ua19e9 number (1-11)

v
LAY

® TeammateDistance(number) ABNITHITLYLHNIZHINAINUAUNATOUATOILOAVULHUAUAIVDN

Araunsmual3lum19es number (1-11)
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OpponentX(number),OpponentY (number) v MsNFIimId MU Qraurhoas sty

ninemynirua 131y number (1-11)

MarkerX(markertype),MarkerY (markertype) ADA15HIA YYD Marker @i lasmua 13lus
A ° o 3 Y o = Yy a

493 markertype FuTudumuaang q vumuuiazny 131u1Wa type.h Taolimsdedanan

Soccer Monitor ﬁﬁ%’nzfmumiﬁumn Soccer Server
M c;zl v ~

A o 9y 1 A A ) Yy 1 A
ClosestTeammate() ADAIAIN 1'1‘H’]‘Hiﬂﬂm‘il‘Uﬂ\?EmuﬁlU'ﬂULﬂU'}ﬂuﬂ1ﬂaf§'mu'ﬂﬂ5?J']Jﬂﬁﬂ\?‘l_lﬂﬁ

NNNgA

A o w A I 9

ClosestOpponent() Aofdai Imnomyvesganlurhoassthuniidmmialndnudiaushen

Y

'
S

AT9UAIDIVDABYUINNTYA
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unagy

a Jd { o
INNSANINI UATITHLALODNUULITZUY Multi Agent System N1 19 un15a3719 Agent
Y Y
#1351 Robo Cup HIUN1MI9IUY03 Soccer Server Tag1dimaTuTatiFaingriniivuneums
Vv Vv
WA Ma1evuaou AUAMIMMUALUUUHY TUMIuYsdy MIvoNLUUNYMUIITY uazms

Implement Agent 1a¢14 7111 C++ 7101@ Environment ¥94 LINUX  enunsaagiwanisfinuldas

ao'lil

‘5.1 HANIINAIU Agent
~ A w 1 7 [ o
Agent Y0371 KMITL sziianuazlunisiaunudniugiuuy 433 ihundn Tasthmuans
) ] = 9 Y A W o ] d' - . 1 P
Madwmisvesiiudae SBSP 1HimstusnudumisnzAaouiiniy Formation 1u3g11199 Agent
z L @ v S A d'
viu'litignueanseunses uazldndnnisaaduleninmsnseunsesvoadslduanlugin 43 an

v
A5A0INATDUMILYIVUA UL FCPAgent 1Az 111 CMUnited WADDANIAIH

[

UM 5.1 nisuvesduszndne i KMITL Uiy FCPortuga
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KMITL O : 1 CMUnited
KMITL 0 : 1 CMUnited
KMITL 4 : 4 FCPAgent
KMITL 4 : 5 FCPAgent
KMITL 4 : 3 FCPAgent
KMITL 5 : 3 FCPAgent

5.2 YszTominldsy
. A Y A [ = &
SV Multi Agent System 72 vUHRoudalinvgudouazinnuanvaty ea
=) = Yy o Y ' g \ - ) Y e .
INUANUNYIVDINUAIU Computer Artificial Intelligent vedealinnuidrlslumsiiouees Multi
- 4 o [} < 2 4 ° T o
Agent System tieldmsianniiullesunads  damseenuuy Agent iterinnldlumsusedu
1 4
v o o @ 1 3 .
Robo Cup 1uf Id1i110mManA1 ) 499 Multi Agent System 111% 91AM3ANY1 Agent Y99 CM United
v o d ] ] { T q’:
waz FC Portugal 4Goudsmnuduiutiezdondaiodn q ndaldideyanldmaniumldlu
[ s dy dyu Y a 3 a wa
msfurgsazmsiani Agent voslnsesuil uennntidalAiToug Soccer Server uaz szuVULA

m3 LINUX d5ulFlunstanndae

5.3 Yoiauomuz
[ 9) | @ 0"’ 7=y [] a ° 9 0’1’ [ :I’ &
e Agent 1 lumsudedniuiinnugnnlunsiszianud lanenua Aafuas
i da a a4 H

A5 TZANEIIN Agent team 1171 1% Download muBUIABS IR NTTII Low Level Module 9101134
111 Code L a Ui High Level Module 493Usiag Team 1 finm@angulumsiaduung

1 v a 4 a a 1 & ; {0 o q,ll
annsofivdennssadulenflszaniamdely  daludiuves Algorithm M 19y Agent Wy
s1nsofvziitemanmsiauludnyuzues Artificial Intelligent (A 19920 Tunsvaun1d

%Y Reinforcement Learning , Decision Tree Hudu

AL
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