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Abstract

This project aims to analyze, design and develop RPG GAME by using Al to balance
various things. The game allows players to play the game for fun. The development will use
Unity to develop and create the game. Microsoft Visual Studio 2019 is used for system
design and movement. In the UI of the game, Adobe Photoshop and Adobe Illustrator are

used to design the windows. and icons, including graphics within the game.

From the development of RPG GAME games, there must be a system that can
support the work or not. System users can set settings such as set/jump/run. with the
commander's commander Rate the use of the operating system by using the HP value from
the damet or the minutes of the supervisor's meeting. The operating system of alternate
levels, crowns, mini-maps, Al systems within the game, analyzing scores, environments,

mode selection, and atmosphere of levels within the game.
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31 1.1 UM 3AEEHMOY ( Gantt Chat)

) WES  TasiTask Name Baseline  |Actual Work %
Moy Work Complete gy 3, 2002 Qar 4, 2022 Qur1, 2023 w2, 2003
o 1 1 I S T — Oct Moy | Dec Jan Feb Ma hor |
1 1 = Begin 1954hrs  3,595.0hes 1% r 1
z Vo1 #  duseenmsAnundusiiuaroanuuy 383hes  81327hrs  100%
3 W 111 A doufnstdTusunsy Unity 80 hrs 162hrs  100% m— 5049_nl3wa, 5098 Vudininis
4 W 112 # Auufnsldne o lummdiousindy Unity 41hrs 73.87hrs  100% B 5049 nlgwa 5098 Yudimme
s W 113 A dvufnsaanuuuinud 30 LAENTATY Map 49 hrs 85.43hrs  100% e 5049 nlgwa 5098 vuAmme
6 | 114 A duufnsuannisadaulnasag Player 36hrs  69.97hrs  100% B 5049_nlxwa, 5098 dusininis
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3.1 Requirement

11914 3.1 Requirement

Tumsaniulnseanu miﬁ%ﬁmagaammmﬂu “3D RPG GAME DEVELOPMENT” 1l

-Functional

ID Detail Type Priority
1| wansanaasnaiiiunim 3 Gald -Player Must Have
-Gameplay
-Functional
2 muﬁaguummmﬁmNmmuﬁaﬁuﬁﬁmﬂmmmgﬁu -Player Must Have
1 -Gameplay
-Functional
3 muﬁimumimmmmimﬁau"lm Ut/ -Player Must Have
nag azmsnse laa AANNMUY 3 5618 -Gameplay
-Functional
4 | inufiszpumanaiedeauie Tonddag1duiud | -Player Must Have
2
YU -Gameplay
-Functional
5 | nufiszuuiianadazas1d -Player Must Have
-Gameplay
-Functional
6 | nufiszuy Exp iveuaasldifiuiidiaulnges 1 -Player Must Have
Level 92 liaoulvu -Gameplay
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= Y A 1 [ Y
LﬂlJﬂJﬂ?ﬁllﬂﬂiﬁuﬂﬁlﬁm@ﬂmuﬁTNﬂﬂ“]%lgsll@ﬂﬁjlau

-Player
-Gameplay

-Functional

Must Have

~ A3 X yy
LﬂiJlli%‘]_l‘]Jﬂﬁ’NLi’J"Uullﬂ

-Player
-Gameplay

-Functional

Must Have

~ aa A Y 3 [ ~ Qld'
mnufszuuiiuuwie lirudagluszeznlndnga'l

v
f

-Player
-Gameplay

-Functional

Must Have

10

= T "o P
INUUILVV Score ﬂlamzaum@mmimﬁﬂg%

-Player
-Gameplay

-Functional

Must Have

11

=\

UT5EUY HP vofiauiiiondaadn HP voedaudl

RRELE

-Player
-Gameplay

-Functional

Must Have

12

=1 Y A [ =1
NUNIEVVaA HP veddiauiiagndng Taud

-Player
-Gameplay

-Functional

Must Have

13

NUTTZUVIARA Level YOIRIAN

-Player
-Gameplay

-Functional

Must Have

14

daueunsn lawdszes Inald lag 19y

-Player

-User Interface

-Functional

Must Have

15

AUTTEVUMIINAVOIFAN]

-Player

-User Interface

-Functional

Must Have

16

IS) 3
utilszinnvesdngmeluny 3 szian

-Enemy

-Functional

Must Have
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[

a A ° ' '
17 | wuidagnilu Boss Usgdunazay -Enemy Must Have
-Functional
[ 9 o [ d‘ [] @ 9
18 | dagaunsodn lmdwmisieguesdiazas 1 -Enemy Must Have
-Functional
] A o Y
19 | dagamsnTonddazas 1a -Enemy Must Have
-Functional
= 9 Y Y
20 | Boss @013 DL58UFI0I1VUL Player Moaueld -Enemy Must Have
-Functional
Sy YY1 ~ o 1 A
21 UUHU Lobby GlfVi QL@U!G\ﬁEJiJﬁ'Jﬂ@uLiN!ﬂJJ —Gameplay Must Have
-Map
-Functional
22 | dazasaunsoyuzinyla a2em3san1s Boss elu -Gameplay Must Have
1Ny -Functional
23 | dngenunsomela -Enemy Must Have
-Gameplay
-Functional
Y Y
24 | Player 14139 Warp 1104 Boss 1@ -Player Must Have
-Gameplay
-Functional
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3.2.1 Game Concept
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3.2.4 Gameplay

3.2.4.1 Player
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3.2.4.2 Progression
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3.2.4.3 Level Design
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Y v
2) Tnua Medium 3 3v110 600%600 TununmsTamsdng

F
a v oA v A2 v 9
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3.2.4.4 Enemy
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3.2.4.5 Al Pathfinder
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WalsyuuannsniiaeansenaunumMsauveanyud laglinsma Tuladneuiumesaig
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3.2.4.7 Objective
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3.3 MHNUMN Use Case Diagram
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Home Screen
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3‘1] 3.8 Use Case ‘llE)x‘lTi‘fhﬁ]@ Home Screen
Taga1518a2198a199 Use Case YDI111199 Home Screen IZUAAIAINITIN 3.2 04 3.5

Use Case Detailed Semantics Home Screen

M1319 3.2 MIEFNNY (Play) Use Case
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Extension Use Case : 133103 (Play)

Use caseID : 1

Actors : Eillﬁu (Player)

Goal : 1gninisuny

Preconditions : 1At Client Y9 381n3

Y 1o A

Postconditions : [U1gAAADNNITITULNY

U

Trigger : ﬂﬂﬂu Play




M3149 3.3 M3NN] 1Y (New Game) Use Case
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Extension Use Case : 130ty 1413 (New Game)

Use case ID : 2

Actors : é}Lﬁu (Player)

Goal : 1WhguihisunuIng

Preconditions : Efl“]’f}ﬂﬂﬂll Start Game

gy 1 9 a

e 1 Y 1 Aq Y A
Postconditions : 1arusuny 11 Hasu1g Mode nlvaen

a

Trigger : ﬂﬂﬂn Play

M54 3.4 MIVIHINAIM (Setting) Use Case

9 Y g’l 1 .
Extension Use Case : 10111191971 (Setting)

Use caseID : 3

Actors : Eillﬁu (Player)

Y 1 9 &
Goal : L"U'lgﬁﬂ']@]\?ﬂ']

Preconditions : 17atd1 Client Y9603

9
Postconditions : 191§ 111199n15A3A

Trigger : ﬂﬂﬂll Setting

19519 3.5 N599NINNN (Quit) Use Case

Extension Use Case : 9903100 (Quit)

Use case ID : 18

Actors : é’gﬁu (Player)

Goal : 99N1NINY

Preconditions : L?Jﬂlflaﬁ Client Y9IA AN

Postconditions : 90n1NINULAZLA Client 1Y

Trigger : ﬂﬂﬂﬂJ Quit W30 ESC




Mode Screen

Playe

31] 3.9 Use Case ﬂl@ﬂﬂﬂﬁﬂ Mode Screen
Tﬂﬂﬁ’luﬁﬂﬁz@ﬂﬂﬂlﬂﬁ Use Case ﬂlﬂﬁﬁfﬁi‘l@ Mode Screen %gllﬁﬂﬂﬁQQWiWQ 3.6 5\1 3.11

Use Case Detailed Semantics Mode Screen

1519 3.6 N3 Mode (Easy) Use Case

Extension Use Case : Mode (Easy)

Use case ID : 5

Actors : Iﬁ}rdu (Player)

Goal : L"i’ﬁfgj Mode (Easy)

Preconditions : 11Ja191 Client Y9620

Postconditions : !flsllnj 111199 Mode (Easy)

Trigger : ﬂﬂﬂu Easy




M1919 3.7 M9 Mode (Medium) Use Case

35

Extension Use Case : Mode (Medium)

Use caseID : 6

Actors : é}Lﬁu (Player)

Goal : L"ﬁﬁfgj Mode (Medium)

Preconditions : 11a191 Client Y9620

Postconditions : Lﬁfllnj’ 111199 Mode (Medium)

Trigger : ﬂﬂﬂn Medium

M1319 3.8 N5 Mode (Hard) Use Case

Extension Use Case : Mode (Hard)

Use case ID : 7

Actors : I%jlﬁu (Player)

Goal : L‘fﬁé{ Mode (Hard)

Preconditions : 11/a141 Client Y9360

Postconditions : L"‘I?ﬁfcj M1199 Mode (Hard)

Trigger : ﬂﬂﬂil Hard

35149 3.9 M33NN] 1IN (New Game) Use Case

Extension Use Case : (331A3 1413 (New Game)

Use case ID : 8

Actors : Iﬁ}rdu (Player)

Goal : 1WhgniisunuIng

Preconditions : Eﬁ%}ﬂﬂﬂi\l Start Game

Y 1 Y a

Postconditions : 111gni5 Ny Ina nazidhg Mode Nl¥ideon

a

Trigger : ﬂﬂﬂu Easy Medium W30 Hard




M1519 3.10 MINHIAIM (Setting) Use Case

36

9 Y a’z J .
Extension Use Case : 1111191371 (Setting)

Use caseID : 9

Actors : é}Lﬁu (Player)

Y v 9 &
Goal : L"lﬂgﬁlﬂﬁﬂﬂ"l

Preconditions : 11a191 Client Y9620

Y
Postconditions : 191g#11190M13AIA1

Trigger : ﬂﬂﬂn Setting

195149 3.11 N139dNVINNN (Quit) Use Case

Extension Use Case : 990910401 (Quit)

Use case ID : 18

Actors : Iﬁllﬁu (Player)

Goal : 99N 1NN

Preconditions : L?Jﬂlslslli Client Y9IA AN

Postconditions : 90A1NINULALA Client 1N

Trigger : ﬂﬂﬂil Quit W30 ESC




Game Screen

Show Minimap

Show Level Player
Frexend=s
=<<extengs> D
Show HP Player J& amage
L \_\___// =

=<inclyties> <<include=>

Play
Arrow Attack

<<includg>7

Controller Player X
s_iUF_UdE>>

<‘<im:_\ude>>
Controller Camera 5
<2mem>>

)

lemy Al

i
U

gﬂ 3.10 Use Case ﬂlﬂﬁ‘ﬁ‘fjm@ Game Screen
TasaIus18a08AUD Use Case EUEN‘Hf!}ﬁ]@ Game Screen EUAAIAIAT N 3.12 5\‘1 3.23

Use Case Detailed Semantics Game Screen

711314 3.12 Show Minimap Use Case

Extension Use Case : Show Minimap

Use caseID : 11

Actors : wjl’du (Player)

[

Goal : 1 Minimap taauuwinveiiogang

Preconditions : § 19enun3a 15 laiae

Postconditions : L&A UU Ul LLUUINNAY

Trigger : -




11914 3.13 Show Level Player Use Case

38

Extension Use Case : Show Level Player

Use case ID : 12

Actors : é}Lﬁu (Player)

Goal : ¥ Level ¥04 Player HAAIUUHTVD

Preconditions : § 19e 1135014011 1diag

Postconditions : LAAIUY Ul UL 91AY

Trigger : -

711914 3.14 Show HP Player Use Case

Extension Use Case : Show HP Player

Use case ID : 13

Actors : lﬁ}LE‘iu (Player)

Goal : 1 HP Bar U949 Player L&@AILUNE190

Preconditions : | 19e111350 19011 1diag

Postconditions : LaAAIUY Ul LUVFHASUHUEN e

Trigger : -

13149 3.15 Show EXP Use Case

Extension Use Case : Show EXP

Use case ID : 14

Actors : Iéll,ﬁu (Player)

Goal : §| EXP Bar U84 Player L@A4UUN 1190

Preconditions : 1¥a150 1501 Idiae

Postconditions : LaAILUY UL LUV ASUAUAAIUA1960910 HP Bar A1MA04

Trigger : -
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11914 3.16 Controller Player Use Case

Extension Use Case : Controller Player

Use caseID : 15

Actors : é}Lﬁu (Player)

v 7w < . g
Goal : Jgnuiansulanazuand Action U

Preconditions : | 19611501738 UAIazA5 16

" Y
Postconditions : LAY Action UY9IAIALAT AUNAIAT Animator 17

Trigger : NATjy W (AUN1) , A (Aude) , S (1AUV), D (1AUUI), AANYINAT, ABNG1889 TaNd ,

Space Bar (ﬂiziﬂﬂ)

13149 3.17 Die Use Case

Extension Use Case : Die

Use case ID : 16

Actors : Filfiu (Player)

Goal : MoiJo HP 0sn1WIomIn o

Preconditions : | 19611150118A9 Action A8 18

A
Postconditions : LAY Action UDIAIAZAT MIUNAIAT Animator 17

f13149 3.18 Show Score Use Case

Extension Use Case : Show Score

Use caseID : 17

Actors : gi’f!,ziu (Player)

Goal : 1NUAAY Score AR 14

Preconditions : 109#A31zANAVITVIN 1

[

] Y H
Postconditions : LLE1A3 UI YD Score (NNAIAUNN asan ldairdng

U




1519 3.19 N1598NV NN (Quit) Use Case

40

Extension Use Case : 99N910LNY (Quit)

Use case ID : 18

Actors : é}Lﬁu (Player)

Goal : 99N91NLNY

Preconditions : 1At Client Y9621

Postconditions : 90n1NINNUAZUA Client 1Y

Trigger : ﬂﬂﬂn Quit W38 ESC

711914 3.20 Show HP Enemy Use Case

Extension Use Case : Show HP Enemy

Use case ID : 19

Actors : ﬁﬁg (Enemy)

Goal : 1 HP Bar 904 Enemy LAAIUUNIYD

Preconditions : | 19e111350 19011 1diag

Postconditions : LaAAIUY Ul LUUFHASUHUAIAIUA1960910 HP Bar A11A04

Trigger : -

11919 3.21 Enemy Attack Use Case

Extension Use Case : Show HP Enemy

Use case ID : 20

Actors : ﬁﬂg (Enemy)

Goal : 11T1A3 Action M3 TauAveIAng

Preconditions : Enemy & 1o landla

v 9
Postconditions : L&A Action UDIAIALAT MUNAIAT Animator “H}




11914 3.22 Enemy Run Use Case

41

Extension Use Case : Run

Use case ID : 21

Actors : ﬁ@g (Enemy)

Goal : LLTIAY Action NI 19UAYDIAN]

Preconditions : Enemy 13150 19w 1@

HE
A o

Postconditions : LAY Action UBIAIALAT AUNAY

1 Animator Ul’ij

119719 3.23 Enemy Die Use Case

Extension Use Case : Die

Use case ID : 22

Actors : 'ﬁ@lg (Enemy)

Goal : 98130 HP Y080 MIonn o

Preconditions : ;ﬁ%’mmmzmm Action m&ﬂﬁj

v Y
A o

Postconditions : LAY Action YU9IAIALTAT AINNAT

A1 Animator ”1’3)




Score Screen

=<include=>

Player

G0 @

31] 3.11 Use Case mmwfima Score Screen
Iﬂﬂﬁl”luﬁﬂazlaﬂﬂﬂlﬂﬂ Use Case 5118\1141?!}1%@ Game Screen i]%uﬁﬂﬂéﬁ@niﬁ 3.24 ﬁxﬂ 3.26

Use Case Detailed Semantics Score Screen

M1919 3.24 naaIWansiud (Show Score) Use Case

42

Extension Use Case : UFAINAAZLIUY (Show Score)

Use case ID : 23

Actors : Iéll,ﬁlu (Player)

Goal : uﬁmwaﬂmuuﬁwﬁﬁ Score Screen

Preconditions : 11Jat91 Client Y93962tn1

Y 1o A

Postconditions : LU1GAUADNNITIVINY

U

Trigger : -




M1319 3.25 M350 (Play) Use Case

Extension Use Case : 13313 (Play)

Use case ID : 24

Actors : é}Lﬁu (Player)

Goal : lgniisuny

Preconditions : 1At Client Y9621

Y 1o A

Postconditions : 1U1d9120NN15I5UINY

a

Trigger : ﬂﬂﬂn Play

1519 3.26 N1398NVINNN (Quit) Use Case

Extension Use Case : 99N910(NY (Quit)

Use case ID : 25

Actors : lﬁla'u (Player)

Goal : 99NIININY

Preconditions : 1At Client Y9380

Postconditions : 00nN101NULAZ A Client 1NU

Trigger : ﬂﬂﬂw Quit %30 ESC




3.4 User Interface

= Y ! Y . A A ' 9 9 Aa
UNTODNLUUH U UL f1NN9) llf(] 911 Use Case Dlagram NIVUWNBUYUIT 4 P U1 Ul ‘V]nglulﬂiJ

D Home Screen , Mode Screen , Game Screen , Score Screen AININ

gﬂ 3.13 UI Mode Screen
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Development
Highscore = 0

gﬂ 3.15 UI Score Screen
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3.5 Class Diagram

IlPGGameDevelopment.KMITL.cE.ProjectFourth\

@ Object

o name { get; set; } : String
- A <
i
|
|

P \
v @ Transform A

/ o Vector3 position { get; set; } : struct b
o Quaternion rotation { get; set; } : struct N

I 1
1 \
] \

'

'

\ = = © Component
o @ numerabie

o collider { get:; }
o rigidbody { get; }

A IEnumerator : GetEnumerator()
5 o GetComponent(string type);

|
(&) Gameobject y (©) Behaviour

’ o enabled { get; set; } : bool
d e S0 4 o isActiveAndEnabled { get; } : bool

- b

|

'
@ Animator

o Quaternion rootRotation { get; set; }
o Vector3 velocity { get; }

© MonoBehaviour

o void print(object message,

|
|
'
@ Player

_ e Woman_Archer_With_Bow_Arrow() :void = - _ _

@ ThirdPersonController

o MoveSpeed : float

o SprintSpeed : float

o RotationsmoothTime : float
o SpeedChangeRate : float

o JumpHeight : float

o Gravity : float

o JumpTimeout : float

o FallTimeout : float

o Grounded : bool

o GroundedOffset : float

o GroundedRadius : float

o TopClamp : float

o BottomClamp : float

o CameraAngleOverride : float
© LockCameraPosition : bool
o _cinemachineTargetYaw : float
o _cinemachineTargetPitch : float
o _speed : float

o _animationBlend : float

o _targetRotation : float

o _rotationVelocity : float

o _verticalVelocity : float

o _terminalvelocity : float

o _jumpTimeoutDelta : float

o _fallTimeoutDelta : float

o _animiDSpeed : Integer

o _animiDGrounded : Integer
o _animiDjump : Integer

o _animIDFreeFall : Integer

o _animiDMotionSpeed : Integer
o _threshold : float

o _hasAnimator : bool

@ CharacterMovement

o rotationSpeed : float

o gravityMultiplier : float

o JumpHorizontalSpeed : float

o JunpButtonGracePeriodspeed : float
o cameraTransform : float

o JumpTimeout : float

o FallTimeout : float

= Awake() : void

m Start() : void

= Update() : void

m UpdateMovement() : void

= HandArrowActive() : void

= RotateTowardMovementDirection() : void
m getCameraRealtive() : void

= Awake() : void

m Start() : void

= Update() : void

m LateUpdate() : void

= AimShoot() : void

@ Shoot() : void

= AssignAnimationlDs() : void
m GroundedCheck() : void

= CameraRotation() : void

= Move() : void

= JumpAndGravity() : void
ClampAngle(IfAngle, IfMin, IfMax : float)
= void OnDrawGizmosselecteds

i

© BasicRigidBodyPush

\
@ Arrow

© canPush : bool

o damageAmount : Integer

= OnControllerColliderHit{ControllerColliderHit hit) : void
= PushRigidBodies(ControllerColliderHit hit) : void

m Start() : void
m OnTriggerEnter(Collider other)

: void

Y

517 3.16 Class Diagram Player
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RPGGameDevelopment-I(MITL-CE-ProjectFourth\
©WBrp

@ Nextscene @ Prevscene
o next : int o prev: int
Start() : void
m OnTriggerEnter(Collider other) : void

Start() : void
m OnTriggerEnter(Collider other) : void

517 3.17 Class Diagram Warp

Y

RFGGimeDeveInpm:nt-KMITL-CE-ij:ctFuurth\
@ lonoBehaviour

| o void print{obiject message|

@ GameManager

| o score =0 int

| o scoretext ; Text
| o LevelText : TextMeshProUGUI
| o Level: int

| o CurrentXp : float

| o TargetXp : float
| o XpProgresBar : Image
o GameManager() : void
" o Update() : void
| @ killEnemy() : void

) o show(] : void \
| o ExpLw{) : void
| @ getExp(): void

/ \
/ \

@ FPS_Display / \
xpContoller GamePlat = PlayHard
@ o FpsText : TextMeshProuGuUl @ 4 © rlayzoss (©) Playasy (©) Playmedim @Prar @rex
manager : GameManager o pollingTime = 1f : float K -~ lextscene!
Update) void otime : float :Stm,"’md o Play ):void| | e Play ):void| | Pl < void :Stm“ i | —

: 8 5 - - y :
o BrperenceControlle) - void| | Tamecount: nt [Supsatel - oid = Update() : void | |=update(): void = Update() : void i
——————— Update|): void Y &

511 3.18 Class Diagram UI

Y
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3.6 INTOINONNYIVDY
A A A4A ) ~ = A A oA Ao 9 A o
lﬂﬁ@quﬂﬂlﬂﬂjﬂl@\jﬁlurﬂﬁu']ﬂﬂq Lﬂﬁ@\n]@ﬂ3’0ITJilLﬂﬁllﬂuum’]i]’]lwaslfjﬂﬂll‘lﬂ'ﬁﬂ']Tﬂﬁ\‘]\‘nu

[l Y
1. Maximo 1 ldieazarnaaumswain IaihunldludivesTumadiazasnismeuay

{GIN

T €3 mixamo

Mixamo

Get animated.

Animate 3D characters for,games, film, and more.

519 3.20 Sulasel Maximo

UY

2. Asset Store U84 Unity ﬁnlﬂ%mluﬂ1iEJf]ﬂl,LUULLMWLLQ%@W?ﬁ%@Qﬁ’Jﬁ$ﬂ§

“IT°S FINALLY HERE
M ASNT RN AV
PR e i

UP.TO 70% OFF

e 50% on Qver'S00 of the, most popular assets and 70% op Flash Deals.

40 GAMES BUNDL

N ol ol
]

gﬂﬁ 3.21 Asset Store U84 Unity
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3. Chine Machin Camera 11 Unity Registry ﬁmﬂ%lwdmguﬂéjmﬁﬁm?q

€« X ‘unity.com. .n:(hbcﬁ@:

CINEMACHINE

POWERING

CAMERAS FOR
FILMS AND GAMES

Emmy-award winning Cinemachine is a suite of tools for dynamic, smart, codeless cameras that let the best shots
emerge based on scene composition and interaction, allowing you to tune, iterate, experiment and'create camera

behaviors in real-time.

511 3.22 Chine Machine Camera U949 Registry Unity

UG

4. Machine Learning 11 ML-Agent ¥ 14iteflnmsuuealiinnuaiuisoiteryus Player

L

ML Agents

Version 2.3.0-exp.3
Packages - Other Registry

ML Agents hT p.3 v com.unity.

Remove
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End Game 1]191103
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Hone Scenes
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‘ Volume

Select Mode ] Setting

Game Start

‘ New Game

Mo

\ |

‘ Show Score

Play

‘ Exit ‘ .

—7—4—7

Attack

Y g

Movement

Continue End Game

gﬂ‘ﬁ 4.1 Activity Diagram MIMNUVDITZUUINN
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1. ﬂ'lﬁlﬂé’f)ullﬂ?”llﬂﬂﬁﬁagﬂﬁ

2. m3lwdszes1nd uazsvez lna
3. m3l¥ skill TowRAues Boss

4. Al ﬁi%}ﬁﬂ Enemy

5. EXP iz‘l_I‘lJL‘I/Q\iﬂJ Level

6. WAHIA HP

7. N13918 Die

8. Mode Easy, Medium, Hard

9. ni Warp

10. MIM Damage

11. Action mimé@u"lwaﬁaagmuaz Action guq
12. UL a1 melunw

13. Reinforcement Learning (RL).
14. Minimap

15. Score
A o
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