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ABSTRACT

Actually, Most of state-of-the-art in developing a product like software which is
intangible and complex is seems to involve mainly in business supporting issues. Another side of
the coin turns to be entertaining-related area of development, the game programming.

Game programming, in order to construct, needs to combine both theological knowledge
and imagination. From engineering concepts to model visualization, plotting the storyboard, each
and every computer games are complex and not geared easily to make realize in the real world.
Thus, the brand-new technologies as artificial intelligence techniques are to be chosen for solving
gaming problems, especially character behavior. However, the right technique for the right job is
critical. The most challenge opportunity in developing is to answer the question "How to build the
character to act like human, think like human'.

The main purpose of this thesis is to construct the game named "Company Of Thai
Warriors" which is about the Thai ancient heroes fighting. All players, humans and computer-
controlled players will fight together! All aspects such as the entertainment, unity as well as Thai

culture are to be the most important lessons and our main concerns to carry out our tasks.
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2.2.1 Fuzzification
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If(in melee range AND uninjured)AND NOT hard then attack
If(NOT in melee range} AND uninjured then do nothing

If(NOT out of range AND NOT uninjured)AND( NOT wimp) then flee
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3D translation 3D scaling
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gﬂ‘ﬁ 3.9 Class Diagram
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