Paths of Glory Programming Manual

What are the basic things you need to know?


You must know the basics of C/C++ programming. You must also know the functions available to control the units in the game. The functions are defined in the header file bot_include.h which you will need to include in your code. (#include “<DIR>/bot_include.h”). The summary of all the basic functions available to you, the arguments that can be passed etc. are given below.

Function summary:

void Initialize()


You will need to call this function before you do any thing else, this will initialise the player sockets and will start communicating with the game engine. The game engine will wait for the player code to call this function for about 2 seconds, after which it will terminate in case the player code does not call the function.

void cleanup()


You will need  call this function before you terminate your code, it performs socket cleanup and calls the garbage collection mechanisms.

int createBot(char type)

input: The type of the bot which you want to create. The various choices are


'f' – will create a fighter


'b'-  will create a bomber


'c'- will create a carrier


'd'-  will create a destroyer a.k.a battle ship

output: The function will return an integer which will be used as the BOT_ID of the created bot (and 
will be used for any further communication with the bot) on success. Otherwise the function 
will return a -1 on failure. 

description: 


This function creates a bot of the type specified by the input argument char type. The total amount of money will decrease depending on what bot has been created. The function will then return a  unique intiger BOT_ID, which describes the bot. cannons have BOT_ID's in the range of 0-4,fighters have BOT_ID's in the range of 100-199, bombers have BOT_ID's in the range of 200-299, carriers have BOT_ID's in the range of 300-399 and destroyers have BOT_ID's in the range of 400-499.

example:


int a=createBot('f')


This fagment of code will create a fighter plane and a will hold the BOT_ID of the fighter 
created. a=-1 if the game engine returns an error.

int moveBot(int BotID, int x,int y)

input: The BOT_ID of the bot which needs to be moved, and the x and y coordinates which it needs to 
be moved to.

output: The function will return a +1 on a successful move and a -1 in case the coordinates are out of 
range or if the BOT_ID is out of range.

description:


This function will move the bot designated by the BOT_ID=BotID and will move it to the position (x,y) at a speed equal to the bots predefined speed.

example:


int a=createBot( 'f ' );


int success=moveBot(a,100,200);


this fragment of code will create a fighter plane and will try to move it to the point (100,200) on 
the grid.

Radar radar(int infoabt)

input:  An integer infoabt. If infoabt=0 the function returns information about the players own units or 
bots. If infoabt=1, the function then returns information about the enemy's units or bots.

output: The function returns a structure Radar which contains the information about all the bots 
 belonging to the player or the enemy. The exact structure of the information is given below.
struct Radar


{



int read;



int RadarValue;



int radar[250][4];



int money;


};


the variable read=1 if the structure holds any information and is readable, read=-1 if any error 
occurs, the structure is basically unreadable if read=-1.


the array radar[50][3] holds the information about the bots.


radar[i][0] holds the BOT_ID of a unit


radar[i][1] holds the current x position of the unit described by the BOT_ID


radar[i][2] holds the current y position of the unit describes by the BOT_ID 


radar[i][3] holds the health information of the unit described by the BOT_ID


where i ranges from 0 to RadarValue.


the variable RadarValue holds the array index of radar[50][3], it basically tells you until what 
value of  i in radar[i][3], does the array hold relevant information.


the variable money, holds the information regarding how much money the player has at the 
present game cycle

description: 


This function provides the functionality of a Radar n the battle field. you can know the positions of your or your enemy's units with this function and also their healths. The function will return a structure Radar which will contain the information. You can also get the information about your total resources available by reading the variable 'money' .

Info infoBot(int BotID,int player)

input:  The int BotID will hold the BOT_ID of the unit on which information is needed. The integer 



player will hold 0 if the player wants information about his unit with BOT_ID=BotID or 
player=1 if the player wants information about his enemy unit with  BOT_ID=BotID.

output: The function will returns a structure Info which will hold complete information about the unit 
 being queried.


 struct Info


{



int read;



int posx,movtox;



int posy,movtoy;



int health;



int fireat;



int fuel;


};



the variable read=1 if the structure holds any relevant information and read=-1 in case of any 
error and the structure is unreadable.


the variable posx holds the current position of the bot queried by BotID belonging to the player 



if player=0 or to the enemy if player=1


similarly,


posy holds the current y coordinate of the bot


movtox holds the x position towards which the unit is moving


movtoy holds the y position towards which the unit is moving


health holds the health information of the bot


fireat holds the BotID at which the unit is presently firing at


fuel holds the information about the amount of fuel which the unit currently possesses

description: 


The function returns complete information about a unit described by the BotID. It'll return information about the players own bot if the input argument player=0 and the enemy's unit if the argument player=1

int inrange(int myBotID,int enemyBotID)

input: The inputs are the BOT_ID's of the player and the enemy respectively

output: The function returns a +1 if the enemy unit is within firing range and returns a -1 if the enemy 
unit is out of firing range or in case of any error.

description: 


The function retuns a +1 if the bot described by enemyBotID is within firing range of the bot described myBotID.

int fire(int myBotID,int enemyBotID)

input: The inputs are the BOT_ID's of the player and the enemy unit which the player needs to fire at

output:  The function returns a +1 if the enemy unit is within firing range and the fire command is 
executed successfully., it returns a -1 if the enemy unit is out of firing range or in case of any
error.

description:


The function commands a unit designated by myBotID to fire at an enemy unit designated by enemyBotID, but it first checks if the unit is within firing range, if not it will return a -1

int landon(int fighterID,int carrierID)

input:  The inputs are the BOT_ID's of the players fighter and the the players carrier on which the 
fighter is supposed to land on.

output: The function returns a +1 if the fighter lands successfully on the carrier designate by the id 
carrierID, or a -1 in case of any error.

description: 


The function commands the fighter designated by fighterID to land on the carrier designated by carrierID. It will return a -1 in case of any error. once on the carrier, the fighter will be refueled at a constant rate defined by the refuelling rate and the fighter will move along with the carrier to wherever the carrier is moving.

Sample code:


#include “<DIR>/bot_include.h”

void main()

{


Initialize();


int a=createBot('c');


int b=createBot('b';


int c=createBot('f');


int success=moveBot(a,300,400);


success=moveBot(b,100,250);


success=moveBot(c,300,350);


Radar player=radar(0);


while(1)


{



if(player.read=-1)




player=radar(0);



if(player.read=1)




break;


}



Radar enemy=radar(1);


while(1)


{



if(enemy.read=-1)




enemy=radar(1);



if(enemy.read=1)




break;


}


register int i,j;


for(i=0;i<player.RadarValue;i++)


{



for(j=0;j<enemy.RadarValue;j++)



{





if(inrange(player.radar[i][0],enemy.radar[j][0]))




{






fire(player.radar[i][0],enemy.radar[j][0]);




}




}


}


int landsuccess=landon(c,a);


Info fighterinfo=infoBot(c,0);

}

This is a very simple code which describes the functionality of some of the important functions. It initially creates a fighter, a carrier and a destroyer and moves them to specific locations on the arena. then it calls the radar function and orders every unit on the board to fire at any enemy unit within firing range. It then tries to land the fighter on the carrier assuming units have reached their designated places    specified by the moveBot command before. It then calls the infoBot function to check the fighter's condition once it has landed on the carrier.

General Information:

· The coordinate system is not relative, keep this in mind when u r coding…call the radar function and determine your exact position. Do not write a code assuming that you will be player1. Ideally a code, in its main loop…will call the radar function once and then take decisions based on it.

· You do not need to define the structures Radar and Info in your program, they have already been defined in the header file bot_include.h, you can just use Radar and Info in your program just like you would use any data structure.

mail your queries to aiwars@shaastra.org

in case of extreme urgency, you can call up Rakesh-9884364285 or Ritesh - 9884363746

