COMPUTER SYSTEMS RESEARCH 
Code Writeup of your program, example report form 2009-2010 

1. Your name: Bharat Ponnaluri, Period: 5 

2. Date of this version of your program: 1/24/09 

3. Project title: Design of a Real-Time Strategy game with a genetic AI 

4. Describe how your program runs as of this version.  Include

-- files that may be needed



Currently, my game uses an txt file to determine the positions of cities. All my other files are java files

-- algorithms, specific procedures or methods you wrote

Heuristics

• getIncomePower(Player p): Finds how much income a player has com-

pared with other players

• getEnemyPower(Zone z): Finds how many enemy troops are in a zone

• getPotentialBorders(): Calculated the number of border cities a player

will have if they take a certain city

• getAverageProximity(City c): Calculates the average distance of a city

from all the player’s cities

• getTroopPower(Player p, Location loc): A total of the number of troops

around an area weighted by how close they are to loc

• getZonePower(Player p, Location loc): The number of cities around a

city weighted by how close they are to loc

• getPotentialNeighbors(Zone z): How many neighoring enemies a player

will have if they take a certain zone

These generate valid values between 0-2, which is a good thing. I am also using my old heuristic which weighted the troops and zone around an area based on proximity.

public class Zone: A reimplementation of my city class with references to troops in the zone.

-- kinds of input your program uses



My input is the same as it was 1st quarter. The mouse is used to move troops, and the shift and enter keys are used to build troops

-- screenshots, what kinds of output does your program have



The screenshot is from the last working version of my program. Currently, my game draws the cities and troops that are owned by the human player, but does not draw any of the other players' troops and cities.

-- does your program handle errors, or does it crash on errors of input?



My program has the rendering algorithm run a certain number of times per second, but it takes the rendering algorithm take more than one minute to attempt the necessary frames per second(FPS) rate, which has been creating problems. After my program gets around 5000-10000 troops, my game crashes. Also, my game crashed when I try to quit the game. Otherwise, my game works.

-- tests: summarize the basic analysis and testing of this version of your program.



My game runs at a sufficient speed except for the graphics algorithm.  It needs to run about 4* faster so that my game can generate the requisite frame rate.

Although, I sucessfully implemented the Zone class and implmented some new heuristics, I spend signficantly more time debugging code than writing code. With my Zone class, I acidentally modified the troop movement rate so that troops couldn't move at all. As a result, my trooops were transported to undefined locations and deleted. I had a lot of difficulty finding out why troops were dissapearing because I felt that the problem was with my implementation of the Zone class. In summary, tracking down errors has taken an unexpectedly long time, even after I started planning. As a result, I did not accomplish as much as I had hoped to. However, this does not surprise me because it took me several months last year to fully implement my old AI heuristics.

5. What do you expect to work on next quarter, in relation to the goal of your project for the year?  

Next quarter, I expect to work on finishing the implementation of my improved evaluation  functions so that the cities display properly. Then I will create and run a genetic algorithm and a no-graphcis version of my game to create optimized combinations of the heuristic evaluation functions. While the genetic algorithm is running, I will improve my game's rendering speed, improve my interface, and add code to allow new AI  and map designs to be implemented. Having different map designs will allow for more  rigorous of my AI.

