RAISRER R GRS
strategy_lib - 1B5EFEHIS - WISERMEAGNERE | AXHFHRBERXBHESE

EIRIAERIRA strategy_lib FHRBIKE strategy.py - B—Ri#: KB A (BR) B (RREFH)  RELEOIFEEE ; ESEEARNYNSH > BH D (RERMBF) - R
PERHSEEAIHNERRE -

A FENEE

Al [EZHEAE

15ith 800x800 &% » REELE LA » x FAEK y FTEK - BEFAINE (1=180") : 0 8H /2 BT » sn 8L —/2 L ; FEE=-AEEK - EXEBELHECEA
E > F me.direction_to(B1Z) FitF -

(0, 0) x — 800

-1/2 (k)

& {x, y, w, h}

=1 (%) >0 (h)

FEE=-AEEX

\ ®
#Hxy)
@zun

y | 800 /2 (F)

A2 BRBS—SER 5 BAHF
£ 1/20 WIFI—R act(state) » EEE 5 EARY - BEFHESEEF » A Action » Behavior KRB L combine() ZE4 °

fusE EBfiz (dict A9SE) 0 1 2

2118 8 move AU FwD iR BACK 21k sToP
g 2@ E5 body A8 LEFT R NONE F#3 RIGHT
%5 3 1@ s turret P g Hig

% 41E X fire REX FX —

5@ FRAE skill ESie i35 —

Bl: [e, 2, 1, 1, o] =p0& - ESAE  WERY  FX - NIRXEE - EFNRIESEE - FIXAIN—BERIRH - —SEZBRX - 8—THEGRZEN 4° BN 6.3°; AIER
ESS$ 25~38 &K (kikhe) - BIEEZAIERN 0.6 fF -

A3 combine : B3R TR S 5 EEF
#51& Action  Behavior [RB R B EHPEIE » BE—RRE T IBLKRH/EIE (dict) o combine 1 TMHEEHARML BOFERERK > RIEF—R—EMLEE > REEM 5 ARF :

Behavior.keep_distance(me, e, 230) # {40 {"move": @, "body": 2} RERH -
aim Action.aim_turret_at(me, e) # flan {"turret": 0} RERE
]

fire Action.fire_when_aimed(me, e) # flan {"fire": 1} RERK
skill = Action.use_skill_if(me, False) # flan {"skill": o} RERAE
return combine(move, aim, fire, skill)

SE 28 E5 s FAX FeHE
FAsRfE (fHEEHAH) 212 178 178 0 0
4 £ move 0 A& 288 1 0 0
84 F aim 0 2 0 X8 0 0
B& £ fire 0 2 0 1RX 0

B £ skill 0 2 0 1 0
BR [0, 2, 0, 1, 0] =7l - EFHE - WIELE - FIN - TIRIREE

REANBTAR 0> MR MHESBAMR AIFERE (combine —EE1E 5 EHF)

BRfi (=20 g ik BAX b33
IREGHIRFEAE 2 (180 2ri#) 1 (F8) 1 (F8) 0 (REAX) 0 (&)

FiA combine() ftE#AR4%G= [2, 1, 1, 0, 0] (RiAE) ; FHEEMZE None (FIMIBETTAE—REM) SEEMNSE -
F—1&BAMR > EEAIEIFAIEA © combine(move, aim, fire, Action.hold_fire()) #& - fire fciE MBAK 1) > BREM hold_fire & THIX 0] » FRIA—ERBIK - 1BBERER
E T&RERTE > MRERER -

M combine thEIMA : Hi# return [0, 2, 0, 1, 0] Rt - combine RZRIRIE 78EN) 45 Behavior » THEHE | 45 Action » EBREFBEIER - FHLTHM—EE
A8 -



A4 strategy.py B2 (BE—1TEMITED)

from strategy_lib import Me, Memory, P, Action, Behavior, combine

# @O BHETESH  BEERERERLE > BFAAE  BSHR

CHASSIS, MODULE = "standard", "boost" # RS (IS TEHMNEAS BENELT)
KEEP_DIST = 230 # MBARFOER (BXR)

LOW_HP = 0.4 # MBERZ DGR

class Strategy: # fERIZW—EEN Strategy
def reset(self): # Q SRMATI—RX : EEERY NERELME #
self.memory = Memory() # Me ERERREBIBMANLE
self.shots = @ # BHOHEEER - SRR TR

act(self, state): @ 8% (1/20 #) Fl—X > BF 5 EEH
me = Me(state, memory=self.memory) # IESTEERAREEIERL me
e = me.nearest_visible_enemy() # RABEFIMA > 2BME None

# @ RERH (BE—S7RNEY - BE act() EHLF)
if me.outside_safe_zone(50):
move = Behavior.go_to_safe_zone(me)
elif e is None:
move = Behavior.patrol(me)
elif me.hp < LOW_HP:
move = Behavior.hide_behind_wall(me, e)
@lsen
move = Behavior.keep_distance(me, e, KEEP_DIST)

# © BE%E - BN - $REE
aim = Action.aim_turret_at(me, e)
fire = Action.fire_when_aimed(me, e)

skill = Action.use_skill_if(me, me.bullet_coming())
if fire["fire"]:
self.shots += 1

# ©® B 5 EEHEE
return combine(move, aim, fire, skill)

A5 SRERSEEMHE

BEHE REMHE T

BISHASN2H (B - PIE) BR&ELH > BFKE KEEP_DIST = 230

ERE—HRANEA (T—REgE=x) reset() 8% self.&F = MiAE » WHIE self.memory.BF self.shots = @  self.memory.prev_hp = 1.0
REE-SHANE act() 1BEHES e = me.nearest_visible_enemy()

ATEAERR IENEHEG MFE0NRA) (BN LEL—PHNE) : EXSESF/MBITEE - self.xx —EBELE reset() #HRIEE > TUE—RE act() BEFLE
(AttributeError) °

A6 BRERMEEF

R EEEZ A (BEfi)

k> me = Me(state, memory=self.memory) B D1 REBMER > %0 me.x -~ me.hp  me.cooldown

A me.nearest_visible_enemy() - me.visible R A8 BIAZME : el"x"] ~ el"y"] (1BX) - el"vx"] ~ el"vy"] (BSBHNGER) -
(dict) me.enemies e["hp_frac"] (0~1) - e["heading"] - e["turret"] () -+ el["stealthed"]

e["chassis"] ~ e["module"]

FiE me.bullets R A9 FHEEME : b["x"] ~ b["y"] ~ b["vx"] ~ b["vy"] (FESHR111EZ > K 12.5)
(dict)

#& (dict)  me.walls R A0 BEEAE o wi'x"] ~ wi'y"] (EEA) ~ wi"w"] ~ wl"h"] (B 5)

[iva==+ P(x, vy) p.x ~ p.y CEE:PHA .x »dictH ["x"])

A7 EEEEHR : visible ~ enemies * bullets * walls

BE (list) MR R dict HHE—#L) : A for —EA—EEHR - B [o] ERE—E B len() BHELME - BFEAREREN (1) A [0l ZFI% if B8E: BE- TE
AT~AT B9BIF - BRIE—ISEMLEE (TFEE > 5 29 %5 55 2 BFA  5LEF 3 BRGF8) MTRNE—(ERR - JTERZEN -

AR EERMTE HFEHEF EEBE
me.visible MABHFE (A8) » RAEBEIN HiAEE 28
me.enemies BAEMF (A8) > FIAEEEN - BEERE - BEHH o 48
me.bullets FEEAFR (A9) » RAEBAH THE 3%
me.walls EEME (A10) - BEHIE REEE 8|



print(me.view) # ﬁﬂ’ﬂﬁﬁﬂﬁﬁﬁ
print(len(me.visible), "&&%BE ", len(me.enemies),

for e in me.visible: & - BRINEBA - RIEEE
print("#A", round(e["x"]), round(e["y"1), , round(me.distance_to(e)),
"m", el"hp_frac"l, el"chassis"], e["module"])

hidden = [e for e in me.enemies if e not in me.visible] # BEEEEFIN (R K& B5)
print("&XZIK", len(hidden), "&")

if me.bullets: # FEBERERTN » KiIRE
b = min(me.bullets, key=me.distance_to) # R —FERS 738
print ("&i¥AIF3E", round(me.distance_to(b)), "{&ZX:&EE", round(b["vx"], 1), round(b["vy"l, 1))

w = me.walls[0] # B—EE:AELA (x, y) Ew-5 h
print("#&", wi"x"1, wl"y"l, w["w"], w["h"], "#", len(me.walls), "E")

PATRER

340

2 aERE - 4 ABEE

BA 420 133 §EE 317 M 1 gunner boost
Eﬁﬂl/\ 517 643 §E#E 338 [l 1 scout stealth

2K 2
E‘iﬁﬁ’]?%ﬁ 406 8% > FE -11.0 -0.7
#& 370 260 60 280 # 8 H

A8 BAZHE (me.visible - me.enemies 1295 —1E)
F—EMAZ—E dict > A e["#a"] BYE > me.nearest_visible_enemy() EMEIthZEIENZENE (8L None) -

1Bz BR Bl #E BB

e["id"] int  1~4 (10 & 1~9) BEBANRR - BEAE ; sIAAREHE—

el"x"] ~ el"y"] float f&3 » 0~800 BRALNUE (ELBRFRY >y T TEX)

el"vx"] ~ float &R/ % 49 -76~76 E—%xy EBBT S (BEJER=0) - EA/N= nath.hypot (vx, vy) ; &l

el"vy"] E—*;EJZ%E’] 2 f&

e["heading"] float FIE » —m~m B (084A /2 8T) » h2EAENSE

el"turret"] float 3E » —m~Tt BO%E > NESREE ; FESEEEAEH

el"hp_frac"] float  0~1 FIERMEBLES) (1=3M) ; Sh—I0 12 75 FEEHAER 100 M - F5 120 ~ EE 80~ &
4t 90 ~ &H@ 100

e["alive"] bool — BTEENS 5 me.visible ~ me.enemies REEZEM » FiA—ERZ True

e["stealthed"] bool — EERES ; BERHNBARSHIRE me.visible (EETERZIE)

e["chassis"] str standard * heavy * scout * HEES « AT . EBEE B RS RIE

gunner ~ lancer
e["module"] str  stealth » shield * boost * antizone ~  #448 : [B& - & - &# « nFH - BiE

radar

import math
from strategy_lib import wrap

e = me.visible[0] # REN—BEBINHRA
print("fI&", round(e["x"1), round(e["y"1), "EEBE", round(me.distance_to(e)), "f&Z&")
speed = math.hypot(e["vx"], el["vy"]) # F—HRETEEE (BEFHEEE=0)
print("i®E", round(speed, 2), "&X/5")

side = wrap(me.dlrectlon_to(e) - me.heading) # HBENEE: E=THE B=1txrE

print ("ZE&HHN", "HE" if side > 0 else "AE", abs(round(math.degrees(side))), "E")

back = math.atan2(me.y - e["y"], me.x - e["x"]) # RBMABEENSE

print ("EMNROH E54 , abs(round(math.degrees(wrap(back - e["turret"])))), "E")

print("10 #$%&AA%E", round(el["x"] + e["vx"] % 10), round(e["y"] + e["vy"] % 10))

print("m", round(e["hp_frac"] % 100), "% |&#", el["chassis"], el["module"]l, " |[EHH" if e["stealthed"] else " | REEE")

PITER

fiIE 420 133 fE@E 317 &R
HE 3.0 BE/$

N G2 42 B
ENBOMEEREE 04 B

10 HEANTE 412 161
M 100 % | &% gunner boost |BAREE

SRR
1

420.04 ~
132.57

-0.83+2.88

1.85

2.34

True
False

gunner

boost




me.enemies BIEEREMBA - BRAKIKN MEFE) ; HEEREERRAEA - EREERABMA o RIGBIKE me.enemies » RELHMHRISE - —AZHEA me.visible iR

E o

A9 FEZFE (me.bullets BHS—H)

AL BR K- @#E BR

b["x"] ~ b["y"] float 1§ >0~800  FEREMME

b"vx"] ~ b["vy"] float &R/ % % xy ZFIESD ; HE= math.atan2(vy, vx) - BEANEE 11 (EiEE 12.5)
b["own"] bool = — EARHKBCHMN ; mebullets REHSH - FTA—ER False

FOEAVRRRA ORI 24 BRI BER 1 BER (RIE125) » &RBR 70 & (&5 55) > FAIUGITEAI 770 (3F5Y 605 - KA 875) ; MEESISEMHE ; R SIERPOARE

16 GRMEITH 112 B EBEFRPE5EER) - TF3E8S -

import math

for b in me.bullets: # B—EREmHFE
d = me.distance_to(b)
speed = math.hypot(b["vx"1, b["vy"]) # 11 BF/% (R 12.5)
toward = (me.x — b["x"]) x b["vx"] + (me.y - b["y"]) * b["vy"] > @ # FREBRIB

if toward:
print("gE##", round(d), "i®E", round(speed, 1), "fFHM | 4", round(d / speed), "HERFIFEMIL")
else:
print("gE8#", round(d), "#®E", round(speed, 1), "&BF | FHEE")
print("&A2373IF (bullet_coming) : ", me.bullet_coming())

PiTER

BBk 416 WE 11.0 FHM | 4 38 HHRRIBMIE
fEBE 406 HE 11.0 EBE | FRET

PERE 443 HE 11.0 EEHM | L 40 SEMEIFEHEE
BFXEITEFE (bullet_coming) : False

A10 EEHF (me.walls BHIS—HE)

15 B R
385.4 ~ 648.4
10.8 ~ -1.9

False

L iv3 Bl v 2R EfEFR (5—m)
wl'x"T ~ wl"y"] int B= oy =] 370 ~ 260
wi"w"]l ~ wl"h"] int BE g (Fh8) 8 (EF) - ATA=(x+w,y+h) 60 ~ 280

HERAY  BEHAEE (+FE22 8 H - BESH 9 H) - BRRAFEE - FEBITIMMER « RESWRIEE (me.can_see METERERRAME) -
import math

w = me.walls[0]
print("ZE&", (w["x"1, wl"y"1), "&AFA", (w["x"] + wl"w"], wl'y"] + w["h"]), "do", (wi"x"] + wi"w"] /7 2, wl"y"] + w["h"] / 2))

def inside(x, y, w): # B (x, y) EAEEEMEE

return w["x"] <= x <= w["x"] + w["w"] and w["y"] <=y <= w[" "] + w["h"]
print ("2 (400, 400) 7E5E—EEEN : ", inside(400, 400, w))

def gap(w): # HIEERRANIER (0=05E1E)
dx = max(w["x"] - me.x, @, me.x — (w["x"] + w["w"]))
dy = max(w["y"] - me.y, 0, me.y — (w["y"] + w["h"]))
return math.hypot(dx, dy)

near = min(me.walls, key=gap)

print ("BEFRRAAIME", near, "EEBE", round(gap(near)), "{&X")

PATRER

ZtfA (370, 260) A TFA (430, 540) Filv (400.0, 400.0)
25 (400, 400) TESE—EMEAENS : True

BEECRITAOME {'x": H : 'h': 60} BB 33 &R

A1l ZEE (me.zone_center * me.zone_r)

Bt BRI 22
me.zone_center P ZEEELD - S/ - FEEGL (400, 400) K +80 XA ; BEEE
me.zone_r float REEBHEE (BF) - 5 0~200 $2 620 - Z&l#EH/)\ - 5 1,000 & (50 #) #EZ) 90 MAB4H

EEMSIHN 10 I (REEERSE) -

c, r= me.zone_center, me.zone_r

edge = r - me.distance_to(c) # E=7ZBR  BHEREFZE  8=-2KEB»
print ("@\", round(c.x), round( , "HE", round( " | ®EHER", round(edge), "% ‘EBR" if edge > 0 else "R - HFI0 10 Mm")

EfEBIRE
P(420, 320)

620

PiTER



Bl 420 320 ¥1F 620 | HKEER 378 &=

B RRAMEER

THEHHREBBKE act() & RRATESASE me e = me.nearest_visible_enemy() - move - aim - fire (R A48

pui)
M

) -

B1 WOEEERA « #HETHREX
REANKE  BRONFAZRGE  MEBES -

aim = Action.aim_turret_at(me, e) # WOMEEMA (TiRA
fire = Action.fire_when_aimed(me, e) # HP2E - SEHEIT R BEE > TR

return combine(move, aim, fire)

B2 FEItE EREEME
BEYHA P(x, y) > x vy 2BE (0~800 » £ EHBERE) -

Action.drive_to(me, P(400, 400)) # BAZIHhE Pt
Action.drive_to(me, P(100, 700), arrive=30) # FEIETANE > = 30 BXMES

B3 #HEMEAEE (FIaNEREHRA)
HEZEE GIE) - MAKAEMN  (180°) MERAM -
import math

away = me.direction_to(e) + math.pi # AR E
move = Action.drive_in_direction(me, away)

B4 BIREHT
RIEERFEERIMEERA - WO SIMERE -

move = Action.back_away_from(me, e) # BEIEHERATERR
return combine(move, Action.aim_turret_at(me, e), Action.fire_when_aimed(me, e))

BS FEMRRMAERE (EEEHE)
EE 2 HAE—-BFE LM 20 B FRANREENE FERREAH -

skill = Action.use_skill_if(me, me.bullet_coming())
return combine(move, aim, fire, skill)

B6 MRS > REFARRAX (REHH)
FRE T —FIAFLAER: » PRIAPRSEFZER hold_fire Fi=FX °

skill = Action.use_skill_if(me, me.hp < 0.4 and e is not None)
if me.skill_active:

fire = Action.hold_fire() # BEHRFEK
return combine(move, aim, fire, skill)

B7 HEEMNHEREREE (GERIEH)
BRI DRRE x2 > BREAREERX  RAMRB 6 B -

if me.outside_safe_zone(0):
move = Behavior.go_to_safe_zone(me)
skill = Action.use_skill_if(me, True)
else:
skill = Action.use_skill_if(me, False)

B8 & b—SHIME - FIETR FEEWIT
B—LSHBEREIL me » ZELENERFMIE self.nemory ° FETE reset() @4 #I1A1E : self.memory.prev_hp = 1.0
hurt = me.hp < self.memory.prev_hp mtE E—%2 - [T

self.memory.prev_hp = me.hp R IRGT—HH
if hurt and e is not None:

move = Behavior.hide_behind_wall(me, e)

BY MRABREEREFE KA
RITEBBRABREEFD > MAZRREINOLE -



if e is None and me.saw_enemy_recently(80):

move = Behavior.go_to_last_seen(me)
elif e is None:
move = Behavior.patrol(me)

B10 RITMDHIBA
me.visible ZFTAERFEINBA (HEZE) > AIMECHER -

weak = [x for x in me.visible if x["hp_frac"] < 0.5]
target = weak[0] if weak else e # BMPHNFITE » FRPFTRIAN

aim = Action.aim_turret_at(me, target)

fire = Action.fire_when_aimed(me, target)

C #HE
48 #E BR FR bl BEMA
IESERE stealth )] NHIRERANBAE | —FAFERRR 257 24 % fERRmFE > fERFA hold_fire()
HEEEE shield )] ET—%FE (123) 2% 20% me.bullet_coming() BF&
HEEER] boost )] RE x2 > BIEARBERK 1% 6% W3~ Bl ~ R EERER IR
MEER antizone #En BIMSE R+ —HAR ENEE S
EiE radar #Eh R4 340 — 450 (BIAtERFRR) —HBER TR

FENIFAEA Action.use_skill_if(me, &) : HFRIUME me.skill_ready 7 EEMIZ - BFFIAHE 3 FHRAER o me.skill_active FNIRAEEEIEAS - IR B5~
B7 -

D REGERAFE

DO REMRE (KEESRRKRAY > BETHERRIAF)

BRE itz
Me KI753% (me....) (AZ 13 @)

me.distance_to(p) HE p WELRIERE -

me.direction_to(p) REIED p M °

me.can_see(a, b) a fll b ZEMNERBRAR
EIEIE -

me.is_open(p, rad=18) p EEEREFRERT—&

B3 (RS ~ RHR) -

me.clearance(ang) RERPOE ang FHE
ZERBEENISE (B
=) o MERE RIS
BRE—TEEE -

me.wall_gap() RNE 5B RITNTES
SEERZE (1BXR) ;0=
BhEE ©

me.zone_route() ERORE2EMNES (8
—RIFNEFAE - FE
memory &) °

Behavior.go_to_safe_zone
EREHBEE -

me.nearest_visible_enemy() RIL—BBBEIEBA -
me.in_safe_zone(p, margin=0) p EAERZEE > mAsk
BRZED margin X -
me.outside_safe_zone(margin=50) KERRAELZZEI > Bk
BRAZ margin = (%
FERNET) °
me.saw_enemy_recently(n=80) =i n SABEREELB
A -
me.bullet_coming(horizon=130, width=26) BREWS FEBEHRR
%
me.cover_spot(enemy, margin=28) H—EfEEE - MABR

3 XERZEAMME



Action : EZAENE (A2 9 E)

Action.

Action.

Action.

Action

Action.

Action.

Action.

Action.

Action.

turn_body_toward(me, ang, tol=0.04)

drive_in_direction(me, ang)

drive_to(me, p, arrive=12)

.back_away_from(me, p)

stop()

aim_turret_at(me, p, lead=True, tol=0.05)

fire_when_aimed(me, e, tol=0.12, check_walls=True)

hold_fire()

use_skill_if(me, want)

Behavior : 174 (A 8 &)

Behavior.go_to_safe_zone(me, arrive=12)

Behavior.

Behavior.rush_at(me, e, stop_at=62)

Behavior.

Behavior.hide_behind_wall(me, e, margin=28)

Behavior.go_to_last_seen(me, arrive=12)

Behavior.patrol(me, radius=300, spread=0.6)

Behavior.dodge(me)

Hith

combine (*parts)

Me(state, memory=None)

keep_distance(me, e, d, near=40, far=60, approach=0.5)

unstick(me, wait=1, back=16, gap=8, still=0.3, with_enemy=False, toward=None, pull=0.5, look=120, cooldown=0)

EEsEREASE (R
¥, TATE)

ERERH R ; A HIEE
EEEBERAKREO -

FREIREMLE > BITHE -
EEHEH - BBIHN
i ©

BHE p o FRAIEER
© (BERERAEN 0.6
f8) - BEBRET -
BT =5 E -

EROEEEER - BISTE
57HE  5—PRZEN
6.3%°

F¥ET 7 RIN : ERFmE T
E =B EERX -

B—HARRX - flEgF
(—FXBBEFAER) - 5

£ combine HIEREEITAE

EIRFIERIFA

A4 LI B R AERL B I 12
FREE -

FrEEBROM (FENG
&M > 7 10) - 84
B - B/OIEREERT - FE
BlOMIE S MBS AL
B

FMBMARIFELRS d MiE
B o IBREIRT -

EaRRA - §EiE stop_at
BEME -

FRE : BEEE - RIRTEE)
B > EZEIREY TS B

(TE7EEEERAEIE > AS7EE
EMAlE) -
RETERBRA BT RIRM
75 5 MR A REREE R
EE-

FEIRE—REZBARIL
B (BRARERBEL

B) -

(=

REIBASELZZEER
PR - ZITHIRT—ME
e

HOBWE 2 BiT4A
RIT—EHECRERNT
> EMFEEENAER
%o

EEEMIESRESRIBSRE
—H 5 AR - (B3,
E5, MiE, FX &KEE -

%1 B—&EE  BE
FINEM - 8—F7E act()
FIE—1TEI - me =
Me(state,

memory=self.memory)



Memory ()

P(x, y)

wrap(a)

@Action.custom

@Behavior.custom

BHIRENTIE - 854
SEREI Me » RARE
Memory (2§ self) 2RI
EEBRET—H -

FELO—ER > BRET
TERATT ) -

EBEBRE —n~m ZfHE
(BME) »

EESEHERIIEME
Action » Z#F Action.i&
K& (me, ...) [F0Y - AR
F—H% -
EECSENTAINE
Behavior » Z1&F
Behavior. B E & (me, ...)
10 > FIPAERE—HK ©

FTRAEN : RIAEMELIE THCR) HWRE (BABHEAEER)

Action.fire_if_close(me, e, max_dist=250) E BifVEH) - A

@Action.custom BC B
By > RIEERUASDITRF R

Behavior.careful_fight(me, e, d=230) E BIRVESH - A

Behavior.dodge(me)

want_skill(me, e, hurt)

v D1

Me : FEVERR

@Behavior.custom B2 &
B > M ZARIFEERE - MR
&t

&if5) C 9 strategy.py 42
F3 @Behavior.custom B
C BRI FE

&5l C A9 strategy.py &
BRI —MREE : HIEE
AR R R IR R A

me = Me(state, memory=self.memory)

MH1 E—HEBE - BEEINEN - 887 act() WE—ITEIL : me = Me(state, memory=self.memory)

2%
state

memory

B

t

Xy

heading
VX N vy
turret

hp

cooldown
skill_ready
skill_active
chassis ~ module
view

visible
enemies
bullets
walls
zone_center

mem

{51

B
dict » act(state) IREIMSTEMAEE » [RETARENEER
Memory - 7E reset() BIIMF—1E (R4AMESSEH RN > M AERRA)
3REA
int > B (B 20 % > —FRS 1,200 %)
float » MMUE (BXR)
float - E&#AE (GNFE)
float » B—HRBIHT 20 (1&X) ; speed : float » BEMWIERE (BIEEERE 0)
float » fBO%EA (GRE > MESEEE)
float » FIERMELEH) 0~1 (0.56=FI—F)
int > EEESTTEEBRN > 0=7FIMEX
bool » IREEFTBMRT (WENEALEKIE False)
bool » $XEEIEFEIERF
str > FHAIECEE > BIA0 "heavy" ~ "shield"
int > FEIRARIERE (RER) > B 450 » Hfth 340
list » BFEHIRA - BAEE (BEHIHMA dict)
list - FIEEZHBA - B2EFE ~ BTN
list » 35 ERORRTS F3E (dict : x vy~ vx ~ vy)
list > & » BERZ dict: x~y (ELA) ~w (B) ~h (&)
P> ZZEEI ; zone_r : float » ZEEERIFHEE (BXR)

Memory > Fi2REEIRA memory



me = Me(state, memory=self.memory)

if me.hp < 0.3 and me.skill_ready: ...

me.distance_to(p)

3 p WESIERE -

28 AR Bd:)
P (MR) BENER > AIMERA dict ~ F3E# dict 5L P
E1fE

float : fBEfE (1BX)
Eifl

if e is not None and me.distance_to(e) < 200: ... # BATE 200 BER

me.direction_to(p)

PR p B9757 °

2 R Bilz]
p (WE) B2 AIAZBA dict ~ F38 dict 3¢ P
et

float : B¥AE (NE > —n~m; 0 A ~ /2 )
gl

ang = me.direction_to(e)

move = Action.drive_in_direction(me, ang + math.pi) # EBANKRAEFE

me.can_see(a, b)

a fll b ZENERERBHIEERE

28 R Bt
a‘b (Wp1H) MAERE - FTBAZ me ~ A dict ~ F38 dict B P
EfE
bool : True= R#HEE (BSE « FEIER)
&l

if me.can_see(me, €): ... # BAMBAZEREE

me.is_open(p, rad=18)

p EEMERRER T —RIER (REE - RHR)

28 -5 BREA
p (i) P BERENUE
rad 18 float » BFEFEM—BERIE (BR) - F8:% 18

E1E
bool : True=KI§F

me.clearance(ang)

REHROE ang 7518 - ZEEWIENIHE (BR) - WERBARHSHRER—TE2E -

28 b6 Bt
ang (WAH) float » 75/ (GIE - BEHE) ; BHEIEATSZ me.heading
B8

float : (BB (1BX)

&l

if me.clearance(me.heading) < 30: # EEEATE 30 GEAMEN




me.wall_gap()
BNESBEHRINRNISBERZE (BR)  0=0LEE -

=18
float

&

if me.wall_gap() < 6 and me.speed < 0.3: ... # B4EHE  LF87EF

me.zone_route()

E—RLEZZEMNEG (B—XIFIURETHE 177 memory #&) ° Behavior.go_to_safe_zone &R EEBIE -

me.nearest_visible_enemy()

REN—BEBEINEA -

FESE =7ERVRLRIEREA (340 - BIE 450) ~ RHMEE  2BRE » MEREEFNEEI—X -
g

A dict 3 None (;RBBEME@EHA)
A dict BONAL : x vy (iLE) ~ vx vy (BEBEIRIERE) « heading ~ turret GIE) ~
hp_frac (RIERIMELLH]) - alive - stealthed + chassis + module

&

e = me.nearest_visible_enemy()
if e is None:

move = Behavior.patrol(me)

=3

[EEAAER None » FB e["x"] ZRIESAEE » Action RIEKEIKE None BEE) A& « RN -

me.in_safe_zone(p, margin=0)

p EAAERZEEE > MABERZE) margin 3= -

2¥ FAER 28R

p (WAiH) P S#IA dict

margin 0 float » EFHERZETERE (BX) > 88 0
E1E

bool

me.outside_safe_zone(margin=50)

HEFREZZEI  HBERAFE margin X ZEBRET) -

28 e HHEA
margin 50 float » BHERZAMBEREE (BXR) > 185 50 ; REZELEEFEM 30% (HNE 90 FZ 27)
(EE

bool : [EAT 150 & (7.5 #) —El& False ; BOEASE ~ MR ERER OMPLNZEMRTEE False

{5

if me.outside_safe_zone(60):

move = Behavior.go_to_safe_zone(me)

me.saw_enemy_recently(n=80)

& n SABRBEIEBA -

2 BB A
n 80 int > FEEIE&Y > FE5R 80 (4 )
e

bool : True FF me.mem.last_seen B HEEZINLIE

&l



if e is None and me.saw_enemy_recently(60):

move = Behavior.go_to_last_seen(me)

me.bullet_coming(horizon=130, width=26)
BREMA FEERRMRE -

28 AR H$EA
horizon 130 float » FEBRZEBEUATE (1BXR) > 18R 130 (FESSR 11> 912 FABF))
width 26 float » BB BZAEBTH (BFR) > T85R 26 (BRF1E 16)
E1E
bool
&5l

skill = Action.use_skill_if(me, me.bullet_coming()) # /& : FEMRKAH

me.cover_spot(enemy, margin=28)

K—EREE - BABFE » XEZZEANMUE -

28 b5 EREA

enemy (i8) A dict » EEARIH

margin 28 float » BEfEZIE (1R%) - 858 28
=g

P 5 None (MfiTi2AEEHIIE)

v D2 Action : EAREIE (£ 1/8)

B 1B EAREE - SERBRIEHIB R — MBI -
EERERE dict » REEIEHIRER :

move : 0 B ~ 118318~ 2 21E

body : 0 E5 /8 - 1 R ~ 2 78§

turret : O FRIEAEE ~ 1 RiF ~ 2 [ig

fire 1 0 REIX ~ 1 X

skill 1 0 4% ~ 1 1RIHAE

&M combine() B8 dict &5k 5 EEEH -

Action.turn_body_toward(me, ang, tol=0.04)
EESEEREESAE (RE > FAE) -
B—LHEERZEN 4° (T 3.4° 83 4.3°)  FIMEFEE 40 25 -

2% AR S8

me (WpiE) Me

ang (E) float » BRR2AE (IE > BHARE - BEA me.direction_to(F2h) &)
tol 0.04 float » ZZDMAFAE (IE) > AR 0.04 (49 2°)

(Il

dict : {"body": 0 Z#8 /1 R§ / 2 )

Action.drive_in_direction(me, ang)
FEEASERE ; FAREREEEDERAELEO -

FEMNBREREE > BREBE (YR 43 BXR) ; EEAIE 45 GRAMIER - SEEER -
FEETREME | RitFEFREMEE > ANERERINEN - EEBTRSERITHE -

28 FESR BREA

me (073:)) Me

ang (WpiE) float » EXRMAE (GE > BEHEE)
=18

dict : {"move": 0 B 1 #IE, "body™: 0/1/ 2}

&l



ang = me.direction_to(e) + math.pi # MANRAG

move = Action.drive_in_direction(me, ang)

Action.drive_to(me, p, arrive=12)
FEIREMEMLE - ZITHE - SEENEE -~ SBATS R -
BROHTE 90 BRAXREER AR - ERAMEEBRE > SRETRED (BREFBEEBHEER) -

2% FAER SR

me (iE) Me

p (WhE) P SEA dict - BRI > 5130 P(400, 400)

arrive 12 float » IEE/N\RZDMERT ~ BT (BXR) > AR 12
(Il

dict : {"move", "body"}

{5

move = Action.drive_to(me, P(400, 400)) # FREIHhE AR

EE
RERENES > WEESIME aim_turret_at 124 -

Action.back_away_from(me, p)

HIRHE p HERAEERTE (RIEEREIREN 0.6 {§) - ESERET -

28 FHER #REA
me (iE) Me
p (AiE) EEMAEE (B dict 3 P)

E1E
dict : {"move": 1, "body": 0/ 1/ 2}

Action.stop()
&F =g -

g
dict : {"move": 2, "body": 1}

Action.aim_turret_at(me, p, lead=True, tol=0.05)

EROEEEE - RETESORE - 8—FSR2\BH 63" -

2% AR Biz]

me ()i8) Me

p (WE) EAEMNBIE : B dict ~ P> 5 None (None FFRRIEARE)

lead  True bool » ¥85& True - REFTIRAIE : kT EREI BTN > BERA FEEE WUE; p 2P (BT FREER
tol 0.05 float » ZZDUAMAE (GIE) > 783 0.05 (49 3°)

(Il

dict : {"turret": 0 z88 /1 R&& / 2 1785}

gl

aim = Action.aim_turret_at(me, e) # REERITAIBIA

aim = Action.aim_turret_at(me, e, lead=False) # FITIRAIE

EE
| R&sH Mg, FAXESBIMA fire_when_aimed °

Action.fire_when_aimed(me, e, tol=0.12, check_walls=True)

F2ET BN BERME TE =@ EERX -



. HIETR (me.cooldown == 0; #1H 0.9 # > &5 0.6 B 1.3)
. ROMBA (SRAE) WAEREIR tol
&

%A EEE (check_walls=True F¥)

2% FRER AR

me (073)) Me

e (hiE) A dict 3 None (None FEARRIK)

tol 0.12 float » AEREZDUARMEK (GIE) - F85% 012 (]9 7°) © #v )\ - BRED
check_walls True bool » F83& True ° False FFARENE » $IXERLBIN

EE

dict : {"fire": 0 ¢ 1}

&

fire = Action.fire_when_aimed(me, e, tol=0.08)

EE
E5H aim_turret_at IR OEAE - TAI—EHARLE - FFEK -

Action.hold_fire()
E—SARRX flanEeH (—BXESHAER) « BIE combine MREEMASZIZAIENX

B8
dict : {"fire": 0}

Action.use_skill_if(me, want)
1844 PR 1L T B3R AERR AR BRI AL -

BiE RS - EE - BRI B B  BEREIEESN > —EAER BRTHEMR -
SREMEAE 3 VAR BTRESAN RE 24D EE200 EFR6 D) -

2K B 88
me (E) Me
want (iR) bool » fRIEREMREE (BA—EEMH)
g
dict : {"skill": 0 8% 1} (IREERMAER—ER 0> KT HERE)
&l

Action.use_skill_if(me, me.bullet_coming()) # ERE : FEMRK
Action.use_skill_if(me, me.hp < 0.4 and e is not None) # [BE : IRIERFER

Action.use_skill_if(me, me.outside_safe_zone(0)) # @R : EEINFERIE

combine(parts)
EBEBLUINRESHKIBRE—SH 5 B - [BE), =Y, 1, B K] -
kFEH  EENSEZAERE BT ; RAETAAISENBUMAERE : Sk~ RiE - R~ REK ~ RIREREE -

28 B #REA
*parts (i) {EE{R dict (5 None » BHkiB)
=g

list : 5 {AEL > act() H% return €
gl

return combine(move, Action.aim_turret_at(me, e), Action.fire_when_aimed(me, e))

return combine(move, aim, fire, Action.hold_fire()) # RE—EZHEK - —EFREX

v D3 Behavior: 174 (58 2 E)

£ 2/ T8 SERFTA—ME (BIURSER - #HiER) - GECREBBNES -

[ dict (move * body) » B « BX ~ FEE—IEEMA combine() SH#ER -
SYEATARE - FBHAMER ; BHAEMA 28 E=1A1 > 2 Behavior.patrol(me, radius=200)



Behavior.go_to_safe_zone(me, arrive=12)
AFRZEHOH (EEIMSHENNL - 5% 10) - BEERE - BIOERER - FEIBLOMIIRE TERNME -
FsRE R RER 2 - 49/ \BRAIBBIOEREE 5 Hi% drive_to(me.zone_center) BIBTEMEE « RETFHMA -

28 FEER #REA

me (073:)) Me

arrive 12 float » BEEAZIARME (BER) - TR 12
E1E

dict : {"move", "body"}

Behavior.keep_distance(me, e, d, near=40, far=60, approach=0.5)

FMARBEARZS d WIERE » BEEIELT -

BEBE < d - near: fIEE (EHBNEZFHWA)
BERE > d + far : RIRIHHGEIR

R Al (RBSWITH)

2% FERR A

me (iE) Me

e (niE) A dict (REER None)

d (piE) float » 8IRITAYEERE (183K) - 0 230

near 40 float » 8% 40

far 60 float » 8% 60

approach 0.5 float » SEAFHRBEERI A 2 (GIE) » FH5% 0.5 (49 29)
g

dict : {"move", "body"}
&afl

Behavior.keep_distance(me, e, 230)

Behavior.keep_distance(me, e, 300, near=20, far=100) # K : ipE—%

Behavior.rush_at(me, e, stop_at=62)

EEBA - 53 stop_at BEFE -

28 bi-E REA

me (WhE) Me

e (@A) A dict

stop_at 62 float » ETHIFERE (18XR) - F85% 62
[EIfC

dict : {"move", "body"}

Behavior.unstick(me, wait=1, back=16, gap=8, still=0.3, with_enemy=False, toward=None, pull=0.5, look=120, cooldown=0)
MRE - AREAE - STREEE - ARSI (EESEmENEE - BEERMATE) -
BHTERE  BEREEEENEREE (FBA - BROtEREE - %iEd) SERKRUERIN -
HMRIQEER g - 8 HeTEkeELaEEr s  BREAE -
R (IR ~ BREHRSR 0 - EREBRIMA) 7 9 #BAEHESE
(AR ~ BHRE ~ BABL) > SREENBEREIEE TREmE — B -
B—SHET (EEH 'ERE TS ; IR FEREE None » BREAAEANE -
28 (HeIE - ZRMER) ¢
me : Me (ZH memory » I iEBERET &%)
wait @ int » BSOS BIASME RIE > 7858 1 FHR > ERHE MBAIEAREN) 126 TE) M2  EEHS RS
back : int > BERAESRIAES > FAER 16 (0.8 ) - K42 : MIBERANXESEE s KK - RERFME
gap : float » EEHEZITE MAEERE) (BXR) > 8% 8
still : float » B—SBEAHNZMERE NREF - 8% 0.3 (B2iFL 2.5~3.8)
with_enemy : bool » BFEIARG S - F85R False (BATEMEEZFMARTEHRITED
toward : P~ BA dict 2 None » BBARFHREIMIAE » 5120 me.zone_center ({EEIA) * me.mem.last_seen (1XHREEZNBAMILT)
pull : float » {&MA toward AI58E > 0= REMEZENE - 1=1REEHM@ > 7858 0.5
look : float » 2 THMEAEZER) FRZEZE (BXR) - 785% 120
cooldown : int » FREMEREBELESNAEEE > 858 0 (BRER—EAZERERE R 20~40)



S
dict : {"move": 0 BI#EEL 1 FIE, "body"} ; IZR{EHF None

&

unstick = Behavior.unstick(me) # BEBMNSRIE - 8—SEFNY
unstick = Behavior.unstick(me, toward=me.zone_center, pull=0.8) # BRERFREEEA
if unstick:

move = unstick
Gl 56 5H

Behavior.hide_behind_wall(me, e, margin=28)

REEEMAB RIS ; AR FIERBELZZE -

2¥ fAER 5REA

me (iE) Me

e (piH) A dict - B8R

margin 28 float » BifESE (1B3R) - TE5R 28
EfE

dict : {"move", "body"}
i)

if me.hp < 0.4:

move = Behavior.hide_behind_wall(me, e)

Behavior.go_to_last_seen(me, arrive=12)

FEIRE—REFBANMUE (BRAFERIFEKXE) -

2% FAER iR

me (WpiE) Me

arrive 12 float » FE5% 12
E1fE

dict : {"move", "body"}

EE

SthEsR me.saw_enemy_recently() % True » FRMUEFIEER None °

Behavior.patrol(me, radius=300, spread=0.6)

BREIBABERZRBEMEGE » 2 TMBT—ER -

28 -5 Bt

me (i) Me

radius 300 float » ¥CREBLZZEAORIEZ D (1BFR) » 7858 300
spread 0.6 float » BEABBREEFITHLLT > 7858 0.6

[EIfC

dict : {"move", "body"}

Behavior.dodge(me)

BORNE 2 BiTA - HRAI—BPHECRRNTE » ENFEEENHEAL -

¥ D4 Memory ~ P~ wrap

self.memory = Memory()
B REFNIE - B—SHMBEMEIL Me » RBFAE Memory (T self) BHREZBEIT—F -
£ reset() @I - SRMERKMEEZ © self.memory = Memory()

1213 FREA

last_seen P 5} None » RE—REBZIMANMLE

last_seen_t int » BREHELL



waypoint P 2} None » ¥GERIB1E25 (Behavior.patrol F3)

side 13— ERFEFETESELS (BREEH) trMBECNEELRA (RABE%LES) : self.memory.prev_hp = me.hp
&l

def reset(self):

self.memory = Memory()
self.memory.prev_hp = 1.0 # BEK : E—SHmE

P(x, y)
FEEN—ER  ARERT EENHS) -

2% AR HREA

X (iH) float » 8% > 0 (X&) ~800 (H)
y (niE) float » 8% > 0 (k) ~800 (TF)

center = P(400, 400) # h[EEAR
move = Action.drive_to(me, center)

wrap(a)
EAERE —n~n 2B GIE) -

WEAEERE S SR8 LER (f 3.0 — (—3.0) = 6.0) - A wrap #[EI%K -
EEMRE MEAEtEnn) - ERRE MEABERan  BHERELE (GIE) -

28 -5 Bt}
a (i) float » FEAE (GIE)
[EIjC)

float : —i~nt ZEHE—ERE
gl

diff = wrap(me.direction_to(e) - me.turret)

if diff > 0: print("E&HE")

E BHCREAXIELATH

EE
THEEHIEA fire_if_close + careful_fight AEREEE - EEREXBECEMN - BB H @Behavior.custom F1 def careful_fight(...) BR&1T 7 RER
Behavior.careful_fight(...) ; RIVIFIUFB—(TEHIR AttributeError - &5f5] C #9 dodge() thEiEtEEHR -

EBECEHIRE E—1TI0 @Action.custom 3 @Behavior.custom : ZEBFAEFIANRRE—I1%A Action.&F(me, ..) - Behavior.&F(me, ..) M0 o EREERZEHIAZEF
HOERNL ; TABEREREEES - E—H2EMAEE None - B AEENRNENELS -



from strategy_lib import Me, Memory, Action, Behavior, combine

@Action.custom # BCEELSEE : INE Action
def fire_if_close(me, e, max_dist=250):
" RIERASIIT ~ WERET RN GEIERFES S M) "
if e is None or me.distance_to(e) > max_dist:
return {"fire": 0}
return Action.fire_when_aimed(me, e)

@Behavior.custom # BCEH1TS : & Behavior
def careful_fight(me, e, d=230):
" ZERSIEREAGRE o M/OREREEE
if me.hp < 0.4:
return Behavior.hide_behind_wall(me, e)
return Behavior.keep_distance(me, e, d, near=20, far=100)

class Strategy:
def reset(self):
self.memory = Memory()

def act(self, state):
me = Me(state, memory=self.memory)
e = me.nearest_visible_enemy()
if e is None:
move = Behavior.patrol(me, radius=200) # REITAMATLGAZE
else:
move = Behavior.careful_fight(me, e, 250) # HAR{TA—EIEI
return combine(move, Action.aim_turret_at(me, e), Action.fire_if_close(me, e, 300))

E2 HCOEREMRA (FEREREEH)

REEANER Behavior.unstick(me, ..) (8 D3) - 2HAIMNE - BAACHRE  IMECE—E (BFEFR—K > HI0 my_unstick ) - BIEDMS :
1. HER TRE RAREGERSINGR (2 R)
2. BETHSTH (B48)

3. RMEE—R5E - FEIEEEREN—R > BEBELEAR—& (3 4K)
4. BEBMRAE - S—S8MIFY (55 K)

THES 5 BRBH—ETEN strategy.py - HEFTRERBIEEESR (BRESKRZE) notebook 9 B BN RE—MHE > AIMEEHIT) - AIFHER THEHBELH - FEHE)
§isE) - BUIOERSEMETAE ©

F1ER EENSH

MY_UNSTICK : R 4 ESHRERLE > HEER - wait =FERETTH « back =HIEES + go =HERIREYL + near =HBEAEZABMEIRE (BFR) < 2 None
MERRE -

import math
from strategy_lib import Me, Memory, Action, Behavior, combine

MY_UNSTICK = dict(wait=6, back=15, go=40, near=25) # BRENIBE ; XK None=FRHE

B2 O HE TRE
is_stuck() [EfF True/ False » ZE{&HEMIIAT EFE -

+ me.clearance(me.heading) : {{EFHIUMEREIRSM » ZESWRENISE - BEBRRES 32 U8R - 5 1 FMBERENT - FAANEEhESE -
o me.speed :EBE—TERBETHEEE - 2RE 25~3.8 EREERNE 0 - BABAEESEE -

* e is None : BEREBA - BEREBARZ L BEREIRE - ReLITH -

o FERREERINREZFE (FINRIRENEER  BEBANUE) - SRIBESBRE MHERIEZRE -

is_stuck(me, e, near):
e —HRAR [FE  AAEATESINEGRR"""
wall_ahead = me.clearance(me.heading) < near # ESSERIE near 1% Z (3 HifZ594%)

not_moving = me.speed < 0.3 # B—HRTRE Al :
no_enemy = e is None # BREEMA (BA - BABG)
return wall_ahead and not_moving and no_enemy

B3 E EM—{AsE
pick_side() EIEESEEEE (BIENE 2 BE : 0=4AE  1=F - 2=1%) -
e me.heading - math.pi / 2 - me.heading + math.pi / 2 :EEEEFE - FHAEE 90° AE - BEM y #EAT > FANAEEAZREELE -

o WERAAMEZEANRE  FLRENIES -
o ERTFIE me.mem.esc_body - ZEHMAR—MAI : SREFHNEE > ATREBREAL « TRES - EABAIZREFTE -



def pick_side(me):
"UUER—AISE 0= 2=FA% - E—RFEFRIEREN—Q > ZRBAR—A (FEELAXKE) """
if me.mem.esc_body is None: # BLETEB
left = me.clearance(me.heading - math.pi / 2) # EFBEZE
right = me.clearance(me.heading + math.pi / 2) # AFEZE
me.mem.esc_body = @ if left > right else 2
return me.mem.esc_body

BT
my_unstick() ZERENERE  S—THSWITFL - EKERE=HF

o EFEREIE? (esc_left > 0) : BFHEMST - 5t EIMER > WTHHH = go KRB (RE+8@) > 2REFER (FRIER) - BIFH dict RAEBHTES -

{"move": 1, "body": .} =fEE+&@E + {"move": 0, "body": 1} =Riiff - EERE -

K7L ? : stuck_steps & NEME) RENDSH - H—HEFUET - BRE wait HHEE None > RIEBENBIMIRE -
FET : % pick_side() JREAM@ > £ esc_left AL back + go (FHELRILEY)  E—LHAEE -
RTEEE T ? REIENGE - RENEFRANZESNEERLDE—ERE (RTENER) -

@Behavior.custom : IBEEREINE Behavior » ZEMAERANEITA—IXE Behavior.my_unstick(me, e, ..) [0 -

@Behavior.custom # fN¥ Behavior > Z#%F Behavior.my_unstick(...) M0Y
def my_unstick(me, e, wait=6, back=15, go=40, near=25):
"MEOBHRE - BERE wait & - fIE back & (EFFEE) - HEEEAIF go """
m = me.mem
# Q@ EEME : BEMST (esc_left=stEZERI%N)
if m.esc_left > 0:
m.esc_left —-= 1
if m.esc_left >= go:
return {"move": 1, "body": m.esc_body} # FE—E&:EE (move 1) +#Em
return {"move": @, "body": 1} # SBTER : {£A0BA (move 0) ~ EH A (body 1)
# Q@ ¥ TEM RTHS  B—LRFUNET
if is_stuck(me, e, near):
m.stuck_steps += 1
else:
m.stuck_steps = @
if m.stuck_steps < wait:
return None BAREFRME : EfF None » RREARERIBMT
# RET :i]5H8 - BB EE
pick_side(me)
m.esc_left = back + go
m.stuck_steps = @
return {"move": 1, "body": m.esc_body}

B 5B @ BUEHIT

reset() : SEFBAIFIL—2X - my_unstick FAZIM 3 {EZIE ( stuck_steps  esc_left - esc_body ) HEESELAE > TUE—SHE
act() ME—HEMEEW my_unstick : EBS—SHMWITI - 7T HEREERTED - BF None RRRFME > REEREM if-elif o
*kMY_UNSTICK : 355 1 ERROZ ¥ dict IREAEEE > S my_unstick(me, e, wait=6, back=15, go=40, near=25) °
ERERBEHEREE © turn_body_toward REEES > BIE move M 0 (AIE) -

class Strategy:
def reset(self): BRMAE - BONVEIEHERAE
self.memory = Memory()
self.memory.stuck_steps = @ BIERTHRY
self.memory.esc_left = 0 RETEERRST (0=>27ERH)
self.memory.esc_body = None AWM—AIE (F—RREFBRE)

act(self, state):
me = Me(state, memory=self.memory)
e = me.nearest_visible_enemy()
# @ BMERESITRIE  S—SHIT (EZHSH)
unstick = Behavior.my_unstick(me, e, **MY_UNSTICK) if MY_UNSTICK is not None else None
if unstick:
move = unstick
elif e is None:
# BORBE - EEPEOR - FTEE (BOERENSIEDE)
move = Action.turn_body_toward(me, me.direction_to(me.zone_center))
move ["move"] = @
else:
move = Behavior.keep_distance(me, e, 230)
return combine(move, Action.aim_turret_at(me, e), Action.fire_when_aimed(me, e))

=il
FBEAR SR (—EREERTBOFRE  RBBRRIER £ 158) -
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