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Design and Implementation of Artificial Intelligence Agent
for Real-Time Simulation Football Game in a Mobile Environment
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H 2ukd Aol duEAsy HEE AFvr 295 W yPsa Yk, B =R E mukd
T AlEd)A AddA &8 F AdE ATAG clo]MEE Hierarchical FSM 7]‘&3& A A5}
L gEste] AA F47] Aok Hled A =ESQivh. o] 3 Hierarchical FSM & 7[Wte =
3 A5 ooHEE = AFEA] Fa MEHoR FHdste] AFAT oo]HEE M E
Tl A st
ME ol gk LA Hol ZQtsto] H =FoA= FAr A
e == o = ek AEEEuiy A’ [1] ] A AR A TS
ﬂ?ﬁoﬂﬁ AdelA T3 =2 AFA 52 FA4E Moz mupel tupol~ FA oA AAZF A E
Al e B AEAQA & &5E5 By do7) < g . :
_ i L : dloldstr] A7tk AFA T do]HE RdS A
o ookl AES Al o2 FHste] W A7t = .
o BURS ATHE ANE 22 5 QA an, o oorTh R
¥ = 7] FTEI Fo] g9 oo]dEEo] bk o W o7
st oA Aoz FJAAUA vyt dess - "
Tdsta Aloste AL vl oy Aot STAILAA 7HE HAAARD = AFA T AlE
53], A MAAFeZ 7 Q7] e FT AAZE deolHdz ZEE AlE#E oMo, B AoA= AU}
AlEEolA AL B2 AR M7 FHEH I AAS = AFA G do]HEA AEH Fo 7|HE
W AAE v o® EAARS] FIFA Alg]=, KONAMI A 7158 A9,
9] Winning Eleven ¥} SEGA A}2] Football Manager A
g =271 v eAdy PC AY AFS Axdgton, 2.1 X|sd oflo|HME
H ol diatR JNEALEo] Eutd A A7t A58 o] HE (Agent)[2]E AT E-# (Goal)
A HZEsFar 9l S F75hHA 727 (Sensors)S 3 FHIAES
o1 %] (Percept )3t 28 7] (Effectors) S Eal ~2=
Tl A e 10 d AFEH 29Y S dAEC] Al WS (Actions) 3t AlA~ELS ek} [3]
2 AEdeld S 71]°]°ﬂ Eﬁé‘}?ix]‘ﬂ Ab=E 3}
Zlege o= AR FdskH] Kote, "HAE A58 oo dEx= Algholu b AHES] A A
52 Az HAEs AlEFelH st FooE diAl HAdgle]l 222 3dshy] %Z}OPE 243
st Aol UFE oA, I =4 A= &t (autonomy) ¥, ThE Oo|HEEY AazE & 4 9
3] 2P A &= dHE o)t = A3 A (Social ability)S ztal 9t _/1}—5—] 37
Ack7t, A DH}O' a7 Aoz Ao 2y o) ] Hh-3-3te] dlsahs Aol ofyel FEAS THA =
Wslela e A3 A PC sl=dlodriu s vih A T8 (proactivity) I HXE AdH oz PFsle &
o] =3l EH}“ tulo]l A~ A A9 QFX T EX]%V‘J(goal—orientedness)E ”;“E 7FA1aL 9d
AR e dlolHE dF s FEET ofye}t gt [4] ol AMde SHAIYdAA 2o r 4
=9oj Al HAsE o]p7Al HallA Eukd tlufol A~ Sjofet A(player) 55 1@ 3h7]el A jtsict.
oA He Thsd A AFA T B AR
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g | z2gax | A9 | &zd7
2 |[=wzwas| x| wEey
Held AR =4 2=l
#4%4 | 5l e ik
(719 1) Agent interact with environment through
sensors and effectors.
2.2 Hierarchical FSM
Hierarchical FSM[5]< =2 AE(state)”} oI &]
gl Adx A3 ASTERE 7HAIL UE FHE
o ¥ZaE AYAEE nEE ate 7|2 FSM[6]F
E el s Akge] golsi, el At 4
2 2718 A g 189 Aol(transition)S (2% 3) Hierarchical FSM 4
FHE 5 9lo] FRAQ Mol 242 AT F vk,
18] 31 Hierarchical FSM & ZEj7Fe] Hdo]¥wt o}y 3.2 "HeE M
o AR Hol7t ket EE FAEo YAl FFAIJA =g FEetY oo|HES FFH
ol WAZA P BT WA hetek. [7]  Fe 2Ae Gag WA sk AFE oln edd

olgfgt 54 wZol Hierarchical FSM thefst s  HE Alms] 4w w2 So shyolt}.[8] b= o]
(Behav1or)a Fd&of H+= S+ AlE#Ho|HAE 23 d=REe O}OMO%E nlgr o 2 ojo] A E Lo

ARl 7|zoln, AFAs woH? ofdgt oYdst Ar|E & g 3D Z=(fieldE AA A4 F+ 4
AFE TokollAE opeFst AF7F A= Qo). 717¢¢] 37](7}31105m A& 76m = AAsta, d=
= ofefo} #o] Grid 9 Area /Mo R AlF Fska)
At o]FEA FE Area + olo|HEV} FYT F
= W5 (Behavior)? 7l ZHHoR FIgFS

A A ST

3m * 3m = 1Grid
5Grid * 5Grid = lArea
105m * 75m = 35 * 25 Grid = 7 * 5 Area

.. )
(19 2) A simple hierarchical state machine.

3. A2E A

31gdsE 74

ool dEx=  AA  FFA HdgEsel  dE
(Behavior) 3l+= AEj(State)5S ©5 FM o2
Adstar, ofglel ol EHA/ exgE/ tilx/ A
Eds 5 o2 OF3F AA ”H%}Eﬁi T gt
IgwskE AR HE B AR 5, A7 A ’\LEH
S0l 2o o= Y }‘o-AN‘EHi o=, 4
GEl7 AR ATHo= FAE FSH o] %;—‘}3} (18 4)
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<X 2> Area ¥ FT 715 A

4. N2" 73

2 oAsge] THE A obdle] o ge A
% AHg-3H9)

o}

<# 3> NEed

R8sk | Intel i5-3210M 2.5GHz CPU, 8GB Memory
IDE Visual Studio 2010

AR | Unity3D 4.7.6

Ao} | c#

4.2 3D ofo|]™E
A T o] E: FHEEwiY AT
A ARERE ool dER Butd fA oA 2] gle] wl

gyd F Qs 2eZgsos AZFe 3D Mesh =
Azetck. aga BBall) 58S ARG $F

EgA(Trigger)9t TS do]dE9} HAA
ZES AFdE FEAS D PEE TG, A
A Agep MAALo]=7F v]52d 1.8m 2 A ZE)
of Algdgolid &g33it.

o)
L

(2% 5) 3D Agent

3D dolAEE 20 7FA9] vykdt == (Ability)S
A A sk o]t T e 3% (Beh
Jstell QlojA sl e

(19 6) clo]HE T (Ability) #=E

4.3 S 4™ ZEMHA

oJHES PFr E HA U B LF f
719 met AAAEHE AAska, 39 A
H S EHY] sl deHdES] FH EX| A
A" 3% RV(Random Value)$} olo]dEQ &)
Area o] T 7tFAE st AAs AT (FdE
a2 o] FAFFNE 28 A9 v (DF) H.
o =& AL gEo] won, T Fo wE
A (M) v 22 99 F8]=(DF) 1t g2l
FRAFNE ALY FEo] Erie AS v
th) olgEA ZE PFJRVE AGTFE Folo] 3}
o] dsS dEsto] do]dEVE Adstes k3l

E RV = XA ZPE RV * Area 7153

(7191 7) Hierarchical FSM & AAF =

- 638 -



Trox
|_

Z ®|233 M[15(2016. 4)

4.4 AEe|o|M HAE
IL]XW} AN AFA 5 Aol HE
317] $3}e] Unity3D Editor Oﬂ 3D A7
Algdelds gt H7|HE 2
HEZL g & FA431e] A gu_’ B Ho
715 Hastom, mutd Aol

o A7) & 3702 AsArt.

(19 8) Hierarchical FSM ¥#¢d A2z
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o = Hutd AN Y HAAZE AJEH o)A
lol &3k oo]dEES & slr] 98] As
HE¢ Hierarchical FSM & 7]¥to & 3k <l
o o] MEE AABIGlaL o] & vtgo = Fd3}
dold slott. o] AlEH oA HAEE F3
AN G AFA] 5 oo|HETL AA FHFA59
ZHolE A AEskgla 'Y FHE ﬁl)r—u
ST471 439} SARI =EEH e AS g9l
iy _/,a 99lth. 1]} oo M E] BA M %A
TE wAE JAY AAE YA =HIAY. &
AFol= ATA| 5 olo|HdES] A5 AA Z=2A
S F=9] Area 7|Hbo] ofd TR E WA O RO F
dgs) Bolw, HdukAgl "Jﬁxl% 4?3101"432
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