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// SimpleDriver.cpp
int SimpleDriver::getGear(CarState &cs){
// ZIo/HE 2=
return gear;}
float SimpleDriver::getSteer(CarState &cs){
/8 B 5=
return steer;}
float SimpleDriver::getAccel(CarState &cs){
/IS 2 B0/ =& FZE
return accel_and_brake; }
CarControl SimpleDirver::wDriver(CarState cs){
// Stuck &+&tof 7 BrEf
If(Stuck){ // Stuck &'& 35 Z=}
Else {
float accel_and_brake = getAccel(cs);
int gear = getGear(cs);
float steer = getSteer(cs);
I3
clutching(cs, &clutch);
CarControl cc(accel,breake, gear, steer, clutch);
Return cc;}
void SimpleDriver::clutching(CarState &cs, float &clutch){
/) EEA =& FE}
void SimpleDriver::init(float *angles){
/) EYHA A HE FE}
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public override Direction Think(GameState gs) {
Direction bestDirection = Direction.None;
double[] dist = { Double.Positivelnfinity,

Double.Positivelnfinity,

Double.Positivelnfinity,

Double.Positivelnfinity };
foreach (Ghost ghost in gs.Ghosts)

double bestDistance = 0.0;
for (int i = 0; i < dist.Length; i++)

{
if (ghost.Node == null) { continue;}
Node.Pathinfo path = gs.Pacman.Node.ShortestPath[ghost.Node.X, ghost.Node.Y];
if (path = null){
dist[ (int)path.Direction] = path.Distance;
3
3

{
if (gs.Pacman.PossibleDirection((Direction)i) && dist[i] > bestDistance)
{
bestDirection = (Direction)i;
bestDistance = dist[i];
}
}
return bestDirection;
}
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public boolean[] getAction()
{
/) CAEEE P ZE

return action;

{

isMarioOnGround = marioState[2] == 1;
isMarioAbleToShoot = marioState[4] ==

public void integrateObservation(Environment environment)

levelScene = environment.getlevelSceneObservationZ(zLevelScene);

enemies = environment.getEnemiesObservationZ(zLevelEnemies);
mergedObservation = environment.getMergedObservationZZ(1, 0);
this.marioFloatPos = environment.getMarioFloatPos();

this.enemiesFloatPos = environment.getEnemiesFloatPos();

this.marioState = environment.getMarioState();

receptiveFieldWidth = environment.getReceptiveFieldWidth();
receptiveFieldHeight = environment.getReceptiveFieldHeight();

marioStatus = marioState[0]; marioMode = marioState[1];

isMarioAbleToJump = marioState[3] == 1;
; isMarioCarrying = marioState[5] ==
getKillsTotal = marioState[6]; getKillsByFire = marioState[7];

getKillsByStomp = marioState[8]; getKillsByShell = marioState[9];
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TORCS

- 22 parameters
- # of Game ticks

< x[ Xz
(=)

- Best lap time
- Top speed

- Distance raced
- Damage
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