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Hegemony: The Battle to Unite the Hundred Worlds
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Introduction

The purpose of an AI for Hegemony is to deploy fleets in the game and to display that the fleet has been sent.  This involves selecting a launch point, a destination, selecting the number of ships to be sent, calculating the distance between the two worlds, removing the fleets from their target worlds, and creating the digital fleet itself.


This developer's guide exists to provide AI programmers with all the information they need to develop fully functional AIs.  If you still have questions, comments, problems, or solutions, email me at the_sftd@yahoo.com.

Starmap


Below is displayed a map of the seventeen worlds featured in this game, their names, and their numerical labels.  The darkened-in worlds are the starting points.
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The Built-in AI

Displayed below is the code of the built-in AI.  Code in italics should not be edited.

If Á=Ä:Then

"Built-in AI"üStr1

"Gilad Barlev"üStr2
Return:End

For(Z,4Á-3,4Á)

If [B](Z,1)=0

Then

0üE

Repeat E>1

randInt(1,3)üD

If D=1:Then

Lƒ(randInt(1,dim(Lƒ)))üB

[A](B,2)üE

Else:2üE:End

End

If D=1:Then

If B=1

randInt(2,17)üC:If (B+2)/4=int((B+2)/4)

{B+1,B+2,B+3}üL„

If B=2

{16,1,8}üL…

If B=6

{5,1,13}üL…

If B=10

{17,1,9}üL…

If B=14

{4,1,12}üL…

If (B+1)/4=int((B+1)/4):Then

{B-1,B+1,B+2}üL„:{B}üL…

End

0üE

If B=4:Then

{2,3,16}üL„

{1,5,14}üL…

End

If B=5:Then

{2,3,8}üL„

{1,4,6}üL…

End

If B=8:Then

{6,7,5}üL„

{1,9,2}üL…

End

If B=9:Then

{6,7,13}üL„

{1,8,10}üL…

End

If B=12:Then

{10,11,17}üL„

{1,13,14}üL…

End

If B=13:Then

{10,11,9}üL„

{1,12,6}üL…

End

If B=16:Then

{14,15,4}üL„

{1,17,2}üL…

End

If B=17:Then

{14,15,12}üL„

{1,16,10}üL…

End

If Bø1:Then

BüC:Repeat BøC

randInt(1,7)üD

If Dù4

L„(randInt(1,dim(L„)))üC

If D=5 or D=6

L…(randInt(1,dim(L…)))üC

If D=7

randInt(1,17)üC:End:End

round(ð((L�(B)-L�(C))Ü+(L‚(B)-L‚(C))Ü),0)üD

randInt(1,[A](B,2)-1)üE

[A](B,2)-Eü[A](B,2)

Cü[B](Z,1)

Dü[B](Z,2)

Eü[B](Z,3)

ClrHome

If B=1

"Earth"üStr1

If B=2

"Rov"üStr1

If B=3

"Outback"üStr1

If B=4

"Mindanao"üStr1:If B=5

"Hegira"üStr1

If B=6

"Honshu"üStr1

If B=7

"Baia"üStr1

If B=8

"Ugarit"üStr1

If B=9

"Ganges"üStr1

If B=10

"Sorreledoce"üStr1

If B=11

"Zanzibar"üStr1:If B=12

"Divine Wind"üStr1

If B=13

"Rheims"üStr1

If B=14

"Pacifica"üStr1:If B=15

"Catalonia"üStr1

If B=16

"Moskva"üStr1

If B=17

"Moctezuma"üStr1

If C=1

"Earth"üStr2

If C=2

"Rov"üStr2

If C=3

"Outback"üStr2

If C=4

"Mindanao"üStr2:If C=5

"Hegira"üStr2

If C=6

"Honshu"üStr2

If C=7

"Baia"üStr2

If C=8

"Ugarit"üStr2

If C=9

"Ganges"üStr2

If C=10

"Sorreledoce"üStr2

If C=11

"Zanzibar"üStr2:If C=12

"Divine Wind"üStr2

If C=13

"Rheims"üStr2

If C=14

"Pacifica"üStr2:If C=15

"Catalonia"üStr2

If C=16

"Moskva"üStr2

If C=17

"Moctezuma"üStr2

Disp Str0,"deploys","ships from",Str1+" to",Str2,"Time to:"

Output(2,9,E)

Output(6,10,D)

Output(8,1,"press [ENTER]"

Pause :ClrHome
End:End:End

Global Variables & Constraints

Global Variables

Á
= Player # / test for info return

áÁ
= áÁ(1,2,3,4)=Player Codes; áÁ(5)=Current Player

  Player codes: 0=None 1=Human 2=Computer

Str0
= Player name

L�
= X-coordinates of worlds

L‚
= Y-coordinates of worlds

Lƒ
= List of allied worlds

[A]
= World Status [A](n,1)=team; [A](n,2)=ships;

  [A](n,3)=population

[B]
= Fleet Status (players fleets numbered 4Á-3 to 4Á)

  [B](n,1)=destination; [B](n,2)=time to;

  [B](n,3)=ships

Constraints

· The number of ships must be a positive whole number.

· At least one ship must remain at each world in order for the player to control that world.

· Each player has only four fleets.

· The destination of a fleet cannot be the departure point.

Returns Title & Name of Programmer to be displayed in intro





Displays fleet info





Removes fleets from launch point and creates fleet








