
Robot

<<interface>>

+ move(direction:int, world:World): void

+ mine(world:World): int

+ decideNextMove(world:World): int

+ setPosition(x:int, y:int): void

+ getScore(): int

+ addScore(points:int): void

+ getX(): int

+ getY(): int

+ getName(): string

+ getHp(): int

+ isAlive(): bool

+ takeDamage(damage:int): void

BaseRobot

# x_: int

# y_: int

# score_: int

# name_: string

# hp_: int

# MaxHp: int = 100

+ BaseRobot(name:string, startX:int, startY:int)

+ move(direction:int, world:World): void

+ decideNextMove(world:World): int

+ setPosition(x:int, y:int): void

+ takeDamage(damage:int): void

RandomBot

+ RandomBot(startX:int, startY:int)

+ mine(world:World): int

DigDeepBot

+ DigDeepBot(startX:int, startY:int)

+ mine(world:World): int

SortBot

+ SortBot(startX:int, startY:int)

+ mine(world:World): int

SmartBot

- threshold_: int

+ SmartBot(startX:int, startY:int, threshold:int=5)

+ mine(world:World): int

+ decideNextMove(world:World): int

LookaheadBot

+ LookaheadBot(startX:int, startY:int)

+ mine(world:World): int

+ decideNextMove(world:World): int

- lookaheadScore(world:World, x:int, y:int, depth:int): int

World

- sizeX_: int

- sizeY_: int

- sizeZ_: int

- grid_: vector<vector<vector<int>>>

+ World(x:int=5, y:int=5, z:int=10)

+ getValue(x:int, y:int, z:int): int

+ setValue(x:int, y:int, z:int, value:int): void

+ mine(x:int, y:int): int

+ mineAllPositive(x:int, y:int): int

+ sortPositiveValues(x:int, y:int): void

+ rearrange(): void

display() uses

Game

- world_: World

- robots_: vector<unique_ptr<Robot>>

- deadRobotScores_: vector<int>

- turnMutex_: mutex

- round_: int

- threadTimes_: vector<Timer::Duration>

+ Game()

+ run(): void

- setup(): void

- robotLoop(idx:int): void

- fightNearby(robot:Robot): void

- createRobot(choice:int, x:int, y:int): unique_ptr<Robot>

Renderer

- impl_: unique_ptr<Impl>

+ Renderer()

+ init(): bool

+ render(world:World, robots:vector<Robot*>, round:int, log:vector<string>): void

+ waitForStep(): bool

+ setAutoAdvanceMs(ms:int): void

+ isOpen(): bool

Timer

+ Clock: high_resolution_clock

+ Duration: duration<float>

+ start: time_point<Clock>

+ end: time_point<Clock>

+ duration: Duration

- target_: Duration&

- start_: Clock::time_point

+ Timer(target:Duration&)

+ ~Timer()


