
A	Sandcastle	Documented	Class	Library

FightGameAIDemo	Namespace
[Missing	<summary>	documentation	for	"N:FightGameAIDemo"]

Classes
	 Class Description

GameWorld Game	world	Class

MainMenu Main	menu	user	form

Program

Interfaces
	 Interface Description

IGameWorld Interface	that	connects	the	front
end	to	the	back	end	GameWorld
class



A	Sandcastle	Documented	Class	Library

GameWorld	Class
Game	world	Class

Inheritance	Hierarchy
SystemObject		FightGameAIDemoGameWorld

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

The	GameWorld	type	exposes	the	following	members.

Constructors
	 Name Description

GameWorld Initializes	a	new	instance	of	the
GameWorld	class

Top

Properties
	 Name Description

Close Gets	or	sets	a	value
indicating	whether	this
GameWorld	is	close.

public	class	GameWorld	:	IGameWorld

CopyC#

http://msdn2.microsoft.com/en-us/library/e5kfa45b


Crouched Gets	or	sets	a	value
indicating	whether	this
GameWorld	is	crouched.

Distance Gets	or	sets	the	distance.

Far Gets	or	sets	a	value
indicating	whether	this
GameWorld	is	far.

ListEventsAlgorithm Gets	or	sets	the	list	events
algorithm.

ListOfEvents Gets	or	sets	the	list	of
events.

Medium Gets	or	sets	a	value
indicating	whether	this
GameWorld	is	medium.

Population_size Gets	or	sets	the
population_size.

Top

Methods
	 Name Description

HasAIDied Determines	whether	[has	ai
died].

HasNonAIDied Determines	whether	[has	non	ai
died].

nextRound Move	onto	the	nexts	round.

RunFight Runs	the	fight.



SetUp Set	up	fighters	for	fight.

triggerEvolution Triggers	the	evolution.

wAttack handles	the	attacks	in	world
calss.

Top

Fields
	 Name Description

AiFighter The	ai	fighter

close The	close	distance	setting

crouched The	crouched	position
setting

distance The	distance	between
fighters

far The	far	distance	setting

fighterCounter The	fighter	counter

fitness The	fitness

gp

lc the	loop	counter	to	prevent
infinet	loop	during	fight

listEventsAlgorithm The	of	list	events	for
algorithm

listOfEvents The	list	of	events	for	the	fight

medium The	medium	distance	setting



NoAiFighter The	no	ai	fighter

population_size The	population_size

roundNum The	round	number

total_Damage The	total_	damage

treeCounter The	tree	counter

Top

See	Also
Reference
FightGameAIDemo	Namespace
FightGameAIDemoIGameWorld
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GameWorld	Constructor
Initializes	a	new	instance	of	the	GameWorld	class

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace

public	GameWorld()

CopyC#
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GameWorld	Properties
The	GameWorld	type	exposes	the	following	members.

Properties
	 Name Description

Close Gets	or	sets	a	value
indicating	whether	this
GameWorld	is	close.

Crouched Gets	or	sets	a	value
indicating	whether	this
GameWorld	is	crouched.

Distance Gets	or	sets	the	distance.

Far Gets	or	sets	a	value
indicating	whether	this
GameWorld	is	far.

ListEventsAlgorithm Gets	or	sets	the	list	events
algorithm.

ListOfEvents Gets	or	sets	the	list	of
events.

Medium Gets	or	sets	a	value
indicating	whether	this
GameWorld	is	medium.

Population_size Gets	or	sets	the
population_size.

Top



See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace
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GameWorldClose	Property
Gets	or	sets	a	value	indicating	whether	this	GameWorld	is	close.

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	Boolean
true	if	close;	otherwise,	false.
Implements
IGameWorldClose

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace

public	bool	Close	{	get;	set;	}

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50
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GameWorldCrouched	Property
Gets	or	sets	a	value	indicating	whether	this	GameWorld	is	crouched.

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	Boolean
true	if	crouched;	otherwise,	false.
Implements
IGameWorldCrouched

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace

public	bool	Crouched	{	get;	set;	}

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50
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GameWorldDistance	Property
Gets	or	sets	the	distance.

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	String
The	distance.
Implements
IGameWorldDistance

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace

public	string	Distance	{	get;	set;	}

CopyC#

http://msdn2.microsoft.com/en-us/library/s1wwdcbf
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GameWorldFar	Property
Gets	or	sets	a	value	indicating	whether	this	GameWorld	is	far.

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	Boolean
true	if	far;	otherwise,	false.
Implements
IGameWorldFar

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace

public	bool	Far	{	get;	set;	}

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50
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GameWorldListEventsAlgorithm
Property
Gets	or	sets	the	list	events	algorithm.

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	ListString
The	list	events	algorithm.
Implements
IGameWorldListEventsAlgorithm

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace

public	List<string>	ListEventsAlgorithm	{	get;	set;	}

CopyC#

http://msdn2.microsoft.com/en-us/library/6sh2ey19
http://msdn2.microsoft.com/en-us/library/s1wwdcbf
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GameWorldListOfEvents
Property
Gets	or	sets	the	list	of	events.

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	ListString
The	list	of	events.
Implements
IGameWorldListOfEvents

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace

public	List<string>	ListOfEvents	{	get;	set;	}

CopyC#

http://msdn2.microsoft.com/en-us/library/6sh2ey19
http://msdn2.microsoft.com/en-us/library/s1wwdcbf
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GameWorldMedium	Property
Gets	or	sets	a	value	indicating	whether	this	GameWorld	is	medium.

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	Boolean
true	if	medium;	otherwise,	false.
Implements
IGameWorldMedium

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace

public	bool	Medium	{	get;	set;	}

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50
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GameWorldPopulation_size
Property
Gets	or	sets	the	population_size.

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	Int32
The	population_size.
Implements
IGameWorldPopulation_size

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace

public	int	Population_size	{	get;	set;	}

CopyC#

http://msdn2.microsoft.com/en-us/library/td2s409d


A	Sandcastle	Documented	Class	Library

GameWorld	Methods
The	GameWorld	type	exposes	the	following	members.

Methods
	 Name Description

HasAIDied Determines	whether	[has	ai
died].

HasNonAIDied Determines	whether	[has	non	ai
died].

nextRound Move	onto	the	nexts	round.

RunFight Runs	the	fight.

SetUp Set	up	fighters	for	fight.

triggerEvolution Triggers	the	evolution.

wAttack handles	the	attacks	in	world
calss.

Top

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace
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GameWorldHasAIDied	Method
Determines	whether	[has	ai	died].

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Return	Value
Type:	Boolean
true	or	false
Implements
IGameWorldHasAIDied

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace

public	bool	HasAIDied()

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50


A	Sandcastle	Documented	Class	Library

GameWorldHasNonAIDied
Method
Determines	whether	[has	non	ai	died].

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Return	Value
Type:	Boolean
true	or	false
Implements
IGameWorldHasNonAIDied

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace

public	bool	HasNonAIDied()

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50
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GameWorldnextRound	Method
Move	onto	the	nexts	round.

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace

public	void	nextRound()

CopyC#
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GameWorldRunFight	Method
Runs	the	fight.

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Implements
IGameWorldRunFight

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace

public	void	RunFight()

CopyC#
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GameWorldSetUp	Method
Set	up	fighters	for	fight.

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

isBlocking
Type:	SystemBoolean
if	set	to	true	[is	blocking].

isCrouched
Type:	SystemBoolean
if	set	to	true	[is	crouched].

torn_size
Type:	SystemInt32
[Missing	<param	name="torn_size"/>	documentation	for
"M:FightGameAIDemo.GameWorld.SetUp(System.Boolean,System.Boolean,System.Int32,System.Int32)"]

pop_size
Type:	SystemInt32
[Missing	<param	name="pop_size"/>	documentation	for
"M:FightGameAIDemo.GameWorld.SetUp(System.Boolean,System.Boolean,System.Int32,System.Int32)"]

public	void	SetUp(

	 bool	isBlocking,

	 bool	isCrouched,

	 int	torn_size,

	 int	pop_size

)

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50
http://msdn2.microsoft.com/en-us/library/a28wyd50
http://msdn2.microsoft.com/en-us/library/td2s409d
http://msdn2.microsoft.com/en-us/library/td2s409d


Implements
IGameWorldSetUp(Boolean,	Boolean,	Int32,	Int32)

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace
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GameWorldtriggerEvolution
Method
Triggers	the	evolution.

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Implements
IGameWorldtriggerEvolution

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace

public	void	triggerEvolution()

CopyC#
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GameWorldwAttack	Method
handles	the	attacks	in	world	calss.

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

attacker
Type:	FightGameAIDemo.Fighter_ClassesFighter
The	attacker.

defender
Type:	FightGameAIDemo.Fighter_ClassesFighter
The	defender.

attack
Type:	FightGameAIDemo.AttacksAttack
[Missing	<param	name="attack"/>	documentation	for
"M:FightGameAIDemo.GameWorld.wAttack(FightGameAIDemo.Fighter_Classes.Fighter,FightGameAIDemo.Fighter_Classes.Fighter,FightGameAIDemo.Attacks.Attack)"]

Return	Value
Type:	String
event	for	the	event	list
Implements

public	string	wAttack(

	 Fighter	attacker,

	 Fighter	defender,

	 Attack	attack

)

CopyC#

http://msdn2.microsoft.com/en-us/library/s1wwdcbf


IGameWorldwAttack(Fighter,	Fighter,	Attack)

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace
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GameWorld	Fields
The	GameWorld	type	exposes	the	following	members.

Fields
	 Name Description

AiFighter The	ai	fighter

close The	close	distance	setting

crouched The	crouched	position
setting

distance The	distance	between
fighters

far The	far	distance	setting

fighterCounter The	fighter	counter

fitness The	fitness

gp

lc the	loop	counter	to	prevent
infinet	loop	during	fight

listEventsAlgorithm The	of	list	events	for
algorithm

listOfEvents The	list	of	events	for	the	fight

medium The	medium	distance	setting



NoAiFighter The	no	ai	fighter

population_size The	population_size

roundNum The	round	number

total_Damage The	total_	damage

treeCounter The	tree	counter

Top

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace
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GameWorldAiFighter	Field
The	ai	fighter

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	AIFighter

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace

public	AIFighter	AiFighter

CopyC#
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GameWorldclose	Field
The	close	distance	setting

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Boolean

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace

private	bool	close

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50
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GameWorldcrouched	Field
The	crouched	position	setting

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Boolean

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace

private	bool	crouched

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50
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GameWorlddistance	Field
The	distance	between	fighters

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	String

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace

private	string	distance

CopyC#

http://msdn2.microsoft.com/en-us/library/s1wwdcbf
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GameWorldfar	Field
The	far	distance	setting

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Boolean

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace

private	bool	far

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50
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GameWorldfighterCounter	Field
The	fighter	counter

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Int32

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace

private	int	fighterCounter

CopyC#

http://msdn2.microsoft.com/en-us/library/td2s409d
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GameWorldfitness	Field
The	fitness

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Single

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace

private	float	fitness

CopyC#

http://msdn2.microsoft.com/en-us/library/3www918f
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GameWorldgp	Field
[Missing	<summary>	documentation	for	"F:FightGameAIDemo.GameWorld.gp"]

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	GeneticProgramming

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace

private	GeneticProgramming	gp

CopyC#
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GameWorldlc	Field
the	loop	counter	to	prevent	infinet	loop	during	fight

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Int32

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace

private	int	lc

CopyC#

http://msdn2.microsoft.com/en-us/library/td2s409d
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GameWorldlistEventsAlgorithm
Field
The	of	list	events	for	algorithm

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	ListString

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace

private	List<string>	listEventsAlgorithm

CopyC#

http://msdn2.microsoft.com/en-us/library/6sh2ey19
http://msdn2.microsoft.com/en-us/library/s1wwdcbf
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GameWorldlistOfEvents	Field
The	list	of	events	for	the	fight

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	ListString

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace

private	List<string>	listOfEvents

CopyC#

http://msdn2.microsoft.com/en-us/library/6sh2ey19
http://msdn2.microsoft.com/en-us/library/s1wwdcbf
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GameWorldmedium	Field
The	medium	distance	setting

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Boolean

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace

private	bool	medium

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50
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GameWorldNoAiFighter	Field
The	no	ai	fighter

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	NonAIFighter

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace

public	NonAIFighter	NoAiFighter

CopyC#
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GameWorldpopulation_size	Field
The	population_size

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Int32

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace

public	int	population_size

CopyC#

http://msdn2.microsoft.com/en-us/library/td2s409d
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GameWorldroundNum	Field
The	round	number

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Int32

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace

private	int	roundNum

CopyC#

http://msdn2.microsoft.com/en-us/library/td2s409d
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GameWorldtotal_Damage	Field
The	total_	damage

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Int32

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace

private	int	total_Damage

CopyC#

http://msdn2.microsoft.com/en-us/library/td2s409d
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GameWorldtreeCounter	Field
The	tree	counter

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Int32

See	Also
Reference
GameWorld	Class
FightGameAIDemo	Namespace

private	int	treeCounter

CopyC#

http://msdn2.microsoft.com/en-us/library/td2s409d
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IGameWorld	Interface
Interface	that	connects	the	front	end	to	the	back	end	GameWorld	class

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

The	IGameWorld	type	exposes	the	following	members.

Properties
	 Name Description

Close Gets	or	sets	a	value
indicating	whether	this
IGameWorld	is	close.

Crouched Gets	or	sets	a	value
indicating	whether	this
IGameWorld	is	crouched.

Distance Gets	or	sets	the	distance.

Far Gets	or	sets	a	value
indicating	whether	this
IGameWorld	is	far.

ListEventsAlgorithm Gets	or	sets	the	list	events
algorithm.

public	interface	IGameWorld

CopyC#



ListOfEvents Gets	or	sets	the	list	of
events.

Medium Gets	or	sets	a	value
indicating	whether	this
IGameWorld	is	medium.

Population_size Gets	or	sets	the
population_size.

Top

Methods
	 Name Description

HasAIDied Determines	whether	[has	ai
died].

HasNonAIDied Determines	whether	[has	non	ai
died].

RunFight Runs	the	fight.

SetUp Set	up	the	fighters	for	the	fight.

triggerEvolution Triggers	the	evolution.

wAttack handles	the	attack.

Top

See	Also
Reference
FightGameAIDemo	Namespace
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IGameWorld	Properties
The	IGameWorld	type	exposes	the	following	members.

Properties
	 Name Description

Close Gets	or	sets	a	value
indicating	whether	this
IGameWorld	is	close.

Crouched Gets	or	sets	a	value
indicating	whether	this
IGameWorld	is	crouched.

Distance Gets	or	sets	the	distance.

Far Gets	or	sets	a	value
indicating	whether	this
IGameWorld	is	far.

ListEventsAlgorithm Gets	or	sets	the	list	events
algorithm.

ListOfEvents Gets	or	sets	the	list	of
events.

Medium Gets	or	sets	a	value
indicating	whether	this
IGameWorld	is	medium.

Population_size Gets	or	sets	the
population_size.

Top



See	Also
Reference
IGameWorld	Interface
FightGameAIDemo	Namespace



A	Sandcastle	Documented	Class	Library

IGameWorldClose	Property
Gets	or	sets	a	value	indicating	whether	this	IGameWorld	is	close.

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	Boolean
true	if	close;	otherwise,	false.

See	Also
Reference
IGameWorld	Interface
FightGameAIDemo	Namespace

bool	Close	{	get;	set;	}

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50


A	Sandcastle	Documented	Class	Library

IGameWorldCrouched	Property
Gets	or	sets	a	value	indicating	whether	this	IGameWorld	is	crouched.

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	Boolean
true	if	crouched;	otherwise,	false.

See	Also
Reference
IGameWorld	Interface
FightGameAIDemo	Namespace

bool	Crouched	{	get;	set;	}

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50


A	Sandcastle	Documented	Class	Library

IGameWorldDistance	Property
Gets	or	sets	the	distance.

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	String
The	distance.

See	Also
Reference
IGameWorld	Interface
FightGameAIDemo	Namespace

string	Distance	{	get;	set;	}

CopyC#

http://msdn2.microsoft.com/en-us/library/s1wwdcbf


A	Sandcastle	Documented	Class	Library

IGameWorldFar	Property
Gets	or	sets	a	value	indicating	whether	this	IGameWorld	is	far.

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	Boolean
true	if	far;	otherwise,	false.

See	Also
Reference
IGameWorld	Interface
FightGameAIDemo	Namespace

bool	Far	{	get;	set;	}

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50


A	Sandcastle	Documented	Class	Library

IGameWorldListEventsAlgorithm
Property
Gets	or	sets	the	list	events	algorithm.

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	ListString
The	list	events	algorithm.

See	Also
Reference
IGameWorld	Interface
FightGameAIDemo	Namespace

List<string>	ListEventsAlgorithm	{	get;	set;	}

CopyC#

http://msdn2.microsoft.com/en-us/library/6sh2ey19
http://msdn2.microsoft.com/en-us/library/s1wwdcbf


A	Sandcastle	Documented	Class	Library

IGameWorldListOfEvents
Property
Gets	or	sets	the	list	of	events.

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	ListString
The	list	of	events.

See	Also
Reference
IGameWorld	Interface
FightGameAIDemo	Namespace

List<string>	ListOfEvents	{	get;	set;	}

CopyC#

http://msdn2.microsoft.com/en-us/library/6sh2ey19
http://msdn2.microsoft.com/en-us/library/s1wwdcbf


A	Sandcastle	Documented	Class	Library

IGameWorldMedium	Property
Gets	or	sets	a	value	indicating	whether	this	IGameWorld	is	medium.

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	Boolean
true	if	medium;	otherwise,	false.

See	Also
Reference
IGameWorld	Interface
FightGameAIDemo	Namespace

bool	Medium	{	get;	set;	}

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50


A	Sandcastle	Documented	Class	Library

IGameWorldPopulation_size
Property
Gets	or	sets	the	population_size.

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	Int32
The	population_size.

See	Also
Reference
IGameWorld	Interface
FightGameAIDemo	Namespace

int	Population_size	{	get;	set;	}

CopyC#

http://msdn2.microsoft.com/en-us/library/td2s409d


A	Sandcastle	Documented	Class	Library

IGameWorld	Methods
The	IGameWorld	type	exposes	the	following	members.

Methods
	 Name Description

HasAIDied Determines	whether	[has	ai
died].

HasNonAIDied Determines	whether	[has	non	ai
died].

RunFight Runs	the	fight.

SetUp Set	up	the	fighters	for	the	fight.

triggerEvolution Triggers	the	evolution.

wAttack handles	the	attack.

Top

See	Also
Reference
IGameWorld	Interface
FightGameAIDemo	Namespace



A	Sandcastle	Documented	Class	Library

IGameWorldHasAIDied	Method
Determines	whether	[has	ai	died].

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Return	Value
Type:	Boolean
true	or	false

See	Also
Reference
IGameWorld	Interface
FightGameAIDemo	Namespace

bool	HasAIDied()

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50


A	Sandcastle	Documented	Class	Library

IGameWorldHasNonAIDied
Method
Determines	whether	[has	non	ai	died].

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Return	Value
Type:	Boolean
true	or	false

See	Also
Reference
IGameWorld	Interface
FightGameAIDemo	Namespace

bool	HasNonAIDied()

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50


A	Sandcastle	Documented	Class	Library

IGameWorldRunFight	Method
Runs	the	fight.

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

See	Also
Reference
IGameWorld	Interface
FightGameAIDemo	Namespace

void	RunFight()

CopyC#



A	Sandcastle	Documented	Class	Library

IGameWorldSetUp	Method
Set	up	the	fighters	for	the	fight.

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

isBlocking
Type:	SystemBoolean
if	set	to	true	[is	blocking].

isCrouched
Type:	SystemBoolean
if	set	to	true	[is	crouched].

torn_size
Type:	SystemInt32
The	torn_size.

pop_size
Type:	SystemInt32
The	pop_size.

See	Also

void	SetUp(

	 bool	isBlocking,

	 bool	isCrouched,

	 int	torn_size,

	 int	pop_size

)

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50
http://msdn2.microsoft.com/en-us/library/a28wyd50
http://msdn2.microsoft.com/en-us/library/td2s409d
http://msdn2.microsoft.com/en-us/library/td2s409d


Reference
IGameWorld	Interface
FightGameAIDemo	Namespace



A	Sandcastle	Documented	Class	Library

IGameWorldtriggerEvolution
Method
Triggers	the	evolution.

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

See	Also
Reference
IGameWorld	Interface
FightGameAIDemo	Namespace

void	triggerEvolution()

CopyC#



A	Sandcastle	Documented	Class	Library

IGameWorldwAttack	Method
handles	the	attack.

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

attacker
Type:	FightGameAIDemo.Fighter_ClassesFighter
The	attacker.

defender
Type:	FightGameAIDemo.Fighter_ClassesFighter
The	defender.

attack
Type:	FightGameAIDemo.AttacksAttack
The	attack.

Return	Value
Type:	String
String	for	event	list

See	Also

string	wAttack(

	 Fighter	attacker,

	 Fighter	defender,

	 Attack	attack

)

CopyC#

http://msdn2.microsoft.com/en-us/library/s1wwdcbf


Reference
IGameWorld	Interface
FightGameAIDemo	Namespace



A	Sandcastle	Documented	Class	Library

MainMenu	Class
Main	menu	user	form

Inheritance	Hierarchy
SystemObject		SystemMarshalByRefObject
				System.ComponentModelComponent
						System.Windows.FormsControl
								System.Windows.FormsScrollableControl
										System.Windows.FormsContainerControl
												System.Windows.FormsForm
														FightGameAIDemoMainMenu

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

The	MainMenu	type	exposes	the	following	members.

Constructors
	 Name Description

MainMenu Initializes	a	new	instance	of	the
MainMenu	class.

Top

public	class	MainMenu	:	Form

CopyC#

http://msdn2.microsoft.com/en-us/library/e5kfa45b
http://msdn2.microsoft.com/en-us/library/w4302s1f
http://msdn2.microsoft.com/en-us/library/9wbadbce
http://msdn2.microsoft.com/en-us/library/36cd312w
http://msdn2.microsoft.com/en-us/library/7xhk8yhk
http://msdn2.microsoft.com/en-us/library/e7d2a552
http://msdn2.microsoft.com/en-us/library/w4bcxb43


Methods
	 Name Description

btnFightScreen_Click Handles	the	Click	event
of	the	btnFightScreen
control.	Opens	the	AI
Fight	game	form

btnQuit_Click Handles	the	Click	event
of	the	btnQuit	control.
Closes	the	application

Dispose Clean	up	any	resources
being	used.
(Overrides
FormDispose(Boolean).)

FightGameForm_Load Handles	the	Load	event
of	the	FightGameForm
control.

InitializeComponent Required	method	for
Designer	support	-	do	not
modify	the	contents	of
this	method	with	the	code
editor.

Top

Fields
	 Name Description

btnFightScreen

btnQuit

http://msdn2.microsoft.com/en-us/library/aw58wzka


components Required	designer	variable.

Top

See	Also
Reference
FightGameAIDemo	Namespace
System.Windows.FormsForm

http://msdn2.microsoft.com/en-us/library/w4bcxb43


A	Sandcastle	Documented	Class	Library

MainMenu	Constructor
Initializes	a	new	instance	of	the	MainMenu	class.

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

See	Also
Reference
MainMenu	Class
FightGameAIDemo	Namespace

public	MainMenu()

CopyC#



A	Sandcastle	Documented	Class	Library

MainMenu	Methods
The	MainMenu	type	exposes	the	following	members.

Methods
	 Name Description

btnFightScreen_Click Handles	the	Click	event
of	the	btnFightScreen
control.	Opens	the	AI
Fight	game	form

btnQuit_Click Handles	the	Click	event
of	the	btnQuit	control.
Closes	the	application

Dispose Clean	up	any	resources
being	used.
(Overrides
FormDispose(Boolean).)

FightGameForm_Load Handles	the	Load	event
of	the	FightGameForm
control.

InitializeComponent Required	method	for
Designer	support	-	do	not
modify	the	contents	of
this	method	with	the	code
editor.

Top

See	Also

http://msdn2.microsoft.com/en-us/library/aw58wzka


Reference
MainMenu	Class
FightGameAIDemo	Namespace



A	Sandcastle	Documented	Class	Library

MainMenubtnFightScreen_Click
Method
Handles	the	Click	event	of	the	btnFightScreen	control.	Opens	the	AI
Fight	game	form

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

sender
Type:	SystemObject
The	source	of	the	event.

e
Type:	SystemEventArgs
The	EventArgs	instance	containing	the	event	data.

See	Also
Reference
MainMenu	Class
FightGameAIDemo	Namespace

private	void	btnFightScreen_Click(

	 Object	sender,

	 EventArgs	e

)

CopyC#

http://msdn2.microsoft.com/en-us/library/e5kfa45b
http://msdn2.microsoft.com/en-us/library/118wxtk3
http://msdn2.microsoft.com/en-us/library/118wxtk3


A	Sandcastle	Documented	Class	Library

MainMenubtnQuit_Click	Method
Handles	the	Click	event	of	the	btnQuit	control.	Closes	the	application

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

sender
Type:	SystemObject
The	source	of	the	event.

e
Type:	SystemEventArgs
The	EventArgs	instance	containing	the	event	data.

See	Also
Reference
MainMenu	Class
FightGameAIDemo	Namespace

private	void	btnQuit_Click(

	 Object	sender,

	 EventArgs	e

)

CopyC#

http://msdn2.microsoft.com/en-us/library/e5kfa45b
http://msdn2.microsoft.com/en-us/library/118wxtk3
http://msdn2.microsoft.com/en-us/library/118wxtk3


A	Sandcastle	Documented	Class	Library

MainMenuDispose	Method
Clean	up	any	resources	being	used.

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

disposing
Type:	SystemBoolean
true	if	managed	resources	should	be	disposed;	otherwise,	false.

See	Also
Reference
MainMenu	Class
FightGameAIDemo	Namespace

protected	override	void	Dispose(

	 bool	disposing

)

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50


A	Sandcastle	Documented	Class	Library

MainMenuFightGameForm_Load
Method
Handles	the	Load	event	of	the	FightGameForm	control.

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

sender
Type:	SystemObject
The	source	of	the	event.

e
Type:	SystemEventArgs
The	EventArgs	instance	containing	the	event	data.

See	Also
Reference
MainMenu	Class
FightGameAIDemo	Namespace

private	void	FightGameForm_Load(

	 Object	sender,

	 EventArgs	e

)

CopyC#

http://msdn2.microsoft.com/en-us/library/e5kfa45b
http://msdn2.microsoft.com/en-us/library/118wxtk3
http://msdn2.microsoft.com/en-us/library/118wxtk3


A	Sandcastle	Documented	Class	Library

MainMenuInitializeComponent
Method
Required	method	for	Designer	support	-	do	not	modify	the	contents	of
this	method	with	the	code	editor.

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

See	Also
Reference
MainMenu	Class
FightGameAIDemo	Namespace

private	void	InitializeComponent()

CopyC#



A	Sandcastle	Documented	Class	Library

MainMenu	Fields

Fields
	 Name Description

btnFightScreen

btnQuit

components Required	designer	variable.

Top

See	Also
Reference
MainMenu	Class
FightGameAIDemo	Namespace



A	Sandcastle	Documented	Class	Library

MainMenubtnFightScreen	Field
[Missing	<summary>	documentation	for
"F:FightGameAIDemo.MainMenu.btnFightScreen"]

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Button

See	Also
Reference
MainMenu	Class
FightGameAIDemo	Namespace

private	Button	btnFightScreen

CopyC#

http://msdn2.microsoft.com/en-us/library/031c58k4


A	Sandcastle	Documented	Class	Library

MainMenubtnQuit	Field
[Missing	<summary>	documentation	for	"F:FightGameAIDemo.MainMenu.btnQuit"]

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Button

See	Also
Reference
MainMenu	Class
FightGameAIDemo	Namespace

private	Button	btnQuit

CopyC#

http://msdn2.microsoft.com/en-us/library/031c58k4


A	Sandcastle	Documented	Class	Library

MainMenucomponents	Field
Required	designer	variable.

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	IContainer

See	Also
Reference
MainMenu	Class
FightGameAIDemo	Namespace

private	IContainer	components

CopyC#

http://msdn2.microsoft.com/en-us/library/z7xdfy67


A	Sandcastle	Documented	Class	Library

Program	Class
[Missing	<summary>	documentation	for	"T:FightGameAIDemo.Program"]

Inheritance	Hierarchy
SystemObject		FightGameAIDemoProgram

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Methods
	 Name Description

Main The	main	entry	point	for	the	application.

Top

See	Also
Reference
FightGameAIDemo	Namespace

internal	static	class	Program

CopyC#

http://msdn2.microsoft.com/en-us/library/e5kfa45b


A	Sandcastle	Documented	Class	Library

Program	Methods

Methods
	 Name Description

Main The	main	entry	point	for	the	application.

Top

See	Also
Reference
Program	Class
FightGameAIDemo	Namespace



A	Sandcastle	Documented	Class	Library

ProgramMain	Method
The	main	entry	point	for	the	application.

Namespace:	FightGameAIDemo
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

See	Also
Reference
Program	Class
FightGameAIDemo	Namespace

private	static	void	Main()

CopyC#



A	Sandcastle	Documented	Class	Library

FightGameAIDemo.Attacks
Namespace
[Missing	<summary>	documentation	for	"N:FightGameAIDemo.Attacks"]

Classes
	 Class Description

Attack base	class	for	the	attack	types

Kick Sub	Class	of	Attack,	inherits	propperties
from	Attack	class

Punch Sub	Class	of	Attack,	inherits	propperties
from	Attack	class

Special Sub	Class	of	Attack,	inherits	propperties
from	Attack	class



A	Sandcastle	Documented	Class	Library

Attack	Class
base	class	for	the	attack	types

Inheritance	Hierarchy
SystemObject		FightGameAIDemo.AttacksAttack
				FightGameAIDemo.AttacksKick
				FightGameAIDemo.AttacksPunch
				FightGameAIDemo.AttacksSpecial

Namespace:	FightGameAIDemo.Attacks
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

The	Attack	type	exposes	the	following	members.

Constructors
	 Name Description

Attack Initializes	a	new	instance	of	the	Attack
class.

Top

Properties
	 Name Description

public	class	Attack

CopyC#

http://msdn2.microsoft.com/en-us/library/e5kfa45b


Damage Gets	or	sets	the	damage	of	the	attack.

Distance Gets	or	sets	the	distance	of	the	attack.

LowDam Gets	or	sets	a	value	indicating	whether
[low	dam]	is	true	or	false.

Name Gets	or	sets	the	name	of	the	attack.

Top

Methods
	 Name Description

ToString Returns	a	String	that	represents	the
current	Object.

Top

Fields
	 Name Description

damage The	damage	of	the	attack

distance The	distance	of	the	attack,	effects
damage

lowDam The	low	attack,	If	true	attack	hits	while
defender	is	crouching

name The	name	of	the	attack

Top

See	Also
Reference

http://msdn2.microsoft.com/en-us/library/s1wwdcbf
http://msdn2.microsoft.com/en-us/library/e5kfa45b


FightGameAIDemo.Attacks	Namespace



A	Sandcastle	Documented	Class	Library

Attack	Constructor
Initializes	a	new	instance	of	the	Attack	class.

Namespace:	FightGameAIDemo.Attacks
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

See	Also
Reference
Attack	Class
FightGameAIDemo.Attacks	Namespace

public	Attack()

CopyC#



A	Sandcastle	Documented	Class	Library

Attack	Properties
The	Attack	type	exposes	the	following	members.

Properties
	 Name Description

Damage Gets	or	sets	the	damage	of	the	attack.

Distance Gets	or	sets	the	distance	of	the	attack.

LowDam Gets	or	sets	a	value	indicating	whether
[low	dam]	is	true	or	false.

Name Gets	or	sets	the	name	of	the	attack.

Top

See	Also
Reference
Attack	Class
FightGameAIDemo.Attacks	Namespace



A	Sandcastle	Documented	Class	Library

AttackDamage	Property
Gets	or	sets	the	damage	of	the	attack.

Namespace:	FightGameAIDemo.Attacks
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	Int32
The	damage.

See	Also
Reference
Attack	Class
FightGameAIDemo.Attacks	Namespace

public	int	Damage	{	get;	set;	}

CopyC#

http://msdn2.microsoft.com/en-us/library/td2s409d


A	Sandcastle	Documented	Class	Library

AttackDistance	Property
Gets	or	sets	the	distance	of	the	attack.

Namespace:	FightGameAIDemo.Attacks
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	String
The	distance.

See	Also
Reference
Attack	Class
FightGameAIDemo.Attacks	Namespace

public	string	Distance	{	get;	set;	}

CopyC#

http://msdn2.microsoft.com/en-us/library/s1wwdcbf


A	Sandcastle	Documented	Class	Library

AttackLowDam	Property
Gets	or	sets	a	value	indicating	whether	[low	dam]	is	true	or	false.

Namespace:	FightGameAIDemo.Attacks
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	Boolean
true	if	[low	dam];	otherwise,	false.

See	Also
Reference
Attack	Class
FightGameAIDemo.Attacks	Namespace

public	bool	LowDam	{	get;	set;	}

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50


A	Sandcastle	Documented	Class	Library

AttackName	Property
Gets	or	sets	the	name	of	the	attack.

Namespace:	FightGameAIDemo.Attacks
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	String
The	name.

See	Also
Reference
Attack	Class
FightGameAIDemo.Attacks	Namespace

public	string	Name	{	get;	set;	}

CopyC#

http://msdn2.microsoft.com/en-us/library/s1wwdcbf


A	Sandcastle	Documented	Class	Library

Attack	Methods
The	Attack	type	exposes	the	following	members.

Methods
	 Name Description

ToString Returns	a	String	that	represents	the
current	Object.

Top

See	Also
Reference
Attack	Class
FightGameAIDemo.Attacks	Namespace

http://msdn2.microsoft.com/en-us/library/s1wwdcbf
http://msdn2.microsoft.com/en-us/library/e5kfa45b


A	Sandcastle	Documented	Class	Library

AttackToString	Method
Returns	a	String	that	represents	the	current	Object.

Namespace:	FightGameAIDemo.Attacks
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Return	Value
Type:	String
A	String	that	represents	the	current	Object.

See	Also
Reference
Attack	Class
FightGameAIDemo.Attacks	Namespace

public	string	ToString()

CopyC#

http://msdn2.microsoft.com/en-us/library/s1wwdcbf
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A	Sandcastle	Documented	Class	Library

Attack	Fields

Fields
	 Name Description

damage The	damage	of	the	attack

distance The	distance	of	the	attack,	effects
damage

lowDam The	low	attack,	If	true	attack	hits	while
defender	is	crouching

name The	name	of	the	attack

Top

See	Also
Reference
Attack	Class
FightGameAIDemo.Attacks	Namespace



A	Sandcastle	Documented	Class	Library

Attackdamage	Field
The	damage	of	the	attack

Namespace:	FightGameAIDemo.Attacks
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Int32

See	Also
Reference
Attack	Class
FightGameAIDemo.Attacks	Namespace

private	int	damage

CopyC#

http://msdn2.microsoft.com/en-us/library/td2s409d


A	Sandcastle	Documented	Class	Library

Attackdistance	Field
The	distance	of	the	attack,	effects	damage

Namespace:	FightGameAIDemo.Attacks
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	String

See	Also
Reference
Attack	Class
FightGameAIDemo.Attacks	Namespace

private	string	distance

CopyC#

http://msdn2.microsoft.com/en-us/library/s1wwdcbf


A	Sandcastle	Documented	Class	Library

AttacklowDam	Field
The	low	attack,	If	true	attack	hits	while	defender	is	crouching

Namespace:	FightGameAIDemo.Attacks
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Boolean

See	Also
Reference
Attack	Class
FightGameAIDemo.Attacks	Namespace

private	bool	lowDam

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50


A	Sandcastle	Documented	Class	Library

Attackname	Field
The	name	of	the	attack

Namespace:	FightGameAIDemo.Attacks
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	String

See	Also
Reference
Attack	Class
FightGameAIDemo.Attacks	Namespace

private	string	name

CopyC#

http://msdn2.microsoft.com/en-us/library/s1wwdcbf


A	Sandcastle	Documented	Class	Library

Kick	Class
Sub	Class	of	Attack,	inherits	propperties	from	Attack	class

Inheritance	Hierarchy
SystemObject		FightGameAIDemo.AttacksAttack
				FightGameAIDemo.AttacksKick

Namespace:	FightGameAIDemo.Attacks
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

The	Kick	type	exposes	the	following	members.

Constructors
	 Name Description

Kick Initializes	a	new	instance	of	the	Kick
class.

Top

Properties
	 Name Description

Damage Gets	or	sets	the	damage	of	the	attack.
(Inherited	from	Attack.)

public	class	Kick	:	Attack

CopyC#
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Distance Gets	or	sets	the	distance	of	the	attack.
(Inherited	from	Attack.)

LowDam Gets	or	sets	a	value	indicating	whether
[low	dam]	is	true	or	false.
(Inherited	from	Attack.)

Name Gets	or	sets	the	name	of	the	attack.
(Inherited	from	Attack.)

Top

Methods
	 Name Description

ToString Returns	a	String	that	represents	the
current	Object.
(Inherited	from	Attack.)

Top

Fields
	 Name Description

damage The	damage	of	the	attack
(Inherited	from	Attack.)

distance The	distance	of	the	attack,	effects
damage
(Inherited	from	Attack.)

lowDam The	low	attack,	If	true	attack	hits	while
defender	is	crouching
(Inherited	from	Attack.)

name The	name	of	the	attack

http://msdn2.microsoft.com/en-us/library/s1wwdcbf
http://msdn2.microsoft.com/en-us/library/e5kfa45b


(Inherited	from	Attack.)

Top

See	Also
Reference
FightGameAIDemo.Attacks	Namespace
[!:FightGameAIDemo.Attack]



A	Sandcastle	Documented	Class	Library

Kick	Constructor
Initializes	a	new	instance	of	the	Kick	class.

Namespace:	FightGameAIDemo.Attacks
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

See	Also
Reference
Kick	Class
FightGameAIDemo.Attacks	Namespace

public	Kick()

CopyC#



A	Sandcastle	Documented	Class	Library

Kick	Properties
The	Kick	type	exposes	the	following	members.

Properties
	 Name Description

Damage Gets	or	sets	the	damage	of	the	attack.
(Inherited	from	Attack.)

Distance Gets	or	sets	the	distance	of	the	attack.
(Inherited	from	Attack.)

LowDam Gets	or	sets	a	value	indicating	whether
[low	dam]	is	true	or	false.
(Inherited	from	Attack.)

Name Gets	or	sets	the	name	of	the	attack.
(Inherited	from	Attack.)

Top

See	Also
Reference
Kick	Class
FightGameAIDemo.Attacks	Namespace



A	Sandcastle	Documented	Class	Library

Kick	Methods
The	Kick	type	exposes	the	following	members.

Methods
	 Name Description

ToString Returns	a	String	that	represents	the
current	Object.
(Inherited	from	Attack.)

Top

See	Also
Reference
Kick	Class
FightGameAIDemo.Attacks	Namespace

http://msdn2.microsoft.com/en-us/library/s1wwdcbf
http://msdn2.microsoft.com/en-us/library/e5kfa45b
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Kick	Fields

Fields
	 Name Description

damage The	damage	of	the	attack
(Inherited	from	Attack.)

distance The	distance	of	the	attack,	effects
damage
(Inherited	from	Attack.)

lowDam The	low	attack,	If	true	attack	hits	while
defender	is	crouching
(Inherited	from	Attack.)

name The	name	of	the	attack
(Inherited	from	Attack.)

Top

See	Also
Reference
Kick	Class
FightGameAIDemo.Attacks	Namespace



A	Sandcastle	Documented	Class	Library

Punch	Class
Sub	Class	of	Attack,	inherits	propperties	from	Attack	class

Inheritance	Hierarchy
SystemObject		FightGameAIDemo.AttacksAttack
				FightGameAIDemo.AttacksPunch

Namespace:	FightGameAIDemo.Attacks
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

The	Punch	type	exposes	the	following	members.

Constructors
	 Name Description

Punch Initializes	a	new	instance	of	the	Punch
class.

Top

Properties
	 Name Description

Damage Gets	or	sets	the	damage	of	the	attack.
(Inherited	from	Attack.)

public	class	Punch	:	Attack

CopyC#

http://msdn2.microsoft.com/en-us/library/e5kfa45b


Distance Gets	or	sets	the	distance	of	the	attack.
(Inherited	from	Attack.)

LowDam Gets	or	sets	a	value	indicating	whether
[low	dam]	is	true	or	false.
(Inherited	from	Attack.)

Name Gets	or	sets	the	name	of	the	attack.
(Inherited	from	Attack.)

Top

Methods
	 Name Description

ToString Returns	a	String	that	represents	the
current	Object.
(Inherited	from	Attack.)

Top

Fields
	 Name Description

damage The	damage	of	the	attack
(Inherited	from	Attack.)

distance The	distance	of	the	attack,	effects
damage
(Inherited	from	Attack.)

lowDam The	low	attack,	If	true	attack	hits	while
defender	is	crouching
(Inherited	from	Attack.)

name The	name	of	the	attack

http://msdn2.microsoft.com/en-us/library/s1wwdcbf
http://msdn2.microsoft.com/en-us/library/e5kfa45b


(Inherited	from	Attack.)

Top

See	Also
Reference
FightGameAIDemo.Attacks	Namespace
[!:FightGameAIDemo.Attack]



A	Sandcastle	Documented	Class	Library

Punch	Constructor
Initializes	a	new	instance	of	the	Punch	class.

Namespace:	FightGameAIDemo.Attacks
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

See	Also
Reference
Punch	Class
FightGameAIDemo.Attacks	Namespace

public	Punch()

CopyC#



A	Sandcastle	Documented	Class	Library

Punch	Properties
The	Punch	type	exposes	the	following	members.

Properties
	 Name Description

Damage Gets	or	sets	the	damage	of	the	attack.
(Inherited	from	Attack.)

Distance Gets	or	sets	the	distance	of	the	attack.
(Inherited	from	Attack.)

LowDam Gets	or	sets	a	value	indicating	whether
[low	dam]	is	true	or	false.
(Inherited	from	Attack.)

Name Gets	or	sets	the	name	of	the	attack.
(Inherited	from	Attack.)

Top

See	Also
Reference
Punch	Class
FightGameAIDemo.Attacks	Namespace



A	Sandcastle	Documented	Class	Library

Punch	Methods
The	Punch	type	exposes	the	following	members.

Methods
	 Name Description

ToString Returns	a	String	that	represents	the
current	Object.
(Inherited	from	Attack.)

Top

See	Also
Reference
Punch	Class
FightGameAIDemo.Attacks	Namespace

http://msdn2.microsoft.com/en-us/library/s1wwdcbf
http://msdn2.microsoft.com/en-us/library/e5kfa45b
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Punch	Fields

Fields
	 Name Description

damage The	damage	of	the	attack
(Inherited	from	Attack.)

distance The	distance	of	the	attack,	effects
damage
(Inherited	from	Attack.)

lowDam The	low	attack,	If	true	attack	hits	while
defender	is	crouching
(Inherited	from	Attack.)

name The	name	of	the	attack
(Inherited	from	Attack.)

Top

See	Also
Reference
Punch	Class
FightGameAIDemo.Attacks	Namespace



A	Sandcastle	Documented	Class	Library

Special	Class
Sub	Class	of	Attack,	inherits	propperties	from	Attack	class

Inheritance	Hierarchy
SystemObject		FightGameAIDemo.AttacksAttack
				FightGameAIDemo.AttacksSpecial

Namespace:	FightGameAIDemo.Attacks
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

The	Special	type	exposes	the	following	members.

Constructors
	 Name Description

Special Initializes	a	new	instance	of	the	Special
class.

Top

Properties
	 Name Description

Damage Gets	or	sets	the	damage	of	the	attack.
(Inherited	from	Attack.)

public	class	Special	:	Attack

CopyC#
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Distance Gets	or	sets	the	distance	of	the	attack.
(Inherited	from	Attack.)

LowDam Gets	or	sets	a	value	indicating	whether
[low	dam]	is	true	or	false.
(Inherited	from	Attack.)

Name Gets	or	sets	the	name	of	the	attack.
(Inherited	from	Attack.)

Top

Methods
	 Name Description

ToString Returns	a	String	that	represents	the
current	Object.
(Inherited	from	Attack.)

Top

Fields
	 Name Description

damage The	damage	of	the	attack
(Inherited	from	Attack.)

distance The	distance	of	the	attack,	effects
damage
(Inherited	from	Attack.)

lowDam The	low	attack,	If	true	attack	hits	while
defender	is	crouching
(Inherited	from	Attack.)

name The	name	of	the	attack

http://msdn2.microsoft.com/en-us/library/s1wwdcbf
http://msdn2.microsoft.com/en-us/library/e5kfa45b


(Inherited	from	Attack.)

Top

See	Also
Reference
FightGameAIDemo.Attacks	Namespace
[!:FightGameAIDemo.Attack]



A	Sandcastle	Documented	Class	Library

Special	Constructor
Initializes	a	new	instance	of	the	Special	class.

Namespace:	FightGameAIDemo.Attacks
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

See	Also
Reference
Special	Class
FightGameAIDemo.Attacks	Namespace

public	Special()

CopyC#



A	Sandcastle	Documented	Class	Library

Special	Properties
The	Special	type	exposes	the	following	members.

Properties
	 Name Description

Damage Gets	or	sets	the	damage	of	the	attack.
(Inherited	from	Attack.)

Distance Gets	or	sets	the	distance	of	the	attack.
(Inherited	from	Attack.)

LowDam Gets	or	sets	a	value	indicating	whether
[low	dam]	is	true	or	false.
(Inherited	from	Attack.)

Name Gets	or	sets	the	name	of	the	attack.
(Inherited	from	Attack.)

Top

See	Also
Reference
Special	Class
FightGameAIDemo.Attacks	Namespace



A	Sandcastle	Documented	Class	Library

Special	Methods
The	Special	type	exposes	the	following	members.

Methods
	 Name Description

ToString Returns	a	String	that	represents	the
current	Object.
(Inherited	from	Attack.)

Top

See	Also
Reference
Special	Class
FightGameAIDemo.Attacks	Namespace

http://msdn2.microsoft.com/en-us/library/s1wwdcbf
http://msdn2.microsoft.com/en-us/library/e5kfa45b
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Special	Fields

Fields
	 Name Description

damage The	damage	of	the	attack
(Inherited	from	Attack.)

distance The	distance	of	the	attack,	effects
damage
(Inherited	from	Attack.)

lowDam The	low	attack,	If	true	attack	hits	while
defender	is	crouching
(Inherited	from	Attack.)

name The	name	of	the	attack
(Inherited	from	Attack.)

Top

See	Also
Reference
Special	Class
FightGameAIDemo.Attacks	Namespace



A	Sandcastle	Documented	Class	Library

FightGameAIDemo.Behavior_Tree
Namespace
[Missing	<summary>	documentation	for	"N:FightGameAIDemo.Behavior_Tree"]

Classes
	 Class Description

ActionNode A	behaviour	tree	leaf	node	for
running	an	action.	Origionaly
Developed	by	Ashley	Davis.
Modified	for	use	in	this	project
by	Steven	Mcvey.

InverterNode Decorator	node	that	inverts	the
success/failure	of	its	child.
Origionaly	Developed	by	Ashley
Davis.	Modified	for	use	in	this
project	by	Steven	Mcvey.

MyTreeBuilder Fluent	API	for	building	a
behaviour	tree.	Origionaly
Developed	by	Ashley	Davis.
Modified	for	use	in	this	project
by	Steven	Mcvey.

ParallelNode Runs	childs	nodes	in	parallel.
Origionaly	Developed	by	Ashley
Davis.	Modified	for	use	in	this
project	by	Steven	Mcvey.

SelectorNode Selects	the	first	node	that
succeeds.	Tries	successive



nodes	until	it	finds	one	that
doesn't	fail.	Origionaly
Developed	by	Ashley	Davis.
Modified	for	use	in	this	project
by	Steven	Mcvey.

SequenceNode Runs	child	nodes	in	sequence,
until	one	fails.	Origionaly
Developed	by	Ashley	Davis.
Modified	for	use	in	this	project
by	Steven	Mcvey.

Structures
	 Structure Description

MyTimeData Represents	time.	Used	to	pass	time
values	to	behaviour	tree	nodes.
Origionaly	Developed	by	Ashley
Davis.	Modified	for	use	in	this
project	by	Steven	Mcvey.

Interfaces
	 Interface Description

IMyBehaviourTreeNode Interface	for
behaviour	tree
nodes.	Origionaly
Developed	by
Ashley	Davis.
Modified	for	use
in	this	project	by
Steven	Mcvey.

IMyParentBehaviourTreeNode Interface	for
behaviour	tree
nodes.	Origionaly



Developed	by
Ashley	Davis.
Modified	for	use
in	this	project	by
Steven	Mcvey.

Enumerations
	 Enumeration Description

MyBehaviourTreeStatus The	return	type	when
invoking	behaviour	tree
nodes.	Origionaly
Developed	by	Ashley
Davis.	Modified	for	use
in	this	project	by	Steven
Mcvey.



A	Sandcastle	Documented	Class	Library

ActionNode	Class
A	behaviour	tree	leaf	node	for	running	an	action.	Origionaly	Developed
by	Ashley	Davis.	Modified	for	use	in	this	project	by	Steven	Mcvey.

Inheritance	Hierarchy
SystemObject		FightGameAIDemo.Behavior_TreeActionNode

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

The	ActionNode	type	exposes	the	following	members.

Constructors
	 Name Description

ActionNode Initializes	a	new	instance	of	the
ActionNode	class.

Top

Methods
	 Name Description

Tick Update	the	time	of	the	behaviour	tree.

public	class	ActionNode	:	IMyBehaviourTreeNode

CopyC#
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Top

Fields
	 Name Description

fn Function	to	invoke	for	the	action.

name The	name	of	the	node.

Top

See	Also
Reference
FightGameAIDemo.Behavior_Tree	Namespace
[!:FightGameAIDemo.IMyBehaviourTreeNode]



A	Sandcastle	Documented	Class	Library

ActionNode	Constructor
Initializes	a	new	instance	of	the	ActionNode	class.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

name
Type:	SystemString
The	name.

fn
Type:	SystemFuncMyTimeData,	MyBehaviourTreeStatus
The	function.

See	Also
Reference
ActionNode	Class
FightGameAIDemo.Behavior_Tree	Namespace

public	ActionNode(

	 string	name,

	 Func<MyTimeData,	MyBehaviourTreeStatus>	fn

)

CopyC#
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A	Sandcastle	Documented	Class	Library

ActionNode	Methods
The	ActionNode	type	exposes	the	following	members.

Methods
	 Name Description

Tick Update	the	time	of	the	behaviour	tree.

Top

See	Also
Reference
ActionNode	Class
FightGameAIDemo.Behavior_Tree	Namespace



A	Sandcastle	Documented	Class	Library

ActionNodeTick	Method
Update	the	time	of	the	behaviour	tree.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

time
Type:	FightGameAIDemo.Behavior_TreeMyTimeData
[Missing	<param	name="time"/>	documentation	for
"M:FightGameAIDemo.Behavior_Tree.ActionNode.Tick(FightGameAIDemo.Behavior_Tree.MyTimeData)"]

Return	Value
Type:	MyBehaviourTreeStatus
[Missing	<returns>	documentation	for
"M:FightGameAIDemo.Behavior_Tree.ActionNode.Tick(FightGameAIDemo.Behavior_Tree.MyTimeData)"]

Implements
IMyBehaviourTreeNodeTick(MyTimeData)

See	Also
Reference
ActionNode	Class
FightGameAIDemo.Behavior_Tree	Namespace

public	MyBehaviourTreeStatus	Tick(

	 MyTimeData	time

)

CopyC#





A	Sandcastle	Documented	Class	Library

ActionNode	Fields

Fields
	 Name Description

fn Function	to	invoke	for	the	action.

name The	name	of	the	node.

Top

See	Also
Reference
ActionNode	Class
FightGameAIDemo.Behavior_Tree	Namespace



A	Sandcastle	Documented	Class	Library

ActionNodefn	Field
Function	to	invoke	for	the	action.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	FuncMyTimeData,	MyBehaviourTreeStatus

See	Also
Reference
ActionNode	Class
FightGameAIDemo.Behavior_Tree	Namespace

private	Func<MyTimeData,	MyBehaviourTreeStatus>	fn

CopyC#
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ActionNodename	Field
The	name	of	the	node.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	String

See	Also
Reference
ActionNode	Class
FightGameAIDemo.Behavior_Tree	Namespace

private	string	name

CopyC#
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IMyBehaviourTreeNode	Interface
Interface	for	behaviour	tree	nodes.	Origionaly	Developed	by	Ashley
Davis.	Modified	for	use	in	this	project	by	Steven	Mcvey.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

The	IMyBehaviourTreeNode	type	exposes	the	following	members.

Methods
	 Name Description

Tick Update	the	time	of	the	behaviour	tree.

Top

See	Also
Reference
FightGameAIDemo.Behavior_Tree	Namespace

public	interface	IMyBehaviourTreeNode

CopyC#



A	Sandcastle	Documented	Class	Library

IMyBehaviourTreeNode	Methods
The	IMyBehaviourTreeNode	type	exposes	the	following	members.

Methods
	 Name Description

Tick Update	the	time	of	the	behaviour	tree.

Top

See	Also
Reference
IMyBehaviourTreeNode	Interface
FightGameAIDemo.Behavior_Tree	Namespace



A	Sandcastle	Documented	Class	Library

IMyBehaviourTreeNodeTick
Method
Update	the	time	of	the	behaviour	tree.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

time
Type:	FightGameAIDemo.Behavior_TreeMyTimeData
The	time.

Return	Value
Type:	MyBehaviourTreeStatus
[Missing	<returns>	documentation	for
"M:FightGameAIDemo.Behavior_Tree.IMyBehaviourTreeNode.Tick(FightGameAIDemo.Behavior_Tree.MyTimeData)"]

See	Also
Reference
IMyBehaviourTreeNode	Interface
FightGameAIDemo.Behavior_Tree	Namespace

MyBehaviourTreeStatus	Tick(

	 MyTimeData	time

)

CopyC#
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IMyParentBehaviourTreeNode
Interface
Interface	for	behaviour	tree	nodes.	Origionaly	Developed	by	Ashley
Davis.	Modified	for	use	in	this	project	by	Steven	Mcvey.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

The	IMyParentBehaviourTreeNode	type	exposes	the	following
members.

Methods
	 Name Description

AddChild Add	a	child	to	the	parent	node.

Tick Update	the	time	of	the	behaviour	tree.
(Inherited	from
IMyBehaviourTreeNode.)

Top

See	Also
Reference

public	interface	IMyParentBehaviourTreeNode	:	IMyBehaviourTreeNode

CopyC#



FightGameAIDemo.Behavior_Tree	Namespace
[!:FightGameAIDemo.IMyBehaviourTreeNode]



A	Sandcastle	Documented	Class	Library

IMyParentBehaviourTreeNode
Methods
The	IMyParentBehaviourTreeNode	type	exposes	the	following
members.

Methods
	 Name Description

AddChild Add	a	child	to	the	parent	node.

Tick Update	the	time	of	the	behaviour	tree.
(Inherited	from
IMyBehaviourTreeNode.)

Top

See	Also
Reference
IMyParentBehaviourTreeNode	Interface
FightGameAIDemo.Behavior_Tree	Namespace



A	Sandcastle	Documented	Class	Library

IMyParentBehaviourTreeNodeAddChild
Method
Add	a	child	to	the	parent	node.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

child
Type:	FightGameAIDemo.Behavior_TreeIMyBehaviourTreeNode
The	child.

See	Also
Reference
IMyParentBehaviourTreeNode	Interface
FightGameAIDemo.Behavior_Tree	Namespace

void	AddChild(

	 IMyBehaviourTreeNode	child

)

CopyC#
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InverterNode	Class
Decorator	node	that	inverts	the	success/failure	of	its	child.	Origionaly
Developed	by	Ashley	Davis.	Modified	for	use	in	this	project	by	Steven
Mcvey.

Inheritance	Hierarchy
SystemObject		FightGameAIDemo.Behavior_TreeInverterNode

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

The	InverterNode	type	exposes	the	following	members.

Constructors
	 Name Description

InverterNode Initializes	a	new	instance	of	the
InverterNode	class.

Top

Methods
	 Name Description

public	class	InverterNode	:	IMyParentBehaviourTreeNode

	 IMyBehaviourTreeNode

CopyC#
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AddChild Add	a	child	to	the	parent	node.

Tick Update	the	time	of	the	behaviour	tree.

Top

Fields
	 Name Description

childNode The	child	to	be	inverted.

name Name	of	the	node.

Top

See	Also
Reference
FightGameAIDemo.Behavior_Tree	Namespace
[!:FightGameAIDemo.IMyParentBehaviourTreeNode]



A	Sandcastle	Documented	Class	Library

InverterNode	Constructor
Initializes	a	new	instance	of	the	InverterNode	class.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

name
Type:	SystemString
The	name.

See	Also
Reference
InverterNode	Class
FightGameAIDemo.Behavior_Tree	Namespace

public	InverterNode(

	 string	name

)

CopyC#
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InverterNode	Methods
The	InverterNode	type	exposes	the	following	members.

Methods
	 Name Description

AddChild Add	a	child	to	the	parent	node.

Tick Update	the	time	of	the	behaviour	tree.

Top

See	Also
Reference
InverterNode	Class
FightGameAIDemo.Behavior_Tree	Namespace



A	Sandcastle	Documented	Class	Library

InverterNodeAddChild	Method
Add	a	child	to	the	parent	node.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

child
Type:	FightGameAIDemo.Behavior_TreeIMyBehaviourTreeNode
The	child.

Implements
IMyParentBehaviourTreeNodeAddChild(IMyBehaviourTreeNode)

Exceptions
Exception Condition

ApplicationException Can't	add	more	than	a	single	child	to
InverterNode!

See	Also
Reference

public	void	AddChild(

	 IMyBehaviourTreeNode	child

)

CopyC#
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FightGameAIDemo.Behavior_Tree	Namespace
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InverterNodeTick	Method
Update	the	time	of	the	behaviour	tree.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

time
Type:	FightGameAIDemo.Behavior_TreeMyTimeData
The	time.

Return	Value
Type:	MyBehaviourTreeStatus
[Missing	<returns>	documentation	for
"M:FightGameAIDemo.Behavior_Tree.InverterNode.Tick(FightGameAIDemo.Behavior_Tree.MyTimeData)"]

Implements
IMyBehaviourTreeNodeTick(MyTimeData)

Exceptions
Exception Condition

ApplicationException InverterNode	must	have	a	child	node!

public	MyBehaviourTreeStatus	Tick(

	 MyTimeData	time

)
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See	Also
Reference
InverterNode	Class
FightGameAIDemo.Behavior_Tree	Namespace



A	Sandcastle	Documented	Class	Library

InverterNode	Fields

Fields
	 Name Description

childNode The	child	to	be	inverted.

name Name	of	the	node.

Top

See	Also
Reference
InverterNode	Class
FightGameAIDemo.Behavior_Tree	Namespace
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InverterNodechildNode	Field
The	child	to	be	inverted.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	IMyBehaviourTreeNode

See	Also
Reference
InverterNode	Class
FightGameAIDemo.Behavior_Tree	Namespace

private	IMyBehaviourTreeNode	childNode

CopyC#



A	Sandcastle	Documented	Class	Library

InverterNodename	Field
Name	of	the	node.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	String

See	Also
Reference
InverterNode	Class
FightGameAIDemo.Behavior_Tree	Namespace

private	string	name

CopyC#
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MyBehaviourTreeStatus
Enumeration
The	return	type	when	invoking	behaviour	tree	nodes.	Origionaly
Developed	by	Ashley	Davis.	Modified	for	use	in	this	project	by	Steven
Mcvey.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Members
	 Member	name Value Description

Success 0 The	success

Failure 1 The	failure

Running 2 The	running

See	Also
Reference
FightGameAIDemo.Behavior_Tree	Namespace

public	enum	MyBehaviourTreeStatus
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MyTimeData	Structure
Represents	time.	Used	to	pass	time	values	to	behaviour	tree	nodes.
Origionaly	Developed	by	Ashley	Davis.	Modified	for	use	in	this	project
by	Steven	Mcvey.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

The	MyTimeData	type	exposes	the	following	members.

Constructors
	 Name Description

MyTimeData Initializes	a	new	instance	of	the
MyTimeData	struct.

Top

Fields
	 Name Description

deltaTime The	delta	time

Top

public	struct	MyTimeData

CopyC#



See	Also
Reference
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A	Sandcastle	Documented	Class	Library

MyTimeData	Constructor
Initializes	a	new	instance	of	the	MyTimeData	struct.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

deltaTime
Type:	SystemSingle
The	delta	time.

See	Also
Reference
MyTimeData	Structure
FightGameAIDemo.Behavior_Tree	Namespace

public	MyTimeData(

	 float	deltaTime

)

CopyC#
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MyTimeData	Fields
The	MyTimeData	type	exposes	the	following	members.

Fields
	 Name Description

deltaTime The	delta	time

Top

See	Also
Reference
MyTimeData	Structure
FightGameAIDemo.Behavior_Tree	Namespace
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MyTimeDatadeltaTime	Field
The	delta	time

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Single

See	Also
Reference
MyTimeData	Structure
FightGameAIDemo.Behavior_Tree	Namespace

public	float	deltaTime
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MyTreeBuilder	Class
Fluent	API	for	building	a	behaviour	tree.	Origionaly	Developed	by
Ashley	Davis.	Modified	for	use	in	this	project	by	Steven	Mcvey.

Inheritance	Hierarchy
SystemObject		FightGameAIDemo.Behavior_TreeMyTreeBuilder

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

The	MyTreeBuilder	type	exposes	the	following	members.

Constructors
	 Name Description

MyTreeBuilder Initializes	a	new	instance	of	the
MyTreeBuilder	class.	Modified	to
accept	the	rules	for	the	condition
nodes

Top

Methods
	 Name Description

public	class	MyTreeBuilder

CopyC#
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Build Build	the	actual	tree.

Condition Like	an	action	node...	but	the	function
can	return	true/false	and	is	mapped	to
success/failure.

Do Create	an	action	node.

End Ends	a	sequence	of	children.

Inverter Create	an	inverter	node	that	inverts
the	success/failure	of	its	children.

Kick

Parallel Create	a	parallel	node.

Punch Create	an	action	node	which	is	Punch
attack	type.	modified	Do	(action)
Node.

Selector Create	a	selector	node.

Sequence Create	a	sequence	node.

Special Create	an	action	node	which	is
Special	attack	type.

Splice Splice	a	sub	tree	into	the	parent	tree.

Top

Fields
	 Name Description

Close The	close	result,	if	true
opponent	is	Close	in	Distance

Crouched The	crouched	result,	if	true



opponent	is	crouched

curNode Last	node	created.

Far The	far	result,	if	true	opponent
is	Far	in	Distance

Medium The	medium	result,	if	true
opponent	is	Medium	in
Distance

parentNodeStack Stack	node	nodes	that	we	are
build	via	the	fluent	API.

Top

See	Also
Reference
FightGameAIDemo.Behavior_Tree	Namespace
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MyTreeBuilder	Constructor
Initializes	a	new	instance	of	the	MyTreeBuilder	class.	Modified	to
accept	the	rules	for	the	condition	nodes

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

crouched
Type:	SystemBoolean
if	set	to	true	[crouched].

close
Type:	SystemBoolean
if	set	to	true	[close].

medium
Type:	SystemBoolean
if	set	to	true	[medium].

far
Type:	SystemBoolean
if	set	to	true	[far].

public	MyTreeBuilder(

	 bool	crouched,

	 bool	close,

	 bool	medium,

	 bool	far

)
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See	Also
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MyTreeBuilder	Methods
The	MyTreeBuilder	type	exposes	the	following	members.

Methods
	 Name Description

Build Build	the	actual	tree.

Condition Like	an	action	node...	but	the	function
can	return	true/false	and	is	mapped	to
success/failure.

Do Create	an	action	node.

End Ends	a	sequence	of	children.

Inverter Create	an	inverter	node	that	inverts
the	success/failure	of	its	children.

Kick

Parallel Create	a	parallel	node.

Punch Create	an	action	node	which	is	Punch
attack	type.	modified	Do	(action)
Node.

Selector Create	a	selector	node.

Sequence Create	a	sequence	node.

Special Create	an	action	node	which	is
Special	attack	type.



Splice Splice	a	sub	tree	into	the	parent	tree.

Top

See	Also
Reference
MyTreeBuilder	Class
FightGameAIDemo.Behavior_Tree	Namespace
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MyTreeBuilderBuild	Method
Build	the	actual	tree.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Return	Value
Type:	IMyBehaviourTreeNode
MyTreeBuilder

Exceptions
Exception Condition

ApplicationException Can't	create	a	behaviour	tree	with	zero
nodes

See	Also
Reference
MyTreeBuilder	Class
FightGameAIDemo.Behavior_Tree	Namespace

public	IMyBehaviourTreeNode	Build()

CopyC#
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MyTreeBuilderCondition	Method
Like	an	action	node...	but	the	function	can	return	true/false	and	is
mapped	to	success/failure.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

name
Type:	SystemString
The	name.

fn
Type:	SystemFuncMyTimeData,	Boolean
The	function.

Return	Value
Type:	MyTreeBuilder
MyTreeBuilder

See	Also
Reference
MyTreeBuilder	Class
FightGameAIDemo.Behavior_Tree	Namespace

public	MyTreeBuilder	Condition(

	 string	name,

	 Func<MyTimeData,	bool>	fn

)

CopyC#
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MyTreeBuilderDo	Method
Create	an	action	node.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

name
Type:	SystemString
The	name.

fn
Type:	SystemFuncMyTimeData,	MyBehaviourTreeStatus
The	function.

Return	Value
Type:	MyTreeBuilder
[Missing	<returns>	documentation	for
"M:FightGameAIDemo.Behavior_Tree.MyTreeBuilder.Do(System.String,System.Func{FightGameAIDemo.Behavior_Tree.MyTimeData,FightGameAIDemo.Behavior_Tree.MyBehaviourTreeStatus})"]

Exceptions
Exception Condition

public	MyTreeBuilder	Do(

	 string	name,

	 Func<MyTimeData,	MyBehaviourTreeStatus>	fn

)
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ApplicationException Can't	create	an	unnested	ActionNode,	it
must	be	a	leaf	node.

See	Also
Reference
MyTreeBuilder	Class
FightGameAIDemo.Behavior_Tree	Namespace
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A	Sandcastle	Documented	Class	Library

MyTreeBuilderEnd	Method
Ends	a	sequence	of	children.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Return	Value
Type:	MyTreeBuilder
MyTreeBuilder

See	Also
Reference
MyTreeBuilder	Class
FightGameAIDemo.Behavior_Tree	Namespace

public	MyTreeBuilder	End()

CopyC#
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MyTreeBuilderInverter	Method
Create	an	inverter	node	that	inverts	the	success/failure	of	its	children.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

name
Type:	SystemString
The	name.

Return	Value
Type:	MyTreeBuilder
[Missing	<returns>	documentation	for
"M:FightGameAIDemo.Behavior_Tree.MyTreeBuilder.Inverter(System.String)"]

See	Also
Reference
MyTreeBuilder	Class
FightGameAIDemo.Behavior_Tree	Namespace

public	MyTreeBuilder	Inverter(

	 string	name

)
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MyTreeBuilderKick	Method
[Missing	<summary>	documentation	for
"M:FightGameAIDemo.Behavior_Tree.MyTreeBuilder.Kick(FightGameAIDemo.GameWorld,FightGameAIDemo.Fighter_Classes.AIFighter,FightGameAIDemo.Fighter_Classes.NonAIFighter)"]

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

context
Type:	FightGameAIDemoGameWorld
[Missing	<param	name="context"/>	documentation	for
"M:FightGameAIDemo.Behavior_Tree.MyTreeBuilder.Kick(FightGameAIDemo.GameWorld,FightGameAIDemo.Fighter_Classes.AIFighter,FightGameAIDemo.Fighter_Classes.NonAIFighter)"]

AI
Type:	FightGameAIDemo.Fighter_ClassesAIFighter
[Missing	<param	name="AI"/>	documentation	for
"M:FightGameAIDemo.Behavior_Tree.MyTreeBuilder.Kick(FightGameAIDemo.GameWorld,FightGameAIDemo.Fighter_Classes.AIFighter,FightGameAIDemo.Fighter_Classes.NonAIFighter)"]

NAI
Type:	FightGameAIDemo.Fighter_ClassesNonAIFighter
[Missing	<param	name="NAI"/>	documentation	for
"M:FightGameAIDemo.Behavior_Tree.MyTreeBuilder.Kick(FightGameAIDemo.GameWorld,FightGameAIDemo.Fighter_Classes.AIFighter,FightGameAIDemo.Fighter_Classes.NonAIFighter)"]

Return	Value

public	MyTreeBuilder	Kick(

	 GameWorld	context,

	 AIFighter	AI,

	 NonAIFighter	NAI

)
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Type:	MyTreeBuilder
[Missing	<returns>	documentation	for
"M:FightGameAIDemo.Behavior_Tree.MyTreeBuilder.Kick(FightGameAIDemo.GameWorld,FightGameAIDemo.Fighter_Classes.AIFighter,FightGameAIDemo.Fighter_Classes.NonAIFighter)"]

See	Also
Reference
MyTreeBuilder	Class
FightGameAIDemo.Behavior_Tree	Namespace
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MyTreeBuilderParallel	Method
Create	a	parallel	node.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

name
Type:	SystemString
The	name.

numRequiredToFail
Type:	SystemInt32
The	number	required	to	fail.

numRequiredToSucceed
Type:	SystemInt32
The	number	required	to	succeed.

Return	Value
Type:	MyTreeBuilder
MyTreeBuilder

See	Also

public	MyTreeBuilder	Parallel(

	 string	name,

	 int	numRequiredToFail,

	 int	numRequiredToSucceed

)

CopyC#
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Reference
MyTreeBuilder	Class
FightGameAIDemo.Behavior_Tree	Namespace
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MyTreeBuilderPunch	Method
Create	an	action	node	which	is	Punch	attack	type.	modified	Do	(action)
Node.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

context
Type:	FightGameAIDemoGameWorld
The	context.

AI
Type:	FightGameAIDemo.Fighter_ClassesAIFighter
The	ai.

NAI
Type:	FightGameAIDemo.Fighter_ClassesNonAIFighter
The	nai.

Return	Value
Type:	MyTreeBuilder
[Missing	<returns>	documentation	for
"M:FightGameAIDemo.Behavior_Tree.MyTreeBuilder.Punch(FightGameAIDemo.GameWorld,FightGameAIDemo.Fighter_Classes.AIFighter,FightGameAIDemo.Fighter_Classes.NonAIFighter)"]

public	MyTreeBuilder	Punch(

	 GameWorld	context,

	 AIFighter	AI,

	 NonAIFighter	NAI

)
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Exceptions
Exception Condition

ApplicationException Can't	create	an	unnested	ActionNode,	it
must	be	a	leaf	node.

See	Also
Reference
MyTreeBuilder	Class
FightGameAIDemo.Behavior_Tree	Namespace
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MyTreeBuilderSelector	Method
Create	a	selector	node.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

name
Type:	SystemString
The	name.

Return	Value
Type:	MyTreeBuilder
MyTreeBuilder

See	Also
Reference
MyTreeBuilder	Class
FightGameAIDemo.Behavior_Tree	Namespace

public	MyTreeBuilder	Selector(

	 string	name

)
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MyTreeBuilderSequence	Method
Create	a	sequence	node.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

name
Type:	SystemString
The	name.

Return	Value
Type:	MyTreeBuilder
MyTreeBuilder

See	Also
Reference
MyTreeBuilder	Class
FightGameAIDemo.Behavior_Tree	Namespace

public	MyTreeBuilder	Sequence(

	 string	name

)
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MyTreeBuilderSpecial	Method
Create	an	action	node	which	is	Special	attack	type.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

context
Type:	FightGameAIDemoGameWorld
The	context.

AI
Type:	FightGameAIDemo.Fighter_ClassesAIFighter
The	ai.

NAI
Type:	FightGameAIDemo.Fighter_ClassesNonAIFighter
The	nai.

Return	Value
Type:	MyTreeBuilder
MyTreeBuilder

Exceptions

public	MyTreeBuilder	Special(

	 GameWorld	context,

	 AIFighter	AI,

	 NonAIFighter	NAI

)

CopyC#



Exception Condition

ApplicationException Can't	create	an	unnested	ActionNode,	it
must	be	a	leaf	node.

See	Also
Reference
MyTreeBuilder	Class
FightGameAIDemo.Behavior_Tree	Namespace

http://msdn2.microsoft.com/en-us/library/ww58ded5
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MyTreeBuilderSplice	Method
Splice	a	sub	tree	into	the	parent	tree.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

subTree
Type:	FightGameAIDemo.Behavior_TreeIMyBehaviourTreeNode
The	sub	tree.

Return	Value
Type:	MyTreeBuilder
MyTreeBuilder

Exceptions
Exception Condition

ArgumentNullException subTree

ApplicationException Can't	splice	an	unnested	sub-tree,
there	must	be	a	parent-tree.

public	MyTreeBuilder	Splice(

	 IMyBehaviourTreeNode	subTree

)

CopyC#

http://msdn2.microsoft.com/en-us/library/27426hcy
http://msdn2.microsoft.com/en-us/library/ww58ded5


See	Also
Reference
MyTreeBuilder	Class
FightGameAIDemo.Behavior_Tree	Namespace



A	Sandcastle	Documented	Class	Library

MyTreeBuilder	Fields
The	MyTreeBuilder	type	exposes	the	following	members.

Fields
	 Name Description

Close The	close	result,	if	true
opponent	is	Close	in	Distance

Crouched The	crouched	result,	if	true
opponent	is	crouched

curNode Last	node	created.

Far The	far	result,	if	true	opponent
is	Far	in	Distance

Medium The	medium	result,	if	true
opponent	is	Medium	in
Distance

parentNodeStack Stack	node	nodes	that	we	are
build	via	the	fluent	API.

Top

See	Also
Reference
MyTreeBuilder	Class
FightGameAIDemo.Behavior_Tree	Namespace



A	Sandcastle	Documented	Class	Library

MyTreeBuilderClose	Field
The	close	result,	if	true	opponent	is	Close	in	Distance

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Boolean

See	Also
Reference
MyTreeBuilder	Class
FightGameAIDemo.Behavior_Tree	Namespace

public	bool	Close

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50


A	Sandcastle	Documented	Class	Library

MyTreeBuilderCrouched	Field
The	crouched	result,	if	true	opponent	is	crouched

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Boolean

See	Also
Reference
MyTreeBuilder	Class
FightGameAIDemo.Behavior_Tree	Namespace

public	bool	Crouched

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50


A	Sandcastle	Documented	Class	Library

MyTreeBuildercurNode	Field
Last	node	created.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	IMyBehaviourTreeNode

See	Also
Reference
MyTreeBuilder	Class
FightGameAIDemo.Behavior_Tree	Namespace

public	IMyBehaviourTreeNode	curNode

CopyC#



A	Sandcastle	Documented	Class	Library

MyTreeBuilderFar	Field
The	far	result,	if	true	opponent	is	Far	in	Distance

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Boolean

See	Also
Reference
MyTreeBuilder	Class
FightGameAIDemo.Behavior_Tree	Namespace

public	bool	Far

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50


A	Sandcastle	Documented	Class	Library

MyTreeBuilderMedium	Field
The	medium	result,	if	true	opponent	is	Medium	in	Distance

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Boolean

See	Also
Reference
MyTreeBuilder	Class
FightGameAIDemo.Behavior_Tree	Namespace

public	bool	Medium

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50


A	Sandcastle	Documented	Class	Library

MyTreeBuilderparentNodeStack
Field
Stack	node	nodes	that	we	are	build	via	the	fluent	API.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	StackIMyParentBehaviourTreeNode

See	Also
Reference
MyTreeBuilder	Class
FightGameAIDemo.Behavior_Tree	Namespace

public	Stack<IMyParentBehaviourTreeNode>	parentNodeStack

CopyC#

http://msdn2.microsoft.com/en-us/library/3278tedw


A	Sandcastle	Documented	Class	Library

ParallelNode	Class
Runs	childs	nodes	in	parallel.	Origionaly	Developed	by	Ashley	Davis.
Modified	for	use	in	this	project	by	Steven	Mcvey.

Inheritance	Hierarchy
SystemObject		FightGameAIDemo.Behavior_TreeParallelNode

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

The	ParallelNode	type	exposes	the	following	members.

Constructors
	 Name Description

ParallelNode Initializes	a	new	instance	of	the
ParallelNode	class.

Top

Methods
	 Name Description

public	class	ParallelNode	:	IMyParentBehaviourTreeNode

	 IMyBehaviourTreeNode

CopyC#
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AddChild Add	a	child	to	the	parent	node.

Tick Update	the	time	of	the	behaviour	tree.

Top

Fields
	 Name Description

children List	of	child	nodes.

name Name	of	the	node.

numRequiredToFail Number	of	child	failures
required	to	terminate
with	failure.

numRequiredToSucceed Number	of	child
successess	require	to
terminate	with	success.

Top

See	Also
Reference
FightGameAIDemo.Behavior_Tree	Namespace
[!:FightGameAIDemo.IMyParentBehaviourTreeNode]



A	Sandcastle	Documented	Class	Library

ParallelNode	Constructor
Initializes	a	new	instance	of	the	ParallelNode	class.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

name
Type:	SystemString
The	name.

numRequiredToFail
Type:	SystemInt32
The	number	required	to	fail.

numRequiredToSucceed
Type:	SystemInt32
The	number	required	to	succeed.

See	Also
Reference
ParallelNode	Class
FightGameAIDemo.Behavior_Tree	Namespace

public	ParallelNode(

	 string	name,

	 int	numRequiredToFail,

	 int	numRequiredToSucceed

)

CopyC#

http://msdn2.microsoft.com/en-us/library/s1wwdcbf
http://msdn2.microsoft.com/en-us/library/td2s409d
http://msdn2.microsoft.com/en-us/library/td2s409d




A	Sandcastle	Documented	Class	Library

ParallelNode	Methods
The	ParallelNode	type	exposes	the	following	members.

Methods
	 Name Description

AddChild Add	a	child	to	the	parent	node.

Tick Update	the	time	of	the	behaviour	tree.

Top

See	Also
Reference
ParallelNode	Class
FightGameAIDemo.Behavior_Tree	Namespace



A	Sandcastle	Documented	Class	Library

ParallelNodeAddChild	Method
Add	a	child	to	the	parent	node.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

child
Type:	FightGameAIDemo.Behavior_TreeIMyBehaviourTreeNode
The	child.

Implements
IMyParentBehaviourTreeNodeAddChild(IMyBehaviourTreeNode)

See	Also
Reference
ParallelNode	Class
FightGameAIDemo.Behavior_Tree	Namespace

public	void	AddChild(

	 IMyBehaviourTreeNode	child

)

CopyC#



A	Sandcastle	Documented	Class	Library

ParallelNodeTick	Method
Update	the	time	of	the	behaviour	tree.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

time
Type:	FightGameAIDemo.Behavior_TreeMyTimeData
The	time.

Return	Value
Type:	MyBehaviourTreeStatus
[Missing	<returns>	documentation	for
"M:FightGameAIDemo.Behavior_Tree.ParallelNode.Tick(FightGameAIDemo.Behavior_Tree.MyTimeData)"]

Implements
IMyBehaviourTreeNodeTick(MyTimeData)

See	Also
Reference
ParallelNode	Class
FightGameAIDemo.Behavior_Tree	Namespace

public	MyBehaviourTreeStatus	Tick(

	 MyTimeData	time

)

CopyC#



A	Sandcastle	Documented	Class	Library

ParallelNode	Fields

Fields
	 Name Description

children List	of	child	nodes.

name Name	of	the	node.

numRequiredToFail Number	of	child	failures
required	to	terminate
with	failure.

numRequiredToSucceed Number	of	child
successess	require	to
terminate	with	success.

Top

See	Also
Reference
ParallelNode	Class
FightGameAIDemo.Behavior_Tree	Namespace



A	Sandcastle	Documented	Class	Library

ParallelNodechildren	Field
List	of	child	nodes.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	ListIMyBehaviourTreeNode

See	Also
Reference
ParallelNode	Class
FightGameAIDemo.Behavior_Tree	Namespace

private	List<IMyBehaviourTreeNode>	children

CopyC#

http://msdn2.microsoft.com/en-us/library/6sh2ey19


A	Sandcastle	Documented	Class	Library

ParallelNodename	Field
Name	of	the	node.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	String

See	Also
Reference
ParallelNode	Class
FightGameAIDemo.Behavior_Tree	Namespace

private	string	name

CopyC#

http://msdn2.microsoft.com/en-us/library/s1wwdcbf


A	Sandcastle	Documented	Class	Library

ParallelNodenumRequiredToFail
Field
Number	of	child	failures	required	to	terminate	with	failure.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Int32

See	Also
Reference
ParallelNode	Class
FightGameAIDemo.Behavior_Tree	Namespace

private	int	numRequiredToFail

CopyC#

http://msdn2.microsoft.com/en-us/library/td2s409d


A	Sandcastle	Documented	Class	Library

ParallelNodenumRequiredToSucceed
Field
Number	of	child	successess	require	to	terminate	with	success.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Int32

See	Also
Reference
ParallelNode	Class
FightGameAIDemo.Behavior_Tree	Namespace

private	int	numRequiredToSucceed

CopyC#

http://msdn2.microsoft.com/en-us/library/td2s409d
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SelectorNode	Class
Selects	the	first	node	that	succeeds.	Tries	successive	nodes	until	it
finds	one	that	doesn't	fail.	Origionaly	Developed	by	Ashley	Davis.
Modified	for	use	in	this	project	by	Steven	Mcvey.

Inheritance	Hierarchy
SystemObject		FightGameAIDemo.Behavior_TreeSelectorNode

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

The	SelectorNode	type	exposes	the	following	members.

Constructors
	 Name Description

SelectorNode Initializes	a	new	instance	of	the
SelectorNode	class.

Top

Methods
	 Name Description

public	class	SelectorNode	:	IMyParentBehaviourTreeNode

	 IMyBehaviourTreeNode

CopyC#
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AddChild Add	a	child	node	to	the	selector.

Tick Update	the	time	of	the	behaviour	tree.

Top

Fields
	 Name Description

children List	of	child	nodes.

name The	name	of	the	node.

Top

See	Also
Reference
FightGameAIDemo.Behavior_Tree	Namespace
[!:FightGameAIDemo.IMyParentBehaviourTreeNode]



A	Sandcastle	Documented	Class	Library

SelectorNode	Constructor
Initializes	a	new	instance	of	the	SelectorNode	class.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

name
Type:	SystemString
The	name.

See	Also
Reference
SelectorNode	Class
FightGameAIDemo.Behavior_Tree	Namespace

public	SelectorNode(

	 string	name

)

CopyC#
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SelectorNode	Methods
The	SelectorNode	type	exposes	the	following	members.

Methods
	 Name Description

AddChild Add	a	child	node	to	the	selector.

Tick Update	the	time	of	the	behaviour	tree.

Top

See	Also
Reference
SelectorNode	Class
FightGameAIDemo.Behavior_Tree	Namespace



A	Sandcastle	Documented	Class	Library

SelectorNodeAddChild	Method
Add	a	child	node	to	the	selector.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

child
Type:	FightGameAIDemo.Behavior_TreeIMyBehaviourTreeNode
The	child.

Implements
IMyParentBehaviourTreeNodeAddChild(IMyBehaviourTreeNode)

See	Also
Reference
SelectorNode	Class
FightGameAIDemo.Behavior_Tree	Namespace

public	void	AddChild(

	 IMyBehaviourTreeNode	child

)

CopyC#



A	Sandcastle	Documented	Class	Library

SelectorNodeTick	Method
Update	the	time	of	the	behaviour	tree.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

time
Type:	FightGameAIDemo.Behavior_TreeMyTimeData
The	time.

Return	Value
Type:	MyBehaviourTreeStatus
MyBehaviourTreeStatus
Implements
IMyBehaviourTreeNodeTick(MyTimeData)

See	Also
Reference
SelectorNode	Class
FightGameAIDemo.Behavior_Tree	Namespace

public	MyBehaviourTreeStatus	Tick(

	 MyTimeData	time

)

CopyC#



A	Sandcastle	Documented	Class	Library

SelectorNode	Fields

Fields
	 Name Description

children List	of	child	nodes.

name The	name	of	the	node.

Top

See	Also
Reference
SelectorNode	Class
FightGameAIDemo.Behavior_Tree	Namespace



A	Sandcastle	Documented	Class	Library

SelectorNodechildren	Field
List	of	child	nodes.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	ListIMyBehaviourTreeNode

See	Also
Reference
SelectorNode	Class
FightGameAIDemo.Behavior_Tree	Namespace

private	List<IMyBehaviourTreeNode>	children

CopyC#
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A	Sandcastle	Documented	Class	Library

SelectorNodename	Field
The	name	of	the	node.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	String

See	Also
Reference
SelectorNode	Class
FightGameAIDemo.Behavior_Tree	Namespace

private	string	name

CopyC#

http://msdn2.microsoft.com/en-us/library/s1wwdcbf


A	Sandcastle	Documented	Class	Library

SequenceNode	Class
Runs	child	nodes	in	sequence,	until	one	fails.	Origionaly	Developed	by
Ashley	Davis.	Modified	for	use	in	this	project	by	Steven	Mcvey.

Inheritance	Hierarchy
SystemObject		FightGameAIDemo.Behavior_TreeSequenceNode

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

The	SequenceNode	type	exposes	the	following	members.

Constructors
	 Name Description

SequenceNode Initializes	a	new	instance	of	the
SequenceNode	class.

Top

Methods
	 Name Description

public	class	SequenceNode	:	IMyParentBehaviourTreeNode

	 IMyBehaviourTreeNode

CopyC#
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AddChild Add	a	child	to	the	sequence.

Tick Update	the	time	of	the	behaviour	tree.

Top

Fields
	 Name Description

children List	of	child	nodes.

name Name	of	the	node.

Top

See	Also
Reference
FightGameAIDemo.Behavior_Tree	Namespace
[!:FightGameAIDemo.IMyParentBehaviourTreeNode]



A	Sandcastle	Documented	Class	Library

SequenceNode	Constructor
Initializes	a	new	instance	of	the	SequenceNode	class.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

name
Type:	SystemString
The	name.

See	Also
Reference
SequenceNode	Class
FightGameAIDemo.Behavior_Tree	Namespace

public	SequenceNode(

	 string	name

)

CopyC#
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SequenceNode	Methods
The	SequenceNode	type	exposes	the	following	members.

Methods
	 Name Description

AddChild Add	a	child	to	the	sequence.

Tick Update	the	time	of	the	behaviour	tree.

Top

See	Also
Reference
SequenceNode	Class
FightGameAIDemo.Behavior_Tree	Namespace



A	Sandcastle	Documented	Class	Library

SequenceNodeAddChild	Method
Add	a	child	to	the	sequence.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

child
Type:	FightGameAIDemo.Behavior_TreeIMyBehaviourTreeNode
The	child.

Implements
IMyParentBehaviourTreeNodeAddChild(IMyBehaviourTreeNode)

See	Also
Reference
SequenceNode	Class
FightGameAIDemo.Behavior_Tree	Namespace

public	void	AddChild(

	 IMyBehaviourTreeNode	child

)

CopyC#
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SequenceNodeTick	Method
Update	the	time	of	the	behaviour	tree.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

time
Type:	FightGameAIDemo.Behavior_TreeMyTimeData
The	time.

Return	Value
Type:	MyBehaviourTreeStatus
MyBehaviourTreeStatus
Implements
IMyBehaviourTreeNodeTick(MyTimeData)

See	Also
Reference
SequenceNode	Class
FightGameAIDemo.Behavior_Tree	Namespace

public	MyBehaviourTreeStatus	Tick(

	 MyTimeData	time

)

CopyC#



A	Sandcastle	Documented	Class	Library

SequenceNode	Fields

Fields
	 Name Description

children List	of	child	nodes.

name Name	of	the	node.

Top

See	Also
Reference
SequenceNode	Class
FightGameAIDemo.Behavior_Tree	Namespace
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SequenceNodechildren	Field
List	of	child	nodes.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	ListIMyBehaviourTreeNode

See	Also
Reference
SequenceNode	Class
FightGameAIDemo.Behavior_Tree	Namespace

private	List<IMyBehaviourTreeNode>	children

CopyC#

http://msdn2.microsoft.com/en-us/library/6sh2ey19
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SequenceNodename	Field
Name	of	the	node.

Namespace:	FightGameAIDemo.Behavior_Tree
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	String

See	Also
Reference
SequenceNode	Class
FightGameAIDemo.Behavior_Tree	Namespace

private	string	name

CopyC#

http://msdn2.microsoft.com/en-us/library/s1wwdcbf
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FightGameAIDemo.Fighter_Classes
Namespace
[Missing	<summary>	documentation	for	"N:FightGameAIDemo.Fighter_Classes"]

Classes
	 Class Description

AIFighter AI-Fighter	sub-class	of	fighter
class,	inherits	propperties	from
Fighter	class

Fighter Abstract	base	class	Fighter

NonAIFighter NoN-AI-Fighter	sub-class	of	fighter
class,	inherits	propperties	from
Fighter	class



A	Sandcastle	Documented	Class	Library

AIFighter	Class
AI-Fighter	sub-class	of	fighter	class,	inherits	propperties	from	Fighter
class

Inheritance	Hierarchy
SystemObject		FightGameAIDemo.Fighter_ClassesFighter
				FightGameAIDemo.Fighter_ClassesAIFighter

Namespace:	FightGameAIDemo.Fighter_Classes
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

The	AIFighter	type	exposes	the	following	members.

Constructors
	 Name Description

AIFighter Initializes	a	new	instance	of	the
AIFighter	class.

Top

Properties
	 Name Description

Attack Gets	or	sets	the	attack.

public	class	AIFighter	:	Fighter

CopyC#
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(Inherited	from	Fighter.)

Blocking Gets	or	sets	a	value	indicating
whether	this	Fighter	is	blocking.
(Inherited	from	Fighter.)

Crouching Gets	or	sets	a	value	indicating
whether	this	Fighter	is	crouching.
(Inherited	from	Fighter.)

Health Gets	or	sets	the	health	of	the	fighter.
(Inherited	from	Fighter.)

Number Gets	or	sets	the	number	of	the	fighter.
(Inherited	from	Fighter.)

Tree Gets	or	sets	the	tree.

Type Gets	or	sets	the	type	of	the	fighter.
(Inherited	from	Fighter.)

Top

Methods
	 Name Description

GenAttack Generates	the	attack	of	the	fighter.
(Inherited	from	Fighter.)

ToString Returns	a	String	that	represents	this
instance.
(Inherited	from	Fighter.)

Top

Fields
	 Name Description

http://msdn2.microsoft.com/en-us/library/s1wwdcbf


attack The	attack
(Inherited	from	Fighter.)

health The	health	of	fighter
(Inherited	from	Fighter.)

isBlocking The	state	of	blocking	for	the	fighter
(Inherited	from	Fighter.)

isCrouching The	state	of	crouching	for	the	fighter
(Inherited	from	Fighter.)

number The	number	of	the	fighter
(Inherited	from	Fighter.)

tree Used	to	hold	the	tree	for	AI
behaviour.

type The	type	of	fighter
(Inherited	from	Fighter.)

Top

See	Also
Reference
FightGameAIDemo.Fighter_Classes	Namespace
[!:FightGameAIDemo.Fighter]



A	Sandcastle	Documented	Class	Library

AIFighter	Constructor
Initializes	a	new	instance	of	the	AIFighter	class.

Namespace:	FightGameAIDemo.Fighter_Classes
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

num
Type:	SystemInt32
The	number.

See	Also
Reference
AIFighter	Class
FightGameAIDemo.Fighter_Classes	Namespace

public	AIFighter(

	 int	num

)

CopyC#
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AIFighter	Properties
The	AIFighter	type	exposes	the	following	members.

Properties
	 Name Description

Attack Gets	or	sets	the	attack.
(Inherited	from	Fighter.)

Blocking Gets	or	sets	a	value	indicating
whether	this	Fighter	is	blocking.
(Inherited	from	Fighter.)

Crouching Gets	or	sets	a	value	indicating
whether	this	Fighter	is	crouching.
(Inherited	from	Fighter.)

Health Gets	or	sets	the	health	of	the	fighter.
(Inherited	from	Fighter.)

Number Gets	or	sets	the	number	of	the	fighter.
(Inherited	from	Fighter.)

Tree Gets	or	sets	the	tree.

Type Gets	or	sets	the	type	of	the	fighter.
(Inherited	from	Fighter.)

Top

See	Also
Reference



AIFighter	Class
FightGameAIDemo.Fighter_Classes	Namespace



A	Sandcastle	Documented	Class	Library

AIFighterTree	Property
Gets	or	sets	the	tree.

Namespace:	FightGameAIDemo.Fighter_Classes
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	Indevidual
The	tree.

See	Also
Reference
AIFighter	Class
FightGameAIDemo.Fighter_Classes	Namespace

public	Indevidual	Tree	{	get;	set;	}

CopyC#
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AIFighter	Methods
The	AIFighter	type	exposes	the	following	members.

Methods
	 Name Description

GenAttack Generates	the	attack	of	the	fighter.
(Inherited	from	Fighter.)

ToString Returns	a	String	that	represents	this
instance.
(Inherited	from	Fighter.)

Top

See	Also
Reference
AIFighter	Class
FightGameAIDemo.Fighter_Classes	Namespace

http://msdn2.microsoft.com/en-us/library/s1wwdcbf
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AIFighter	Fields

Fields
	 Name Description

attack The	attack
(Inherited	from	Fighter.)

health The	health	of	fighter
(Inherited	from	Fighter.)

isBlocking The	state	of	blocking	for	the	fighter
(Inherited	from	Fighter.)

isCrouching The	state	of	crouching	for	the	fighter
(Inherited	from	Fighter.)

number The	number	of	the	fighter
(Inherited	from	Fighter.)

tree Used	to	hold	the	tree	for	AI
behaviour.

type The	type	of	fighter
(Inherited	from	Fighter.)

Top

See	Also
Reference
AIFighter	Class
FightGameAIDemo.Fighter_Classes	Namespace
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AIFightertree	Field
Used	to	hold	the	tree	for	AI	behaviour.

Namespace:	FightGameAIDemo.Fighter_Classes
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Indevidual

See	Also
Reference
AIFighter	Class
FightGameAIDemo.Fighter_Classes	Namespace

private	Indevidual	tree

CopyC#
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Fighter	Class
Abstract	base	class	Fighter

Inheritance	Hierarchy
SystemObject		FightGameAIDemo.Fighter_ClassesFighter
				FightGameAIDemo.Fighter_ClassesAIFighter
				FightGameAIDemo.Fighter_ClassesNonAIFighter

Namespace:	FightGameAIDemo.Fighter_Classes
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

The	Fighter	type	exposes	the	following	members.

Constructors
	 Name Description

Fighter Initializes	a	new	instance	of	the	Fighter
class.

Top

Properties
	 Name Description

Attack Gets	or	sets	the	attack.

public	abstract	class	Fighter

CopyC#
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Blocking Gets	or	sets	a	value	indicating
whether	this	Fighter	is	blocking.

Crouching Gets	or	sets	a	value	indicating
whether	this	Fighter	is	crouching.

Health Gets	or	sets	the	health	of	the	fighter.

Number Gets	or	sets	the	number	of	the	fighter.

Type Gets	or	sets	the	type	of	the	fighter.

Top

Methods
	 Name Description

GenAttack Generates	the	attack	of	the	fighter.

ToString Returns	a	String	that	represents	this
instance.
(Overrides	ObjectToString.)

Top

Fields
	 Name Description

attack The	attack

health The	health	of	fighter

isBlocking The	state	of	blocking	for	the	fighter

isCrouching The	state	of	crouching	for	the	fighter

http://msdn2.microsoft.com/en-us/library/s1wwdcbf
http://msdn2.microsoft.com/en-us/library/7bxwbwt2


number The	number	of	the	fighter

type The	type	of	fighter

Top

See	Also
Reference
FightGameAIDemo.Fighter_Classes	Namespace
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Fighter	Constructor
Initializes	a	new	instance	of	the	Fighter	class.

Namespace:	FightGameAIDemo.Fighter_Classes
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

See	Also
Reference
Fighter	Class
FightGameAIDemo.Fighter_Classes	Namespace

public	Fighter()

CopyC#
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Fighter	Properties
The	Fighter	type	exposes	the	following	members.

Properties
	 Name Description

Attack Gets	or	sets	the	attack.

Blocking Gets	or	sets	a	value	indicating
whether	this	Fighter	is	blocking.

Crouching Gets	or	sets	a	value	indicating
whether	this	Fighter	is	crouching.

Health Gets	or	sets	the	health	of	the	fighter.

Number Gets	or	sets	the	number	of	the	fighter.

Type Gets	or	sets	the	type	of	the	fighter.

Top

See	Also
Reference
Fighter	Class
FightGameAIDemo.Fighter_Classes	Namespace
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FighterAttack	Property
Gets	or	sets	the	attack.

Namespace:	FightGameAIDemo.Fighter_Classes
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	Attack
The	attack.

See	Also
Reference
Fighter	Class
FightGameAIDemo.Fighter_Classes	Namespace

public	Attack	Attack	{	get;	set;	}

CopyC#
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FighterBlocking	Property
Gets	or	sets	a	value	indicating	whether	this	Fighter	is	blocking.

Namespace:	FightGameAIDemo.Fighter_Classes
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	Boolean
true	if	blocking;	otherwise,	false.

See	Also
Reference
Fighter	Class
FightGameAIDemo.Fighter_Classes	Namespace

public	bool	Blocking	{	get;	set;	}

CopyC#
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FighterCrouching	Property
Gets	or	sets	a	value	indicating	whether	this	Fighter	is	crouching.

Namespace:	FightGameAIDemo.Fighter_Classes
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	Boolean
true	if	crouching;	otherwise,	false.

See	Also
Reference
Fighter	Class
FightGameAIDemo.Fighter_Classes	Namespace

public	bool	Crouching	{	get;	set;	}

CopyC#
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FighterHealth	Property
Gets	or	sets	the	health	of	the	fighter.

Namespace:	FightGameAIDemo.Fighter_Classes
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	Int32
The	health.

See	Also
Reference
Fighter	Class
FightGameAIDemo.Fighter_Classes	Namespace

public	int	Health	{	get;	set;	}

CopyC#
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FighterNumber	Property
Gets	or	sets	the	number	of	the	fighter.

Namespace:	FightGameAIDemo.Fighter_Classes
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	Int32
The	number.

See	Also
Reference
Fighter	Class
FightGameAIDemo.Fighter_Classes	Namespace

public	int	Number	{	get;	set;	}

CopyC#
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FighterType	Property
Gets	or	sets	the	type	of	the	fighter.

Namespace:	FightGameAIDemo.Fighter_Classes
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	String
The	type.

See	Also
Reference
Fighter	Class
FightGameAIDemo.Fighter_Classes	Namespace

public	string	Type	{	get;	set;	}

CopyC#
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Fighter	Methods
The	Fighter	type	exposes	the	following	members.

Methods
	 Name Description

GenAttack Generates	the	attack	of	the	fighter.

ToString Returns	a	String	that	represents	this
instance.
(Overrides	ObjectToString.)

Top

See	Also
Reference
Fighter	Class
FightGameAIDemo.Fighter_Classes	Namespace

http://msdn2.microsoft.com/en-us/library/s1wwdcbf
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FighterGenAttack	Method
Generates	the	attack	of	the	fighter.

Namespace:	FightGameAIDemo.Fighter_Classes
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Return	Value
Type:	Attack
Attack	type

See	Also
Reference
Fighter	Class
FightGameAIDemo.Fighter_Classes	Namespace

public	virtual	Attack	GenAttack()

CopyC#
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FighterToString	Method
Returns	a	String	that	represents	this	instance.

Namespace:	FightGameAIDemo.Fighter_Classes
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Return	Value
Type:	String
A	String	that	represents	this	instance.

See	Also
Reference
Fighter	Class
FightGameAIDemo.Fighter_Classes	Namespace

public	override	string	ToString()

CopyC#
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Fighter	Fields

Fields
	 Name Description

attack The	attack

health The	health	of	fighter

isBlocking The	state	of	blocking	for	the	fighter

isCrouching The	state	of	crouching	for	the	fighter

number The	number	of	the	fighter

type The	type	of	fighter

Top

See	Also
Reference
Fighter	Class
FightGameAIDemo.Fighter_Classes	Namespace
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Fighterattack	Field
The	attack

Namespace:	FightGameAIDemo.Fighter_Classes
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Attack

See	Also
Reference
Fighter	Class
FightGameAIDemo.Fighter_Classes	Namespace

private	Attack	attack

CopyC#
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Fighterhealth	Field
The	health	of	fighter

Namespace:	FightGameAIDemo.Fighter_Classes
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Int32

See	Also
Reference
Fighter	Class
FightGameAIDemo.Fighter_Classes	Namespace

private	int	health

CopyC#
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FighterisBlocking	Field
The	state	of	blocking	for	the	fighter

Namespace:	FightGameAIDemo.Fighter_Classes
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Boolean

See	Also
Reference
Fighter	Class
FightGameAIDemo.Fighter_Classes	Namespace

private	bool	isBlocking

CopyC#
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FighterisCrouching	Field
The	state	of	crouching	for	the	fighter

Namespace:	FightGameAIDemo.Fighter_Classes
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Boolean

See	Also
Reference
Fighter	Class
FightGameAIDemo.Fighter_Classes	Namespace

private	bool	isCrouching

CopyC#
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Fighternumber	Field
The	number	of	the	fighter

Namespace:	FightGameAIDemo.Fighter_Classes
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Int32

See	Also
Reference
Fighter	Class
FightGameAIDemo.Fighter_Classes	Namespace

private	int	number

CopyC#
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Fightertype	Field
The	type	of	fighter

Namespace:	FightGameAIDemo.Fighter_Classes
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	String

See	Also
Reference
Fighter	Class
FightGameAIDemo.Fighter_Classes	Namespace

private	string	type

CopyC#
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NonAIFighter	Class
NoN-AI-Fighter	sub-class	of	fighter	class,	inherits	propperties	from
Fighter	class

Inheritance	Hierarchy
SystemObject		FightGameAIDemo.Fighter_ClassesFighter
				FightGameAIDemo.Fighter_ClassesNonAIFighter

Namespace:	FightGameAIDemo.Fighter_Classes
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

The	NonAIFighter	type	exposes	the	following	members.

Constructors
	 Name Description

NonAIFighter Initializes	a	new	instance	of	the
NonAIFighter	class.

Top

Properties
	 Name Description

Attack Gets	or	sets	the	attack.

public	class	NonAIFighter	:	Fighter

CopyC#
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(Inherited	from	Fighter.)

Blocking Gets	or	sets	a	value	indicating
whether	this	Fighter	is	blocking.
(Inherited	from	Fighter.)

Crouching Gets	or	sets	a	value	indicating
whether	this	Fighter	is	crouching.
(Inherited	from	Fighter.)

Health Gets	or	sets	the	health	of	the	fighter.
(Inherited	from	Fighter.)

Number Gets	or	sets	the	number	of	the	fighter.
(Inherited	from	Fighter.)

Type Gets	or	sets	the	type	of	the	fighter.
(Inherited	from	Fighter.)

Top

Methods
	 Name Description

GenAttack Generates	the	attack	of	the	fighter.
(Inherited	from	Fighter.)

ToString Returns	a	String	that	represents	this
instance.
(Inherited	from	Fighter.)

Top

Fields
	 Name Description

attack The	attack

http://msdn2.microsoft.com/en-us/library/s1wwdcbf


(Inherited	from	Fighter.)

health The	health	of	fighter
(Inherited	from	Fighter.)

isBlocking The	state	of	blocking	for	the	fighter
(Inherited	from	Fighter.)

isCrouching The	state	of	crouching	for	the	fighter
(Inherited	from	Fighter.)

number The	number	of	the	fighter
(Inherited	from	Fighter.)

type The	type	of	fighter
(Inherited	from	Fighter.)

Top

See	Also
Reference
FightGameAIDemo.Fighter_Classes	Namespace
[!:FightGameAIDemo.Fighter]
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NonAIFighter	Constructor
Initializes	a	new	instance	of	the	NonAIFighter	class.

Namespace:	FightGameAIDemo.Fighter_Classes
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

num
Type:	SystemInt32
The	number.

isBlocking
Type:	SystemBoolean
if	set	to	true	[is	blocking].

isCrouched
Type:	SystemBoolean
if	set	to	true	[is	crouched].

See	Also
Reference
NonAIFighter	Class
FightGameAIDemo.Fighter_Classes	Namespace

public	NonAIFighter(

	 int	num,

	 bool	isBlocking,

	 bool	isCrouched

)

CopyC#
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NonAIFighter	Properties
The	NonAIFighter	type	exposes	the	following	members.

Properties
	 Name Description

Attack Gets	or	sets	the	attack.
(Inherited	from	Fighter.)

Blocking Gets	or	sets	a	value	indicating
whether	this	Fighter	is	blocking.
(Inherited	from	Fighter.)

Crouching Gets	or	sets	a	value	indicating
whether	this	Fighter	is	crouching.
(Inherited	from	Fighter.)

Health Gets	or	sets	the	health	of	the	fighter.
(Inherited	from	Fighter.)

Number Gets	or	sets	the	number	of	the	fighter.
(Inherited	from	Fighter.)

Type Gets	or	sets	the	type	of	the	fighter.
(Inherited	from	Fighter.)

Top

See	Also
Reference
NonAIFighter	Class
FightGameAIDemo.Fighter_Classes	Namespace





A	Sandcastle	Documented	Class	Library

NonAIFighter	Methods
The	NonAIFighter	type	exposes	the	following	members.

Methods
	 Name Description

GenAttack Generates	the	attack	of	the	fighter.
(Inherited	from	Fighter.)

ToString Returns	a	String	that	represents	this
instance.
(Inherited	from	Fighter.)

Top

See	Also
Reference
NonAIFighter	Class
FightGameAIDemo.Fighter_Classes	Namespace

http://msdn2.microsoft.com/en-us/library/s1wwdcbf
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NonAIFighter	Fields

Fields
	 Name Description

attack The	attack
(Inherited	from	Fighter.)

health The	health	of	fighter
(Inherited	from	Fighter.)

isBlocking The	state	of	blocking	for	the	fighter
(Inherited	from	Fighter.)

isCrouching The	state	of	crouching	for	the	fighter
(Inherited	from	Fighter.)

number The	number	of	the	fighter
(Inherited	from	Fighter.)

type The	type	of	fighter
(Inherited	from	Fighter.)

Top

See	Also
Reference
NonAIFighter	Class
FightGameAIDemo.Fighter_Classes	Namespace
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FightGameAIDemo.GP
Namespace
[Missing	<summary>	documentation	for	"N:FightGameAIDemo.GP"]

Classes
	 Class Description

GeneticProgramming Genetic	programming
Class.	created	by	Steven
Mcvey

Indevidual Indevidual	hold	AI	tree
information
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GeneticProgramming	Class
Genetic	programming	Class.	created	by	Steven	Mcvey

Inheritance	Hierarchy
SystemObject		FightGameAIDemo.GPGeneticProgramming

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

The	GeneticProgramming	type	exposes	the	following	members.

Constructors
	 Name Description

GeneticProgramming Initializes	a	new
instance	of	the
GeneticProgramming
class.

GeneticProgramming(GameWorld,
AIFighter,	NonAIFighter,	Int32,
Int32)

Initializes	a	new
instance	of	the
GeneticProgramming
class.

Top

public	class	GeneticProgramming

CopyC#
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Properties
	 Name Description

Close Sets	a	value	indicating	whether
the	distance	of	this
NonAIFighter	is	close.

Crouched Sets	a	value	indicating	whether
the	distance	of	this
NonAIFighter	is	crouched.

Far Sets	a	value	indicating	whether
the	distance	of	this
NonAIFighter	is	far.

Generation Gets	or	sets	the	generation.

GrownProgram Gets	or	sets	the	grown	program.

Medium Sets	a	value	indicating	whether
the	distance	of	this
NonAIFighter	is	medium.

Population_size Gets	or	sets	the
population_size.

Torniment_size Gets	or	sets	the	torniment_size.

Top

Methods
	 Name Description

crossover_subtree Crossover_subtrees	the
specified	parent1.



Draw_tree Draw_trees	the	specified
input.

evolve Evolves	the	mating	pool	of
this	instance.

fitness_function Fitness	functions	gives	a
tree	its	fitness	rating.

Gen_SubTree Generates	the	sub	tree.

GetInterpTree Gets	the	interp	tree.

Grow Grows	this	instance.

mutation_bit_flip Mutation	using	bit	flit	the
specified	program.

parser Parsers	the	specified	input.

selection_torniment Selection_torniments	the
specified	torniment_size.

setup Setups	this	instance.

sub_tree_or_node_selection Sub_tree_or_node_selection
from	the	specified	parent.

tree_traverse Tree_traverses	the	specified
parent.

Top

Fields
	 Name Description

AI The	AI

close The	close



crouched The	crouched

End The	is	crouched	node	byte

far The	far

Functional_set_End The	functional	set	end

Functional_set_Start The	functional	set	start

GenCounter The	generation	counter

generation The	generation	list	of
indeviduals

generation_Size The	generation	size

grow_prog The	grow	prog	list	to
tempererly	hold	the	tree
while	it	grows

grown_program The	grown	program	once	it
has	grown	collected	from
grow_prog

gw the	Game	World

interp_tree The	interpreted	tree

interp_tree_builder The	interpreted	tree	builder

isClose The	is	crouched	node	byte

isCrouched The	is	crouched	node	byte

isFar The	is	crouched	node	byte

isMedium The	is	crouched	node	byte



Kick The	punch	node	byte

mating_pool The	mating	pool	to	be	used
in	generating	next
generation	of	trees

Max_Depth The	max	depth	allowed	for
the	tree	being	generated

medium The	medium

NAI The	non-AI

PC

population_Size The	population	size

Program The	program

Punch The	punch	node	byte

Root_Node The	root	node

Special The	punch	node	byte

Terminal_set_End The	terminal	set	end

Terminal_set_Start The	terminal	set	start

torniment_size The	torniment	size

Tree_Depth The	tree	depth

treeCounter The	tree	counter

Top

See	Also
Reference



FightGameAIDemo.GP	Namespace
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GeneticProgramming
Constructor

Overload	List
	 Name Description

GeneticProgramming Initializes	a	new
instance	of	the
GeneticProgramming
class.

GeneticProgramming(GameWorld,
AIFighter,	NonAIFighter,	Int32,
Int32)

Initializes	a	new
instance	of	the
GeneticProgramming
class.

Top

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace
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GeneticProgramming
Constructor
Initializes	a	new	instance	of	the	GeneticProgramming	class.

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

See	Also
Reference
GeneticProgramming	Class
GeneticProgramming	Overload
FightGameAIDemo.GP	Namespace

public	GeneticProgramming()

CopyC#
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GeneticProgramming
Constructor	(GameWorld,
AIFighter,	NonAIFighter,	Int32,
Int32)
Initializes	a	new	instance	of	the	GeneticProgramming	class.

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

gw
Type:	FightGameAIDemoGameWorld
The	gw.

AI
Type:	FightGameAIDemo.Fighter_ClassesAIFighter
The	ai.

NAI
Type:	FightGameAIDemo.Fighter_ClassesNonAIFighter

public	GeneticProgramming(

	 GameWorld	gw,

	 AIFighter	AI,

	 NonAIFighter	NAI,

	 int	torniment_Size,

	 int	pop_size

)

CopyC#



The	nai.
torniment_Size

Type:	SystemInt32
Size	of	the	torniment_.

pop_size
Type:	SystemInt32
The	pop_size.

See	Also
Reference
GeneticProgramming	Class
GeneticProgramming	Overload
FightGameAIDemo.GP	Namespace

http://msdn2.microsoft.com/en-us/library/td2s409d
http://msdn2.microsoft.com/en-us/library/td2s409d


A	Sandcastle	Documented	Class	Library

GeneticProgramming	Properties
The	GeneticProgramming	type	exposes	the	following	members.

Properties
	 Name Description

Close Sets	a	value	indicating	whether
the	distance	of	this
NonAIFighter	is	close.

Crouched Sets	a	value	indicating	whether
the	distance	of	this
NonAIFighter	is	crouched.

Far Sets	a	value	indicating	whether
the	distance	of	this
NonAIFighter	is	far.

Generation Gets	or	sets	the	generation.

GrownProgram Gets	or	sets	the	grown	program.

Medium Sets	a	value	indicating	whether
the	distance	of	this
NonAIFighter	is	medium.

Population_size Gets	or	sets	the
population_size.

Torniment_size Gets	or	sets	the	torniment_size.

Top



See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace



A	Sandcastle	Documented	Class	Library

GeneticProgrammingClose
Property
Sets	a	value	indicating	whether	the	distance	of	this	NonAIFighter	is
close.

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	Boolean
true	if	close;	otherwise,	false.

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

public	bool	Close	{	set;	}

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50


A	Sandcastle	Documented	Class	Library

GeneticProgrammingCrouched
Property
Sets	a	value	indicating	whether	the	distance	of	this	NonAIFighter	is
crouched.

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	Boolean
true	if	crouched;	otherwise,	false.

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

public	bool	Crouched	{	set;	}

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50


A	Sandcastle	Documented	Class	Library

GeneticProgrammingFar
Property
Sets	a	value	indicating	whether	the	distance	of	this	NonAIFighter	is	far.

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	Boolean
true	if	far;	otherwise,	false.

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

public	bool	Far	{	set;	}

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50


A	Sandcastle	Documented	Class	Library

GeneticProgrammingGeneration
Property
Gets	or	sets	the	generation.

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	ListIndevidual
The	generation.

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

public	List<Indevidual>	Generation	{	get;	set;	}

CopyC#

http://msdn2.microsoft.com/en-us/library/6sh2ey19


A	Sandcastle	Documented	Class	Library

GeneticProgrammingGrownProgram
Property
Gets	or	sets	the	grown	program.

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	Byte
The	grown	program.

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

public	byte[]	GrownProgram	{	get;	set;	}

CopyC#

http://msdn2.microsoft.com/en-us/library/yyb1w04y


A	Sandcastle	Documented	Class	Library

GeneticProgrammingMedium
Property
Sets	a	value	indicating	whether	the	distance	of	this	NonAIFighter	is
medium.

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	Boolean
true	if	medium;	otherwise,	false.

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

public	bool	Medium	{	set;	}

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50


A	Sandcastle	Documented	Class	Library

GeneticProgrammingPopulation_size
Property
Gets	or	sets	the	population_size.

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	Int32
The	population_size.

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

public	int	Population_size	{	get;	set;	}

CopyC#

http://msdn2.microsoft.com/en-us/library/td2s409d


A	Sandcastle	Documented	Class	Library

GeneticProgrammingTorniment_size
Property
Gets	or	sets	the	torniment_size.

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	Int32
The	torniment_size.

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

public	int	Torniment_size	{	get;	set;	}

CopyC#

http://msdn2.microsoft.com/en-us/library/td2s409d


A	Sandcastle	Documented	Class	Library

GeneticProgramming	Methods
The	GeneticProgramming	type	exposes	the	following	members.

Methods
	 Name Description

crossover_subtree Crossover_subtrees	the
specified	parent1.

Draw_tree Draw_trees	the	specified
input.

evolve Evolves	the	mating	pool	of
this	instance.

fitness_function Fitness	functions	gives	a
tree	its	fitness	rating.

Gen_SubTree Generates	the	sub	tree.

GetInterpTree Gets	the	interp	tree.

Grow Grows	this	instance.

mutation_bit_flip Mutation	using	bit	flit	the
specified	program.

parser Parsers	the	specified	input.

selection_torniment Selection_torniments	the
specified	torniment_size.

setup Setups	this	instance.



sub_tree_or_node_selection Sub_tree_or_node_selection
from	the	specified	parent.

tree_traverse Tree_traverses	the	specified
parent.

Top

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace



A	Sandcastle	Documented	Class	Library

GeneticProgrammingcrossover_subtree
Method
Crossover_subtrees	the	specified	parent1.

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

parent1
Type:	FightGameAIDemo.GPIndevidual
The	parent1.

parent2
Type:	FightGameAIDemo.GPIndevidual
The	parent2.

Return	Value
Type:	Byte
byte[]	offspring

See	Also
Reference
GeneticProgramming	Class

public	byte[]	crossover_subtree(

	 Indevidual	parent1,

	 Indevidual	parent2

)

CopyC#

http://msdn2.microsoft.com/en-us/library/yyb1w04y


FightGameAIDemo.GP	Namespace



A	Sandcastle	Documented	Class	Library

GeneticProgrammingDraw_tree
Method
Draw_trees	the	specified	input.

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

input
Type:	SystemByte
The	input.

Return	Value
Type:	String
String	treeString

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

public	string	Draw_tree(

	 byte[]	input

)

CopyC#

http://msdn2.microsoft.com/en-us/library/yyb1w04y
http://msdn2.microsoft.com/en-us/library/s1wwdcbf


A	Sandcastle	Documented	Class	Library

GeneticProgrammingevolve
Method
Evolves	the	mating	pool	of	this	instance.

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

public	void	evolve()

CopyC#



A	Sandcastle	Documented	Class	Library

GeneticProgrammingfitness_function
Method
Fitness	functions	gives	a	tree	its	fitness	rating.

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

total_Damage
Type:	SystemInt32
The	total_	damage.

indevidual
Type:	FightGameAIDemo.GPIndevidual
The	indevidual.

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

public	void	fitness_function(

	 int	total_Damage,

	 Indevidual	indevidual

)

CopyC#

http://msdn2.microsoft.com/en-us/library/td2s409d


A	Sandcastle	Documented	Class	Library

GeneticProgrammingGen_SubTree
Method
Generates	the	sub	tree.

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

Tree_Depth
Type:	SystemInt32
The	tree_	depth.

Max_Depth
Type:	SystemInt32
The	max_	depth.

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

public	void	Gen_SubTree(

	 int	Tree_Depth,

	 int	Max_Depth

)

CopyC#

http://msdn2.microsoft.com/en-us/library/td2s409d
http://msdn2.microsoft.com/en-us/library/td2s409d


A	Sandcastle	Documented	Class	Library

GeneticProgrammingGetInterpTree
Method
Gets	the	interp	tree.

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

input
Type:	SystemByte
The	input.

Return	Value
Type:	IMyBehaviourTreeNode
[Missing	<returns>	documentation	for
"M:FightGameAIDemo.GP.GeneticProgramming.GetInterpTree(System.Byte[])"]

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

public	IMyBehaviourTreeNode	GetInterpTree(

	 byte[]	input

)

CopyC#

http://msdn2.microsoft.com/en-us/library/yyb1w04y


A	Sandcastle	Documented	Class	Library

GeneticProgrammingGrow
Method
Grows	this	instance.

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

public	void	Grow()

CopyC#



A	Sandcastle	Documented	Class	Library

GeneticProgrammingmutation_bit_flip
Method
Mutation	using	bit	flit	the	specified	program.

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

Program
Type:	SystemByte
The	program.

Return	Value
Type:	Byte
[Missing	<returns>	documentation	for
"M:FightGameAIDemo.GP.GeneticProgramming.mutation_bit_flip(System.Byte[])"]

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

public	byte[]	mutation_bit_flip(

	 byte[]	Program

)

CopyC#

http://msdn2.microsoft.com/en-us/library/yyb1w04y
http://msdn2.microsoft.com/en-us/library/yyb1w04y


A	Sandcastle	Documented	Class	Library

GeneticProgrammingparser
Method
Parsers	the	specified	input.

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

input
Type:	SystemByte
The	input.

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

public	void	parser(

	 byte[]	input

)

CopyC#

http://msdn2.microsoft.com/en-us/library/yyb1w04y


A	Sandcastle	Documented	Class	Library

GeneticProgrammingselection_torniment
Method
Selection_torniments	the	specified	torniment_size.

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

torniment_size
Type:	SystemInt32
The	torniment_size.

Return	Value
Type:	Indevidual
[Missing	<returns>	documentation	for
"M:FightGameAIDemo.GP.GeneticProgramming.selection_torniment(System.Int32)"]

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

public	Indevidual	selection_torniment(

	 int	torniment_size

)

CopyC#

http://msdn2.microsoft.com/en-us/library/td2s409d


A	Sandcastle	Documented	Class	Library

GeneticProgrammingsetup
Method
Setups	this	instance.

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

public	void	setup()

CopyC#



A	Sandcastle	Documented	Class	Library

GeneticProgrammingsub_tree_or_node_selection
Method
Sub_tree_or_node_selection	from	the	specified	parent.

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

parent
Type:	FightGameAIDemo.GPIndevidual
The	parent.

xoPoint
Type:	SystemInt32
The	xo	point.

rnd
Type:	SystemRandom
The	random.

subtree
Type:	System.Collections.GenericListByte
The	subtree.

public	List<byte>	sub_tree_or_node_selection(

	 Indevidual	parent,

	 int	xoPoint,

	 Random	rnd,

	 List<byte>	subtree

)

CopyC#

http://msdn2.microsoft.com/en-us/library/td2s409d
http://msdn2.microsoft.com/en-us/library/ts6se2ek
http://msdn2.microsoft.com/en-us/library/6sh2ey19
http://msdn2.microsoft.com/en-us/library/yyb1w04y


Return	Value
Type:	ListByte
[Missing	<returns>	documentation	for
"M:FightGameAIDemo.GP.GeneticProgramming.sub_tree_or_node_selection(FightGameAIDemo.GP.Indevidual,System.Int32,System.Random,System.Collections.Generic.List{System.Byte})"]

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

http://msdn2.microsoft.com/en-us/library/6sh2ey19
http://msdn2.microsoft.com/en-us/library/yyb1w04y


A	Sandcastle	Documented	Class	Library

GeneticProgrammingtree_traverse
Method
Tree_traverses	the	specified	parent.

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

parent
Type:	FightGameAIDemo.GPIndevidual
The	parent.

start_point
Type:	SystemInt32
The	start_point.

Return	Value
Type:	Int32
[Missing	<returns>	documentation	for
"M:FightGameAIDemo.GP.GeneticProgramming.tree_traverse(FightGameAIDemo.GP.Indevidual,System.Int32)"]

See	Also

public	int	tree_traverse(

	 Indevidual	parent,

	 int	start_point

)

CopyC#

http://msdn2.microsoft.com/en-us/library/td2s409d
http://msdn2.microsoft.com/en-us/library/td2s409d
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GeneticProgramming	Class
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A	Sandcastle	Documented	Class	Library

GeneticProgramming	Fields
The	GeneticProgramming	type	exposes	the	following	members.

Fields
	 Name Description

AI The	AI

close The	close

crouched The	crouched

End The	is	crouched	node	byte

far The	far

Functional_set_End The	functional	set	end

Functional_set_Start The	functional	set	start

GenCounter The	generation	counter

generation The	generation	list	of
indeviduals

generation_Size The	generation	size

grow_prog The	grow	prog	list	to
tempererly	hold	the	tree
while	it	grows

grown_program The	grown	program	once	it
has	grown	collected	from
grow_prog



gw the	Game	World

interp_tree The	interpreted	tree

interp_tree_builder The	interpreted	tree	builder

isClose The	is	crouched	node	byte

isCrouched The	is	crouched	node	byte

isFar The	is	crouched	node	byte

isMedium The	is	crouched	node	byte

Kick The	punch	node	byte

mating_pool The	mating	pool	to	be	used
in	generating	next
generation	of	trees

Max_Depth The	max	depth	allowed	for
the	tree	being	generated

medium The	medium

NAI The	non-AI

PC

population_Size The	population	size

Program The	program

Punch The	punch	node	byte

Root_Node The	root	node

Special The	punch	node	byte



Terminal_set_End The	terminal	set	end

Terminal_set_Start The	terminal	set	start

torniment_size The	torniment	size

Tree_Depth The	tree	depth

treeCounter The	tree	counter

Top

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace



A	Sandcastle	Documented	Class	Library

GeneticProgrammingAI	Field
The	AI

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	AIFighter

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

private	AIFighter	AI

CopyC#



A	Sandcastle	Documented	Class	Library

GeneticProgrammingclose	Field
The	close

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Boolean

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

private	bool	close

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50


A	Sandcastle	Documented	Class	Library

GeneticProgrammingcrouched
Field
The	crouched

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Boolean

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

private	bool	crouched

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50


A	Sandcastle	Documented	Class	Library

GeneticProgrammingEnd	Field
The	is	crouched	node	byte

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Byte

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

private	const	byte	End	=	9

CopyC#

http://msdn2.microsoft.com/en-us/library/yyb1w04y


A	Sandcastle	Documented	Class	Library

GeneticProgrammingfar	Field
The	far

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Boolean

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

private	bool	far

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50


A	Sandcastle	Documented	Class	Library

GeneticProgrammingFunctional_set_End
Field
The	functional	set	end

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Byte

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

private	byte	Functional_set_End

CopyC#

http://msdn2.microsoft.com/en-us/library/yyb1w04y


A	Sandcastle	Documented	Class	Library

GeneticProgrammingFunctional_set_Start
Field
The	functional	set	start

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Byte

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

private	byte	Functional_set_Start

CopyC#

http://msdn2.microsoft.com/en-us/library/yyb1w04y


A	Sandcastle	Documented	Class	Library

GeneticProgrammingGenCounter
Field
The	generation	counter

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Int32

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

private	int	GenCounter

CopyC#

http://msdn2.microsoft.com/en-us/library/td2s409d


A	Sandcastle	Documented	Class	Library

GeneticProgramminggeneration
Field
The	generation	list	of	indeviduals

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	ListIndevidual

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

private	List<Indevidual>	generation

CopyC#

http://msdn2.microsoft.com/en-us/library/6sh2ey19


A	Sandcastle	Documented	Class	Library

GeneticProgramminggeneration_Size
Field
The	generation	size

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Int32

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

private	int	generation_Size

CopyC#

http://msdn2.microsoft.com/en-us/library/td2s409d


A	Sandcastle	Documented	Class	Library

GeneticProgramminggrow_prog
Field
The	grow	prog	list	to	tempererly	hold	the	tree	while	it	grows

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	ListByte

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

private	List<byte>	grow_prog

CopyC#

http://msdn2.microsoft.com/en-us/library/6sh2ey19
http://msdn2.microsoft.com/en-us/library/yyb1w04y


A	Sandcastle	Documented	Class	Library

GeneticProgramminggrown_program
Field
The	grown	program	once	it	has	grown	collected	from	grow_prog

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Byte

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

private	byte[]	grown_program

CopyC#

http://msdn2.microsoft.com/en-us/library/yyb1w04y


A	Sandcastle	Documented	Class	Library

GeneticProgramminggw	Field
the	Game	World

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	GameWorld

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

private	GameWorld	gw

CopyC#



A	Sandcastle	Documented	Class	Library

GeneticProgramminginterp_tree
Field
The	interpreted	tree

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	IMyBehaviourTreeNode

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

public	IMyBehaviourTreeNode	interp_tree

CopyC#



A	Sandcastle	Documented	Class	Library

GeneticProgramminginterp_tree_builder
Field
The	interpreted	tree	builder

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	MyTreeBuilder

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

public	MyTreeBuilder	interp_tree_builder

CopyC#



A	Sandcastle	Documented	Class	Library

GeneticProgrammingisClose
Field
The	is	crouched	node	byte

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Byte

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

private	const	byte	isClose	=	6

CopyC#

http://msdn2.microsoft.com/en-us/library/yyb1w04y


A	Sandcastle	Documented	Class	Library

GeneticProgrammingisCrouched
Field
The	is	crouched	node	byte

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Byte

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

private	const	byte	isCrouched	=	5

CopyC#

http://msdn2.microsoft.com/en-us/library/yyb1w04y


A	Sandcastle	Documented	Class	Library

GeneticProgrammingisFar	Field
The	is	crouched	node	byte

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Byte

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

private	const	byte	isFar	=	8

CopyC#

http://msdn2.microsoft.com/en-us/library/yyb1w04y


A	Sandcastle	Documented	Class	Library

GeneticProgrammingisMedium
Field
The	is	crouched	node	byte

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Byte

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

private	const	byte	isMedium	=	7

CopyC#

http://msdn2.microsoft.com/en-us/library/yyb1w04y


A	Sandcastle	Documented	Class	Library

GeneticProgrammingKick	Field
The	punch	node	byte

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Byte

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

private	const	byte	Kick	=	3

CopyC#

http://msdn2.microsoft.com/en-us/library/yyb1w04y


A	Sandcastle	Documented	Class	Library

GeneticProgrammingmating_pool
Field
The	mating	pool	to	be	used	in	generating	next	generation	of	trees

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	ListIndevidual

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

private	List<Indevidual>	mating_pool

CopyC#

http://msdn2.microsoft.com/en-us/library/6sh2ey19


A	Sandcastle	Documented	Class	Library

GeneticProgrammingMax_Depth
Field
The	max	depth	allowed	for	the	tree	being	generated

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Int32

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

private	int	Max_Depth

CopyC#

http://msdn2.microsoft.com/en-us/library/td2s409d


A	Sandcastle	Documented	Class	Library

GeneticProgrammingmedium
Field
The	medium

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Boolean

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

private	bool	medium

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50


A	Sandcastle	Documented	Class	Library

GeneticProgrammingNAI	Field
The	non-AI

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	NonAIFighter

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

private	NonAIFighter	NAI

CopyC#



A	Sandcastle	Documented	Class	Library

GeneticProgrammingPC	Field
[Missing	<summary>	documentation	for
"F:FightGameAIDemo.GP.GeneticProgramming.PC"]

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Int32

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

private	int	PC

CopyC#

http://msdn2.microsoft.com/en-us/library/td2s409d


A	Sandcastle	Documented	Class	Library

GeneticProgrammingpopulation_Size
Field
The	population	size

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Int32

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

private	int	population_Size

CopyC#

http://msdn2.microsoft.com/en-us/library/td2s409d


A	Sandcastle	Documented	Class	Library

GeneticProgrammingProgram
Field
The	program

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Byte

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

private	byte[]	Program

CopyC#

http://msdn2.microsoft.com/en-us/library/yyb1w04y


A	Sandcastle	Documented	Class	Library

GeneticProgrammingPunch	Field
The	punch	node	byte

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Byte

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

private	const	byte	Punch	=	2

CopyC#

http://msdn2.microsoft.com/en-us/library/yyb1w04y


A	Sandcastle	Documented	Class	Library

GeneticProgrammingRoot_Node
Field
The	root	node

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Byte

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

private	const	byte	Root_Node	=	1

CopyC#

http://msdn2.microsoft.com/en-us/library/yyb1w04y


A	Sandcastle	Documented	Class	Library

GeneticProgrammingSpecial
Field
The	punch	node	byte

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Byte

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

private	const	byte	Special	=	4

CopyC#

http://msdn2.microsoft.com/en-us/library/yyb1w04y


A	Sandcastle	Documented	Class	Library

GeneticProgrammingTerminal_set_End
Field
The	terminal	set	end

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Byte

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

private	byte	Terminal_set_End

CopyC#

http://msdn2.microsoft.com/en-us/library/yyb1w04y


A	Sandcastle	Documented	Class	Library

GeneticProgrammingTerminal_set_Start
Field
The	terminal	set	start

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Byte

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

private	byte	Terminal_set_Start

CopyC#

http://msdn2.microsoft.com/en-us/library/yyb1w04y


A	Sandcastle	Documented	Class	Library

GeneticProgrammingtorniment_size
Field
The	torniment	size

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Int32

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

private	int	torniment_size

CopyC#

http://msdn2.microsoft.com/en-us/library/td2s409d


A	Sandcastle	Documented	Class	Library

GeneticProgrammingTree_Depth
Field
The	tree	depth

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Int32

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

private	int	Tree_Depth

CopyC#

http://msdn2.microsoft.com/en-us/library/td2s409d


A	Sandcastle	Documented	Class	Library

GeneticProgrammingtreeCounter
Field
The	tree	counter

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Int32

See	Also
Reference
GeneticProgramming	Class
FightGameAIDemo.GP	Namespace

private	int	treeCounter

CopyC#

http://msdn2.microsoft.com/en-us/library/td2s409d


A	Sandcastle	Documented	Class	Library

Indevidual	Class
Indevidual	hold	AI	tree	information

Inheritance	Hierarchy
SystemObject		FightGameAIDemo.GPIndevidual

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

The	Indevidual	type	exposes	the	following	members.

Constructors
	 Name Description

Indevidual Initializes	a	new
instance	of	the
Indevidual	class.

Indevidual(Int32,	Byte,
IMyBehaviourTreeNode,
Single)

Initializes	a	new
instance	of	the
Indevidual	class.

Top

Properties

public	class	Indevidual

CopyC#

http://msdn2.microsoft.com/en-us/library/e5kfa45b


	 Name Description

Fitness Gets	or	sets	the	fitness.

Program Gets	or	sets	the	program.

Tree Gets	or	sets	the	tree.

TreeNo Gets	or	sets	the	tree	number.

TreeString Gets	or	sets	the	tree	string.

Top

Methods
	 Name Description

print_program Print_programs	this	instance.

ToString Returns	a	String	that	represents
the	current	Object.

Top

Fields
	 Name Description

fitness The	fitness

program The	program

tree The	tree

treeNo The	tree	number

treeString The	tree	string

http://msdn2.microsoft.com/en-us/library/s1wwdcbf
http://msdn2.microsoft.com/en-us/library/e5kfa45b


Top

See	Also
Reference
FightGameAIDemo.GP	Namespace



A	Sandcastle	Documented	Class	Library

Indevidual	Constructor

Overload	List
	 Name Description

Indevidual Initializes	a	new
instance	of	the
Indevidual	class.

Indevidual(Int32,	Byte,
IMyBehaviourTreeNode,
Single)

Initializes	a	new
instance	of	the
Indevidual	class.

Top

See	Also
Reference
Indevidual	Class
FightGameAIDemo.GP	Namespace



A	Sandcastle	Documented	Class	Library

Indevidual	Constructor
Initializes	a	new	instance	of	the	Indevidual	class.

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

See	Also
Reference
Indevidual	Class
Indevidual	Overload
FightGameAIDemo.GP	Namespace

public	Indevidual()

CopyC#



A	Sandcastle	Documented	Class	Library

Indevidual	Constructor	(Int32,
Byte,	IMyBehaviourTreeNode,
Single)
Initializes	a	new	instance	of	the	Indevidual	class.

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

number
Type:	SystemInt32
The	number.

program
Type:	SystemByte
The	program.

tree
Type:	FightGameAIDemo.Behavior_TreeIMyBehaviourTreeNode
The	tree.

fitness
Type:	SystemSingle

public	Indevidual(

	 int	number,

	 byte[]	program,

	 IMyBehaviourTreeNode	tree,

	 float	fitness

)

CopyC#

http://msdn2.microsoft.com/en-us/library/td2s409d
http://msdn2.microsoft.com/en-us/library/yyb1w04y
http://msdn2.microsoft.com/en-us/library/3www918f


The	fitness.

See	Also
Reference
Indevidual	Class
Indevidual	Overload
FightGameAIDemo.GP	Namespace



A	Sandcastle	Documented	Class	Library

Indevidual	Properties
The	Indevidual	type	exposes	the	following	members.

Properties
	 Name Description

Fitness Gets	or	sets	the	fitness.

Program Gets	or	sets	the	program.

Tree Gets	or	sets	the	tree.

TreeNo Gets	or	sets	the	tree	number.

TreeString Gets	or	sets	the	tree	string.

Top

See	Also
Reference
Indevidual	Class
FightGameAIDemo.GP	Namespace



A	Sandcastle	Documented	Class	Library

IndevidualFitness	Property
Gets	or	sets	the	fitness.

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	Single
The	fitness.

See	Also
Reference
Indevidual	Class
FightGameAIDemo.GP	Namespace

public	float	Fitness	{	get;	set;	}

CopyC#

http://msdn2.microsoft.com/en-us/library/3www918f


A	Sandcastle	Documented	Class	Library

IndevidualProgram	Property
Gets	or	sets	the	program.

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	Byte
The	program.

See	Also
Reference
Indevidual	Class
FightGameAIDemo.GP	Namespace

public	byte[]	Program	{	get;	set;	}

CopyC#

http://msdn2.microsoft.com/en-us/library/yyb1w04y


A	Sandcastle	Documented	Class	Library

IndevidualTree	Property
Gets	or	sets	the	tree.

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	IMyBehaviourTreeNode
The	tree.

See	Also
Reference
Indevidual	Class
FightGameAIDemo.GP	Namespace

public	IMyBehaviourTreeNode	Tree	{	get;	set;	}

CopyC#



A	Sandcastle	Documented	Class	Library

IndevidualTreeNo	Property
Gets	or	sets	the	tree	number.

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	Int32
The	tree	number.

See	Also
Reference
Indevidual	Class
FightGameAIDemo.GP	Namespace

public	int	TreeNo	{	get;	set;	}

CopyC#

http://msdn2.microsoft.com/en-us/library/td2s409d


A	Sandcastle	Documented	Class	Library

IndevidualTreeString	Property
Gets	or	sets	the	tree	string.

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Property	Value
Type:	String
The	tree	string.

See	Also
Reference
Indevidual	Class
FightGameAIDemo.GP	Namespace

public	string	TreeString	{	get;	set;	}

CopyC#

http://msdn2.microsoft.com/en-us/library/s1wwdcbf


A	Sandcastle	Documented	Class	Library

Indevidual	Methods
The	Indevidual	type	exposes	the	following	members.

Methods
	 Name Description

print_program Print_programs	this	instance.

ToString Returns	a	String	that	represents
the	current	Object.

Top

See	Also
Reference
Indevidual	Class
FightGameAIDemo.GP	Namespace

http://msdn2.microsoft.com/en-us/library/s1wwdcbf
http://msdn2.microsoft.com/en-us/library/e5kfa45b


A	Sandcastle	Documented	Class	Library

Indevidualprint_program	Method
Print_programs	this	instance.

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Return	Value
Type:	String
String	prog

See	Also
Reference
Indevidual	Class
FightGameAIDemo.GP	Namespace

public	string	print_program()

CopyC#

http://msdn2.microsoft.com/en-us/library/s1wwdcbf


A	Sandcastle	Documented	Class	Library

IndevidualToString	Method
Returns	a	String	that	represents	the	current	Object.

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Return	Value
Type:	String
A	String	that	represents	the	current	Object.

See	Also
Reference
Indevidual	Class
FightGameAIDemo.GP	Namespace

public	string	ToString()

CopyC#

http://msdn2.microsoft.com/en-us/library/s1wwdcbf
http://msdn2.microsoft.com/en-us/library/e5kfa45b
http://msdn2.microsoft.com/en-us/library/s1wwdcbf
http://msdn2.microsoft.com/en-us/library/s1wwdcbf
http://msdn2.microsoft.com/en-us/library/e5kfa45b


A	Sandcastle	Documented	Class	Library

Indevidual	Fields

Fields
	 Name Description

fitness The	fitness

program The	program

tree The	tree

treeNo The	tree	number

treeString The	tree	string

Top

See	Also
Reference
Indevidual	Class
FightGameAIDemo.GP	Namespace



A	Sandcastle	Documented	Class	Library

Indevidualfitness	Field
The	fitness

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Single

See	Also
Reference
Indevidual	Class
FightGameAIDemo.GP	Namespace

private	float	fitness

CopyC#

http://msdn2.microsoft.com/en-us/library/3www918f


A	Sandcastle	Documented	Class	Library

Indevidualprogram	Field
The	program

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Byte

See	Also
Reference
Indevidual	Class
FightGameAIDemo.GP	Namespace

private	byte[]	program

CopyC#

http://msdn2.microsoft.com/en-us/library/yyb1w04y


A	Sandcastle	Documented	Class	Library

Indevidualtree	Field
The	tree

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	IMyBehaviourTreeNode

See	Also
Reference
Indevidual	Class
FightGameAIDemo.GP	Namespace

private	IMyBehaviourTreeNode	tree

CopyC#



A	Sandcastle	Documented	Class	Library

IndevidualtreeNo	Field
The	tree	number

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Int32

See	Also
Reference
Indevidual	Class
FightGameAIDemo.GP	Namespace

private	int	treeNo

CopyC#

http://msdn2.microsoft.com/en-us/library/td2s409d


A	Sandcastle	Documented	Class	Library

IndevidualtreeString	Field
The	tree	string

Namespace:	FightGameAIDemo.GP
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	String

See	Also
Reference
Indevidual	Class
FightGameAIDemo.GP	Namespace

private	string	treeString

CopyC#

http://msdn2.microsoft.com/en-us/library/s1wwdcbf


A	Sandcastle	Documented	Class	Library

FightGameAIDemo.UserInterfaces
Namespace
[Missing	<summary>	documentation	for	"N:FightGameAIDemo.UserInterfaces"]

Classes
	 Class Description

FightGameAIMain User	interface	of	the	main
fight	screen



A	Sandcastle	Documented	Class	Library

FightGameAIMain	Class
User	interface	of	the	main	fight	screen

Inheritance	Hierarchy
SystemObject		SystemMarshalByRefObject
				System.ComponentModelComponent
						System.Windows.FormsControl
								System.Windows.FormsScrollableControl
										System.Windows.FormsContainerControl
												System.Windows.FormsForm
														FightGameAIDemo.UserInterfacesFightGameAIMain

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

The	FightGameAIMain	type	exposes	the	following	members.

Constructors
	 Name Description

FightGameAIMain Initializes	a	new	instance	of
the	FightGameAIMain	class.

Top

public	class	FightGameAIMain	:	Form

CopyC#

http://msdn2.microsoft.com/en-us/library/e5kfa45b
http://msdn2.microsoft.com/en-us/library/w4302s1f
http://msdn2.microsoft.com/en-us/library/9wbadbce
http://msdn2.microsoft.com/en-us/library/36cd312w
http://msdn2.microsoft.com/en-us/library/7xhk8yhk
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Methods
	 Name Description

btnAbort_Click Handles	the	Click	event
of	the	btnAbort	control.

btnExit_Click Handles	the	Click	event
of	the	btnExit	control.

btnRun_Click Handles	the	Click	event
of	the	btnRun	control.

checkBox1_CheckedChanged

chkBlocking_CheckedChanged Handles	the
CheckedChanged	event
of	the	chkBlocking
control.

defaultSetup setup	the	user	interface
with	the	default	settings.

Dispose Clean	up	any	resources
being	used.
(Overrides
FormDispose(Boolean).)

enableAlgSettings Enables	the	algorithm
settings.

enableFighterSettings Enables	the	fighter
settings.

enableSimSettings Enables	the	simulation
settings.

FightGameAIMain_Load Handles	the	Load	event

http://msdn2.microsoft.com/en-us/library/aw58wzka


of	the	FightGameAIMain
control.

InitializeComponent Required	method	for
Designer	support	-	do
not	modify	the	contents
of	this	method	with	the
code	editor.

label5_Click

listBox1_SelectedIndexChanged

numericUpDown1_ValueChanged

radioButton1_CheckedChanged

rdoAlgMsg_CheckedChanged Handles	the
CheckedChanged	event
of	the	rdoAlgMsg
control.

rdoClose_CheckedChanged Handles	the
CheckedChanged	event
of	the	rdoClose	control.

rdoCrouching_CheckedChanged Handles	the
CheckedChanged	event
of	the	rdoCrouching
control.

rdoFar_CheckedChanged Handles	the
CheckedChanged	event
of	the	rdoFar	control.

rdoFightMsg_CheckedChanged Handles	the
CheckedChanged	event
of	the	rdoFightMsg
control.



rdoMedium_CheckedChanged Handles	the
CheckedChanged	event
of	the	rdoMedium
control.

rdoStanding_CheckedChanged Handles	the
CheckedChanged	event
of	the	rdoStanding
control.

UpdateOutput Updates	the	output	list
box	with	both	Algorithm
and	fighting	event	lists.

Top

Fields
	 Name Description

blocking The	blocking	of	opponent

btnAbort

btnExit

btnRun

chkBlocking

chkRoundWait

close The	close	distance	setting
from	interface

components Required	designer	variable.

crouching The	crouching	of	opponent

far The	far	distance	setting	from



interface

generation The	generation

gpoAlgSettings

gpoDisplay

gpoFighterDist

gpoFighterSettings

gpoOpponentPos

gpoSimSettings

gw interface	connecting	the
game	world	to	the	fight	game
screen

label1

label2

label3

label4

label5

lstOutPut

medium The	medium	distance	setting
from	interface

nudGenerations

nudIndeviduals

nudRounds



nudTornSize

rdoAlgMsg

rdoAllMsg

rdoClose

rdoCrouching

rdoFar

rdoFightMsg

rdoMedium

rdoStanding

toolTip1

Top

See	Also
Reference
FightGameAIDemo.UserInterfaces	Namespace
System.Windows.FormsForm

http://msdn2.microsoft.com/en-us/library/w4bcxb43


A	Sandcastle	Documented	Class	Library

FightGameAIMain	Constructor
Initializes	a	new	instance	of	the	FightGameAIMain	class.

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

public	FightGameAIMain()

CopyC#



A	Sandcastle	Documented	Class	Library

FightGameAIMain	Methods
The	FightGameAIMain	type	exposes	the	following	members.

Methods
	 Name Description

btnAbort_Click Handles	the	Click	event
of	the	btnAbort	control.

btnExit_Click Handles	the	Click	event
of	the	btnExit	control.

btnRun_Click Handles	the	Click	event
of	the	btnRun	control.

checkBox1_CheckedChanged

chkBlocking_CheckedChanged Handles	the
CheckedChanged	event
of	the	chkBlocking
control.

defaultSetup setup	the	user	interface
with	the	default	settings.

Dispose Clean	up	any	resources
being	used.
(Overrides
FormDispose(Boolean).)

enableAlgSettings Enables	the	algorithm
settings.

enableFighterSettings Enables	the	fighter

http://msdn2.microsoft.com/en-us/library/aw58wzka


settings.

enableSimSettings Enables	the	simulation
settings.

FightGameAIMain_Load Handles	the	Load	event
of	the	FightGameAIMain
control.

InitializeComponent Required	method	for
Designer	support	-	do
not	modify	the	contents
of	this	method	with	the
code	editor.

label5_Click

listBox1_SelectedIndexChanged

numericUpDown1_ValueChanged

radioButton1_CheckedChanged

rdoAlgMsg_CheckedChanged Handles	the
CheckedChanged	event
of	the	rdoAlgMsg
control.

rdoClose_CheckedChanged Handles	the
CheckedChanged	event
of	the	rdoClose	control.

rdoCrouching_CheckedChanged Handles	the
CheckedChanged	event
of	the	rdoCrouching
control.

rdoFar_CheckedChanged Handles	the
CheckedChanged	event
of	the	rdoFar	control.



rdoFightMsg_CheckedChanged Handles	the
CheckedChanged	event
of	the	rdoFightMsg
control.

rdoMedium_CheckedChanged Handles	the
CheckedChanged	event
of	the	rdoMedium
control.

rdoStanding_CheckedChanged Handles	the
CheckedChanged	event
of	the	rdoStanding
control.

UpdateOutput Updates	the	output	list
box	with	both	Algorithm
and	fighting	event	lists.

Top

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace



A	Sandcastle	Documented	Class	Library

FightGameAIMainbtnAbort_Click
Method
Handles	the	Click	event	of	the	btnAbort	control.

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

sender
Type:	SystemObject
The	source	of	the	event.

e
Type:	SystemEventArgs
The	EventArgs	instance	containing	the	event	data.

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	void	btnAbort_Click(

	 Object	sender,

	 EventArgs	e

)

CopyC#

http://msdn2.microsoft.com/en-us/library/e5kfa45b
http://msdn2.microsoft.com/en-us/library/118wxtk3
http://msdn2.microsoft.com/en-us/library/118wxtk3


A	Sandcastle	Documented	Class	Library

FightGameAIMainbtnExit_Click
Method
Handles	the	Click	event	of	the	btnExit	control.

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

sender
Type:	SystemObject
The	source	of	the	event.

e
Type:	SystemEventArgs
The	EventArgs	instance	containing	the	event	data.

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	void	btnExit_Click(

	 Object	sender,

	 EventArgs	e

)

CopyC#

http://msdn2.microsoft.com/en-us/library/e5kfa45b
http://msdn2.microsoft.com/en-us/library/118wxtk3
http://msdn2.microsoft.com/en-us/library/118wxtk3


A	Sandcastle	Documented	Class	Library

FightGameAIMainbtnRun_Click
Method
Handles	the	Click	event	of	the	btnRun	control.

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

sender
Type:	SystemObject
The	source	of	the	event.

e
Type:	SystemEventArgs
The	EventArgs	instance	containing	the	event	data.

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	void	btnRun_Click(

	 Object	sender,

	 EventArgs	e

)

CopyC#

http://msdn2.microsoft.com/en-us/library/e5kfa45b
http://msdn2.microsoft.com/en-us/library/118wxtk3
http://msdn2.microsoft.com/en-us/library/118wxtk3


A	Sandcastle	Documented	Class	Library

FightGameAIMaincheckBox1_CheckedChanged
Method
[Missing	<summary>	documentation	for
"M:FightGameAIDemo.UserInterfaces.FightGameAIMain.checkBox1_CheckedChanged(System.Object,System.EventArgs)"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

sender
Type:	SystemObject
[Missing	<param	name="sender"/>	documentation	for
"M:FightGameAIDemo.UserInterfaces.FightGameAIMain.checkBox1_CheckedChanged(System.Object,System.EventArgs)"]

e
Type:	SystemEventArgs
[Missing	<param	name="e"/>	documentation	for
"M:FightGameAIDemo.UserInterfaces.FightGameAIMain.checkBox1_CheckedChanged(System.Object,System.EventArgs)"]

See	Also
Reference
FightGameAIMain	Class

private	void	checkBox1_CheckedChanged(

	 Object	sender,

	 EventArgs	e

)

CopyC#

http://msdn2.microsoft.com/en-us/library/e5kfa45b
http://msdn2.microsoft.com/en-us/library/118wxtk3


FightGameAIDemo.UserInterfaces	Namespace



A	Sandcastle	Documented	Class	Library

FightGameAIMainchkBlocking_CheckedChanged
Method
Handles	the	CheckedChanged	event	of	the	chkBlocking	control.

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

sender
Type:	SystemObject
The	source	of	the	event.

e
Type:	SystemEventArgs
The	EventArgs	instance	containing	the	event	data.

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	void	chkBlocking_CheckedChanged(

	 Object	sender,

	 EventArgs	e

)

CopyC#

http://msdn2.microsoft.com/en-us/library/e5kfa45b
http://msdn2.microsoft.com/en-us/library/118wxtk3
http://msdn2.microsoft.com/en-us/library/118wxtk3


A	Sandcastle	Documented	Class	Library

FightGameAIMaindefaultSetup
Method
setup	the	user	interface	with	the	default	settings.

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	void	defaultSetup()

CopyC#



A	Sandcastle	Documented	Class	Library

FightGameAIMainDispose
Method
Clean	up	any	resources	being	used.

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

disposing
Type:	SystemBoolean
true	if	managed	resources	should	be	disposed;	otherwise,	false.

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

protected	override	void	Dispose(

	 bool	disposing

)

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50


A	Sandcastle	Documented	Class	Library

FightGameAIMainenableAlgSettings
Method
Enables	the	algorithm	settings.

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

set
Type:	SystemBoolean
if	set	to	true	[set].

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	void	enableAlgSettings(

	 bool	set

)

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50


A	Sandcastle	Documented	Class	Library

FightGameAIMainenableFighterSettings
Method
Enables	the	fighter	settings.

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

set
Type:	SystemBoolean
if	set	to	true	[set].

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	void	enableFighterSettings(

	 bool	set

)

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50


A	Sandcastle	Documented	Class	Library

FightGameAIMainenableSimSettings
Method
Enables	the	simulation	settings.

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

set
Type:	SystemBoolean
if	set	to	true	[set].

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	void	enableSimSettings(

	 bool	set

)

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50


A	Sandcastle	Documented	Class	Library

FightGameAIMainFightGameAIMain_Load
Method
Handles	the	Load	event	of	the	FightGameAIMain	control.

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

sender
Type:	SystemObject
The	source	of	the	event.

e
Type:	SystemEventArgs
The	EventArgs	instance	containing	the	event	data.

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	void	FightGameAIMain_Load(

	 Object	sender,

	 EventArgs	e

)

CopyC#

http://msdn2.microsoft.com/en-us/library/e5kfa45b
http://msdn2.microsoft.com/en-us/library/118wxtk3
http://msdn2.microsoft.com/en-us/library/118wxtk3


A	Sandcastle	Documented	Class	Library

FightGameAIMainInitializeComponent
Method
Required	method	for	Designer	support	-	do	not	modify	the	contents	of
this	method	with	the	code	editor.

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	void	InitializeComponent()

CopyC#



A	Sandcastle	Documented	Class	Library

FightGameAIMainlabel5_Click
Method
[Missing	<summary>	documentation	for
"M:FightGameAIDemo.UserInterfaces.FightGameAIMain.label5_Click(System.Object,System.EventArgs)"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

sender
Type:	SystemObject
[Missing	<param	name="sender"/>	documentation	for
"M:FightGameAIDemo.UserInterfaces.FightGameAIMain.label5_Click(System.Object,System.EventArgs)"]

e
Type:	SystemEventArgs
[Missing	<param	name="e"/>	documentation	for
"M:FightGameAIDemo.UserInterfaces.FightGameAIMain.label5_Click(System.Object,System.EventArgs)"]

See	Also
Reference
FightGameAIMain	Class

private	void	label5_Click(

	 Object	sender,

	 EventArgs	e

)

CopyC#

http://msdn2.microsoft.com/en-us/library/e5kfa45b
http://msdn2.microsoft.com/en-us/library/118wxtk3


FightGameAIDemo.UserInterfaces	Namespace



A	Sandcastle	Documented	Class	Library

FightGameAIMainlistBox1_SelectedIndexChanged
Method
[Missing	<summary>	documentation	for
"M:FightGameAIDemo.UserInterfaces.FightGameAIMain.listBox1_SelectedIndexChanged(System.Object,System.EventArgs)"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

sender
Type:	SystemObject
[Missing	<param	name="sender"/>	documentation	for
"M:FightGameAIDemo.UserInterfaces.FightGameAIMain.listBox1_SelectedIndexChanged(System.Object,System.EventArgs)"]

e
Type:	SystemEventArgs
[Missing	<param	name="e"/>	documentation	for
"M:FightGameAIDemo.UserInterfaces.FightGameAIMain.listBox1_SelectedIndexChanged(System.Object,System.EventArgs)"]

See	Also
Reference
FightGameAIMain	Class

private	void	listBox1_SelectedIndexChanged(

	 Object	sender,

	 EventArgs	e

)

CopyC#

http://msdn2.microsoft.com/en-us/library/e5kfa45b
http://msdn2.microsoft.com/en-us/library/118wxtk3


FightGameAIDemo.UserInterfaces	Namespace



A	Sandcastle	Documented	Class	Library

FightGameAIMainnumericUpDown1_ValueChanged
Method
[Missing	<summary>	documentation	for
"M:FightGameAIDemo.UserInterfaces.FightGameAIMain.numericUpDown1_ValueChanged(System.Object,System.EventArgs)"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

sender
Type:	SystemObject
[Missing	<param	name="sender"/>	documentation	for
"M:FightGameAIDemo.UserInterfaces.FightGameAIMain.numericUpDown1_ValueChanged(System.Object,System.EventArgs)"]

e
Type:	SystemEventArgs
[Missing	<param	name="e"/>	documentation	for
"M:FightGameAIDemo.UserInterfaces.FightGameAIMain.numericUpDown1_ValueChanged(System.Object,System.EventArgs)"]

See	Also
Reference
FightGameAIMain	Class

private	void	numericUpDown1_ValueChanged(

	 Object	sender,

	 EventArgs	e

)

CopyC#

http://msdn2.microsoft.com/en-us/library/e5kfa45b
http://msdn2.microsoft.com/en-us/library/118wxtk3


FightGameAIDemo.UserInterfaces	Namespace



A	Sandcastle	Documented	Class	Library

FightGameAIMainradioButton1_CheckedChanged
Method
[Missing	<summary>	documentation	for
"M:FightGameAIDemo.UserInterfaces.FightGameAIMain.radioButton1_CheckedChanged(System.Object,System.EventArgs)"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

sender
Type:	SystemObject
[Missing	<param	name="sender"/>	documentation	for
"M:FightGameAIDemo.UserInterfaces.FightGameAIMain.radioButton1_CheckedChanged(System.Object,System.EventArgs)"]

e
Type:	SystemEventArgs
[Missing	<param	name="e"/>	documentation	for
"M:FightGameAIDemo.UserInterfaces.FightGameAIMain.radioButton1_CheckedChanged(System.Object,System.EventArgs)"]

See	Also
Reference
FightGameAIMain	Class

private	void	radioButton1_CheckedChanged(

	 Object	sender,

	 EventArgs	e

)

CopyC#

http://msdn2.microsoft.com/en-us/library/e5kfa45b
http://msdn2.microsoft.com/en-us/library/118wxtk3


FightGameAIDemo.UserInterfaces	Namespace



A	Sandcastle	Documented	Class	Library

FightGameAIMainrdoAlgMsg_CheckedChanged
Method
Handles	the	CheckedChanged	event	of	the	rdoAlgMsg	control.

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

sender
Type:	SystemObject
The	source	of	the	event.

e
Type:	SystemEventArgs
The	EventArgs	instance	containing	the	event	data.

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	void	rdoAlgMsg_CheckedChanged(

	 Object	sender,

	 EventArgs	e

)

CopyC#

http://msdn2.microsoft.com/en-us/library/e5kfa45b
http://msdn2.microsoft.com/en-us/library/118wxtk3
http://msdn2.microsoft.com/en-us/library/118wxtk3


A	Sandcastle	Documented	Class	Library

FightGameAIMainrdoClose_CheckedChanged
Method
Handles	the	CheckedChanged	event	of	the	rdoClose	control.

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

sender
Type:	SystemObject
The	source	of	the	event.

e
Type:	SystemEventArgs
The	EventArgs	instance	containing	the	event	data.

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	void	rdoClose_CheckedChanged(

	 Object	sender,

	 EventArgs	e

)

CopyC#

http://msdn2.microsoft.com/en-us/library/e5kfa45b
http://msdn2.microsoft.com/en-us/library/118wxtk3
http://msdn2.microsoft.com/en-us/library/118wxtk3


A	Sandcastle	Documented	Class	Library

FightGameAIMainrdoCrouching_CheckedChanged
Method
Handles	the	CheckedChanged	event	of	the	rdoCrouching	control.

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

sender
Type:	SystemObject
The	source	of	the	event.

e
Type:	SystemEventArgs
The	EventArgs	instance	containing	the	event	data.

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	void	rdoCrouching_CheckedChanged(

	 Object	sender,

	 EventArgs	e

)

CopyC#

http://msdn2.microsoft.com/en-us/library/e5kfa45b
http://msdn2.microsoft.com/en-us/library/118wxtk3
http://msdn2.microsoft.com/en-us/library/118wxtk3


A	Sandcastle	Documented	Class	Library

FightGameAIMainrdoFar_CheckedChanged
Method
Handles	the	CheckedChanged	event	of	the	rdoFar	control.

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

sender
Type:	SystemObject
The	source	of	the	event.

e
Type:	SystemEventArgs
The	EventArgs	instance	containing	the	event	data.

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	void	rdoFar_CheckedChanged(

	 Object	sender,

	 EventArgs	e

)

CopyC#

http://msdn2.microsoft.com/en-us/library/e5kfa45b
http://msdn2.microsoft.com/en-us/library/118wxtk3
http://msdn2.microsoft.com/en-us/library/118wxtk3


A	Sandcastle	Documented	Class	Library

FightGameAIMainrdoFightMsg_CheckedChanged
Method
Handles	the	CheckedChanged	event	of	the	rdoFightMsg	control.

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

sender
Type:	SystemObject
The	source	of	the	event.

e
Type:	SystemEventArgs
The	EventArgs	instance	containing	the	event	data.

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	void	rdoFightMsg_CheckedChanged(

	 Object	sender,

	 EventArgs	e

)

CopyC#

http://msdn2.microsoft.com/en-us/library/e5kfa45b
http://msdn2.microsoft.com/en-us/library/118wxtk3
http://msdn2.microsoft.com/en-us/library/118wxtk3


A	Sandcastle	Documented	Class	Library

FightGameAIMainrdoMedium_CheckedChanged
Method
Handles	the	CheckedChanged	event	of	the	rdoMedium	control.

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

sender
Type:	SystemObject
The	source	of	the	event.

e
Type:	SystemEventArgs
The	EventArgs	instance	containing	the	event	data.

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	void	rdoMedium_CheckedChanged(

	 Object	sender,

	 EventArgs	e

)

CopyC#

http://msdn2.microsoft.com/en-us/library/e5kfa45b
http://msdn2.microsoft.com/en-us/library/118wxtk3
http://msdn2.microsoft.com/en-us/library/118wxtk3


A	Sandcastle	Documented	Class	Library

FightGameAIMainrdoStanding_CheckedChanged
Method
Handles	the	CheckedChanged	event	of	the	rdoStanding	control.

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Parameters

sender
Type:	SystemObject
The	source	of	the	event.

e
Type:	SystemEventArgs
The	EventArgs	instance	containing	the	event	data.

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	void	rdoStanding_CheckedChanged(

	 Object	sender,

	 EventArgs	e

)

CopyC#

http://msdn2.microsoft.com/en-us/library/e5kfa45b
http://msdn2.microsoft.com/en-us/library/118wxtk3
http://msdn2.microsoft.com/en-us/library/118wxtk3


A	Sandcastle	Documented	Class	Library

FightGameAIMainUpdateOutput
Method
Updates	the	output	list	box	with	both	Algorithm	and	fighting	event	lists.

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

public	void	UpdateOutput()

CopyC#



A	Sandcastle	Documented	Class	Library

FightGameAIMain	Fields
The	FightGameAIMain	type	exposes	the	following	members.

Fields
	 Name Description

blocking The	blocking	of	opponent

btnAbort

btnExit

btnRun

chkBlocking

chkRoundWait

close The	close	distance	setting
from	interface

components Required	designer	variable.

crouching The	crouching	of	opponent

far The	far	distance	setting	from
interface

generation The	generation

gpoAlgSettings

gpoDisplay



gpoFighterDist

gpoFighterSettings

gpoOpponentPos

gpoSimSettings

gw interface	connecting	the
game	world	to	the	fight	game
screen

label1

label2

label3

label4

label5

lstOutPut

medium The	medium	distance	setting
from	interface

nudGenerations

nudIndeviduals

nudRounds

nudTornSize

rdoAlgMsg

rdoAllMsg

rdoClose



rdoCrouching

rdoFar

rdoFightMsg

rdoMedium

rdoStanding

toolTip1

Top

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace



A	Sandcastle	Documented	Class	Library

FightGameAIMainblocking	Field
The	blocking	of	opponent

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Boolean

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	bool	blocking

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50


A	Sandcastle	Documented	Class	Library

FightGameAIMainbtnAbort	Field
[Missing	<summary>	documentation	for
"F:FightGameAIDemo.UserInterfaces.FightGameAIMain.btnAbort"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Button

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	Button	btnAbort

CopyC#

http://msdn2.microsoft.com/en-us/library/031c58k4


A	Sandcastle	Documented	Class	Library

FightGameAIMainbtnExit	Field
[Missing	<summary>	documentation	for
"F:FightGameAIDemo.UserInterfaces.FightGameAIMain.btnExit"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Button

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	Button	btnExit

CopyC#

http://msdn2.microsoft.com/en-us/library/031c58k4


A	Sandcastle	Documented	Class	Library

FightGameAIMainbtnRun	Field
[Missing	<summary>	documentation	for
"F:FightGameAIDemo.UserInterfaces.FightGameAIMain.btnRun"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Button

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	Button	btnRun

CopyC#

http://msdn2.microsoft.com/en-us/library/031c58k4


A	Sandcastle	Documented	Class	Library

FightGameAIMainchkBlocking
Field
[Missing	<summary>	documentation	for
"F:FightGameAIDemo.UserInterfaces.FightGameAIMain.chkBlocking"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	CheckBox

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	CheckBox	chkBlocking

CopyC#

http://msdn2.microsoft.com/en-us/library/0e2txhtd


A	Sandcastle	Documented	Class	Library

FightGameAIMainchkRoundWait
Field
[Missing	<summary>	documentation	for
"F:FightGameAIDemo.UserInterfaces.FightGameAIMain.chkRoundWait"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	CheckBox

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	CheckBox	chkRoundWait

CopyC#

http://msdn2.microsoft.com/en-us/library/0e2txhtd


A	Sandcastle	Documented	Class	Library

FightGameAIMainclose	Field
The	close	distance	setting	from	interface

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Boolean

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

public	bool	close

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50


A	Sandcastle	Documented	Class	Library

FightGameAIMaincomponents
Field
Required	designer	variable.

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	IContainer

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	IContainer	components

CopyC#

http://msdn2.microsoft.com/en-us/library/z7xdfy67


A	Sandcastle	Documented	Class	Library

FightGameAIMaincrouching
Field
The	crouching	of	opponent

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Boolean

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	bool	crouching

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50


A	Sandcastle	Documented	Class	Library

FightGameAIMainfar	Field
The	far	distance	setting	from	interface

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Boolean

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

public	bool	far

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50


A	Sandcastle	Documented	Class	Library

FightGameAIMaingeneration
Field
The	generation

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Int32

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	int	generation

CopyC#

http://msdn2.microsoft.com/en-us/library/td2s409d


A	Sandcastle	Documented	Class	Library

FightGameAIMaingpoAlgSettings
Field
[Missing	<summary>	documentation	for
"F:FightGameAIDemo.UserInterfaces.FightGameAIMain.gpoAlgSettings"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	GroupBox

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	GroupBox	gpoAlgSettings

CopyC#

http://msdn2.microsoft.com/en-us/library/31a073x1


A	Sandcastle	Documented	Class	Library

FightGameAIMaingpoDisplay
Field
[Missing	<summary>	documentation	for
"F:FightGameAIDemo.UserInterfaces.FightGameAIMain.gpoDisplay"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	GroupBox

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	GroupBox	gpoDisplay

CopyC#

http://msdn2.microsoft.com/en-us/library/31a073x1


A	Sandcastle	Documented	Class	Library

FightGameAIMaingpoFighterDist
Field
[Missing	<summary>	documentation	for
"F:FightGameAIDemo.UserInterfaces.FightGameAIMain.gpoFighterDist"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	GroupBox

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	GroupBox	gpoFighterDist

CopyC#

http://msdn2.microsoft.com/en-us/library/31a073x1


A	Sandcastle	Documented	Class	Library

FightGameAIMaingpoFighterSettings
Field
[Missing	<summary>	documentation	for
"F:FightGameAIDemo.UserInterfaces.FightGameAIMain.gpoFighterSettings"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	GroupBox

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	GroupBox	gpoFighterSettings

CopyC#

http://msdn2.microsoft.com/en-us/library/31a073x1


A	Sandcastle	Documented	Class	Library

FightGameAIMaingpoOpponentPos
Field
[Missing	<summary>	documentation	for
"F:FightGameAIDemo.UserInterfaces.FightGameAIMain.gpoOpponentPos"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	GroupBox

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	GroupBox	gpoOpponentPos

CopyC#

http://msdn2.microsoft.com/en-us/library/31a073x1


A	Sandcastle	Documented	Class	Library

FightGameAIMaingpoSimSettings
Field
[Missing	<summary>	documentation	for
"F:FightGameAIDemo.UserInterfaces.FightGameAIMain.gpoSimSettings"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	GroupBox

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	GroupBox	gpoSimSettings

CopyC#

http://msdn2.microsoft.com/en-us/library/31a073x1


A	Sandcastle	Documented	Class	Library

FightGameAIMaingw	Field
interface	connecting	the	game	world	to	the	fight	game	screen

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	IGameWorld

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	IGameWorld	gw

CopyC#



A	Sandcastle	Documented	Class	Library

FightGameAIMainlabel1	Field
[Missing	<summary>	documentation	for
"F:FightGameAIDemo.UserInterfaces.FightGameAIMain.label1"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Label

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	Label	label1

CopyC#

http://msdn2.microsoft.com/en-us/library/cca0ee09


A	Sandcastle	Documented	Class	Library

FightGameAIMainlabel2	Field
[Missing	<summary>	documentation	for
"F:FightGameAIDemo.UserInterfaces.FightGameAIMain.label2"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Label

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	Label	label2

CopyC#

http://msdn2.microsoft.com/en-us/library/cca0ee09


A	Sandcastle	Documented	Class	Library

FightGameAIMainlabel3	Field
[Missing	<summary>	documentation	for
"F:FightGameAIDemo.UserInterfaces.FightGameAIMain.label3"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Label

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	Label	label3

CopyC#

http://msdn2.microsoft.com/en-us/library/cca0ee09


A	Sandcastle	Documented	Class	Library

FightGameAIMainlabel4	Field
[Missing	<summary>	documentation	for
"F:FightGameAIDemo.UserInterfaces.FightGameAIMain.label4"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Label

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	Label	label4

CopyC#

http://msdn2.microsoft.com/en-us/library/cca0ee09


A	Sandcastle	Documented	Class	Library

FightGameAIMainlabel5	Field
[Missing	<summary>	documentation	for
"F:FightGameAIDemo.UserInterfaces.FightGameAIMain.label5"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Label

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	Label	label5

CopyC#

http://msdn2.microsoft.com/en-us/library/cca0ee09


A	Sandcastle	Documented	Class	Library

FightGameAIMainlstOutPut	Field
[Missing	<summary>	documentation	for
"F:FightGameAIDemo.UserInterfaces.FightGameAIMain.lstOutPut"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	ListBox

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	ListBox	lstOutPut

CopyC#

http://msdn2.microsoft.com/en-us/library/t1f8aedx


A	Sandcastle	Documented	Class	Library

FightGameAIMainmedium	Field
The	medium	distance	setting	from	interface

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	Boolean

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

public	bool	medium

CopyC#

http://msdn2.microsoft.com/en-us/library/a28wyd50


A	Sandcastle	Documented	Class	Library

FightGameAIMainnudGenerations
Field
[Missing	<summary>	documentation	for
"F:FightGameAIDemo.UserInterfaces.FightGameAIMain.nudGenerations"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	NumericUpDown

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	NumericUpDown	nudGenerations

CopyC#

http://msdn2.microsoft.com/en-us/library/kdt55f0b


A	Sandcastle	Documented	Class	Library

FightGameAIMainnudIndeviduals
Field
[Missing	<summary>	documentation	for
"F:FightGameAIDemo.UserInterfaces.FightGameAIMain.nudIndeviduals"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	NumericUpDown

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	NumericUpDown	nudIndeviduals

CopyC#

http://msdn2.microsoft.com/en-us/library/kdt55f0b


A	Sandcastle	Documented	Class	Library

FightGameAIMainnudRounds
Field
[Missing	<summary>	documentation	for
"F:FightGameAIDemo.UserInterfaces.FightGameAIMain.nudRounds"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	NumericUpDown

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	NumericUpDown	nudRounds

CopyC#

http://msdn2.microsoft.com/en-us/library/kdt55f0b


A	Sandcastle	Documented	Class	Library

FightGameAIMainnudTornSize
Field
[Missing	<summary>	documentation	for
"F:FightGameAIDemo.UserInterfaces.FightGameAIMain.nudTornSize"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	NumericUpDown

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	NumericUpDown	nudTornSize

CopyC#

http://msdn2.microsoft.com/en-us/library/kdt55f0b


A	Sandcastle	Documented	Class	Library

FightGameAIMainrdoAlgMsg
Field
[Missing	<summary>	documentation	for
"F:FightGameAIDemo.UserInterfaces.FightGameAIMain.rdoAlgMsg"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	RadioButton

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	RadioButton	rdoAlgMsg

CopyC#

http://msdn2.microsoft.com/en-us/library/d5hxcyah


A	Sandcastle	Documented	Class	Library

FightGameAIMainrdoAllMsg
Field
[Missing	<summary>	documentation	for
"F:FightGameAIDemo.UserInterfaces.FightGameAIMain.rdoAllMsg"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	RadioButton

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	RadioButton	rdoAllMsg

CopyC#

http://msdn2.microsoft.com/en-us/library/d5hxcyah


A	Sandcastle	Documented	Class	Library

FightGameAIMainrdoClose	Field
[Missing	<summary>	documentation	for
"F:FightGameAIDemo.UserInterfaces.FightGameAIMain.rdoClose"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	RadioButton

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	RadioButton	rdoClose

CopyC#

http://msdn2.microsoft.com/en-us/library/d5hxcyah


A	Sandcastle	Documented	Class	Library

FightGameAIMainrdoCrouching
Field
[Missing	<summary>	documentation	for
"F:FightGameAIDemo.UserInterfaces.FightGameAIMain.rdoCrouching"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	RadioButton

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	RadioButton	rdoCrouching

CopyC#

http://msdn2.microsoft.com/en-us/library/d5hxcyah


A	Sandcastle	Documented	Class	Library

FightGameAIMainrdoFar	Field
[Missing	<summary>	documentation	for
"F:FightGameAIDemo.UserInterfaces.FightGameAIMain.rdoFar"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	RadioButton

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	RadioButton	rdoFar

CopyC#

http://msdn2.microsoft.com/en-us/library/d5hxcyah


A	Sandcastle	Documented	Class	Library

FightGameAIMainrdoFightMsg
Field
[Missing	<summary>	documentation	for
"F:FightGameAIDemo.UserInterfaces.FightGameAIMain.rdoFightMsg"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	RadioButton

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	RadioButton	rdoFightMsg

CopyC#

http://msdn2.microsoft.com/en-us/library/d5hxcyah


A	Sandcastle	Documented	Class	Library

FightGameAIMainrdoMedium
Field
[Missing	<summary>	documentation	for
"F:FightGameAIDemo.UserInterfaces.FightGameAIMain.rdoMedium"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	RadioButton

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	RadioButton	rdoMedium

CopyC#

http://msdn2.microsoft.com/en-us/library/d5hxcyah


A	Sandcastle	Documented	Class	Library

FightGameAIMainrdoStanding
Field
[Missing	<summary>	documentation	for
"F:FightGameAIDemo.UserInterfaces.FightGameAIMain.rdoStanding"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	RadioButton

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	RadioButton	rdoStanding

CopyC#

http://msdn2.microsoft.com/en-us/library/d5hxcyah


A	Sandcastle	Documented	Class	Library

FightGameAIMaintoolTip1	Field
[Missing	<summary>	documentation	for
"F:FightGameAIDemo.UserInterfaces.FightGameAIMain.toolTip1"]

Namespace:	FightGameAIDemo.UserInterfaces
Assembly:	FightGameAIDemo	(in	FightGameAIDemo.exe)	Version:
1.0.0.0	(1.0.0.0)

Syntax

Field	Value
Type:	ToolTip

See	Also
Reference
FightGameAIMain	Class
FightGameAIDemo.UserInterfaces	Namespace

private	ToolTip	toolTip1

CopyC#

http://msdn2.microsoft.com/en-us/library/ecft989x
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