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* Well-known and widely used buildiin‘competitive:SCZ tadaer:

*» Oneof its;weakness iIs fewer nhumber. of combat units
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Presenter Notes
Presentation Notes
This map from Assignment 3 must be familiar with you guys.� Depending the size of the unit… can go through some choke point 

This is picture on the right
Is from Sc1 but Sc2 has the same idea.
Depending on how you place your structures. Some units can pass while some can

In Sc2, they are 1x1 2x2 3x3 5x5 structures.

Interesting point is that the buildingable grid representation is a bit different. The middle of each square is not (x, y) but (x + 0.5, y +0.5) 
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» Attacks targets>withytheanighestiscore

> In this exampleySiegetiankwill a




O

Simple

O

O

ed by actual human control

Aims to mimic skilled p

combat effectiveness
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aging units

[or.optima

algorithm to. move away/closer.to enemy.

Dynamically adjusts unit.position based on*the’enemy

proximity and type

= 2. Move AwayX(Kit

m 3. Advance

€)

®

Marine

Kills: O s [A) then l.3 ground to Auto-attack
Rank: Recruit v- -
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1 SCV visits all possible enemy startilocations untilithelenemygiownhall unit located
o Build up first'offensiveiunits with flexibleistrategy(1-1=1)
o Battlecruiser. Units rallied atshase before a push

Aerialiunitsiand ground units engage at
: Same itime
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Jnitsiretreatsfor-repairs while‘reinforcements come in

duringisustained engages

- Enemysbase destroyed, game not over?
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o 1-1-1strategy
o https://liquipedia.net/starcraft2/111_Expand
o Images
https://starcraft.fandom.com/wiki/.

https://liquipedia:net/starcraft/Walling_as&Terran

https://www.peakpx.com/,

> SC2
» Slide Template

o We made it




Daniel, Richard, Hyunsung, Youngwoc
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