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Abstract

If a player car precedes from start to the end or a fuzzy car wins every day during computer
or racing games, most players will lose their interest in the games soon after several times. In
oder to solve this problem and increase anusemert at racing games, the nore inportant thing
than anything else is decide the ranking. In this thesis n order to give amusement to racing
games, the researcher made a fuzzy car and made 1t race with player cars. Because the
preceding fuzzy car runs ahead of player cars it can recognize their behaviors according to
change of following player cars’ speed and distance, and the fuzzy car changes its memory, but
doesn't enforce actual behaviors. If the fuzzy car would make decision, it has to do behaviors to
compete the ranking on the basis of the contents it has memorized under the situation where a
timer is awarded. In addition, although an accompanying fuzzy car has different comterts of
memory, it is operated in the same way as mentioned above. At the time of experiments, the
researcher  applied the actual value to the test program and  drew  result for  ranking
competition. In conclusion, the researcher could confirm that we can have nodeling of various
behaviors by means of the method using fuzzy logic rather than sinple if-then method.
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FUNCTION_BLOCK

VARINPUT

Car_Speed REAL; (+ RANGED .. 200) #
Car Distance  REAL; (+ RANGE(+4 .. 4) ¥
END_VAR
VAR.QUTPUT
Fuzzy_Speed REAL (+ RANGE( .. 5 )
END_VAR
FUZAFY Car_Speed
TERM Very Slow = (0, 1) (10, 1) (50, 0) ;

TERM Slow =40, 0 65, 1)@, 0;

TERM Normal —( 0 (100, 1) (120, 0 ;

TERM Fast (110, 0 (1%, 1) (160, O ;

TERM Very Fast = (150, 0) (190, 1) (20, 1) ;

END_FUZZFY

FUZAFY Car_Distance

TERM Very Near = 20, 0) 35, 1) 4, 1) ;
END_FUZAFY

RULEBLOCK first

RULE 1: IF Very_Slow AND Far THEN Common;

RULE 10: IF Normal AND Very Far THEN
Very_Low_Speed;
RULE 11: IF Normal AND Far THEN Low_Speed;

RULE 24: IF Very_Fast AND Very Near THEN
Very High_Speed;
END_RULEBLOCK
END_FUNCTION_BLOCK

RULE 0: IF Very_Slow AND Very_Far THEN Low_Speed;
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Fig 11. Fuzzy car's behavior forming FCL
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#include "FFLLAPLh" // FFLL APl

it mé;jn(int arge, chers argvl)
{

int model = ffll_new_model(;
int ret_val = (intffil_load_fcl_ file(model,

ffiNsrchafter_fuzzycar 1.fd”);
int child = ffll_new childimodel);

ffll_set valuelmodel, child, CAR SPEED, car speed);
ffll_set_value(model, chid, CAR DISTANCE,
car_distanoe);

int output = (intiffll_get_output valuelmode!, child);

22 12 Vistal Cr+ EIAE =274
Figure 12. Visual C+ test program
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