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Class Robot
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  |
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        |

        +--robocode.Robot
All Implemented Interfaces: 

Runnable 

Direct Known Subclasses: 

_AdvancedRobot 

- 로보코드의 클래스들 중 가장 기본적인 동작들이 들어 있는 클래스네요. 밑에 나오는 용어들을 꼭 기억한 후 읽는 것이 도움이 많이 될 듯 싶습니다. 위에서 먼저 메소드를 대충 설명하고 밑에서 다시 예까지 포함하여 자세히 설명하는데, 중복되는 메소드 설명은 뺏고, 새로 추가된 내용이 있을 경우는 덧붙였습니다.



public class Robot 

extends _Robot 

implements Runnable
The basic robot class that you will extend to create your own robots. 

우리의 로봇이 반드시 상속받게 되는 기본 로봇 클래스.

Please note the following standards will be used: 

다음과 같은 표준 용어? 들이 사용됨
heading - absolute angle in degrees with 0 facing up the screen, positive clockwise. 0 <= heading < 360. 

Heading – 스크린상에서의 절대 각을 의미함. 0이상 360미만의 값을 갖음(중요 반드시 기억. 0도는 12시 방향을 의미함)
bearing - relative angle to some object from your robot's heading, positive clockwise. -180 < bearing <= 180 

Bearing – 우리의 로봇이 향하고 잇는 어떤 물체로부터 상대각(시계방향으로) -180초과 180도 이하의 값을 갖음(중요!! 반드시 기억.)
All coordinates are expressed as (x,y). 
All coordinates are positive. 
The origin (0,0) is at the bottom left of the screen. 
Positive x is right. 
Positive y is up. 

모든 좌표는 (x,y)로 표시되며 양수임. 화면의 좌측 아래가 (0,0) 이므로 x가 증가하면 오른쪽, y가 증가하면 위로 이동함을 의미.

See Also: 

robocode.alphaworks.ibm.com, Building your first robot


	Field Summary

	 PrintStream
	out 
          The output stream your robot should use to print.
우리의 로봇이 출력하기 위해 사용하는  출력 스트림.


  

	Constructor Summary

	Robot() 
           
	


  

	Method Summary

	 void
	ahead(double distance) 
          Moves your robot forward.
앞으로 움직임

	 void
	back(double distance) 
          Moves your robot backward.
뒤로 움직임.

	 void
	doNothing() 
          Do nothing this turn.
이번 턴엔 아무것도 안함.

	 void
	finalize() 
          Called by the system to 'clean up' after your robot.

	 void
	fire(double power) 
          Fires a bullet.
총알 발사.

	 Bullet
	fireBullet(double power) 
          Fires a bullet.
총알을 발사. 리턴형이 왜 Bullet? 필요한지?

	 double
	getBattleFieldHeight() 
          Get height of the current battlefield.
베틀 필드의 높이를 구함

	 double
	getBattleFieldWidth() 
          Get width of the current battlefield.
베틀 필드의 너비를 구함.

	 double
	getEnergy() 
          Returns the robot's current energy
로봇의 현재 에너지를 리턴함.(우리 로봇을 의미하겠죠.)

	 double
	getGunCoolingRate() 
          Returns the rate at which the gun will cool down.
총을 다시 발사할 수 있는 정도를 리턴함. (총일 cool down되어야 다시 쏠 수 있는듯.. 마구 따발로 쏘면 곤란하니까..;;)

	 double
	getGunHeading() 
          Returns gun heading in degrees.
총이 가르키고 있는 각을 리턴(절대값인지 상대인지? API가..느낌엔 절대값일 듯..)

	 double
	getGunHeat() 
          Returns the current heat of the gun.
총의 열을 얼마나 뜨거운지 리턴함.(총이 뜨거울땐 좀 움직이면서 피해야하려나..)

	 double
	getHeading() 
          Returns the direction the robot is facing, in degrees.
로봇이 향하고 있는 방향을 각으로 리턴.(역시 절대값?)

	 double
	getHeight() 
          Returns the height of the robot
로봇의 높이를 구함.(로봇의 크기가 있군요..)

	 String
	getName() 
          Returns the robot's name
로봇의 이름 리턴.

	 int
	getNumRounds() 
          Returns the number of rounds in the current battle
현재 베틀의 라운드 넘버를 리턴.(아래 보시면 베틀은 여럿의 라운드로 이루어진다고 되어 있죠. 권투처럼)

	 int
	getOthers() 
          Returns how many opponents are left
얼마의 상대편이 남았는가 확인.

	 double
	getRadarHeading() 
          Returns radar heading in degrees.
레이다가 향하고 있는 각을 리턴.

	 int
	getRoundNum() 
          Returns the number of the current round (1 to getNumRounds()) in the battle
현재 라운드 넘버를 리턴

	 long
	getTime() 
          Returns the current game time Note: 1 battle consists of multiple rounds Time is reset to 0 at the beginning of every round.
라운드가 시작한지 흐른 시간을 리턴.

	 double
	getVelocity() 
          Returns the velocity of the robot.
로봇의 속도를 리턴

	 double
	getWidth() 
          Returns the width of the robot
로봇의 너비를 리턴

	 double
	getX() 
          Returns the X position of the robot.
로봇의 X좌표 리턴.

	 double
	getY() 
          Returns the Y position of the robot.
로봇의 Y좌표 리턴.

	 void
	onBulletHit(BulletHitEvent event) 
          This method will be called when one of your bullets hits another robot.
우리 총알 다른 로봇 맞췄을 때 호출됨

	 void
	onBulletHitBullet(BulletHitBulletEvent event) 
          This method will be called when one of your bullets hits another bullet.
우리 총알이 다른 총알을 맞췄을 때, 호출됨.

	 void
	onBulletMissed(BulletMissedEvent event) 
          This method will be called when one of your bullets misses (hits a wall).
우리 총알이 빗나가서 벽을 쳤을 때 호출됨.

	 void
	onDeath(DeathEvent event) 
          This method will be called if your robot dies You should override it in your robot if you want to be informed of this event.
우리 로봇이 죽었을 때 오버라이드에서 뭔가 해줄 수 있음.

	 void
	onHitByBullet(HitByBulletEvent event) 
          This method will be called when your robot is hit by a bullet.
우리 로봇이 총알에 맞았을 때.

	 void
	onHitRobot(HitRobotEvent event) 
          This method will be called when your robot collides with another robot.
우리 로봇이 다른 로봇과 충돌했을 때 호출됨.

	 void
	onHitWall(HitWallEvent event) 
          This method will be called when your robot collides with a wall.
우리 로봇이 벽에 충돌 했을 때 호출됨

	 void
	onRobotDeath(RobotDeathEvent event) 
          This method will be called if another robot dies You should override it in your robot if you want to be informed of this event.
다른 로봇이 죽었을 때 호출됨

	 void
	onScannedRobot(ScannedRobotEvent event) 
          This method will be called when your robot sees another robot.
우리 로봇이 다른 로봇을 발견했을 때, 호출됨. 기본 샘플 로봇에 들어가 있는 메소드네요.

	 void
	onWin(WinEvent event) 
          This method will be called if your robot wins a battle.
베틀에서 이겼을 때.

	 void
	resume() 
          Resume the movement you stopped in stop(), if any.
멈췄을 때 재개시키기 위해.

	 void
	run() 
          The main method in every robot.
로봇의 메인 메소드

	 void
	scan() 
          Look for other robots.
다른 로봇을 찾아봄.

	 void
	setAdjustGunForRobotTurn(boolean newAdjustGunForRobotTurn) 
          Sets the gun to automatically turn the opposite way when the robot turns.
로봇이 회전할 때 총도 같이 회전하게 만들것인지 여부 결정.

	 void
	setAdjustRadarForGunTurn(boolean newAdjustRadarForGunTurn) 
          Sets the radar to automatically turn the opposite way when the gun turns.
총이 회전할 때 레이다도 같이 회전할 것인지 여부 결정.

	 void
	setAdjustRadarForRobotTurn(boolean newAdjustRadarForRobotTurn) 
          Sets the radar to automatically turn the opposite way when the robot turns.
로봇이 회전할 때 레이더도 같이 돌 것인지 결정

	 void
	setColors(Color robotColor, Color gunColor, Color radarColor) 
          Call this method to set your robot's colors.
우리 로봇의 색을 설정(로봇색,총색,레이다색)

	 void
	stop() 
          Stops all movement, and saves it for a call to resume().
모든 동작을 멈춤.

	 void
	stop(boolean overwrite) 
          Stops all movement, and saves it for a call to resume().
모든 동작을 멈춤.

	 void
	turnGunLeft(double degrees) 
          Rotates your robot's gun.
로봇의 건을 왼쪽으로 지정한 각만큼 회전.

	 void
	turnGunRight(double degrees) 
          Rotates your robot's gun.
로봇의 건을 오른쪽으로 지정한 각만큼 회전.

	 void
	turnLeft(double degrees) 
          Rotates your robot.
왼쪽으로 지정한 각만큼 로봇 회전.

	 void
	turnRadarLeft(double degrees) 
          Rotates your robot's radar.
왼쪽으로 레이더를 지정한 각만큼 회전.

	 void
	turnRadarRight(double degrees) 
          Rotates your robot's radar.
오른쪽으로 레이더를 지정한 각만큼 회전.

	 void
	turnRight(double degrees) 
          Rotates your robot.
로봇을 오른쪽으로 회전.


  

	Methods inherited from class robocode._Robot

	getBattleNum, getGunCharge, getGunImageName, getLife, getNumBattles, getRadarImageName, getRobotImageName, setGunImageName, setInterruptible, setPeer, setRadarImageName, setRobotImageName


  

	Methods inherited from class java.lang.Object

	equals, getClass, hashCode, notify, notifyAll, toString, wait, wait, wait


  

	Field Detail


out

public PrintStream out
The output stream your robot should use to print. You can view it by clicking the buttons on the right side of the battle. 

우리 로봇이 출력하기 위해 사용하는 출력 스트림. 베틀에서 오른쪽에 있는 버튼을 클릭하면 볼 수 있음.

아래 예제 참고.

Example public void onHitRobot(HitRobotEvent e) { out.println("I hit a robot! My energy: " + getEnergy() + " his energy: " + e.getEnergy()); } System.out will also print to this. 

	Constructor Detail


Robot

public Robot()

	Method Detail


ahead

public void ahead(double distance)

Moves your robot forward. This call executes immediately, and does not return until it is complete. If the robot collides with a wall, the move is complete. If the robot collides with another robot, the move is complete if you are heading toward the other robt. 

우리 로봇을 지정한 거리만큼 앞으로 이동시킴. 호출즉시 실행하며, 완료될 때까지 리턴되지 않음. 로봇이 벽과 충돌하면, 움직임이 종료된 것으로 처리됨. 만약 우리가 다른 로봇을 향해 움직이고 있고, 다른 로봇과 충돌했다면, 그 경우도 역시 움직임이 종료된 것으로 처리됨.

Example 

   ahead(50);

Parameters: 

distance - The distance to move forward 

See Also: 

onHitWall(robocode.HitWallEvent), onHitRobot(robocode.HitRobotEvent)


back

public void back(double distance)

Moves your robot backward. This call executes immediately, and does not return until it is complete. If the robot collides with a wall, the move is complete. If the robot collides with another robot, the move is complete if you are heading toward the other robt. 

뒤로 가는 것. 나머지 사항은 앞으로 가는 것과 동일.

Example 

   back(150);

Parameters: 

distance - The distance to backward 

See Also: 

onHitWall(robocode.HitWallEvent), onHitRobot(robocode.HitRobotEvent)


getBattleFieldHeight

public double getBattleFieldHeight()

Get height of the current battlefield. 

Returns: 

The height of the battlefield.



getBattleFieldWidth

public double getBattleFieldWidth()

Get width of the current battlefield. 

Returns: 

The width of the battlefield.



getHeading

public double getHeading()

Returns the direction the robot is facing, in degrees. The value returned will be between 0 and 360. 

Returns: 

the direction the robot is facing, in degrees.



getHeight

public double getHeight()

Returns the height of the robot 

Returns: 

the height of the robot



getName

public String getName()

Returns the robot's name 

Returns: 

the robot's name



getWidth

public double getWidth()

Returns the width of the robot 

Returns: 

the width of the robot



getX

public double getX()

Returns the X position of the robot. (0,0) is at the bottom left of the battlefield. 

Returns: 

the X position of the robot



getY

public double getY()

Returns the Y position of the robot. (0,0) is at the bottom left of the battlefield. 

Returns: 

the Y position of the robot



run

public void run()

The main method in every robot. Override this to set up your robot's basic behavior. 

모든 로봇의 메인 메소드. 우리 로봇의 기본 움직임을 조절하기 위해서는 이 메소드를 오버라이드 해야 함.

Example 

 // A basic robot that moves around in a square

 public void run() {

   while (true) {

      ahead(100);

      turnRight(90);

   }

Specified by: 

run in interface Runnable


turnLeft

public void turnLeft(double degrees)

Rotates your robot. This call executes immediately, and does not return until it is complete. Note that the gun and radar will rotate the same amount, as they are attached to the robot. 

Example 

   turnLeft(90);

지정된 만큼 왼쪽으로 돌고, 그 일이 끝날 때까지 리턴하지 않음. 총과 레이더 역시 같이 회전하게 될 것임을 기억!.



turnRight

public void turnRight(double degrees)

Rotates your robot. This call executes immediately, and does not return until it is complete. Note that the gun and radar will rotate the same amount, as they are attached to the robot. 

좌회전과 동일.

Example 

   turnRight(90);



doNothing

public void doNothing()

Do nothing this turn. This call executes immediately. 

이번 턴에는 아무것도 안함.



finalize

public final void finalize()

Called by the system to 'clean up' after your robot. You may not override this method. 

시스템에 의해 호출 되어짐. 이 메소드를 오버라이드 해서는 안됨.

Overrides: 

finalize in class Object


fire

public void fire(double power)

Fires a bullet. The valid range for power is .1 to 3. The bullet will travel in the direction the gun is pointing. The bullet will do (4 * power) damage if it hits another robot. If power is greater than 1, it will do an additional 2 * (power - 1) damage. You will get (3 * power) back if you hit the other robot. An event will be generated when the bullet hits a robot, wall, or other bullet. This call executes immediately. 

총알을 발사함. 1~3까지의 파워로 발사가 가능. 다른 로봇이 총알을 맞는 다면 (4*파워)의 데미지를 입게 됨. 만약 파워가 1보다 클 경우에는 2*(파워-1)의 추가 데미지를 입게 됨. 다른 로봇을 맞춘다면 우리는 (3*파워)를 받게 됨.

Parameters: 

power - The energy given to the bullet, and subtracted from your energy. 

Power-총알에 주어진 에너지이고, 우리의 에너지로부터 방출되는 것.

See Also: 

fireBullet(double), onBulletHit(robocode.BulletHitEvent), onBulletHitBullet(robocode.BulletHitBulletEvent), onBulletMissed(robocode.BulletMissedEvent)


fireBullet

public Bullet fireBullet(double power)

Fires a bullet. This call is exactly like fire(double), but returns the Bullet object you fired. This call executes immediately. 

Fire(double)과 같지만, 이 메소드는 우리가 발사한 총알 객체를 리턴해 줌.

See Also: 

fire(double)


getGunCoolingRate

public double getGunCoolingRate()

Returns the rate at which the gun will cool down. 

총이 식은 정도를 리턴해 줌.

Returns: 

the gun cooling rate 

See Also: 

getGunHeat()


getGunHeading

public double getGunHeading()

Returns gun heading in degrees. This is a value from 0 to 360, where 0 points to the top of the screen. 

총이 향하고 있는 방향을 0부터 360까지의 각으로 나타냄. 0은 화면의 위를 가르킴.(역시 절대값의 각을 의미하고 0도는 화면의 꼭대기를 가르킨 다는 사실이 여기 나오는군요..)

Returns: 

gun heading



getGunHeat

public double getGunHeat()

Returns the current heat of the gun. You cannot fire unless this is 0. (Calls to fire will succeed, but will not actually fire unless getGunHeat() == 0 

현재의 총의 온도를 리턴함. 온도가 0이 아니면 총을 발사하지 못함. (총알을 성공적으로 발사했다고 나올지는 몰라도, 온도가 0이 아니면 실제로 총알이 발사되지 않음)

Returns: 

the current gun heat



getNumRounds

public int getNumRounds()

Returns the number of rounds in the current battle 

베틀의 현재 라운드 수를 리턴

Returns: 

the number of rounds in the current battle



getOthers

public int getOthers()

Returns how many opponents are left 

Returns: 

how many opponents are left



getRadarHeading

public double getRadarHeading()

Returns radar heading in degrees. This is a value from 0 to 360, where 0 points to the top of the screen. 

Returns: 

radar heading



getRoundNum

public int getRoundNum()

Returns the number of the current round (1 to getNumRounds()) in the battle 

Returns: 

the number of the current round in the battle



getTime

public long getTime()

Returns the current game time Note: 1 battle consists of multiple rounds Time is reset to 0 at the beginning of every round. getTime() is equivalent to the number of frames displayed this round. 

Returns: 

the current game time



getVelocity

public double getVelocity()

Returns the velocity of the robot. 

Returns: 

the velocity of the robot



onBulletHit

public void onBulletHit(BulletHitEvent event)

This method will be called when one of your bullets hits another robot. You should override it in your robot if you want to be informed of this event. 

onHitByBullet은 맞을때고 onBulletHit은 맞출 때 호출된다는 것을 구분.

Example 

   public void onBulletHit(BulletHitEvent event) {

     out.println("I hit " + event.getName() + "!");

   }

Parameters: 

event - The event set by the game 

See Also: 

BulletHitEvent, Event


onBulletHitBullet

public void onBulletHitBullet(BulletHitBulletEvent event)

This method will be called when one of your bullets hits another bullet. You should override it in your robot if you want to be informed of this event. 

Example 

   public void onBulletHitBullet(BulletHitBulletEvent event) {

     out.println("I hit a bullet fired by " + event.getBullet().getName() + "!");

   }

Parameters: 

event - The event set by the game 

See Also: 

BulletHitBulletEvent, Event


onBulletMissed

public void onBulletMissed(BulletMissedEvent event)

This method will be called when one of your bullets misses (hits a wall). You should override it in your robot if you want to be informed of this event. 

Example 

   public void onBulletHit(BulletMissedEvent event) {

     out.println("Drat, I missed.");

   }

Parameters: 

event - The event set by the game 

See Also: 

BulletMissedEvent, Event


onDeath

public void onDeath(DeathEvent event)

This method will be called if your robot dies You should override it in your robot if you want to be informed of this event. Actions will have no effect if called from this section. The intent is to allow you to perform calculations or print something out when you lose. 

이 섹션에서 호출된 액션들은 작동하지 않음.

Parameters: 

event - The event set by the game 

See Also: 

DeathEvent, Event


onHitByBullet

public void onHitByBullet(HitByBulletEvent event)

This method will be called when your robot is hit by a bullet. You should override it in your robot if you want to be informed of this event. 

Example 

   public void onHitByBullet(HitByBulletEvent event) {

     out.println(event.getRobotName() + " hit me!");

   }

Parameters: 

event - The event set by the game 

See Also: 

HitByBulletEvent, Event


onHitRobot

public void onHitRobot(HitRobotEvent event)

This method will be called when your robot collides with another robot. You should override it in your robot if you want to be informed of this event. 

다른 로봇과 충돌 했을 때, 호출되어지는 메소드. 예를 들어 충돌한 로봇이 -90과 90사이의 각에 보인다면 뒤로 100 물러서고, 아니면 앞으로 100전진하는 등의 움직임등을 지정해 줄 수 있음.

Example 

   public void onHitRobot(HitRobotEvent event) {

     if (event.getBearing() > -90 && event.getBearing() <= 90)

       back(100);

     else

       ahead(100);

   }

   -- or perhaps, for a more advanced robot --

advanced로봇은 back()대신 setback()을 사용할 수도 있을 것임.

   public void onHitRobot(HitRobotEvent event) {

     if (event.getBearing() > -90 && event.getBearing() <= 90)

       setBack(100);

     else

       setAhead(100);

   }

The angle is relative to your robot's facing... so 0 is straight ahead of you. 

각은 로봇이 바라보고 있는 것을 기준으로 한 상대각임. 그러므로 0은 똑바로 앞을 가르킴.

This event can be generated if another robot hits you, in which case event.isMyFault() will return false. In this case, you will not be automatically stopped by the game -- but if you continue moving toward the robot you will hit it (and generate another event). If you are moving away, then you won't hit it. 

이 이벤트는 다른 로봇이 우리를 쳤을 때 발생하고 event.MyFault()는 false를 리턴 할 것이다. 우리가 로봇과 충돌한 후 자동적으로 멈추어 지지 않으니 그대로 계속 전진할 경우 또 충돌하고, 또 충돌하고. 계속 이 메소드가 호출되는 군요. 만약 우리가 다른 곳으로 이동해버리면 더 이상 치지 않겠죠?

Parameters: 

event - The event set by the game 

See Also: 

HitRobotEvent, Event


onHitWall

public void onHitWall(HitWallEvent event)

This method will be called when your robot collides with a wall. You should override it in your robot if you want to be informed of this event. Note: The wall at the top of the screen is 0 degrees, right is 90 degrees, bottom is 180 degrees, left is 270 degrees. -- but this event is relative to your heading, so: The bearing is such that turnRight(e.getBearing()) will point you perpendicular to the wall. 

벽과 충돌 하였을 때 호출되는 메소드. 이 이벤트는 우리가 향하고 있는 각에 대해 상대적이므로. turnRight(e.getBearing())은 벽에 수직 방향을 가르킬 것이다. – 잘 이해가 안됨. 직접 해봐야 ^^;;

Example 

   public void onHitWall(HitWallEvent event) {

     out.println("Ouch, I hit a wall bearing " + event.getBearing() + " degrees.");

   }

Parameters: 

event - The event set by the game 

See Also: 

HitWallEvent, Event


onRobotDeath

public void onRobotDeath(RobotDeathEvent event)

This method will be called if another robot dies You should override it in your robot if you want to be informed of this event. 

Parameters: 

event - The event set by the game 

See Also: 

RobotDeathEvent, Event


onScannedRobot

public void onScannedRobot(ScannedRobotEvent event)

This method will be called when your robot sees another robot. You should override it in your robot if you want to be informed of this event. (Almost all robots should override this!) This event will be called automatically if there is a robot in range of your radar. 

우리 레이더의 범위에 로봇이 있을 경우 자동적으로 호출되는 메소드.

The bearing is relative to your robot's heading. 

Bearing은 우리의 로봇이 향하고 있는 곳으로부터 상대적인 위치. 예제에서 특징은. 로봇이 스캔 되었고 거리가 100보다 작으면 파워를 쎄개 쏘고 거리가 멀면 약하게 쏜다는 것.

Example 

   public void onScannedRobot(ScannedRobotEvent event) {

   
// Assuming radar and gun are aligned...

   
if (event.getDistance() < 100)

   

fire(3);

   
else

   

fire(1);

   }

Note: The game assists Robots in firing, as follows: If the gun and radar are aligned (and were aligned last turn), and the event is current, and you call fire() before taking any other actions, fire() will fire directly at the robot. In essence, this means that if you can see a robot, and it doesn't move, then fire will hit it. AdvancedRobots will NOT be assisted in this manner, and are expected to examine the event to determine if fire() would hit. (i.e. you are spinning your gun around, but by the time you get the event, your gun is 5 degrees past the robot) 

게임 자체에서 다음과 같이 로봇이 발사하는 과정을 돕는다:총과 레이더가 정렬되어 있다면(그리고 마지막 턴에 정렬되어 있었다면), 그리고 현재 이벤트가 이것(즉 상대 로봇이 스캔됨)인 경우에 다른 동작을 하지 않고 바로 fire()를 호출 할 수 있다.(실제 샘플 로보 코드에는 단순히 fire()를 호출하고 있음). 우리가 상대편 로봇을 보았고 그 로봇이 움직이지 않을 때, 우리가 발사를 한다면, 우리가 쏜 총알이 그 로봇을 맞출 것이라는 것을 의미. 그러나 AdvancedRobot의 경우에는 이러한 방법으로 하지 않고, 발사한것이 맞을 것인지 먼저 조사할 것이다. (예로, 우리 총을 돌려야 한다면, 우리의 총은 이미 상대 보롯의 위치에서 5도 지난 상태가 될지 모른다.)

Parameters: 

event - The event set by the game 

See Also: 

ScannedRobotEvent, Event


onWin

public void onWin(WinEvent event)

This method will be called if your robot wins a battle. You can do a victory dance here. 

Parameters: 

event - The event set by the game 

See Also: 

WinEvent, Event


resume

public void resume()

Resume the movement you stopped in stop(), if any. This call executes immediately, and does not return until it is complete. 

See Also: 

stop()


scan

public void scan()

Look for other robots. This method is called automatically by the game, as long as you are moving, turning, turning your gun, or turning your radar. There are 2 reasons to call scan() manually: 1 - You want to scan after you stop moving 2 - You want to interrupt the onScannedRobot event. This is more likely. If you are in onScannedRobot, and call scan(), and you still see a robot, then the system will interrupt your onScannedRobot event immediately and start it from the top. This call executes immediately. Scan will cause onScannedRobot(robocode.ScannedRobotEvent) to be called if you see a robot. 

달른 로봇을 찾는다. 이 메소드는 로봇이 움직이고, 회전하고, 총을 회전하고, 레이더를 회전시키는 동안은 자동으로 호출된다. 수동으로 scan()을 호출하는 2가지 이유.

1. 움직이지 않는 동안 스캔을 원할 때.

2. inScannedRobot이벤트를 중단시키기를 원할 때.

우리가 onScannedRobot메소드를 실행중이고, scan()을 호출한다면, 그리고 그때 로봇을 발견했다면 다시 onScannedRobot이 호출되고, 처음부터 다시 실행될 것이다. 

See Also: 

onScannedRobot(robocode.ScannedRobotEvent), ScannedRobotEvent


setAdjustGunForRobotTurn

public void setAdjustGunForRobotTurn(boolean newAdjustGunForRobotTurn)

Sets the gun to automatically turn the opposite way when the robot turns. Ok, so this needs some explanation: The gun is mounted on the robot. So, normally, if the robot turns 90 degrees to the right, then the gun will turn with it. 

설명이 필요하다고 자백하는군요 ㅡㅡ^: 총을 로봇위에 얹혀져있다. 그래서 보통 로봇이 오른쪽으로 90도를 돈다면 총도 같이 돌 것이다.

To compensate for this, you can call setAdjustGunForRobotTurn(true). When this is set, the gun will automatically turn in the opposite direction, so that it "stays still" when the robot turns. 

위의 설명과 같이 작동하기 위해서는, setAdjustGunForRobotTurn(true)을 호출해야 한다. 이렇게 set이 되어 있을 경우에 총은 자동으로 움직임과 반대방향으로 돌게 되고, 결과는 로봇이 회전을 하더라도 총은 제자리에 있을 수 있게 된다.(실제로 많이 필요할지도 모르겠군요.)

Example, assuming both the robot and gun start out facing up (0 degrees): 

예, 로봇과 총이 위(0도)를 향하고 있다고 가정:

   setAdjustGunForRobotTurn(false); // This is the default

   turnRight(90);

   // At this point, both the robot and gun are facing right (90 degrees);

   turnLeft(90);

   // Both are back to 0 degrees

   -- or --

   setAdjustGunForRobotTurn(true);

   turnRight(90);

   // At this point, the robot is facting right (90 degrees), but the gun is still facing up.

   turnLeft(90);

   // Both are back to 0 degrees.

Note: The gun compensating this way does count as "turning the gun". See setAdjustRadarForGunTurn(boolean) for details. 

See Also: 

setAdjustRadarForGunTurn(boolean)


setAdjustRadarForGunTurn

public void setAdjustRadarForGunTurn(boolean newAdjustRadarForGunTurn)

Sets the radar to automatically turn the opposite way when the gun turns. Make sure you understand how setAdjustGunForRobotTurn(boolean) works before reading on... 

총이랑 같은 동작이겠죠? 다만, setAdjustRadarForRobotTurn도 있다는 것을 기억.

Ok, so now you understand setAdjustGunForRobotTurn(boolean) right? 

Just like the gun is mounted on the robot, the radar is mounted on the gun. So, normally, if the gun turns 90 degrees to the right, then the radar will turn with it. 

To compensate for this (if you like), you can call setAdjustRadarForGunTurn(true). When this is set, the radar will automatically turn in the opposite direction, so that it "stays still" when the gun turns (in relation to the body, as of 0.97). 

Example, assuming both the radar and gun start out facing up (0 degrees): 

   setAdjustRadarForGunTurn(false); // This is the default

   turnGunRight(90);

   // At this point, both the radar and gun are facing right (90 degrees);

   -- or --

   setAdjustRadarForGunTurn(true);

   turnGunRight(90);

   // At this point, the gun is facing right (90 degrees), but the radar is still facing up.

Note: Calling setAdjustRadarForGunTurn will automatically call setAdjustRadarForRobotTurn with the same value, unless you have already called it yourself. This behavior is primarily for backward compatibility with older Robocode robots. 

See Also: 

setAdjustRadarForRobotTurn(boolean), setAdjustGunForRobotTurn(boolean)


setColors

public void setColors(Color robotColor,

                      Color gunColor,

                      Color radarColor)

Call this method to set your robot's colors. You may only call this method one time per battle. A null indicates the default (blue-ish) color. 

로봇, 총, 레이더를 색칠하는 건데 import java.awt.Color 클래스 임포트 하는걸 잊지만 않으면, 별 문제 없겠네요.

 Example:

   // Don't forget to import java.awt.Color at the top...

   import java.awt.Color;

   public void run() {

     setColors(Color.black,Color.red,new Color(150,0,150));

   }

Parameters: 

robotColor - Your robot's color 

gunColor - Your robot's gun color 

radarColor - Your robot's radar color 

See Also: 

Color


stop

public void stop()

Stops all movement, and saves it for a call to resume(). If there is already movement saved from a previous stop, this will have no effect. This method is equivalent to stop(false); This call executes immediately. 

See Also: 

stop(boolean), resume()


stop

public void stop(boolean overwrite)

Stops all movement, and saves it for a call to resume(). If there is already movement saved from a previous stop, you can overwrite it by calling stop(true). This call executes immediately. 

See Also: 

resume(), stop()


turnGunLeft

public void turnGunLeft(double degrees)

Rotates your robot's gun. This call executes immediately, and does not return until it is complete. 

Example 

   turnGunLeft(90);



turnGunRight

public void turnGunRight(double degrees)

Rotates your robot's gun. This call executes immediately, and does not return until it is complete. 

Example 

   turnGunRight(90);



turnRadarLeft

public void turnRadarLeft(double degrees)

Rotates your robot's radar. This call executes immediately, and does not return until it is complete. Many robots will use the turnGun functions instead... the radar will rotate when the gun rotates, and you will probably want your gun facing in the same direction anyway. 

Example 

   turnRadarLeft(90);



turnRadarRight

public void turnRadarRight(double degrees)

Rotates your robot's radar. This call executes immediately, and does not return until it is complete. Many robots will use the turnGun functions instead... the radar will rotate when the gun rotates, and you will probably want your gun facing in the same direction anyway. 

Example 

   turnRadarRight(90);



getEnergy

public double getEnergy()

Returns the robot's current energy 

Returns: 

the robot's energy



setAdjustRadarForRobotTurn

public void setAdjustRadarForRobotTurn(boolean newAdjustRadarForRobotTurn)

Sets the radar to automatically turn the opposite way when the robot turns. 

The radar is mounted on the gun, which is mounted on the robot. So, normally, if the robot turns 90 degrees to the right, the gun turns, as does the radar.0 

To compensate for this (if you like), you can call setAdjustRadarForRobotTurn(true). When this is set, the radar will automatically turn in the opposite direction, so that it "stays still" when the body turns. 

Example, assuming the robot, gun, and radar all start out facing up (0 degrees): 

   setAdjustRadarForRobotTurn(false); // This is the default

   turnRight(90);

   // At this point, all three are facing right (90 degrees);

   -- or --

   setAdjustRadarForRobotTurn(true);

   turnRight(90);

   // At this point, the robot and gun are facing right (90 degrees), but the radar is still facing up.

See Also: 

setAdjustGunForRobotTurn(boolean), setAdjustRadarForGunTurn(boolean)
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