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For our project we will be showing fuzzy logic by moving a tank according to several inputs such as threat maps, player health, and health power ups. There will be one tank that will be controlled by a fuzzy state machine and another that uses crisp logic to better show the differences between them. Their will be several enemies on the map, each with different ‘threat levels’ (range and power). There will be 4 states; they are run, attack, go to health, and go to attack position.


The fuzzy tank will switch to the “run” state when it is near a tile with a high threat level and has low health. It will switch to the “attack” state when it is within firing range of an enemy tank. It will switch to a “Get health” state when its health is “very” low and it is “fairly” close to a health power up. Finally, it will determine which enemy tank to drive towards by finding the tile with the lowest threat value and heading towards that area.

Below is an image of the threat map. Black squares are enemy tanks with varying power levels. Blue squares are the fuzzy and crisp tank, and the red cross is health.
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