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get_next_generation_dna_sequences(last_results : dictionary) : list
 

BreedingFacility

get_ID() : str
get_behaviours() : list
get_strategy() : list

ID : str
behaviours : list
strategy : list

DNA

start(stdscr : curses.window)
reset_simulation()
run_simulation()
show_status()
run_one_turn()
update_map()
perform_action()
deploy_agents()
update_map_with_agent_positions()
get_results()
print_report()

size : int
food_spawn_rate : float
generations : int
turns_per_generation : int
interactive : int
stdscr : curses.window

Simulator

reset()
reset_map()
add_agents(coordinate_list : list)
clear_agents()
gather_food_from_cell(x : int, y : int)
update_map_resources()
draw()

size : int
food_spawn_rate : float
stdscr : curses.window
_initial_map_grid : MapGrid
_current_map_grid : MapGrid

WorldMap

create_agetns(dna_sequences, world_size)
prepare_next_turn()
has_agents_waiting() : int
get_next_agent_and_action() : (Agent, str)
get_agent_coordinates() : list
get_agent_status_lines() : list
get_results() : dict

agents_done
all_agents

AgentManager

agentmanager

1..1

prepare_new_action_sequence()
get_next_action()

agent_id : str
a_sequences : list
strategy : list
s_index : int
as_index : int
cur_sequence : str

AgentActionTracker

agent_action_trackers0..*

_init_empty_grid_array()
spawn_food()
lookup_spawn_food_now()
add_agent(x : int, y : int)
gather_food_from_cell(x : int)
remove_gathered_food()
get_map_cell(x : int, y : int) : tuple
get_map_cell_type(x : int, y : int)
get_map_cell_content(x : int, y : int)
set_map_cell_content(x : int, y : int)
set_map_cell(x : int, y : int, cell_type : int)

size : int
food_spawn_rate : float
gathered_cells : list
_grid_array : list

MapGrid

check_dna_sequences(dna_sequences : list)
check_dna_sequence(dna_sequence : list)
check_strategy(strategy : list, number_of_behaviours : int)
check_action_sequence(action_sequence : str)

 
DataValidator

 
 

ValidationError

 
 
Exception

metabolize(food_effect : int)
increase_hunger_from_movement(movement_drain : int)
update_score()
get_behaviours() : list
get_strategy() : list

ID
hunger
health
food
score
xpos
ypos

Agent

get_behaviours() : list
get_strategy() : list

ID : str
behaviours : list
strategy : list

DNA
dna

1..1

all_agents

0..*

agents_waiting

agents_done

0..*

0..*

_initial_map_grid

1..1

_initial_map_grid

1..1

worldmap

1..1

breeding_facility

1..1
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