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var Imported = Imported || {}; 

Imported.YEP_BattleAICore = true; 

 
 
var Yanfly = Yanfly || {}; 

Yanfly.CoreAI = Yanfly.CoreAI || {}; 

Yanfly.CoreAI.version = 1.15; 

//============================================================================= 
 
// Parameter Variables 

 
//============================================================================= 

 
Yanfly.Parameters = PluginManager.parameters('YEP_BattleAICore'); 

Yanfly.Param = Yanfly.Param || {}; 

 
 
Yanfly.Param.CoreAIDynamic = String(Yanfly.Parameters['Dynamic Actions']); 

Yanfly.Param.CoreAIDynamic = eval(Yanfly.Param.CoreAIDynamic); 

Yanfly.Param.CoreAIDynTurnCnt = String(Yanfly.Parameters['Dynamic Turn Count']); 

Yanfly.Param.CoreAIDynTurnCnt = eval(Yanfly.Param.CoreAIDynTurnCnt); 

Yanfly.Param.CoreAIElementTest = String(Yanfly.Parameters['Element Testing']); 

Yanfly.Param.CoreAIElementTest = eval(Yanfly.Param.CoreAIElementTest); 

Yanfly.Param.CoreAIDefaultLevel = Number(Yanfly.Parameters['Default AI Level']); 

 
 
//============================================================================= 

 
// DataManager 

 
//============================================================================= 

 
 
 
Yanfly.CoreAI.DataManager_isDatabaseLoaded = DataManager.isDatabaseLoaded; 

DataManager.isDatabaseLoaded = function() { 

if (!Yanfly.CoreAI.DataManager_isDatabaseLoaded.call(this)) return false; 

if (!Yanfly._loaded_YEP_BattleAICore) { 

this.processCoreAINotetags1($dataEnemies); 

 

 

LAMPIRAN 
 

LAMPIRAN 1 

 
Source code battle AICore 
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DataManager.processCoreAINotetags1 = function(group) { 

var note1 = /<(?:AI PRIORITY)>/i; 

var note2 = /<\/(?:AI PRIORITY)>/i; 
 

var note3 = /<(?:AI CONSIDER TAUNT|ai considers taunts)>/i; 

var note4 = /<(?:AI LEVEL):[ ](\d+)>/i; 

for (var n = 1; n < group.length; n++) { 
 

var obj = group[n]; 
 

var notedata = obj.note.split(/[\r\n]+/); 
 
 
 

obj.aiPattern = []; 
 

var aiPatternFlag = false; 

obj.aiConsiderTaunt = false; 

obj.aiLevel = Yanfly.Param.CoreAIDefaultLevel * 0.01; 
 
 
 

for (var i = 0; i < notedata.length; i++) { 

var line = notedata[i]; 

if (line.match(note1)) { 
 

aiPatternFlag = true; 
 

} else if (line.match(note2)) { 

aiPatternFlag = false; 

} else if (aiPatternFlag) { 

obj.aiPattern.push(line); 

} else if (line.match(note3)) { 

obj.aiConsiderTaunt = true; 

} else if (line.match(note4)) { 
 

obj.aiLevel = parseFloat(RegExp.$1 * 0.01); 

 

 
 

 
 

 

this.processCoreAINotetags2($dataSkills); 

this.processCoreAINotetags3($dataStates); 

this.processCoreAINotetags4($dataSystem); 

Yanfly._loaded_YEP_BattleAICore = true; 

} 
 

return true; 
 
}; 
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} 
 

} 
 

} 
 
}; 

 
 
 
DataManager.processCoreAINotetags2 = function(group) { 

if (Yanfly.SkillIdRef) return; 

Yanfly.SkillIdRef = {}; 
 

for (var n = 1; n < group.length; n++) { 
 

var obj = group[n]; 
 

if (obj.name.length <= 0) continue; 
 

Yanfly.SkillIdRef[obj.name.toUpperCase()] = n; 
 

} 
 
}; 

 
 
 
DataManager.processCoreAINotetags3 = function(group) { 

if (Yanfly.StateIdRef) return; 

Yanfly.StateIdRef = {}; 
 

for (var n = 1; n < group.length; n++) { 
 

var obj = group[n]; 
 

if (obj.name.length <= 0) continue; 
 

Yanfly.StateIdRef[obj.name.toUpperCase()] = n; 
 

} 
 
}; 

 
 
 
DataManager.processCoreAINotetags4 = function(group) { 

if (Yanfly.ElementIdRef) return; 

Yanfly.ElementIdRef = {}; 
 

for (var i = 0; i < group.elements.length; ++i) { 

var obj = group.elements[i].toUpperCase(); 

if (typeof obj === 'string' && obj !== '') Yanfly.ElementIdRef[obj] = i; 
 

} 
 

}; 
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//============================================================================= 
 
// BattleManager 

 
//============================================================================= 

 
 
 
if (Yanfly.Param.CoreAIDynamic) { 

Yanfly.CoreAI.BattleManager_getNextSubject = 

BattleManager.getNextSubject; 

BattleManager.getNextSubject = function() { 

//this.updateAIPatterns(); 
 

var battler = Yanfly.CoreAI.BattleManager_getNextSubject.call(this); 

if (battler && battler.isEnemy()) battler.setAIPattern(); 

return battler; 
 

}; 
 
}; 

 
 
 
BattleManager.updateAIPatterns = function() { 

 
$gameTroop.updateAIPatterns() 

 
}; 

 
 
 
Yanfly.CoreAI.BattleManager_isInputting = BattleManager.isInputting; 

BattleManager.isInputting = function() { 

if ($gameTemp._tauntMode) return false; 
 

return Yanfly.CoreAI.BattleManager_isInputting.call(this); 
 
}; 

 
 
 
//============================================================================= 

 
// Game_Battler 

 
//============================================================================= 

 
 
 
Object.defineProperty(Game_Battler.prototype, 'level', { 

get: function() { 

return this.getLevel(); 
 

}, 
 

configurable: true 
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}); 
 
 
 
if (!Game_Battler.prototype.getLevel) { 

Game_Battler.prototype.getLevel = function() { 

return $gameTroop.highestLevel(); 
 

}; 
 
}; 

 
 
 
Game_Battler.prototype.setAIPattern = function() { 

Game_Battler.prototype.makeActions.call(this); 

}; 
 
 
 
Game_Battler.prototype.aiConsiderTaunt = function() { 

return false; 

}; 
 
 
 
Game_Battler.prototype.hasSkill = function(skillId) { 

return this.skills().contains($dataSkills[skillId]); 

}; 
 
 
 
Game_Battler.prototype.hasState = function(stateId) { 

return this.states().contains($dataStates[stateId]); 

}; 
 
 
 
Game_Battler.prototype.notState = function(stateId) { 

return !this.isStateAffected(stateId); 

}; 
 
 
 
Game_Battler.prototype.aiLevel = function() { 

return Yanfly.Param.CoreAIDefaultLevel * 0.01; 

}; 
 
 
 
//============================================================================= 

 
// Game_Enemy 
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//============================================================================= 
 
 
 
Game_Enemy.prototype.skills = function() { 

var skills = [] 

for (var i = 0; i < this.enemy().actions.length; ++i) { 

var skill = $dataSkills[this.enemy().actions[i].skillId] 

if (skill) skills.push(skill); 

} 
 

skills = AIManager.getPatternSkills(skills, this.enemy().aiPattern); 

return skills; 

}; 
 
 
 
Yanfly.CoreAI.Game_Enemy_makeActions = Game_Enemy.prototype.makeActions; 

Game_Enemy.prototype.makeActions = function() { 

if (this.enemy().aiPattern.length > 0) { 

this.setAIPattern(); 

this.setActionState('waiting'); 

} else { 

Yanfly.CoreAI.Game_Enemy_makeActions.call(this); 

} 
 
}; 

 
 
 
Game_Enemy.prototype.aiConsiderTaunt = function() { 

if (!Imported.YEP_Taunt) return false; 

return this.enemy().aiConsiderTaunt; 
 
}; 

 
 
 
Game_Enemy.prototype.setAIPattern = function() { 

Game_Battler.prototype.setAIPattern.call(this); 

if (this.numActions() <= 0) return; 

AIManager.setBattler(this); 

for (var i = 0; i < this.enemy().aiPattern.length; ++i) { 

if (Math.random() > this.aiLevel()) continue; 

var line = this.enemy().aiPattern[i]; 
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if (AIManager.isDecidedActionAI(line)) return; 
 

} 
 

Yanfly.CoreAI.Game_Enemy_makeActions.call(this); 
 
}; 

 
 
 
Game_Enemy.prototype.aiLevel = function() { 

return this.enemy().aiLevel; 

}; 
 
 
 
//============================================================================= 

 
// Game_Unit 

 
//============================================================================= 

 
 
 
Game_Unit.prototype.highestLevel = function() { 

return $gameParty.highestLevel(); 

}; 
 
 
 
Game_Unit.prototype.lowestLevel = function() { 

return $gameParty.lowestLevel(); 

}; 
 
 
 
Game_Unit.prototype.averageLevel = function() { 

return $gameParty.averageLevel(); 

}; 
 
 
 
Yanfly.CoreAI.Game_Unit_onBattleStart = Game_Unit.prototype.onBattleStart; 

Game_Unit.prototype.onBattleStart = function() { 

Yanfly.CoreAI.Game_Unit_onBattleStart.call(this); 
 
}; 

 
 
 
Game_Unit.prototype.aiElementRateKnown = function(target, elementId) { 

return true; 

}; 



62  

 

 
 

 

Game_Unit.prototype.aiRegisterElementRate = function(target, elementId) { 
 
}; 

 
 
 
//============================================================================= 

 
// Game_Party 

 
//============================================================================= 

 
 
 
Game_Party.prototype.lowestLevel = function() { 

 
return Math.min.apply(null, this.members().map(function(actor) { 

return actor.level; 

})); 
 
}; 

 
 
 
Game_Party.prototype.averageLevel = function() { 

var level = 0; 

for (var i = 0; i < this.members().length; ++i) { 

var member = this.members()[i]; 

if (member) level += member.level; 
 

} 
 

level /= this.members().length; 

return level; 

}; 
 
 
 
//============================================================================= 

 
// Game_Troop 

 
//============================================================================= 

 
 
 
Game_Troop.prototype.updateAIPatterns = function() { 

 
for (var i = 0; i < this.aliveMembers().length; ++i) { 

var member = this.aliveMembers()[i]; 

if (member) member.setAIPattern(); 
 

} 
 
}; 
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Yanfly.CoreAI.Game_Troop_setup = Game_Troop.prototype.setup; 

Game_Troop.prototype.setup = function(troopId) { 

Yanfly.CoreAI.Game_Troop_setup.call(this, troopId); 

this._aiKnownElementRates = {}; 

}; 
 
 
 
Game_Troop.prototype.aiElementRateKnown = function(target, elementId) { 

if (target.isEnemy()) return true; 

if (!Yanfly.Param.CoreAIElementTest) return true; 

var index = target.index(); 

if (this._aiKnownElementRates[index] === undefined) { 

this._aiKnownElementRates[index] = []; 

} 
 

return this._aiKnownElementRates[index].contains(elementId); 
 
}; 

 
 
 
Game_Troop.prototype.aiRegisterElementRate = function(target, elementId) { 

if (!Yanfly.Param.CoreAIElementTest) return; 

var index = target.index(); 
 

if (this._aiKnownElementRates[index] === undefined) { 

this._aiKnownElementRates[index] = []; 

} 
 

if (!this._aiKnownElementRates[index].contains(elementId)) { 

this._aiKnownElementRates[index].push(elementId); 

} 
 
}; 

 
 
 
//============================================================================= 

 
// Game_Action 

 
//============================================================================= 

 
 
 
Yanfly.CoreAI.Game_Action_apply = Game_Action.prototype.apply; 

Game_Action.prototype.apply = function(target) { 

Yanfly.CoreAI.Game_Action_apply.call(this, target); 
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this.aiRegisterElementRate(target); 
 
}; 

 
 
 
Game_Action.prototype.aiRegisterElementRate = function(target) { 

if (this.item().damage.elementId < 0) return; 

var elementId = this.item().damage.elementId; 

if (this.subject().isActor()) { 

$gameParty.aiRegisterElementRate(target, elementId); 
 

} else { 
 

$gameTroop.aiRegisterElementRate(target, elementId); 
 

} 
 
}; 

 
 
 
//============================================================================= 

 
// AIManager 

 
//============================================================================= 

 
 
 
function AIManager() { 

 
throw new Error('This is a static class'); 

 
} 

 
 
 
AIManager.setBattler = function(battler) { 

this._battler = battler; 

this._action = battler.action(0); 
 
}; 

 
 
 
AIManager.battler = function() { 

return this._battler; 

}; 
 
 
 
AIManager.action = function() { 

return this._action; 

}; 



65  

 

 
 

 

AIManager.isDecidedActionAI = function(line) { 
 

if (line.match(/[ ]*(.*):[ ](?:SKILL)[ ](\d+),[ ](.*)/i)) { 

this._origCondition = String(RegExp.$1); 

var condition = String(RegExp.$1); 

this._aiSkillId = parseInt(RegExp.$2); 

this._aiTarget = String(RegExp.$3); 

} else if (line.match(/[ ]*(.*):[ ](?:SKILL)[ ](\d+)/i)) { 

this._origCondition = String(RegExp.$1); 

var condition = String(RegExp.$1); 

this._aiSkillId = parseInt(RegExp.$2); 

this._aiTarget = 'RANDOM'; 

} else if (line.match(/[ ]*(.*):[ ](.*),[ ](.*)/i)) { 

this._origCondition = String(RegExp.$1); 

var condition = String(RegExp.$1); 
 

this._aiSkillId = Yanfly.SkillIdRef[String(RegExp.$2).toUpperCase()]; 

this._aiTarget = String(RegExp.$3); 

} else if (line.match(/[ ]*(.*):[ ](.*)/i)) { 

this._origCondition = String(RegExp.$1); 

var condition = String(RegExp.$1); 

this._aiSkillId = Yanfly.SkillIdRef[String(RegExp.$2).toUpperCase()]; 

this._aiTarget = 'RANDOM'; 

} else { 

return false; 

} 
 

if (!this.initialCheck(this._aiSkillId)) return false; 
 

if (!this.meetCustomAIConditions(this._aiSkillId)) return false; 

this.action().setSkill(this._aiSkillId); 

if (!this.passAllAIConditions(condition)) return false; 

return true; 

}; 
 
 
 
AIManager.getPatternSkills = function(array, patterns) { 

for (var i = 0; i < patterns.length; ++i) { 

var line = patterns[i]; 
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if (line.match(/[ ]*(.*):[ ](?:SKILL)[ ](\d+),[ ](.*)/i)) { 

var skillId = parseInt(RegExp.$2); 

} else if (line.match(/[ ]*(.*):[ ](?:SKILL)[ ](\d+)/i)) { 

var skillId = parseInt(RegExp.$2); 

} else if (line.match(/[ ]*(.*):[ ](.*),[ ](.*)/i)) { 
 

var skillId = Yanfly.SkillIdRef[String(RegExp.$2).toUpperCase()]; 
 

} else if (line.match(/[ ]*(.*):[ ](.*)/i)) { 
 

var skillId = Yanfly.SkillIdRef[String(RegExp.$2).toUpperCase()]; 
 

} else { 

continue; 

} 
 

if ($dataSkills[skillId]) array.push($dataSkills[skillId]); 
 

} 
 

return array; 
 
}; 

 
 
 
AIManager.initialCheck = function(skillId) { 

if (!$dataSkills[skillId]) return false; 

if (!this.hasSkill(skillId)) return false; 

return this.battler().meetsSkillConditions($dataSkills[skillId]); 
 
}; 

 
 
 
AIManager.hasSkill = function(skillId) { 

return this.battler().hasSkill(skillId); 

}; 
 
 
 
AIManager.meetCustomAIConditions = function(skillId) { 

return true; 

}; 
 
 
 
AIManager.getActionGroup = function() { 

var action = this.action(); 

if (Imported.YEP_X_SelectionControl) action.setSelectionFilter(true); 
 

if (!action) return []; 
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if (action.isForUser()) { 
 

var group = [this.battler()]; 
 

} else if (action.isForDeadFriend()) { 
 

var group = action.friendsUnit().deadMembers(); 
 

} else if (action.isForFriend()) { 
 

var group = action.friendsUnit().aliveMembers(); 
 

} else if (action.isForOpponent()) { 
 

if (this.battler().aiConsiderTaunt()) { 
 

$gameTemp._tauntMode = true; 
 

$gameTemp._tauntAction = action; 
 

var group = action.opponentsUnit().tauntMembers(); 
 

$gameTemp._tauntMode = false; 
 

$gameTemp._tauntAction = undefined; 
 

} else { 
 

var group = action.opponentsUnit().aliveMembers(); 
 

} 
 

} else { 
 

var group = []; 
 

} 
 

if (this._setActionGroup !== undefined) { 
 

group = Yanfly.Util.getCommonElements(this._setActionGroup, group); 
 

} 
 

this._setActionGroup = group; 

return this._setActionGroup; 

}; 
 
 
 
AIManager.setActionGroup = function(group) { 

this._setActionGroup = group; 

}; 
 
 
 
AIManager.setProperTarget = function(group) { 

this.setActionGroup(group); 

var action = this.action(); 
 

var randomTarget = group[Math.floor(Math.random() * group.length)]; 
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if (!randomTarget) return action.setTarget(0); 

 

if (group.length <= 0) return action.setTarget(randomTarget.index()); 
 

var line = this._aiTarget.toUpperCase(); 
 

if (line.match(/FIRST/i)) { 
 

action.setTarget(0); 
 

} else if (line.match(/USER/i)) { 
 

var index = group.indexOf(); 
 

action.setTarget(action.subject().index()); 
 

} else if (line.match(/HIGHEST[ ](.*)/i)) { 
 

var param = this.getParamId(String(RegExp.$1)); 

 
if (param < 0) return action.setTarget(randomTarget.index()); 

if (param === 8) return this.setHighestHpFlatTarget(group); 

if (param === 9) return this.setHighestMpFlatTarget(group); 

if (param === 10) return this.setHighestHpRateTarget(group); 

if (param === 11) return this.setHighestMpRateTarget(group); 

if (param === 12) return this.setHighestLevelTarget(group); 

if (param === 13) return this.setHighestMaxTpTarget(group); 

if (param === 14) return this.setHighestTpTarget(group); 

if (param > 15) return action.setTarget(randomTarget.index()); 

 
this.setHighestParamTarget(group, param); 

 

} else if (line.match(/LOWEST[ ](.*)/i)) { 
 

var param = this.getParamId(String(RegExp.$1)); 
 

if (param < 0) return action.setTarget(randomTarget.index()); 
 

if (param === 8) return this.setLowestHpFlatTarget(group); 
 

if (param === 9) return this.setLowestMpFlatTarget(group); 
 

if (param === 10) return this.setLowestHpRateTarget(group); 
 

if (param === 11) return this.setLowestMpRateTarget(group); 
 

if (param === 12) return this.setLowestLevelTarget(group); 
 

if (param === 13) return this.setLowestMaxTpTarget(group); 
 

if (param === 14) return this.setLowestTpTarget(group); 
 

if (param > 15) return action.setTarget(randomTarget.index()); 
 

this.setLowestParamTarget(group, param); 
 

} else { 
 

this.setRandomTarget(group); 



69  

 
 
 

 

} 
 
}; 

 
 
 
AIManager.getParamId = function(string) { 

string = string.toUpperCase() 

switch (string) { 

case 'MAXHP': 

case 'MAX HP': 

return 0; 

break; 

case 'MAXMP': 

case 'MAX MP': 

case 'MAXSP': 

case 'MAX SP': 

return 1; 

break; 

case 'ATK': 

case 'STR': 

return 2; 

break; 

case 'DEF': 

return 3; 

break; 

case 'MAT': 

case 'INT': 

case 'SPI': 

return 4; 

break; 

case 'MDF': 

case 'RES': 

return 5; 

break; 

case 'AGI': 
 

case 'SPD': 



70  

 
 
 

 

return 6; 

break; 

case 'LUK': 

return 7; 

break; 

case 'HP': 

return 8; 

break; 

case 'MP': 
 

case 'SP': 

return 9; 

break; 

case 'HP%': 

return 10; 

break; 

case 'MP%': 

case 'SP%': 

return 11; 

break; 

case 'LEVEL': 

case 'LV': 

case 'LVL': 

return 12; 

break; 

case 'MAXTP': 

return 13; 

break; 

case 'TP': 

return 14; 

break; 

} 
 

return -1; 
 

}; 
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AIManager.setHighestHpRateTarget = function(group) { 
 

var maintarget = group[Math.floor(Math.random() * group.length)]; 

for (var i = 0; i < group.length; ++i) { 

var target = group[i]; 
 

if (target.hp / target.mhp > maintarget.hp / maintarget.mhp) { 

maintarget = target; 

} 
 

} 
 

this.action().setTarget(maintarget.index()) 
 
}; 

 
 
 
AIManager.setHighestHpFlatTarget = function(group) { 

 
var maintarget = group[Math.floor(Math.random() * group.length)]; 

for (var i = 0; i < group.length; ++i) { 

var target = group[i]; 
 

if (target.hp > maintarget.hp) maintarget = target; 
 

} 
 

this.action().setTarget(maintarget.index()) 
 
}; 

 
 
 
AIManager.setLowestHpRateTarget = function(group) { 

 
var maintarget = group[Math.floor(Math.random() * group.length)]; 

for (var i = 0; i < group.length; ++i) { 

var target = group[i]; 
 

if (target.hp / target.mhp < maintarget.hp / maintarget.mhp) { 

maintarget = target; 

} 
 

} 
 

this.action().setTarget(maintarget.index()) 
 
}; 

 
 
 
AIManager.setLowestHpFlatTarget = function(group) { 

var maintarget = group[Math.floor(Math.random() * group.length)]; 

for (var i = 0; i < group.length; ++i) { 
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var target = group[i]; 
 

if (target.hp < maintarget.hp) maintarget = target; 
 

} 
 

this.action().setTarget(maintarget.index()) 
 
}; 

 
 
 
AIManager.setHighestMpRateTarget = function(group) { 

 
var maintarget = group[Math.floor(Math.random() * group.length)]; 

for (var i = 0; i < group.length; ++i) { 

var target = group[i]; 
 

if (target.mp / target.mmp > maintarget.mp / maintarget.mmp) { 

maintarget = target; 

} 
 

} 
 

this.action().setTarget(maintarget.index()) 
 
}; 

 
 
 
AIManager.setHighestMpFlatTarget = function(group) { 

 
var maintarget = group[Math.floor(Math.random() * group.length)]; 

for (var i = 0; i < group.length; ++i) { 

var target = group[i]; 
 

if (target.mp > maintarget.mp) maintarget = target; 
 

} 
 

this.action().setTarget(maintarget.index()) 
 
}; 

 
 
 
AIManager.setLowestMpRateTarget = function(group) { 

 
var maintarget = group[Math.floor(Math.random() * group.length)]; 

for (var i = 0; i < group.length; ++i) { 

var target = group[i]; 
 

if (target.mp / target.mmp < maintarget.mp / maintarget.mmp) { 

maintarget = target; 

} 
 

} 
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this.action().setTarget(maintarget.index()) 
 
}; 

 
 
 
AIManager.setLowestMpFlatTarget = function(group) { 

 
var maintarget = group[Math.floor(Math.random() * group.length)]; 

for (var i = 0; i < group.length; ++i) { 

var target = group[i]; 
 

if (target.mp < maintarget.mp) maintarget = target; 
 

} 
 

this.action().setTarget(maintarget.index()) 
 
}; 

 
 
 
AIManager.setHighestParamTarget = function(group, id) { 

 
var maintarget = group[Math.floor(Math.random() * group.length)]; 

for (var i = 0; i < group.length; ++i) { 

var target = group[i]; 
 

if (target.param(id) > maintarget.param(id)) maintarget = target; 
 

} 
 

this.action().setTarget(maintarget.index()) 
 
}; 

 
 
 
AIManager.setLowestParamTarget = function(group, id) { 

 
var maintarget = group[Math.floor(Math.random() * group.length)]; 

for (var i = 0; i < group.length; ++i) { 

var target = group[i]; 
 

if (target.param(id) < maintarget.param(id)) maintarget = target; 
 

} 
 

this.action().setTarget(maintarget.index()) 
 
}; 

 
 
 
AIManager.setHighestLevelTarget = function(group, id) { 

 
var maintarget = group[Math.floor(Math.random() * group.length)]; 

for (var i = 0; i < group.length; ++i) { 

var target = group[i]; 
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if (target.level > maintarget.level) maintarget = target; 
 

} 
 

this.action().setTarget(maintarget.index()) 
 
}; 

 
 
 
AIManager.setLowestLevelTarget = function(group, id) { 

 
var maintarget = group[Math.floor(Math.random() * group.length)]; 

for (var i = 0; i < group.length; ++i) { 

var target = group[i]; 
 

if (target.level < maintarget.level) maintarget = target; 
 

} 
 

this.action().setTarget(maintarget.index()) 
 
}; 

 
 
 
AIManager.setHighestMaxTpTarget = function(group, id) { 

 
var maintarget = group[Math.floor(Math.random() * group.length)]; 

for (var i = 0; i < group.length; ++i) { 

var target = group[i]; 
 

if (target.tp > maintarget.maxTp()) maintarget = target; 
 

} 
 

this.action().setTarget(maintarget.index()) 
 
}; 

 
 
 
AIManager.setLowestMaxTpTarget = function(group, id) { 

 
var maintarget = group[Math.floor(Math.random() * group.length)]; 

for (var i = 0; i < group.length; ++i) { 

var target = group[i]; 
 

if (target.tp < maintarget.maxTp()) maintarget = target; 
 

} 
 

this.action().setTarget(maintarget.index()) 
 
}; 

 
 
 
AIManager.setHighestTpTarget = function(group, id) { 

 
var maintarget = group[Math.floor(Math.random() * group.length)]; 
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for (var i = 0; i < group.length; ++i) { 

var target = group[i]; 

if (target.tp > maintarget.tp) maintarget = target; 
 

} 
 

this.action().setTarget(maintarget.index()) 
 
}; 

 
 
 
AIManager.setLowestTpTarget = function(group, id) { 

 
var maintarget = group[Math.floor(Math.random() * group.length)]; 

for (var i = 0; i < group.length; ++i) { 

var target = group[i]; 
 

if (target.tp < maintarget.tp) maintarget = target; 
 

} 
 

this.action().setTarget(maintarget.index()) 
 
}; 

 
 
 
AIManager.setRandomTarget = function(group) { 

 
var target = group[Math.floor(Math.random() * group.length)]; 

this.action().setTarget(target.index()) 

}; 
 
 
 
AIManager.convertIntegerPercent = function(n) { 

n *= 0.01 

return String(n); 
 
}; 

 
 
 
AIManager.elementRateMatch = function(target, elementId, type) { 

var rate = target.elementRate(elementId).toFixed(2); 

if (this.battler().isActor()) { 
 

if (!$gameParty.aiElementRateKnown(target, elementId)) return true; 
 

} else { 
 

if (!$gameTroop.aiElementRateKnown(target, elementId)) return true; 
 

} 
 

if (['NEUTRAL', 'NORMAL'].contains(type)) { 
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return rate >= 0.90 && rate <= 1.10; 
 

} else if (['WEAK', 'WEAKNESS', 'VULNERABLE'].contains(type)) { 

return rate > 1.00; 

} else if (['RESIST', 'RESISTANT', 'STRONG'].contains(type)) { 

return rate < 1.00; 

} else if (['NULL', 'CANCEL', 'NO EFFECT'].contains(type)) { 

return rate === 0.00; 

} else if (['ABSORB', 'HEAL'].contains(type)) { 

return rate < 0.00; 

} 
 

return false; 
 
}; 

 
 
 
AIManager.passAllAIConditions = function(line) { 

this._setActionGroup = undefined; 

var conditions = line.split('+++'); 
 

if (conditions.length <= 0) return false; 

while (conditions.length > 0) { 

var condition = conditions.shift().trim(); 
 

if (!this.passAIConditions(condition)) return false; 
 

} 
 

return true; 
 
}; 

 
 
 
AIManager.passAIConditions = function(line) { 

 
// ALWAYS 

 
if (line.match(/ALWAYS/i)) { 

return this.conditionAlways(); 

} 
 

// ELEMENT 
 

if (line.match(/ELEMENT[ ](.*)/i)) { 

return this.conditionElement(); 

} 
 

// EVAL 
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if (line.match(/EVAL[ ](.*)/i)) { 

var condition = String(RegExp.$1); 

return this.conditionEval(condition); 
 

} 
 

// GROUP ALIVE MEMBERS EVAL 
 

if (line.match(/(.*)[ ]ALIVE[ ]MEMBERS[ ](.*)/i)) { 

var members = String(RegExp.$1); 

var condition = String(RegExp.$2); 
 

return this.conditionGroupAlive(members, condition); 
 

} 
 

// GROUP DEAD MEMBERS EVAL 
 

if (line.match(/(.*)[ ]DEAD[ ]MEMBERS[ ](.*)/i)) { 

var members = String(RegExp.$1); 

var condition = String(RegExp.$2); 
 

return this.conditionGroupDead(members, condition); 
 

} 
 

// USER PARAM EVAL 
 

if (line.match(/USER[ ](.*)[ ]PARAM[ ](.*)/i)) { 

var paramId = this.getParamId(String(RegExp.$1)); 

var condition = String(RegExp.$2); 

return this.conditionUserParamEval(paramId, condition); 
 

} 
 

// PARAM EVAL 
 

if (line.match(/(.*)[ ]PARAM[ ](.*)/i)) { 
 

var paramId = this.getParamId(String(RegExp.$1)); 

var condition = String(RegExp.$2); 

return this.conditionParamEval(paramId, condition); 
 

} 
 

// PARTY LEVEL 
 

if (line.match(/(.*)[ ]PARTY[ ]LEVEL[ ](.*)/i)) { 

var type = String(RegExp.$1); 

var condition = String(RegExp.$2); 
 

return this.conditionPartyLevel(type, condition); 
 

} 
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// RANDOM x% 
 

if (line.match(/RANDOM[ ](\d+)([%％])/i)) { 
 

return this.conditionRandom(parseFloat(RegExp.$1 * 0.01)); 
 

} 
 

// STATE === X 
 

if (line.match(/STATE[ ]===[ ](.*)/i)) { 
 

return this.conditionStateHas(String(RegExp.$1)); 
 

} 
 

// STATE !== X 
 

if (line.match(/STATE[ ]!==[ ](.*)/i)) { 
 

return this.conditionStateNot(String(RegExp.$1)); 
 

} 
 

// SWITCH X case 
 

if (line.match(/SWITCH[ ](\d+)[ ](.*)/i)) { 

var switchId = parseInt(RegExp.$1); 

var value = String(RegExp.$2) 
 

return this.conditionSwitch(switchId, value); 
 

} 
 

// TURN EVAL 
 

if (line.match(/TURN[ ](.*)/i)) { 
 

return this.conditionTurnCount(String(RegExp.$1)); 
 

} 
 

// VARIABLE X eval 
 

if (line.match(/VARIABLE[ ](\d+)[ ](.*)/i)) { 

var variableId = parseInt(RegExp.$1); 

var condition = String(RegExp.$2) 
 

return this.conditionVariable(variableId, condition); 
 

} 
 

return false; 
 
}; 

 
 
 
AIManager.conditionAlways = function() { 

var group = this.getActionGroup(); 

this.setProperTarget(group); 
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return true; 
 
}; 

 
 
 
AIManager.conditionElement = function() { 

var line = this._origCondition; 

if (line.match(/ELEMENT[ ](\d+)[ ](.*)/i)) { 

var elementId = parseInt(RegExp.$1); 

var type = String(RegExp.$2).toUpperCase(); 
 

} else if (line.match(/ELEMENT[ ](.*)[ ](.*)/i)) { 
 

var elementId = Yanfly.ElementIdRef[String(RegExp.$1).toUpperCase()]; 

var type = String(RegExp.$2).toUpperCase(); 

} else { 

return false; 

} 
 

var group = this.getActionGroup(); 

var validTargets = []; 

for (var i = 0; i < group.length; ++i) { 

var target = group[i]; 

if (!target) continue; 
 

if (this.elementRateMatch(target, elementId, type)) { 

validTargets.push(target); 

} 
 

} 
 

if (validTargets.length <= 0) return false; 

this.setProperTarget(validTargets); 

return true; 
 
}; 

 
 
 
AIManager.conditionEval = function(condition) { 

var action = this.action(); 

var item = action.item(); 

var user = this.battler(); 

var s = $gameSwitches._data; 

var v = $gameVariables._data; 



80  

 
 
 

 

try { 
 

if (!eval(condition)) return false; 
 

} catch (e) { 
 

Yanfly.Util.displayError(e, condition, 'A.I. EVAL ERROR'); 

return false; 

} 
 

var group = this.getActionGroup(); 

this.setProperTarget(group); 

return true; 

}; 
 
 
 
AIManager.conditionGroupAlive = function(members, condition) { 

var action = this.action(); 

var item = action.item(); 

var user = this.battler(); 

var s = $gameSwitches._data; 

var v = $gameVariables._data; 

members = members.toUpperCase(); 
 

if (['TROOP', 'TROOPS', 'ENEMY', 'ENEMIES'].contains(members)) { 
 

members = $gameTroop.aliveMembers(); 
 

} else if (['PARTY', 'PLAYER'].contains(members)) { 

members = $gameParty.aliveMembers(); 

} else { 

return false; 

} 
 

if (members.length <= 0) return false; 

condition = 'members.length ' + condition; 

try { 

if (!eval(condition)) return false; 
 

} catch (e) { 
 

Yanfly.Util.displayError(e, condition, 'A.I. GROUP ALIVE ERROR'); 

return false; 

} 
 

var group = this.getActionGroup(); 
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this.setProperTarget(group); 

return true; 

}; 
 
 
 
AIManager.conditionGroupDead = function(members, condition) { 

var action = this.action(); 

var item = action.item(); 

var user = this.battler(); 

var s = $gameSwitches._data; 

var v = $gameVariables._data; 

members = members.toUpperCase(); 
 

if (['TROOP', 'TROOPS', 'ENEMY', 'ENEMIES'].contains(members)) { 
 

members = $gameTroop.deadMembers(); 
 

} else if (['PARTY', 'PLAYER'].contains(members)) { 

members = $gameParty.deadMembers(); 

} else { 

return false; 

} 
 

if (members.length <= 0) return false; 

condition = 'members.length ' + condition; 

try { 

if (!eval(condition)) return false; 
 

} catch (e) { 
 

Yanfly.Util.displayError(e, condition, 'A.I. GROUP DEAD ERROR'); 

return false; 

} 
 

var group = this.getActionGroup(); 

this.setProperTarget(group); 

return true; 

}; 
 
 
 
AIManager.conditionPartyLevel = function(type, condition) { 

if (type.match(/HIGHEST/i)) { 

condition = '.highestLevel() ' + condition; 
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} else if (type.match(/LOWEST/i)) { 

condition = '.lowestLevel() ' + condition; 

} else if (type.match(/AVERAGE/i)) { 

condition = '.averageLevel() ' + condition; 

} else { 

return false; 

} 
 

var action = this.action(); 

var item = action.item(); 

var user = this.battler(); 

var s = $gameSwitches._data; 

var v = $gameVariables._data; 

if (action.isForFriend()) { 

condition = 'action.friendsUnit()' + condition; 
 

} else if (action.isForOpponent()) { 
 

condition = 'action.opponentsUnit()' + condition; 
 

} 
 

try { 
 

if (!eval(condition)) return false; 
 

} catch (e) { 
 

Yanfly.Util.displayError(e, condition, 'A.I. PARTY LEVEL ERROR'); 

return false; 

} 
 

var group = this.getActionGroup(); 

this.setProperTarget(group); 

return true; 

}; 
 
 
 
AIManager.conditionUserParamEval = function(paramId, condition) { 

var action = this.action(); 

var item = action.item(); 

var user = this.battler(); 

var s = $gameSwitches._data; 

var v = $gameVariables._data; 
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condition = condition.replace(/(\d+)([%％])/g, function() { 

return this.convertIntegerPercent(parseInt(arguments[1])); 

}.bind(this)); 
 

if (paramId < 0) return false; 
 

if (paramId >= 0 && paramId <= 7) { 
 

condition = 'user.param(paramId) ' + condition; 
 

} else if (paramId === 8) { 

condition = 'user.hp ' + condition; 

} else if (paramId === 9) { 

condition = 'user.mp ' + condition; 

} else if (paramId === 10) { 
 

condition = 'user.hp / user.mhp ' + condition; 
 

} else if (paramId === 11) { 
 

condition = 'user.mp / user.mmp ' + condition; 
 

} else if (paramId === 12) { 
 

condition = 'user.level ' + condition; 
 

} 
 

var group = this.getActionGroup(); 

var validTargets = []; 

for (var i = 0; i < group.length; ++i) { 

var target = group[i]; 

if (!target) continue; 

try { 

if (eval(condition)) validTargets.push(target); 
 

} catch (e) { 
 

Yanfly.Util.displayError(e, condition, 'A.I. USER PARAM ERROR') 
 

} 
 

} 
 

if (validTargets.length <= 0) return false; 

this.setProperTarget(validTargets); 

return true; 
 
}; 

 
 
 
AIManager.conditionParamEval = function(paramId, condition) { 
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var action = this.action(); 

var item = action.item(); 

var user = this.battler(); 

var s = $gameSwitches._data; 

var v = $gameVariables._data; 

condition = condition.replace(/(\d+)([%％])/g, function() { 

return this.convertIntegerPercent(parseInt(arguments[1])); 

}.bind(this)); 
 

if (paramId < 0) return false; 
 

if (paramId >= 0 && paramId <= 7) { 
 

condition = 'target.param(paramId) ' + condition; 
 

} else if (paramId === 8) { 
 

condition = 'target.hp ' + condition; 
 

} else if (paramId === 9) { 
 

condition = 'target.mp ' + condition; 
 

} else if (paramId === 10) { 
 

condition = 'target.hp / target.mhp ' + condition; 
 

} else if (paramId === 11) { 
 

condition = 'target.mp / target.mmp ' + condition; 
 

} else if (paramId === 12) { 
 

condition = 'target.level ' + condition; 
 

} 
 

var group = this.getActionGroup(); 

var validTargets = []; 

for (var i = 0; i < group.length; ++i) { 

var target = group[i]; 

if (!target) continue; 

try { 

if (eval(condition)) validTargets.push(target); 
 

} catch (e) { 
 

Yanfly.Util.displayError(e, condition, 'A.I. PARAM ERROR') 
 

} 
 

} 
 

if (validTargets.length <= 0) return false; 
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this.setProperTarget(validTargets); 

return true; 

}; 
 
 
 
AIManager.conditionRandom = function(rate) { 

if (Math.random() >= rate) return false; 

var group = this.getActionGroup(); 

this.setProperTarget(group); 

return true; 
 
}; 

 
 
 
AIManager.conditionStateHas = function(condition) { 

if (condition.match(/STATE[ ](\d+)/i)) { 

var stateId = parseInt(RegExp.$1); 
 

} else { 
 

var stateId = Yanfly.StateIdRef[condition.toUpperCase()]; 

if (!stateId) return false; 

} 
 

if (!$dataStates[stateId]) return false; 

var group = this.getActionGroup(); 

var validTargets = []; 
 

for (var i = 0; i < group.length; ++i) { 

var target = group[i]; 

if (!target) continue; 
 

if (target.hasState(stateId)) validTargets.push(target); 
 

} 
 

if (validTargets.length <= 0) return false; 

this.setProperTarget(validTargets); 

return true; 
 
}; 

 
 
 
AIManager.conditionStateNot = function(condition) { 

if (condition.match(/STATE[ ](\d+)/i)) { 

var stateId = parseInt(RegExp.$1); 
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} else { 
 

var stateId = Yanfly.StateIdRef[condition.toUpperCase()]; 

if (!stateId) return false; 

} 
 

if (!$dataStates[stateId]) return false; 

var group = this.getActionGroup(); 

var validTargets = []; 
 

for (var i = 0; i < group.length; ++i) { 

var target = group[i]; 

if (!target) continue; 
 

if (target.notState(stateId)) validTargets.push(target); 
 

} 
 

if (validTargets.length <= 0) return false; 

this.setProperTarget(validTargets); 

return true; 
 
}; 

 
 
 
AIManager.conditionSwitch = function(switchId, value) { 

 
if (['ON', 'TRUE', 'YES'].contains(value.toUpperCase())) { 

value = true; 

} else if (['OFF', 'FALSE', 'NO'].contains(value.toUpperCase())) { 

value = false; 

} else { 

return false; 

} 
 

if ($gameSwitches.value(switchId) !== value) return false; 

var group = this.getActionGroup(); 

this.setProperTarget(group); 

return true; 
 
}; 

 
 
 
if (!Yanfly.Param.CoreAIDynTurnCnt) { 

 
 
 
AIManager.conditionTurnCount = function(condition) { 
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var action = this.action(); 

var item = action.item(); 

var user = this.battler(); 

var s = $gameSwitches._data; 

var v = $gameVariables._data; 

if (Imported.YEP_BattleEngineCore) { 

condition = 'user.turnCount() ' + condition; 

} else { 
 

condition = '$gameTroop.turnCount() ' + condition; 
 

} 
 

try { 
 

if (!eval(condition)) return false; 
 

} catch (e) { 
 

Yanfly.Util.displayError(e, condition, 'A.I. TURN COUNT ERROR'); 

return false; 

} 
 

var group = this.getActionGroup(); 

this.setProperTarget(group); 

return true; 

}; 
 
 
 
} else { 

 
// Alternative provided by Talonos 

 
 
 
AIManager.conditionTurnCount = function(condition) { 

var action = this.action(); 

var item = action.item(); 

var user = this.battler(); 

var s = $gameSwitches._data; 

var v = $gameVariables._data; 

if (Imported.YEP_BattleEngineCore) { 
 

if (BattleManager._phase === "input" && BattleManager.isTurnBased()) { 

condition = '(user.turnCount() + 1) ' + condition; 

} else { 
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condition = 'user.turnCount() ' + condition; 
 

} 
 

} else { 
 

if (BattleManager._phase === "input") { 
 

condition = '($gameTroop.turnCount() + 1) ' + condition; 
 

} else { 
 

condition = '$gameTroop.turnCount() ' + condition; 
 

} 
 

} 
 

try { 
 

if (!eval(condition)) return false; 
 

} catch (e) { 
 

Yanfly.Util.displayError(e, condition, 'A.I. TURN COUNT ERROR'); 

return false; 

} 
 

var group = this.getActionGroup(); 

this.setProperTarget(group); 

return true; 

}; 
 
} // Yanfly.Param.CoreAIDynamic 

 
AIManager.conditionVariable = function(variableId, condition) { 

var action = this.action(); 

var item = action.item(); 

var user = this.battler(); 

var s = $gameSwitches._data; 

var v = $gameVariables._data; 

condition = '$gameVariables.value(' + variableId + ') ' + condition; 

try { 

if (!eval(condition)) return false; 
 

} catch (e) { 
 

Yanfly.Util.displayError(e, condition, 'A.I. VARIABLE ERROR'); 

return false; 

} 
 

var group = this.getActionGroup(); 
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this.setProperTarget(group); 

return true; 

}; 
 
//============================================================================= 

 
// Utilities 

 
//============================================================================= 

 
Yanfly.Util = Yanfly.Util || {}; 

Yanfly.Util.displayError = function(e, code, message) { 

console.log(message); 

console.log(code || 'NON-EXISTENT'); 

console.error(e); 

if (Utils.RPGMAKER_VERSION && Utils.RPGMAKER_VERSION >= "1.6.0") return; 

if (Utils.isNwjs() && Utils.isOptionValid('test')) { 

if (!require('nw.gui').Window.get().isDevToolsOpen()) { 

require('nw.gui').Window.get().showDevTools(); 

} 
 

} 
 
}; 

 
Yanfly.Util.getCommonElements = function(array1, array2) { 

var elements = []; 

var length = array1.length; 
 

for (var i = 0; i < length; ++i) { 

var element = array1[i]; 

if (array2.contains(element)) elements.push(element); 
 

} 
 

return elements; 
 
}; 
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