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MepiAnyn

2KOTTOG QUTAG TNG Epyaciag gival n TTapaywyr] CUUTTEPIPOPAS VOGS EUPUOUG EIKOVIKOU TTPAKTOPA
ME TN Xpron Tou pnxaviouou emAoyig evépyeiag POSH oto trepifdAAov Tou Unreal Tournament
2004. 'Evag €uQUAG €IKOVIKOG TTPAKTOPAG Eival n avatrapdoTaon YIaG EVOWPATNG OVIOTNTAG UE
TNV IKAVOTNTA QUTOPATNG CUNTTEPIPOPAS OTA TTAQIOIA €vOG €IKOVIKOU KOoWou. TupAua TnG
OUNTTEPIPOPAG aTTOTEAET O PNXAVIOUOG ETTIAOYAG evépyelag, dnAadr n-diadikaaia €AoY TG
eTTOUEVNG evEPYEIAG TTOU Ba ekTEAEOEI O TTPAKTOPAG, PE dedopEVN TNV KATAOTACN OThV OTToia
Bpiokeral. ‘Evag TéTolo¢ pnxaviopég eivar to POSH (Parallel” rooted, Ordered, . Slip-stack
Hierarchical). To POSH XpnoIUOTIOIEl TTPOKATAOKEUAOHUEVA TTAGVA, TTOU OUCIOOTIKG OTTOTEAOUV
™ OOUNA TNG CUMTTEPIPOPAS TOU TIPAKTOPA. [a Tnv TIPAKTIKY) €QAPUOYR Kal Tnv €gaywyn
CUPTTEPACUATWY Xprong Tou POSH w¢ epyaAciou TTapaywyrg CUPTIEPIPOPAS TTPAKTOPWY
OnuIoupynBnkKe éva OevapIo KAEQPTN Kal AOTUVOUOU. 2TOXOG TOU aOTUVOMOU gival n TTpooTaCia
TOU BnoaupoU evw OTOXOG ToU KAEQTN eival n eUpeon Kal atroKTnon Tou Bnoaupou. Me Bdon
auTO TO YEVIKO OevApIO dnuioupynRBnkav TEoOEPIS IOPOPETIKEG OCUUTTEPIPOPES, OUO Yia Tov KAOE
POAo. Na 170 pOAO TOU KAEQTN dnuioupynBnke o BappaAéog KAEPTNG Kal O OTTAICUEVOG KAEQTNG,
EVW YIa TO pOAO TOU ACTUVOUOU, O AOTUVOUOG KUVNYOS KAl O A0TUVONOG QUAAKAG. 2TO TEAOG,
EYIVE PIo OUYKPION TWV OTTOTEAECUATWY YIO TO TTOI0- CUPTTEPIPOPA fTaV N Mo 18AVIKN Yia ToV
KAdBe péAo. H uAotroinon Tng epyaciag oTnpiXTnKe OTn XPrNon ApKETWY TTAKETWY Aoyiouikou. lMa
TN ONUIoUPYIa TWV CUUTTEPIPOPWV TWV TTPAKTOPWV: XpNoigoTToindnke n TAar@épua Pogamut, n
otroia atroteAei éva plugin oto Netbeans, o€ cuvduaoud Pe TO maven TToU ) TTapoudia Tou gival
aTmapaitnTn yia TNV owaoTrh AgiToupyia Tou. Pogamut. Ia 1n olvdeon Tou Pogamut pe 1O
mepIBaAAov Tou Unreal Tournament 2004, TTou atroteAei TV €IKOVIKG KOOUO, aTTapaitnTn ATAvV N
utmapén Twv Gamebots. MNa Tnv UAoTToiNoNn TOU gevapiou, avaykaia frav n dnuioupyia evog
XApTN, Kabwg Kal evog vEou gidoug TTaixvIBIOU, KATI TTOU ATTaITOU0E APKETEG TPOTTOTTOINCEIG OTO
Unreal Tournament pyéow Tng Unreal Script. To TuAPa autd TNG €pyaciag, TTOU ATTAITOUCE T
XPAOoN Kal TN ouvévwon OAWV. QUTWYV TWV TIPOYPANMATWY PETAEU TOUG, WATE VA ETTIKOIVWVOUY,
atroTéAeae éva OUOKOAO, aAAG OUYXPOVWG Kal TTOAU evBIaQEPOV EyXEipNUa.

N€E€eig kAe1dI&: Unreal Tournament 2004 (UT2004), POSH, Pogamut, Unreal Script, Game-Bots,
Mnxaviopog €mAOYAG evEPYEIAG, TTAAVA, CUPTTEPIPOPA, EUQPUNG EIKOVIKOG TTPAKTOPAG, EIKOVIKO
TEPIBAAAOY.

Abstract

The purpose of this project is-the development of an intelligent Virtual agent’s behavior using
POSH action selection mechanism in the Unreal Tournament 2004. An Intelligent Virtual Agent
is the representation of -an embodied entity with the capacity of autonomous behavior in the
context of a virtual world. Action selection is a basic part of an agent’s behavior and is the
means by which an‘autonomous agent solves the ongoing problem of choosing what to do next.
One mode of action selection'is POSH (Parallel rooted, Ordered, Slip-stack Hierarchical). POSH
uses precast plans-that constitute the structure of an agent’s behavior. For the practical
implementation and for drawing conclusions using POSH as action selection mechanism, a thief
— police officer scenario was created. The thief’'s goal is to seek for and acquire the treasure
while the police officer’s goal is to protect it. According to this basic scenario four different
behaviors were created, two for each role. For the role of thief two behaviors were implemented,
a brave unarmed thief and an armed one, while for the police officer’s role a hunter and a guard.
Finally, the results of the combination of all four different behaviors were compared to determine
which behavior was the most appropriate for each role. For the implementation of this project
the use of several software packages was necessary. First of all, the platform of Pogamut (a
plugin of Netbeans) was used for developing the behaviors. An important program for running
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Pogamut is maven. In addition, Gamebots were used for connecting Pogamut with Unreal
Tournament 2004, which was the virtual environment. For the scenario’s implementation, the
creation of a new map was necessary, along with a new game mode, which required a variety
of changes in UT2004 using Unreal Script. The part of the project that required those programs
to co-operate with each other, constituted a difficult challenge, but an interesting one to deal
with nevertheless.

Keywords: Unreal Tournament 2004 (UT2004), POSH, Pogamut, Unreal Script, GameBots,
Action Selection, plans, Behavior, Intelligent Virtual Agent, Virtual Environment.
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EuxapioTieg

Oa nbeha va suxaplotiow tov emiBAEMovVTa TNG SUTAWUATIKAG HOU £pYACLOG K. OEULOTOKAN
MavaylwtomouAo, yla TNV kaBodrynon Kol tnv UTIOHoVH Tou, Onmwg emiong kat tov Niko
ABpavtiviy yla tnv moAUTIUNn BonBeld tou Kot yla to Xpovo mou pou odlépwoe. TéNog, Ba
nbeha va euxoplotiow Toug mpoavadepbevieg yla tn Suvatotnta Tou pou €dwoav va
TIPOUCLACW TNV €PYACLA [OU OTO TAQLOLO TOU TIPOTITUXLAKOU MOBRpatog «Katavepnuévn
Texvnti Nonupoaouvn».

Mapaywyr) Zuptrepipopdg MpakTépwv Pe TN XPron Tou pnxaviopou emAoyng evépyeiag POSH



Metatrruxiakn AiatpiBn Aikatepiva TupoBoAd

Mepiexopeva

2.Euvputcig eikovikoi mpakropeg (Intelligent Virtual Agents- IVAs) kan Eupun

gikovika mepifaAlovra (Intelligent Virtual Enviroments-IVES)................c.............. 9
3.Mapaywyn CUPTIEPIPOPAS OE EUPUEIG EIKOVIKOUG TIPAKTOPES............iveiiiereiiuninns 10
3.1 Mnxaviopog EmAoyng Evépyelag (Action Selection)........................ 11
3.1.1.Environmental Determinism.....................ci 12
3.1.2.Finite State Machine.........................cii i, 13
3.1.3.Basic Reactive Plans......................icooiiciiii 15
3.1.4. POSH Reactive Plans ..............cccccooiiiiiiiin i, 18
3.2. Eva amA6 mapadeiypa Twv oroiXeiwv Tou POSH. ..., 22

3.3. Eva mapadsiypa piag mAnpoug iepapyiag POSH kal eme§nynon tng

AKOAOUBIAG TWV BNHATWY TOU TTIAAVOU: .....cocooiiiiieeiiiiiiiieciee e eieeesreeesenee s 24
3.4.Behaviour Oriented Design (BOD) ...............cccoooii i, 26
3.4.1. KiokAog avanruéng tou BOD (BOD Development Cycle)............ 27

4. Pogamut................ R TR e ———— 28
4.1.1o1opia avanruéng Tou Pogamut....................ccccoooiiiiin e, 30
4.2.Tevika mwg Asitoupyei To Pogamut3 ..., 30
5.To NepiBaAAdov Tou Unreal Tournament 2004 ..., 31
5.1.GaMEDBOLS ... 32
6.Emkoivwvia Pogamut-UT2004 péow GavialLib-Gamebots2004 ........................ 33
7.Mapaywyn CUHNTIEPIPOPAS TIPAKTOPWYV & POAOUG AOTUVOHOU Kal KAEQPTN......35
T A.YAOTTOINON KKOOGHOU.............oooiiiieeec ettt st eearee e 36
7.2.AnUIOUPYIA KAVOVWV TTAIXVISIOU ..ottt 38
7.3.POAOGC KAEQ@TN, 1" CUHTITEPIQPOPQL. ... e 38
7.4.POAOGC KAEQPTN, 2" CUHTITEPIPOPA...........oooiiiiiiiiiciiee et 43
7.5.POA0OGC AOTUVOHOU, 1N GUHTTEPIPOPA ...ttt stee e 45
7.6.POAOGC GOTUVOHOU, 2N GUHTTEPIPOPA..........coeviieiiieeniieeciieeeeteeeieeesteeeseneeeas 49
8. ZUHTTEPAOHATA TTEIPAHOTOG ........uuuuuuuineinininnnnnnnnnnnnnnnnnnannnn e e e s s e s aaaaaaas 51

Mapaywyr) Zuptrepipopdg MpakTépwv Pe TN XPron Tou pnxaviopou emAoyng evépyeiag POSH



Metatrruxiakn AiatpiBn Aikatepiva TupoBoAd

9. AVOIXTA EPEUVNTIKGA TTEBIO.........ouuiiiiiiiiiiii s
10. BIBAIOYPAQIQ ...
11.NapdpTnpa : OBnyieg EYKATACTAONG TG EQUAPHOYAG .......coooeeiiiiiinennn it i,
1.00nyieg EykaraoTaong Pogamut....................coooiiiiii it
2. ANHIOUPYIA SPOSH Agent ... e iar s e et e e e
3. Z0VBEON OTO UT2004 ... e e e st b e e nnaee e

12.MapdpTnpa : Angiouvpyia véou TUmou maixvidiod oro UT2004 .........................

Mapaywyr) Zuptrepipopdg MpakTépwv Pe TN XPron Tou pnxaviopou emAoyng evépyeiag POSH



Metatrruxiakn AiatpiBn Aikatepiva TupoBoAd

Mivakag Eikévwyv

Eikéva 1: Environmental Determinism : AtrapiBuei 11g TBavEg KATAOTACEIG TOU
TTEPIBAANOVTOG KaI ava@EpPEl TI EVEPYEIEG ITTOPOUV VA Yivouv oTnv KABe pia katdoTaon.
To TTapadeiypa Tou Conway : Game of Life (Gardner, 1970). .....ccvovvevivcciiviinenciainien, 12

Eikéva 2: Finite State Machines : AtrapiBuei kB¢ mBav katdoTaon oTnv OToia
MTTOPET VO BpeBei 0 TTPAKTOPAG , TIG EVEPYEIEG TTOU WTTOPET VA KAVEI KL TA
TTEPIBAANOVTIKG aTTPOOTITA TTOU JTTOPOUV VA KAVOUV TOV TTPAKTOPO VA OAAGEEI
kataoTaorn. To mapddeiyua gival 1o id1o pe 1o (Game of Life) Tou ava@épdnke 1o

1[0 A7/ TSRS e JOS. y. Sy, S S SS 13

Eikéva 3: Mapddeiyua Finite State Machine xwpig Ti¢ petafdocig. O SITTAGG KUKAOG
OonNMaivel To TEPPATIKG OTADIO OTTOU KAl TEPUATICETAI N ETTIAOYA OPACNG. evvvivveeerreeeeeenns 14

Eikéva 4: Mapddeiyua Finite State Machine Xwpig TIG ETARBAGEIG. ....ccivrvrrreercreeerreeenenen. 15
Eikéva 5: Aopn TAdvou POSH kai Topeia Tou akoAouBeital Katd Tnv eKTEAETT| TOU....22

Eikdva 6 : emmikoIvwyvia JETagU TOU EIKOVIKOU KOOPOU Kal TNG AOYIKAG Tou TTpAKTOpa
(Lo eV €= Y= I o F S S e SR 30

Eikéva 7: H upnAou emmimrédou apXITEKTOVIKNG Tou Pogamut 3 TTou €ival eVOWPOTWHEVO
pe Ta GB2004 kai To UT2004. MNapadelyua ETTIKOIVWVIOG. ... .ccccveecreierereeeereesieeesveeeenens 33

Eikéva 8 : Aladikagia eTTIKOIVWVIAS yia T dnuioupyia Tou TTPAKTopa o€ éva TTaIXVidl.
Ae€IA Ye Ta PTTAE ypAUUATA QaivovTal Ol CUVOPTACEIS 0€ Java TTou dnuioupyoulv TIG

avTioToIXeG eVTOAEG TTOU OTEAvVEL TO Pogamut (Java-Bot) oto GB2004............cccvveeneees 35
Eikdva 9: EIKOVA TOU XAPTN ATTO WNAG. ieeciieiieieceieeeeee st sree et esveeeseveesaaeesbeeesaraeenneas 36
Eikéva 10 : Eikéva Tou XApTn atrd TNV-OTITIKI YWVIA TOU TTAIXTN...cvveerreeeereeeieeesveeeenen. 37

Eikéva 11 : Eikéva Tou X&pTn amo Tnv OTITIK ywvia Tou TTaiXtn. 210 BdaBog gaiveTal o
Bnoaupog(medkit i mini_health PACK) .........ccveeeiieiiiieceeeee e 37

Eikéva 12 : Eikéva ekkivnong Unreal Tournament 2004 yia Tnv €1mAoyr| TouU €idoug Tou
TTOUXVIOIOU. Liiieiiuuiineeisivesinenureessiosereeesasreeesssssreessssssesesssssseessasssesessnssesessssssesesssssessssnnsseeessnssesens 38

Eikova 13: Aladikaaia dnuioupyiag TTAGvoU yia TV TTPWTN CUMTTEPIYOPE TOU
(L Y0011 T8 = T o B PR 39

Eikova 14: Ailadikaaia dnpioupyiag TTAGvou yia TV TTPWTN CUNTTEPIPOPA TOU
(LY 0( a1 T = T o PR 39

Eikéva 15: Alodikagia dnuioupyiag TTAGVOU yia TNV TTPWTN CUPTTEPIPOPA TOU
(LY C( 1 T = T8 ot AR RS 40

Mapaywyr) Zuptrepipopdg MpakTépwv Pe TN XPron Tou pnxaviopou emAoyng evépyeiag POSH



Metatrruxiakn AiatpiBn Aikatepiva TupoBoAd

Eikéva 16 : Alodikaoia dnuioupyiag TTAGVOU yIa TV TTPWTN CUPTTEPIPOPA TOU
(Y01 T = 0T o S 40

Eikéva 17: TToapadelya AGBOUG OTO TTAGAVO. ...ovieeiiiiiieeeiieecteeeiteeeiee e i saaeesbn e saessrnees 41

Eikéva 18 : Aladikaoia dnuioupyiag TTAGvou yia TV deUTEPN CUUTTEPIPOPA TOU
(Y001 T = 0T o o T S S S o 43

Eikéva 19 : Aladikaoia dnuioupyiag TTAGvou yia TV deUTEPN CUUTTEPIPOPA TOU
KAEQTNLBIHOZ. ...ttt e e et e e sasbae e s st baee s easbdeeeeinabaee e e araeeeearees 44

Eikéva 20 : Aladikaoia dnuioupyiag TTAAvou yia Tny deUTEPN CUNTIEPIPOPA TOU
KAEQTNLBIHOS. ..ottt et s ae e iare e e s iabaad e esbbeeees s s s ae e eabaeeeenarnes 44

Eikéva 21: Aladikagia dnuioupyiag TTAGVOU yIa TNV TTPWTN CUPTIEPIPOPA TOU
QOTUVOMOU.BIHOT . oottt e s ttae e e etveee e saniae e e etae e et anraseeeeabaeeaeeansaeaesnns 45

Eikéva 22: Aladikagcia dnuioupyiag TTAAVOU yia TNV TTPWTN. CUPTTEPIPOPE TOU
(oo 1YY U Lo U =1 0¥ o 12 S PUSRPR 46

Eikéva 23: Aladikagia dnuioupyiag TTAGVOU IO TNV TTPWTHN CUPTTEPIPOPA TOU
(oo 1YY U Lo U =1 o ¥ o 2 F SRR 47

Eikéva 24: Aladikagia dnuioupyiag TTAGVOU yia TNV TTPWTN CUPTTEPIPOPA TOU
(oo 1YY U Lo U =1 0¥ o Zi S SRS 48

Eikéva 25 : Aladikacia dnuioupyiag TTAGvou yia TNV TTPWTN CUUTTEPIYOPA TOU
(oo 1Y/ T U Lo U =1 01U o {o T USRS 49

Eikéva 26: NMAGvo Tng 0UTEPNG CUUTTEPIPOPAG TOU ACTUVOHOU ...t eereeeseree e 50

Mapaywyr) Zuptrepipopdg MpakTépwv Pe TN XPron Tou pnxaviopou emAoyng evépyeiag POSH



Metatrruxiakn AiatpiBn Aikatepiva TupoBoAd

1.Eicaywyn

H 18éa Tng dOnuioupyiag evog TexvnToU avBpwTtrou TTavToTe €pEBICE, KEVTPICE KAl YONTEUE TNV
avBpwTTivn @Uon. AKOua Kal JECA OTA TTOPAUUBIA Kal TIG I0TOPIEG TWV TTEPACHEVWV AIWVWY, O
AvBpwTTOg PE 0dNYO Kal dnuIoupyd TNV KAATTAZouod PavTaoia TOU «KATAOKEUOOE» avOpeikKeAd
oTa oTroia TT?OG(-’:5I6€ avBpwTTIVN UOP®r, XAPAKTNEIOTIKA Kal TTdOn, 6Twg o lMivékio (KapAo
KoAdvTl 18837) 1} uttep@uUOIkES 1ID1I0TATEG OTTWG O Frankenstein (Mary Shelley 18182).

Tov TeAeuTaio aiwva, KATTOIEG OTTO QUTEG TIG 10€€G “ApXIOAV. VA UAOTTOIOUVTAIL.
AvapeioAa dUo atd Ta 1o agloonueiwTa PEoa TTOU PTTOPOUV VA SWOoOoUV OAPKA Kal O0TA KAl
VO KAVOUV TTPAEN QuTEG TIG QAVTACIWOEIG Eival TA TTPOYPAUMATA AOYIGHIKOU TTOU TTEPIEXOUV
KATTOIEG YVWOTIKEG IKAVOTNTEG avOPWTTIVOU €mMITTESOU, OTTWG TA TTPOYPAMUATA TTOU . TTaifouv
OKAKI, KAl Ta pouTTroT. lMpdoata éva GAAO TETOIO PECO EUPAVIOTNKE OTO XWPO: Ol EUQPUEIC
gIkovikoi TTpakTopeg (intelligent virtual agents, IVAS)  Tou «fouv» PECA OTNV  EIKOVIKA
TTPAYHATIKOTNTA, 1] AANIWG 01 €IKovIKoi avBpwTrol (virtual humans).

O eiIkovIKoi GvBpwTTol €ival TIPAakTopeS Aoyiopikou (Wooldridge,  2002%) o1 otroiol
KATOIKOUV O€ EIKOVIKOUG KOONOUG. EvvoioAoyikd Bewpeital 0TI -atroTeAoUVTAl a1rd dUO PEPN TTOU
€TTNPEACEl TO éva TO GAAO, TO €IKOVIKO owpa (virtual body) kal To €IKOVIKG ‘WuaAd (virtual mind).
To €IKOVIKO OWHA UTTOKEITAI OTOUG VOUOUG TOU EIKOVIKOU KOOHOU, OTTWG yia TTapddelyua tnv
BapuTnTa, Kai £XEl TTPOKABOPIOUEVES IKAVOTNTEG QioBNONG Kai Kivnong. AUTEG Ol IKAvOTNTEG
XPNOIUOTTOIOUVTal ATTO TO EIKOVIKO JUOAS YIa va EAEYXOUV TO EIKOVIKO OWA.

EikovikO¢ KOopog cival n avarrapdotacn  TToU- TTPOKUTITEL a1t TO OTTOTEAECHA TG
Aeiroupyiag Tou eikovikoU TrepIBAAAovToG. Eikoviké TrepIBdAAov (virtual enviroment) civar To
UTTOAOYIOTIKO GUCTNUA TTOU €XEl WG OTOXO TNV TTAPOUCIaCH TWV. AVATTOPIOTWHEVWY KOCUWY OTO
XPNAOTN Kal TNV GAANAETTIOPACN TOU XProTn PE auTouq. Mevika dev uTTapXEl KOBOAIKA aTTOOEKTH
opoAoyia OXeTIKA peE Ta €IKOVIKG TTEPIBAAAOVTA KAl TOUG €IKOVIKOUG KOOMOUG yI' auTd Kal O€
TTOAEG TTEPITITWOEIG XPNOIUOTTOIOUVTAI EVAAAAKTIKG QUTOi 01 OUO OPOil.

O1 eikovikoi dvBpwTTol, OTTWG KAl TA POUTTOT, XPNOIUOTTOIOUVTAl O€ APKETEG BIOUNXAVIKES
€QAPHOYES. Ouwg péXp! OTIVUAG epeuvnTEG atmd did@opa Tredia, atrd Tnv veupoRioAoyia £wg Tnv
TEXVNTA vonuoouvn, XPNOIMOTToIoUV  KUPIWG Ta- POUTTOT yia va OIEPEUVIIOOUV TIG I0EEC TOUG
OXETIK& pE TIGC OIAPOPES YWWAOTIKEG Kal KIVNTIKEG IKavoTnTeG. O1 €ikovikoi dvBpwTtrol dev
XPNOIUOTTOIOUVTal OKOUA ~€UPEWG, EKTOG ammd Tov TOMEQ TNG TEXVNTAG VvOnuUoouvng Twv
Bivreotraixvidiwyv, TTAPOAA QUTA, aUTH N TEXVOAOYia gival TWPO APKETA WPEIMN YIa va aflotroinBei
Kal o€ GAAOUG TOVEIG.

levvaral To epwtnua: Ao TToU PTTopEl va EeKIVATEl £vag KalvoUplog ETTIOKETITNG OTOV
TOMEQ TWV EIKOVIKWVY AVOPWTIWY KOl KUPIWG TWV EUQUWV EIKOVIKWY TTPakTOpwv; MNwg ptropei va
EPEUVNOEI QUTOV TOV TopEQ €vag OAOKAAOG, £vag padntng i évag ammAd evBoudiaouévog armmo
auTév; To poRAnua gival 6T N apxIKR KAUTTUAN TNG PABnong cival apkeTd atmmdtoun dnAadn
UTTAPXEl EAAEIYN  EKTTAIDEUONG TWV VEOEIOEPXOUEVWY OTOV TOMED TWV EUQUWV  EIKOVIKWV
TTPaKTOpwV  (Brom et al., 2008). Baoikd, dUo €ival oI TOUEIG PE TOUG OTTOIOUG MTTOPEI va
aox0ANBei KATTOI0G yia T dnuioupyia evog €IKOVIKOU avBpwITou, TO KOMMATI TWV YPOQPIKWY TOU
TTPAKTOPA (EIKOVIKO CWHA) KAl TO KOPMATI TNG CUUTTEPIPOPAG TOU (EIKOVIKO HUOAO).

H Trapoloa- epyacia mTpayuatevetal 1n d1IadiKagia TTApAywyrG TNG CUUTTEPIPOPAS £VOG
€EUQUOUG EIKOVIKOU TTPAKTOPa (KEQPAAalo 2 kai 3). KoppAT TNG CUMTIEPIPOPAS ATTOTEAEI O
MNXavIouOG €TIAOYNG evépyelag, dnAadr n diadikaoia eMAOYAG TNG ETTOPEVNG EVEPYEIOG TTOU Ba
eKTEAEOEI O TTPAKTOPAG, YE OedOpEVN TNV KATAOTAON OTNV oTroia BpiokeTal. Yapxouv didgopa
€idn pNxaviopou emmAoOyNg evépyelng, Ta oTroia avaAuovtal oTo KeEQAAaio 3. O pnxaviopog

! http://el.wikipedia.org/wiki/Mwékio
2 http://en.wikipedia.org/wiki/Frankenstein
3 . . Y . .
O oplopog Tou paktopa Aoylopikou Sivetal amnod tov Wooldridge
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eMAOYNG evépyelag TTou emAExOnke eivar To POSH (Parallel rooted, Ordered, Slip-stack
Hierarchical). To POSH xpnoipoTtroigi duvapikd TTAGva, TTou oucIaoTIKA atroteAolv Tn doun NG
oupTTEPIPopds Tou TrpdkTopa. To POSH Ttreplypdgetal avaAuTikOTEpa oTa KePAAaia 3.1.4, 3.2
kai 3.3. Na tnv TPakKTIKA e@apuoyy Tou POSH dnuioupynobnke éva oevdaplo KAEQTN Kal
aocTuvéuou (Ke@Ahalo 7) OtTou g€dyovTal ocuptrepdopara yia Tnv xprion Tou POSH  wg
MNXaviopou  €TIAOYNAG  EVEPYEIOG. 2T OUVEXEID OnuioupyolvTal TECOEPIG  DIOPOPETIKES
OUNTTEPIPOPEG, BUO YIa KABE pOAO, KaI CUYKPIVOVTAI T ATTOTEAEOUATA YIQ TO TTOI0 CUUTTEPIPOPA
gival n o 18avikh yia Tov KABe poAo.

Evw yia mn dnuioupyia Tou €IKOVIKOU CWPATOG UTTAPXOUV apKETA dIaBEaiua AoyIopIKA,
Yo TNV TTOPAYWYH CUPTTEPIPOPAG TTPAKTOPWY UTTAPXEI MIa EAAEIYN OTNV UTTapEn -eAeUBepOU
AoyiopikoU TTOU va (BonBd oTn dnuioupyia CUPTTEPIPOPAS EUQUWV EIKOVIKWY TTPAKTOPWY
(intelligent virtual agents). 'Eva 1€1010 €AeUBgpo Aoyiouikd gival To Pogamut, TTou Ba Trepiypagei
QVOAUTIKOTEPO OTO KEPAAQIO 4, KOl TO OTTOI0 XPNOIUOTIOINONKE yia TV UAOTTOINON NG £pyaaiag.
To Pogamut gival pia TAAT@Opua AOYIGUIKOU yIa QvATTTUEN CUUTTEPIPOPAS EUPUWV EIKOVIKWV
TIPOKTOPWY Ol OTTOI0I EVOWUATWVOVTAI O€ £va €IKOVIKO KOOUO- (BuadIdoTaTo 1) TPIodIACTATO).
ApxIKd 10 Pogamut dnuioupyABnke yia va OIEUKOAUVEL TN XPAON TWV EUQPUWV EIKOVIKWV
mpakTOpwV (Intelligent Virtual Agents), T600 oTnv £peuva 600 Kal YA EKTTAIOEUTIKOUG OKOTTOUG.
ATIO Tn pia TTAeupd €TITPETTEI TNV YPIyOPN OVATITUEN ATTAWY reactive €IKOVIKWY TTPAKTOPWY Kal
amd TNV GAAN OlIEUKOAUvVEL TNV QvaTTTugn TTo  oUVBETWY TTPAKTOPWY  XPNOIUOTTOIWVTAG
TIPONYHEVEG TEXVIKEG OTTWG TA VEUPWVIKA - OiKTUQ, Tnv - aca@r] Aoyikr, Tov €EENIKTIKO
TTPOYPAUMaTIONO ) Ta TTAGva (POSH).

MNa Tov €IKOVIKO KOOPO Xpnoipotroindnke 1o trepifdAlov Tou Unreal Tournament 2004
TO oTroio TrepIlypd@eTal oTto Ke@AAaio 5. lMa- Tnv. oUvdeon Kal TNV ETMIKOIVWVIA  Twv
TTPOYPAMMATWY PETAEU TOug (KEQAAaio 6) atrapaitntn ATav N UTTapén Twv Gamebots (ke@dAaio
5.1), &vOg TTPOYPAPUATOS TTOU evowudaTwveTal oto UT2004 kai Ttou divel T duvarétnta
eMKoIvwviag pe GAa eCwTepikd Tpoypdupara (T.x To Pogamut). MNa tnv uAotroinon Tou
TTEIPAPATOG, EKTOC ATTO TA TTAPATIAVW TTPOYPAUUATA, ATTaPaiTNTN ATAV Kal n dnuioupyia evog
XApTN péca oTov oTroio Ba AauBdavel xwpa To TIEipapa, Kabwg Kal evog véou €idoug TTaixvidiou
pe dIkoug Tou kavoveg (uéow Unreal Script). H diadikacia auvdeong Twv TTPOyPauNATwy aAAd
kar n oladikagia uAoTToiNONG TOUu Oevapiou TTePIypd@ovTal AvOAUTIKA OTa TTAPAPTHHOTA
(ke@dAaia 11 kai 12).

2.Eu@ucig seikovikoi mpakropeg (Intelligent Virtual Agents- IVAs)
ka1 Eupun sixovika nepifaAAdovra (Intelligent Virtual
Enviroments-IVEs)

Ta eikovik& TrepIBGAAovVTa Oev XPNOIJOTTOIOUVTAI POVO YIa HIa TTAOAynon Tou XPAOTn o€ €va
OuopPPO TPIOBIACTATO EIKOVIKO KOOHO. O00 €AKUCTIKOG Kal av gival évag ouvBeTIKOG KOOHOG, GV
Oev UTTAPXOUV UETOPROAEG O auTOv XAveTal Kal TO evdla@Epov Tou XprRoTn. MNa mapdadeiyua, ol
TTOAEIG XWpPiG avBpwTToug Oev- TTPOKAAOUV Kavéva evdlagEépov OTO XPrnoTn €@oécov Oev Tou
divouv -pia aAnBivr) aiocBnon moAng. BéBaia n amAfR Tapoudia Twv avBpwTwy ME pia
TTpokabopliopévn Kivnon Ptmopei va Bondroel Aiyo otn duvapikéTnTa Tou TTEPIBAAAOVTOG, OAAG
Oev TTpoodidel kKapia eAeuBepia aAANAeTTIOpaoNG TTou Ba ETTPETTE va €XEl Eva EIKOVIKO TTEPIBAANOV
yla va-gival o EAKUCTIKO TTPog To XproTn. O1 €IKovikoi KOGUOI yivovTal TTIo EAKUCTIKOI EQOOOV
UTTAPXEI TO OTOIXEIO TNG auTovopiag Kal AauPdvouv yxwpa o autoUG €EVEPYEIEG TTOU Oev
TTpoKaAouvTal atrd 10 XPrioTn. O auTOVOPEG OVTOTNTEG O€ €va EIKOVIKO TTEPIBAAAOV ovouddovTal
EIKOVIKOI TTPAKTOPEG. 'Evag €IKovikKOg TTPAKTOpag TTou dgv akoAouBei TTpokabopiopéva Bripata
aAAG PTTOPET VO TTaipVEl ATTOPACEIG OTTO HOGVOG TOU XPNOIUOTTOIWVTAG TEXVIKEG ATTO TO XWPO TNG
Texvntic Nonuoouvng yia va E€TTITUYXAVEI TOUG OTOXOUG TOU, OVOMPACZETAlI EUQUAG EIKOVIKOG
mpdkTopag. Eugun eikovikd TrepIBAAAovTa  ovopdlovial Ta  EIKOVIKG TTEPIBAAAOVTA  TTOU
TTEPIEXOUV EUPUEIG EIKOVIKOUG TTPAKTOPEG.
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H évvoia Tou gu@uoug €IKOVIKOU TTPAKTOpa Eekivnoe va ep@avideTal Trepitrou Trpiv U0
OekaeTieg. ZRuepa ol TrepioadTepol (IVAS) eival Ikavoi va avTIAauBavovTal € TTpaypaTikd Xpovo
Kal va dpouv auTovoua JEoa o€ Eva EUQUEG EIKOVIKO TTEpIBAAAov. AuTd Ta TrepIBGAAovTa gival
Kupiwg TpiodidoTaTa aAAd kal duodidoTata. O1 eugueig eikovikoi TTpdkTopeg IVAS pigolvTal pia
ocIpd IBI0TATWY TTOU POIACOUV PE QUTEG TV avBpWTTWY, AAAG Kal Twv {WwV. ZUuxXva avTidpouv
ouvalioBnuaTiKa Kal KATéXOuv OIAPOPES YVWOTIKEG IKAVOTNTEG uWnAoU eTTITTEDOU  OTTWG N
IKavOTNTA ETTIKOIVWVIAG, N KOIVWVIKN guaioBnTotroinon kal n emmeicodiokn pviun (Episodic
Memory). ETriong ol eugueig eikovikoi KGopol gival duVapIKOi Kal atTpOBAETTTOl, - OTTWG Kal. O
TTPAYHMATIKOG KOOMOG Kal €TTPETTOUV  PEXPI éva BaBud Tnv aAAnAemmidpacn MPeTAgU  TwvV
TTPAKTOPWV 1 HETAEU TWV TTPOAKTOPWY KAl TWV XPNOTWV.

Katd tn didpkeia Twv TeAeuTaiwv Xpovwy, ol IVAS eTekTdOnKav O& apKETOUG TOWEIG,
oTTwg oe egutropikd Bivreotraixvidia (Aylett et al., 2005a), o€ €ikovik& cuoThpaTa diIdacKaAiag
(Woolf, 2008), oe BepatreutikéG epapuoyés (Hodges et al., 2001), o€ €Kovikrl a@riynon
(Cavazza et al., 2004), oe epapuoyég TONTIOTIKAG KAnpovouidg (Magnenat-Thalmann &
Papagiannakis, 2006), otn Biounxavia Tou Kivnuatoypdgou (Softimage, 2009),-oTnv épguva Tng
YVWOTIKAG €moTAung (Burgess, 2002), oto otpard (Johnson et al., 2004), otnv 10TPIKN
ektaideuon (Pulse, 2005-9), kai o€ Blopynxavikég epappoyés (Badler et al., 2002; Prendinger &
Ishizuka, 2004; Badler et al., 2008; Magnenat-Thalmann & Thalmann, 2004).

H doun evog eupuolg €IKOVIKOU TTPAKTOPO TTEPIEXEI TTEVTE ETTITTESQ ATTO TA OTTOIA €ival TA

€¢NG:
o Emitmredo Npagikwv (geometric)
e Emimedo Kivnuarikng (kinematic)
o Emimedo QuoIKig avatrapdoTaong (physical)
o Emimredo cuptrepipopdg (behavioral)
e [vworTiké etTiedo (cognitive)

MapdAo TToU yia Ta Tpia TTPWTA ETTITTEOA £XEI YiVEl APKETA €peuva Kal UTTAPYEl OIaBECIO
TTOAU UNIKO, Ta dUO TeAeuTaia €ival autd TTou €xouv TPaRAel To evOIOPEPOV TWV EPEUVNTWV TA
TeAeuTaia xpovia. To eTriedo CUUTTEPIPOPAS apopd TIG IKAVOTNTEG TOU TTIPAKTOPA WOTE va
avTiOpd pe Ta gpebiouarta Tou dExeTal atd To TTEPIBAAAOV OTO OTTOIO «{EI», EVW TO YVWOTIKO
ETTITTEDO APOPA TNV IKAVOTATA TOU TTPAKTOPA VO OTTOKTA YyVWaon.

OTmrwg avTiAapBaveral Kaveig n dnuioupyia evog eupuoUg €IKOVIKOU TTPAKTOPA €ival pia
apPKETA OUOKOAN Oladikacia. EKTOC a1rd T1a -BEuara Twv ypo@IKWY, T OTToia OTTOTEAOUV éva
KOGO BIKOG TOUG, UTTAPXE! KAl N YVWOIAKA KOl N CUUTTEPIPOPIKN) TTAEUPA TOU TTPOPRANMATOG. TNV
TTapouca epyacia Ba aoxoAnboupe pe Tn-0eUTEPN TTAEUPA TOU TTPOPRANMATOG, E TNV TTAPAYWYH
OUMTTEPIPOPAG EIKOVIKWV. TIPAKTOPWYV Kal 110ITEPA E VA KOUUATI QUTAG, TO INXOVIOUO £TTIAOYAS
evepyelwv (action selection).

3.Mapaywyn CUHTTEPIPOPAS TE EVUPUEIG EIKOVIKOUG TIPAKTOPES

H oxediaon NG ocuuTtEPIQOPAg evOg TTPAKTOPA gival pia Bacik aAAG dUokoAn diadikacia. Agv
UTTAPXEl KATToIa oiyoupn Kol atmodederyuévn diadikacia yia TO TTWG MTTOPEi va OXeDIOOTEI
aKkpIBWG €vag TTPAKTOPaS. MNMoAAG epwThApaTa TTou £X0ouv £pBel OTNV ETMQAVEIQ dEV €XOUV aKOUN
atravtnOei. H oxediaon Twv TTPakTOpwy emTOUEVWG gival pia diadikaoia TTou Oev akoAouBei
OUYKEKPIPEVOUG KAVOVEG, TTapOAa auTd UTTAPXOUV KATToIO BriuaTa TTou uTropoulv va fonbhRacouy.

To mpwTo BrAua civar 6T 00BEVTOG €vOG CEVAPIOU TTPAYMUATIKOU KOOHOU (TT.X. &va
TTOAUKATAOTNUO PE TTOAU KOOMO) Kal KATTOIWV EPWTHOEWY TIAVW Of QUTO YIa TIG OTTOIEG
WAyvoupue atmavTioelg (TT.X. TTWG MUTTOPOUHPE VO MEIDOOUMPE TO PECO XPOVO €EKKEVWONG OF
TEPITITWON QWTIAG;) TTPETTEI VO OXEDIAOTEN €va pJovTEAO TTou Ba atravTd oTo €EAG:

>evapio + EpwtAoeig > Zxediaon MovTtéAou
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ApPKETEG gival 01 ONUAVTIKEG aTTOPACEIG TTou TIPETTEl va TTapBolv yia évav KatdAAnAo
oxedlaopd. Mepikég atrd auTtég ival: av Ba XpnoIPoTToINBEl CUYKEKPIPEVO 1 YEVIKO HOVTEAO, TO
ETTITTEDO APAIPEONG TOU POVTEAOU, TO YWWOTIKO TTEPIEXOUEVO TOU TTPAKTOPA KAl N €TTIAOYH TNG
QPXITEKTOVIKAG TOU TTPAKTOPA.

H 1Tapouca egpyacia aoyoAsital Ye TNV €TMAOYH TNG OPXITEKTOVIKAG TOU TTPAKTOPA KAl
OUYKEKPIPEVA ME €va PEPOG aUTAG TTou agopd Tn Sladikaoia €TTIAOYAG TWV EVEPYEIWV TOU
TTPAKTOPA (action selection).

Otav ava@epouooTe O APXITEKTOVIKN TTPOKTOPWY EVVOOUNE OUCIAOTIKA PEBOBOAOYiES
OXEBIOOUOU TTPOKTOPWY. H TTOIKIAIO TWV OPXITEKTOVIKWY TTOU XPNOIUOTTOIOUVTAl QVTIKOTOTITPICE!
TN GUAAOYIK yvwon yia To TToleg PEBodoI gival XpAoIPEG OTav TTPooTTaB00UE va XTICOUUE Hia
vonpoouvn. Eivar &nAadnf pia cuAloynl yvwong kal HeBOdwV. AIGQOPES TETOIEG APXITEKTOVIKEG
gival ol €¢N1¢:

Behavior-Based Design

Two-and Three layer architectures (Multi-layered)
PRS (Procedural Reasoning Systems)

ACT-R

BOD (Behaviour oriented Design)

Ymir

eviKd KABE auTOVOoUN aPXITEKTOVIKA XPEIAZeTal va €xel Ta €ENG:

e Mia doufy TTou atroTeAsital aTTd UTTOOPABES KAl WIa TTPOCEYYIoN TNG avaTTuéng Tng
Baoikng douAG TNG CUNTIEPIPOPAS Tou TTPAKTOPA, TTEpIAaUBAvovTag avTtiAnwn, dpdon
Kal EKuaenan.

e ‘Eva péoo mou va kataokeuddel eUKOAA aTOUIKEG IKAVOTNTEG YIa TTOAUTTAOKO KABAKoVTA.
AuTO TTPOQAVWG OTTAITEl £va PNXAVIOUS TTOU va Kavovidel TNV €TMAOYR EVEPYEIAG TOU
TTPAKTOPA.

e ‘Eva pnxavioué mou va avTidpd ypriyopa oTiG aAAayEG Tou TTEPIBAANOVTOG. AUTO YEVIKA
TTaipvel TN Mop@r €vOG CUCTAUATOG TTou Aeitoupyei TTApAAAnAa pe Tnv  €mmAoyn
EVEPYEIAG, TO OTT0i0 TTAPAKOAOUBEi TO TTEPIBAAAOVY yia aflOTTPOCEKTA XAPAKTNPIOTIKA 1
yeyovoTa.

H apxITEKTOVIKN TTOU aKOAOUBRBNKE OTN GUYKEKPIPEVN epyaaia gival n BOD (Behaviour
Oriented Design) n oTroia TTePIYPAPETAI AVAAUTIKA TTAPAKATW.

3.1 Mnxaviopog EmAoyng Evépyelag (Action Selection)

O1rwg ava@épBnKe Kal TTPONYOUHEVWS BACIKO OTOIXEIO TNG OPXITEKTOVIKAG TOU TTPAKTOPA TTOU
KaBopilel TN CUUTTEPIPOPA Tou, gival n eMAOYA TNG evépyelidg Tou (action selection). H emAoyn
NG €vEPyEIag €ival O TPOTTOG HPE TOV OTTOIO O TIPAKTOPAG AUvel TO Tpéxov TTPORANUG Tou
dlaAéyovTag Tola Kivnon Ba kdavel pyetd. H emAoyn evépyelag €ival To EKTEAECTIKO PEPOG TNG
vonuoouvng Tou TrpdkTopa. ‘Eva mpoBAnua yia Tnv Katavonaon Tng TIAOYNG EVEPYEIQG Eival O
KaBopIopOg TOu €mMTEDOU  OQAIPEONG TTOU  XPNOIUOTIOIEITAl yIO TOV TTPOCOIOPIONO TG
KEVEPYEIAG». ZTO TTI0 BACIKO ETTITTEDO OQAiPEONG YIAG OTOPIKAG EvEPYEIag Ba uTTopouae va gival
OTIBATTOTE, OTTO TO VO GUCTEAAETAI éva PUIKO KUTTAPO PEXPI TOU VO TTPOKOAEITAI évag TTOAEUOG.
Tumkd yia k@B pnxaviopd €mMAOYAG evéPyeEIag TO OUVOAO Twv OUVOTWV EVEPYEIWV Eival
TTpokabopiopévo kal aTabepd. Ta €idn TTou diakpivovTal €ival Ta EAG:
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3.1.1.Environmental Determinism

Agv UTTAPXEI KavEVA KOBIEPWHEVO GVOMA yIa TO TTOIOG TTIPAYUATIKA gival 0 aTTAOUCTEPOG TPOTTOG
yla va yivel n emAoyr evépyelag vy auto Kal ovopdletal «IMepiBaANOVTIKOG NTETEPUIVIOUOG .
AuTO TO PovTENO UTTOBETEN OTI:

e YTTAPXEl HOVO Evag TTEPIOPICPEVOGS OPIOUGG KATAOTACEWY OTTOU UTTOPEI va Bpebei o
TTPAKTOPAG

e AuTtég ol KaTaoTdoelig aAAnAoavaipoUvTal Kal

o Q1 dpdoeIg uTTOpOUV eUKOAA va XapToypa@nBoUlv o€ KOTaOTACEIG.

MapdAo Tou auTtég oI UTTOBEoEIC WTTOPEl va  @aivovTal €CWTTPAYMATIKEG, £XOUV
XPNOIUOTTOINGEI 0€ APKETA a@nEnUéva HOVTEAD. Z€ auTO TO UNXAVIOUS TIPETTEL Va aTTapiBunBolv
Ol KOTAoTAOEIG OTIG OTToiEG PTTOPEl va Ppebei 0 TTpdkTopag aAAG Kal To TI Ba KAvel o€ KABE pia
atd autég. ‘Eva rapddeiyua Xpriong autou Tou pnxaviopou givar oto Game of Life tou Conway
(Gardner, 1970), To otroio cival éva ALife ouotnua 1ou AauBdver xwpa o€ éva duodidoTaTo
TAEypa. KdBe kuTTapo-keAi Tou TTAEypatog eival évag TrpdkTopag. O Conway utrooTnpilel O
uTTApXOoUV evvéa TTIBavEG TTEPIBAANOVTIKEG KATOOTAOEIG KAl TO pévo TTpdypa Trou Kabopider Tnv
evEpyela 0TO cUOTNUA Tou gival TO TTOOOUG YeiToveG €Xel 0 KABe TTpdkTopag. MTTopei va €xel ammod
0 ¢wg 8 yeitoveg oTo duadidoTato TAEyua. H eikéva TTapakdtw cuvowilel Ta TTapaTTdvw o€
Té00epeG TMBAVEG KOTOOTAOEIG. Av TO KUTTAPO €xel SUO yeiToveg TOTE diatnpel TNV TWPIVN
kardoTtaon dnAadn {wvtavo i vekpd. Av €xel akpIBWS TPEIG YEITOVES TO KUTTAPO gival wvTavo
ave¢dpTnTa atrd TNV TTPOoNyoUuEvn KATAoTaor) Tou aAAG av. £xel TECTEPIG ) TTAPATTAVW YEITOVEG
T6TE €ival vekpo.

0-1 2 3 4-8

die stay be-born die

Eikéva 1: Environmental Determinism : Amrapi8uei 1ig mlavég karaoTdoelg Tou epIBAAAovTOg Kal
AVa@EPEI TI EVEPYEIEG UTTOPOUV VA Yivouv OTNV Kale pia kardotaon. To mapdadeiypa Tou Conway :
Game of Life (Gardner, 1970).

YmrooTtnpidetal. 6T autd TO OUCTNUAO €ival €va OpPKETA pPeaANIOTIKO HOVTEAO TNG
Baktnpiakng wng o€ éva dioko KaAMIEpyEIag HIKPOoRiwy.

O mpoypappaTiopog Tou Enviromental Determinism armraitei éva oluvolo até If-then
evtoAwv. MNa mapddeypao:

if (cell is dead) AND (number-of-neighbors is 3)
then {set cell alive}; /* new cell is born */

if (cell is alive) AND (number-of-neighbors is 2 OR 3)
then {no action}; /* Leave the cell alive */

if (cell is alive AND (number-of-neighbors is NOT 2 OR 3)
then {set cell dead}; /*lonely or over-crowded cells die*/

if (cell is dead) AND (number-of-neighbors is NOT 3)
then {no action}; /* leave cell dead */

Mapaywyr) Zuptrepipopdg MpakTépwv Pe TN XPron Tou pnxaviopou emAoyng evépyeiag POSH



Metatrruxiakn AiatpiBn Aikatepiva TupoBoAd

3.1.2.Finite State Machine

[evikdTEPA OI TTPOYPAUMATIOTEG TTPOTIMOUV VA OKEQPTOVTAI YIO TOUG TTPAKTOPES TTapd yia TO
mePIBAANov. 'ETOI 01 TTpoypauuaTioTéG Bpiokouv o atTAd va avatrTUoo0oUV TOV KWwdlka yupw
atrd TIG dpdoelg Kal Xl YUpw atrd Ta yeyovota. O 1o ouvhABOng TpOTTOG yia Tov EAeyXO TTOAAWV
MNXaVNUATWY, KUPIWG EUQUWV EIKOVIKWY TTPAKTOPWY Yyia PiveToTraixvidia, eivar-o Finite State
Machine (FSM). Autdg o pnxaviopog TTpoUTToBETEl TA EENG:

e ATmapiBunon Twv KATaoTACEwWVY TTou PTTopEi va BpeBei évag TTpAKTOpag
e [epiypa@n Twv aImwyv TTou Ba avaykdoouv Tov TTPAKTopa va aAAdgel BEon.

MNa 10 pnxaviopd emAoyAg evépyelag oTo ouoTnua- Alife, utroBéToupe OTI KAGBe
KardoTtaon eival autr yia Tnv oTToia KABE TTPAKTOPAG WTTOPEI VO EKTEAECEL IO OUYKEKPIUEVN
evépyela. Na 1o mapddeiyya a Game of Life rpéTrel va oke@TOUPE TO KUTTAPO-TTIPAKTOPA VA
EKQPACel dUO CUUTTEPIPOPEG, TO Va gival {wvTavo r) To va gival vekpo. H Tekunpiwon tou FSM
TpéTTel va TrepIAapBavel éva didypappa (Eikéva 2).

1,4-8 neighbours

| | dead | 1,2 4-8
/ \ | neighbours

2,3
neighboursa

3 neighbours

Eikéva 2: Finite State Machines : AmrapiOuei kG0g mBav KATACTACT OTNV OTroia JTTopEi va Bpedei
O TTPAKTOPAG , TIG EVEPYEIEG TTOU UTTOPEI VA KAVEI Kal Ta TTEPIBAAAOVTIKG AITPOOTITA TTOU UTTOPOUV

va Kavouv Tov TTpdkTopa va aAAdéel kardoTaon: To rapadeiypa ivai 1o idio pe To (Game of Life)

TTOU aVA@PEPONKE TTI0 TFAVW.

O kwdikag TTpétmel va TrepIAaUBAver TIG TTOavEG PeTABACEIG, OJAdOTTOINUEVES ATTO KABE
KardoTaon;:

/* MetoaBd&oe g and tnv kathotoon DEAD */
if (self dead) AND (number-of-neighbors is 3)
then (self be-born);

/* MetoaRd&oeic amd tnv kat&otoaon ALIVE */
if (self alive) AND ( (number-of-neighbors NOT in {2,3})
then (self die);

MNa va eipaoTe Mo TUTTKOI, éva Finite State Machine Ba Trpémer mmiong va amapiOuei
O6Aa Ta mMOava TePIBAAOVTIKA yeyovoTa, KOl va TTPOCdIoPifel TIG TTEPITITWOEIG OTIG OTTOiEG OeV
TTPAYUATOTTOIEITAI KAMia aAAay.
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Mpéter va yivel avTIANTITO OTI Kal OTov TTEPIBAAAOVTIKO VTETEPUIVIOUO Kal oTa Finite State
Machines o TpoypapuaTioTAG Xpeldletal va dnuioupynoel SIOKPITEG KATNYOpieg yia T
TEPIBAANOVTIKA yeyovoTa Kal TIG EVEPYEIEG TNG CUUTIEPIPOPAS Tou TIpakTopad. O povadikég
dlaopég gival 6T ota FSM o TTpoypauuaTioTh g XpEIadeTal va atmapiOuAcEl TIG KATAOTAOEIG TTOU
pTTOPE VO BpeBei évag TTPAKTOPAG Kal OTI Ol EVEPYEIEG TTOU UTTOPET va KAVEL O TTPAKTOPAG €ival
OUVOEDEPEVEG UE QUTEG TIG KATAOTAOCEIG, KAl OXI ME TIG TTEPIBAAAOVTIKEG KATAOTACEIG.

O1 TepIoOdTEPOI TTPAKTOPEG, PUOIKA, £XOUV TTEPICOOTEPEG ATTO dUO dUVATEG EVEPYEIEG.
Edv utrdpxel CuyKeKpINEVOG TPOTTOG TNG PETARAONG attd KABE evépyela OTnV €TTOUEVN, TOTE TA
FSM eival évag KaAOG TPOTTOG TTEPIYPAPAS TNG CUNTTEPIPOPAS. QOTOCO €AV N. CUUTTEPIPOPA
eTNPEeddeTal o peydho Babud atmd 1o TEPIBEGANOV Kal TO TTEPIBAAAOV gival dUVAUIKO Kal
ATTPOPBAETITO, TOTE PTTOPEI VA UTTAPXOUV PETARATEIS aTTd KABE KATAOTAON O€ OTTOIOdNTIOTE AAAN
kardoTtaon. ‘ETol o€ kdBe kaivoupia IKavoTnTa TTou Ba TTPOCTIBETaI OTOV TTPAKTOPA Ba TTPETTEI VA
TTPOCTIBEVTAI KAl 01 avTioTOIXEG METARAOEIS yia KABe KaTtdoTaon Kal evépyeld. AuTo eival apkeTa
TTOAUTTAOKO Kal XpovoPBopo av AdBoupe uttoywn pog 6T 0 aplBudg Twv HETABAcewy (Kal
ETTOUEVWG TO HEYEBOG TOUu KwAIKA) augdveral ekBeTIKA, a@ol yia- N kOuBoug TTpéTrel va
utrdpyxouv N-1 petaBdoeigc o autolg. Oa ATav KOAUTEPO va- UTTAPXEL €vag TPOTTOG va
TTPOYPANMATICOUE TO HNXAVIOUO ETTIAOYNAG EVEPYEIAG £TOT WOTE O KWOIKAG TOU VA UNV PEYAAWVEI
TI0 YPAYOopPa a1Td TO ApIBUO Twv TMOAVWY EVEPYEIWV.

MapakdTw akoAouBei éva TTapadEIyua OTTOU 01 TIPAKTOPEG EXOUV VA TTIO avOPWTTOEIBEG
€id0¢ vonuoouvng Kal TrTepvouv Ta €€AG aTAdIa: QAEPT, appaBwvag, oTNV EKKANGia Kal yauog.

‘Eva FSM yia Tov TTpdKTOopa €ival 1O -akOAOUBO. Xwpig TIG PETABACEIG PETALU Twv
KATAOTACEWV:

T

engaged

‘\/

Eikéva 3: MNapadeiypa Finite State Machine xwpig 1ig perafdosig. O S1TAGg KUKAOG onuaivel To
TEPMATIKO OTASI0 6TTOU K TEPHATI(eTaI N €TMIAOYN Spdong.

To mpoBAnua avakuTTel, 6tav TTpooTrabolpe va emonudavouue TG peTapdosg. MNa
TTapadeiypa KAToIog Ba utropei va TTagl oTnv EKKANCIa g€ 0TToI0dNTTOTE OTAdIO TNG WG TOU Kal
Oxl POVO yIa va TTavTpeuTEi. ETTiong o yduog ptropei va pnv givalr 1o Tepuatikd otadio yia
KaTTolov. Mepikoi pTTopei va ouvexiCouv va @AEPTAPOUV Kal UTTopouv va appaBwviacTouv Eava.
TNV TTPAYHATIKOTNTA TO TEPHATIKO OTABIO €ival 0 BAvVOTOG TTOU UTTOpEi va £pBel o€ OTTOI0OATIOTE
oTaodIOo (sIkGva 4).
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T
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Eikéva 4: Napadeiypa Finite State Machine xwpig Tig peTafdoeig.

dead

married

)

To mpoBAnua pe Ta FSM civar 611 TTPETEN VO QVOTTAPACTHOOUV OAEG TIG TTIBAVEG
petapdoeig yia Tov TpakTopa. ANG yia Tn dnuioupyia evOg TTPAKTOPA TTOU VA AEITOUPYEI OWaTA
TPETTEI va KaBopioToUv POVO o1 PETARACEIG TIG OTToieg KAveEl UOVOG TOU O TTPAKTOPOG. TNV
TpayuaTikéTnTa oTnv Texvntr) Nonuoouvn yia a@npnuéVES TTPOCONOIWTEIS, YEVIKA TO HGVO TTOU
XPeIalouaaTeE gival va avattapAyou e TIG HETARAOEIS TIG OTTOIEG O TTPAKTOPAG AOYIKA Ba JIaAEEe!
yla Tnv €mdiwén Twv GTOXWV TOU.

3.1.3.Basic Reactive Plans

Ta Basic Reactive Plans (BRP) civai €va €ido¢ avTidpaoTikoUu oxediaouou (reactive planning).
To reactive planning ) aAAiwwg Dynamic planning €ival évag unxaviouog TMAOYAG EVEPYEIQG EVOG
TIPAKTOPA TTOU BPICKETAI O€ PO KATAOTOON CUPQWVA WE TOV OTToiov éva aUoTnua OlaAéyel TI
evépyela Ba kavel Baagiouévo o€ pia utTadpyxouca doun 6edouévwy. AuTo TTou KAvel TO oUCTNUa
ouvapiké cival 61T n amégacn auth Bacifetal oTnv TWPIVH KaTdoTacon Tou TepIBAANOVTOG, TNV
otroia avTiIAauBaveTal 0 TTPAKTOPAS péoa atmmd Toug aiobntrpeg Tou. Ouwg av o TTPAKTOPAG
avTIOPAG POVo OTIG aAAayEG Tou TTEPIBAAAOVTOG UTTOPET va UTTAPEEl avaTToPacIoTIKOTNTO YETAEU
Twv oTOXwv. 'ETo1 éva duvapikd TTAGvo xpnoipoTroisi éva €idog eCWTEPIKNG KATAoTaong TTou
TTapakoAouBEi Toug TwPIVoUG OTOXOUG TOU TTPAKTOPA.

‘ETo1 éva BRP armraitei- pepikég mapadox£g. MNa mapdderyua ommaitei 011 o TPAKTopag va
£XEl KATTOIO OTOXO Kal KATTOIO OUVOAO EVEPYEIWV TIOU MTTOPEI va €KTEAEOEl, WOTE va TOV
odnyrnoouv va TETUXEl TO 0TOXO0 auTo. To BRP gival pia Aiota TrpoTtepaidtnTag Twv TTPAgewv-
EVEPYEIWV QUTWYV. H o onuavTikr evépyela gival auTh PE TNV OTToia TTETUXAIVEI TO OTOXO, N
OeUTEPN TTIO CNUAVTIKN €iVal QUTH TTOU EVEPYOTTOIET TNV TTIO ONUAVTIKI TTPAEN, Kal oUTw KABEEAG.

Edv o TpaKTOpag PTTOPEI VO EKTEAETEI TNV TTIO ONUOVTIKN TTPAEN, TOTE dev XpeldleTal va
ekTENEDEl TIG UTTOAOITTEG. 'Evag avTIdpaoTIKOG oxedlaopdg UTTOPEl va avayvwpioel autr) Tnv
KOTAoTOOTN, KAVOVTAG TOV TIPAKTOPA VO CUUTTEPIQPEPETAI avAAoya e TIG OEDOPEVEG TUVONKEG
eMAEYOVTag atmd TO GUVOAO Twv dpdcewv TTou £xel oTn OIGBecr) Tou POVO QUTEG TToU Eivail
XPNOIYES OTIG OEDONEVEG KATAOTACEIG. AUTO onuaivel 0TI KABe evépyeia ouvoEeTal OxI JOVO HE
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TNV TTPOTEPAIOTNTA OAAG KOl JE PIG QVTIANTITIKA GUVOAKN N OTToia TNG €MTPETTEI VA yVwpilel TO
TTOTE UTTOPEI va eKTEAEOTEI N evépyela auTh. AUuTO €ival onUavTIKO KAl yid TOV KOIPOOKOTTIONO
(TTapakauTITOVTaG Ta TTEPITTA BripoTa ot éva cuufamkd ox€S0I0) aAAG Kal yia TNV €upwaoTia
(mBavwg eTavoAauBdvovTag Ta BAuaTa €dv atTOTUXOUV 1 oV TTPETTEI VA ETTAVOANPTOUV- OTTWG TO
oKAWIPo evog TTNyadIiou PExpl va Ppedei vepd ).

AvTi va xpeldgeTal va UTTAPYEl AKPIBAG KWAIKAG yIa TO TIWG Vo avayvwpiletal KABe
molavr peTdpacn PeTagl evepyelwyv, €vag BRP mTpoypaupatioTAg XpelddeTal pdvo Tov Kwolka
yla To TG Ba avayvwpeileTal n KATdoTaon oTnv oTToia KABE evépyela. UTTOPED va TTUpodoTnBEi,
Mia SdouAeld TTou yiveral amAouoTepn OTav Kapia KAAUTEpN (UWNASTEPNG TTPOTEPAIOTNTAG)
evépyela de utropei va mrupodotnBei. Autd onuaivel 6Tl yia KEBe evépyela, O TTPOYPANMATIOTAG
TPETTEI va TTPOYPApPaTioel pévo pia KaTdoTaon: TIG €AAXIOTEG ATTQAITHOEIG OTTOU N EvEPYEIX
uTTOPEN Va @avel Xprioiun. Aev uttTapxel AGYog va TTEPIYPOQEi TO TTOTE [Ia evépyela Ba TTPETTEl va
TTapaAelpOei, dIOTI auTo gival KWAIKOTTOINPEVO ATT TNV TTPOTEPAIOTNTA Péoa 0TO BRP.

MNa va yivouv autd 1o karavontd €0Tw OTI OTO TTPONYOUNEVO TTAPAdEIYUA UTTOBETOUNE
611 0 TIPAKTOPAG €ival "ayvog™ Kal Xwpig TTovnpEéG TTPoBEaElg. 2TOX0G Tou gival va TTavTpeuTei. MNa
VO TTOVTPEUTEI O TTPAKTOPAG TTPETTEl VA €ival oThV eKKANTIa, aAAd dev uttdpxel Adyog va Trdel
oTnNV €KKANCia Xwpig va £xel appaBwvIacTIKIA Kal Oev PTTOPET va £XEl appaBwVIacTIKIA XWwpPIig va
£xel appapwviacTei. EAv dev €xel appaBwviaoTel TIPETTEI TTPWTA VA QAEPTAPEL. TO QAEPT £XEI KAl
auTé TTPOaTTAITOUNEVA, OAAG yIa AGyoug aTTAOTNTOG OTOUOTANE £QW).

MapakdaTtw ¢aiveral To BRP Tou rapadeiyuaTog :

1 (fiancé present AND in church) > marry

2: (fiancé present) > go to church

3 (engaged) > go to fiancé

4. (receiving attention) > become engaged
5: 0 2, flirt

O1 apiBuoi ota apioTepd deixvouv Tn G€IpA TTPOTEPAIATNTAG, WE TO 1 va avTIOTOoIXE OTnV
uwnAoTepn. ‘ETol av BpiokeTal oTnv €KKANGia Kal Ogv. UTTAPXEl TTapoUaa N apPaBwvIacTIKIA dev
pTTOPEl va TravTpeuTei. H appafwviacTikid ptropei va uttdpxel aAAd va un BpiokeTal ekeivn
oTiyu padi Tou. Av degv umtdpxel KaBOAou appafwviacTiKid evvoeital 6T dgv UTTOPEi va
TTavTpeuTel aAAG pTTOpEl va @AepTdpel. EkTOg @uoikd av idn Aaufdvel Tpocoxr| (receiving
attention) (dpa TTapaAcitreTal To OTASIO TOU QAEPT), OTTOTE TOTE WTTOPEI va ApPABWVIACTE Kal
oTnv €TTOPEVN eTavAANYn va TTavTpeuTei uttoBETOoVTaG BERaia OTI TiTToTa dev €XEl Yivel TTOU va
£XEl ATTOMOKPUVEL TN VEQ APPAPBWVIOCTIKIA aTTO TNV €KKANCIa PETAEU TWV TTPOYPAUMATIOTIKWY
KUKAwv. ATTé Tnv. GAAn TTAeUpd €vag TOV. OTTOI0 OEV TTPOCEXOUV TTOTE, WTTOPEI va QAEPTApPEI
ouveXWG 1, av Eaevika avTIAngBei 6Tl eival appaBwviacuévog engaged (iowg atrd Tpoevid), va
TapaAeipel 10 oTddio go to fiancé. Av. BpiokeTal oTnv €KKAnGia Kal n appafwviacTiKid €ival
TTapouoa TOTE TTAVTPEUETAI (IKAVOTTOIE TO GTOXO TOU).

Mpogavwg TrpoypappaTiCovtag autd 1o BRP ae FSM Ba xpeialdtav Touldyxiotov 25
YPOAMMEG, UTTOBETOVTOG OTI. 0 OTOXOG XPEIGZETAl PO YPOUMNA Yia va TTEPIypa@Tei Kai KGO mbavn
METABaon PETOEU KOTOOTAOEWY UTTOPEI va TTEPIypa@Tel e pia ypauun. Opoiwg, évag peydlog
apIBu6g mMOavwv  TTEPIBOANOVTIKWYV KOTOOTACEWV £XOUV ayvonBei oav pn OXETIKEG PE TNV
emodiwén Tou OTOXOU TOu TTPAKTOPA.

MNa 6An auth TNV «KoPWOTNTA Touy, To BRP gival atrAd va TTpoypappaTioTel O€ APKETEG

yAwooegg TpoypappaTiopou. OuciaoTikd 1o BRP mpoépyxetal ammd éva cuuBaTikd, Siadoxikod
ox€010, yia TTapAdeIyua :

flirt - become engaged - go to church 2 get married

To BRP atmmAd avTioTpEPEl TN OEIpd Kal PETA OPICEl Eva UNXAVIOPO TTOU avayvwpilel TO
TTOTE PTTOPEI va evepyoTToinBei kaBe aToiyeio.
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Mo avaAuTikd, ato BRP kB¢ Bripa (ouciaoTikd kGBe aTdx0g) gival pia TAsidda (1T, p, a)
OTTOU T €ival N TTPOTEPAIOTNTA, P €ival 0 EAeuBepwTAG (releaser) kai a eivar n evépyela. Eva BRP
gival éva agUvoAo TETOIWV BNUATWY CUVOQWY UE MIa ouvlnkn otoxou. To p. e€ival autd TTou
KaBopilel To TTOTE UTTOPE] va eKTEAEOTEI TO BAA. To a PTTopEi va gival pia TTpWTAPXIKK EVEPYEIQ,
éva GAAo BRP 1y pia atrAr) akoAouBia (TTou TTepIyPAQETAl avaAUTIKG TTAPAKATW).

H oeipd 1Tou Ba ekTeAeoTOUV Ta BrpaTa e§apTaTal atrd TO TT KAl o110 T0 p. TO p onuaivel
OTI UTTOPOUV va eKTEAEOTOUV TO BAUATA KAI TO TT TTOIO UTTOPEI VO eKTEAEDTEN TTPWTO. AV dUO
BripaTa, TTou PTTOPOUV va eKTEAEOTOUV, £X0UV TO id10 1T, TOTE ETTIAEYETAL VA ATTO aUTA Tuxaia. Av
kavéva Brpa dev PtTopei va ekteAeoTel T6TE To BRP TepuarideTal. Zuvnbwg 1o TTpwTto BAMG OTO
BRP ¢ivar n ouvlrkn otoxou. To p1 o€ authi Thv TIEPITITWON avayvwpilel 6T To- BRP eival
EMTUXEG Kal To a1 TepuariCel To BRP. 'Eva GAAo trapddeiypya 1Tou. Ba pag Bonbrioel otnv
karavonon tou BRP gival To TTapakdrw.

‘EoTw 0TI éxoupe évav KOO0 TToU aTTOTEAEITAI ATTO CWPOUG XPWHATIOTWY. TOURAWV Kal O
TTPAKTOPAG BEAOUNE VO KPATHOEI TO PTTAE TOURAO. TATE €XOUE TO €EAG :

Priority Releaser = Action
4 (holding block) (block blue) = goal
3 (holding block) = drop-held. lose-fixation
2 (fixated-on blue) = grasp-top-of-stack
1 (blue-in-scene) = fixate-blue

2€ QUTAV TNV TTEPITITWAN N TTPOTEPAIOTNTA TTOU QAiVETAI OTA APIOTEPA €ival auoTNPWG
apIBunuévn yia kabe BEan, pe uwnAdTEPN QUTA GTNV KOPUYN).

YT1roBEToUupE TNV TTEPITITWON OTTOU 0 KOCUOG ATTOTEAEITO ATTO €éva CwPO aTTO £€va KOKKIVO
TOUBAO Tavw o¢ éva PtmAe. EAv o TpakTopag dev. €xel Bpel akdua 1o UTTAE TOURAO TIpIv
gvepyotroinBei To TAGvo autod (Kar dev KpaTtd TitroTa) , TOTE N TTPWTN Kivnon Ba gival auTr) ye Tov
ap1Buo 1 yiari gival n govadikr) TNG OTToiag 0 atreAsuBepwWTNG TNG IKavoTrolgiTal. Edv agav pépog
TOU TTPONYoUuEVOU TTAGVOU, O TIPAKTOPAG £xel €0TIACEl oTO WUTTAE TOUBAO, n kivnon 1 Ba
atro@euxBei  yiari oTnv ‘kKivnon 2, TToU €Xel- UWNAGTEPN TTPOTEPAIOTNTA, IKAVOTTOIEITAI O
atTeAeUBEPWTAG TNG. MOAIS vivel n- eoTiaon (fixation), To oToixeio 2 Ba TTupodoTtnBei. Edv TO
mdoiho Tou ToURAoU gival emTUXNG TOTE Ba akoAoubrioel To oToixeio 3 aAAig Ba eTTavaAn@Oei
10 2. Av utroB¢é00upE OTI TO KOKKIVO TOUBAO TO £XEl TTIACEl KOl TO €XEI OTTOPPIYEl, N ETTOPEVN
EMTUXAG Kivnan Tou OToIXEiou 2 Ba €xel WG ATTOTEAECUA va KPATAEl O TTPAKTOPAG TO WTTAE
MTTAOK, TTOU @' auTd To anueio To oTOoIXEIO 4 Ba KATaAABEl OTI 0 OTOXOG £xel EKTTANPWOEI kKai Ba
TepMaTioel To TTAGvo. AuTd To aTTAG avTIOPACTIKG TTAGVO PTTOPEI va TTapdyel éva PeydAo apiBuo
a1Té akoAouBieg. 210 TTAQICIO0 TOU KOKKIVOU TOUBAOU TTAVW OTO UTTAE, UTTOPOUME VO TTEPIUEVOUME
va ekTeAeaTEl TO OXEDI0 1-2—-3—-1-2—4. ANAG av o TTpAKTOPag £x€l (1dn E0TIACEI OTO PTTAE TOURAO
Kal aTTOTUXEl va TTIACEl TO KOKKIVO JE TNV TTPWTN TTpooTTdbeia, T161e To TTAGvo Ba sival wg €EAG:
2-1-2-3-1-2-4. To av1idpacTikd TTAGvo cival To idI0 EUPWOTO KAl KAIPOOKOTTIKO O€ OAAayEg
TTOU PTTOPOUV-va TTPOKANBOUV: Kal aTTd £€vav AAAO TTPAKTOPA.

To Baoikoé oToixeio Tou BRP eival 611 eival eUkoAo va oxediaoTei. [Na tn dnuioupyia Tou,
0 oXedIAOTAG PAVTACETAI TO XEIPOTEPO OEVAPIO YIO TNV ETTEUEN TOU OTOXOU QYVOWVTAG TA
TEPITTA Pripata. Or TTpoTEPAIOTNTEG Yia KGBe Briua kabopifovTal PE TNV avTioTpoPn oEIpd atrod
QUTI TTOU EKTEAEOTNKAV TA BrMATA. ZTn CUVEXEIQ TOTTOBETOUVTAI TA TIPOATTAITOUMEVA, EEKIVIOIVTAG
a1Té 70 UYNAOTEPNG TTPOTEPQIOTNTAG Brpa, Ta oTToia kaBopifouv TTOTE PTTOPEi va TTUPOdOTNOE.
270 TTaPATTAvW TTaPAdEIYUa Ta TTpoaTTaIToupeva eival To blue-in-scene, fixated-on-blue KATT..

Edv pia evépyeia ouvéxela amoTtuyyavel (yia mapadeiypa n grasp-top-of-stack) 161e 10
BRP Ba odnynbei oe arépuovo Ppdyxo. Tn Auon €dw Tmapéxouv Ta competences Trou
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xpnoigotroiei To POSH, 6mwg Ba douue Trapakdatw. ETriong 11 yiverar 6tav B€Aoupe o oTOX0G
TOU TTPAKTOPA VA PNV ETTITUYXAVETAI TTOTE; MNa TTapddelyua 0 0TOX0G VOGS TIPAKTOPAG VA Eival N
emBiwon Tou oTov KG6opo. Tn AUon €dw Oivel TTAAI To Posh ue Tn xprion Twv. Drive Collection
TToU Ba doUpE £TTIONG OTO ETTOUEVO KEQPAAAIO.

3.1.4. POSH Reactive Plans

Mepikoi TIPAKTOPES €XOUV TTAPATTAVW ATTO BUO OTOXOUG. MNepalTEpw, TTOANEG «EVEPYEIEGH UTTOPEI
va arTaItolv KATToleG TTOAOATTAEG UTTO-EVEPYEIES VI VA TTPAYHATOTTOINOOUV, KOl AUTEG [E Th OEIpd
TOUG PTTOPEI va atraitouv éva BRP, yia va TIg opyavwaoEl.

2Upowva pe Tnv Bryson (Bryson 2000a) uttdpyouv Tpia €idn TTPOoRANWATWY TTOU TTPETTEI
Va QVTIPETWTTIOTOUV :

e Mepikd mpdypaTa TTPETEl va eAéyxovTal dlapkwg. To TTapdadeiypa: évag duvardg
B6puBog Ba kavel KATTOIOV va OTAPATACE! OTIOATTOTE KAl av KAVEI Kal VO yupioel TO
BAéuua TOU TIPOG TNV KaTEUBUvVON TTOU Akouoe TO B6pufo,  XWPIG OTTOINdNTTOTE
ouveldnTA emeEepyaaia TNG AITiag TTou TTPOKAAETE TNV aAAayr] TG TTPOCOXNAG TOU.

o Mepikd TpAydaTa  XPEIAZeTal va eAéyxovTal TTOAU oTravia. Mo mapddeiyua: orav
KATTOI0G TTEPTTATAEL, £XEI éva AgIOTNIOTO TTAAVO YIa TOV EAEYXO TwV TTOBIWV TOU TO OTTOI0
gival e TN O€IPA TOU XOPAKTNEIOTIKO TOU ETIPEPOUG PNUATIOUOU ToUu. @a ATAv TTOAU
QOUVABIOTO va TTPOTEXEl ) va TTPOCTTa0E va eAEYEEI TOUG PUEG TTOU EUTTAEKOVTAL.

o Mepik& TTpAyHaTA TTPETTEI VA EAEYXOVTAI OVO OE OGUYKEKPIPEVEG TTEPITITWOEIG, AAAG O€
ammpOBAeTITn oeipd. MNa TTapddelyua, Av. KATTOI0G AUvVEL Eva TTACA, uTTopEi va €xel éva
OUVOAO aTTO KAVOVEG OXETIKA WE TO TTOU. BpiokovTal T& OKPIVA KOPUATIO 1) KOUUATIO JE
MIa OUYKEKPIYEVN aATTOXPWON TOU WTTAE TTAVW Toug. AvTtiBeta pe Tnv KatdoTaon
TTEPTTATAUATOG OEV UTTOPEI KAVEIG va TTPORAEWEl TTWG Ba €ival TO ETTOPEVO KOUMATI TTOU
Ba Tpapnel TNV TTPOCOXN TOU Kol £TCI Ogv- UTTOPEI va oxedidoel pia ocipd €K TwV
TpoTépwy. AuTH gival n KaTdoTaon TTou xpeldleTal éva BRP.

Mtopei va @aivetal omAd T TAVTQ. va avarrapiotavral cav  éva  Ceuyog
aiobnong/dpdong, onAadn éva. TepdoTio BRP. Oupwg dev ugiotatar (gival utToAOyIOTIKA
0UoYpPNOTO) va £xeIg KABe mOavr) IKavoTNTa TTOU VO aTTaiTel autd To €TTITTEd0 TTPOCOXNAG Kal va
€ival Kal GUVEXWG TTPOCTTEAACIUN.

H Bryson avamtufe éva pnxaviopod emAoyng dpAong TToU UTTOOTNPICEl Kal TIG TPEIG
TTaPATTAVW KATOOTACEIG HE TPEIG TUTTOUG QVATIAPACTACNS Kal Jia peBodoAoyia avAatrTuéng mou
kaBopilel oTE va e@apuootei To kaBéva (Bryson and Stein, 2001b; Bryson, 2001). H
peBodoAoyia  avdmTugng ovopdletar BOD (Behaviour Oriented Design) kai givar  pia
emavaAnTiTiki diadikacia Tou kaBopilel TTol0g PNXaviopog emAoyAg dpdong Ba xpnoipoTroinOei
aAAG Kal TNV BIOKPITOTNTA - TWV APXIKWVY evEPYEIWV. O apXIKEG EVEPYEIEG KWOIKOTTOIOUVTAl AV
EVOTNTEG CUMPTIEPIPOPAG “TTOU QVTIOTOIXOUV O€ avTiKEipeva. MNepioadTePEG TTANPOPOPIES yIa TO
BOD utrdpyouv TTapakdTw oTo Ke@dAaio 3.4.

O avTITTPOOWTIEUTIKOG OKEAETOG yia Tnv emAoyf dpdong Tou BOD ovopdletar Parallel
rooted, Ordered, Slip-stack Hierarchical (POSH) reactive plans. To Posh avamruxbnke atrd tnv
Joanna Bryson ota mAaioia tng d18akTopIkrg TG diatpifrig 1o 2001, n omoia agopouce Tn
OIauOPPWAN Kal TO GUVTOVIOUO TTOAUTTAOKWY KAl TIPOCAPHOCIUWY EUQUWV TTPAKTOPWV.

Ta POSH mAdva Tmepiéxouv Tévie €idn oToixeiwv. lMpwTta €ival o TTPWTAPYXIKES
evépyeleg (actions) ka1 aicBnoeIg (senses).

O1 TTpwTaPXIKES EVEPYEIEG €ival OI BACIKEG EVEPYEIEG TTOU UTTOPEI VO KAVEI O TIPAKTOPAG
oTo TEPIBAAAOV yIa TTAPAdEIYUA TO va TTEPTTATA, va TPEXE!, va TINOAEl, va TPwel KATT. AUTEG Ol
evépyeleg gival o Kabopiopéveg ammod TNV TTAATQOPUA AoyICMIKOU TToU Ba XPNOIMOTTOINCOUUE
kal Oev Ba xpelaoTei, TOUAGXIOTOV yIa TN CUYKEKPIPEVN Epyaaia va TiIg Treipdéoupe. To idlo agopd
Kal TIG aloBnoelg. AioBroeig gival To TI BAETTEI O TIPAKTOPAG YUPW TOU, TTOIA €iVAI I ECWTEPIKT TOU
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KaTaoTaon dnAadn av Treivael, av dIYdel, av gival KOUPATHEVOG, KATT. O1 dIaQopég PETAEU Twv
TIPWTOPXIKWVY EVEPYEIWV KaI TwV AloBRcewv gival ol €ENG:

e EmMOTPOQN TIHWV: O TIPWTAPXIKEG EVEPYEIEG OEV ETTIOTPEPOUV KAUIA OUCIACTIKN TIUA,
EKTOG TNG TIEPITITWONG AKPAIOG OTTOTUXIAG, €V Ol aIoBROEIg (senses) ETIoTPEPOUV
OUCIOOTIKEG TIMEG TTOU UTTOPOUV va XpnolyoTroinBolv w¢ TPOoUTTOBEcEIG yiIa ThV
EKTENEON EVEPYEILIV

e AMNayn oto mepiBaArov: O1 aioBroeig dev PTTopoUV va QEPOUV Kauia aAAayr) oTov
KOOPO €VW Ol TTPWTAPXIKEG EVEPYEIEG UTTOPOUV VA ETTIPEPOUV - AAAAYEG aANGlovTag
TTpAyhata otov K6opo. MNa mapddeiyua: H evépyela «Tpww éva PRAo» emQEpel aAlayr
oTov KOOWO, €pO0OV TO PAAO TTPETTEl VA £6a@avIoTEl atmd autov pooov, Gaywdei. H
aiobnon Opwg «BAETTW éva urAo» Bev Epel Kapia aAAayr).

Ta dAAa Tpia €idn oToixeiwv oTa oxédia POSH eival Taaction patterns ra competences
kal Ta drive collections.

Action Patterns

To Posh xpnoiyotroiei autd 10 OTOIXEIO YO va TTEPIYPAQEl aTTAEG akoAoubBieg kivrioewv. Ta
action patterns eival atTAég akoAouBieg (simple sequences) evepyEIWV. Kal XpNOIUOTTolouvTal aTrd
v BOD vyia va koAUgouv Tnv 2" Kat@otacn Trou ava@épOnke TTponyoupévws «Mepika
TTPAYHATA XPEIGZETAl VO EAEYXOVTAI TTOAU OTTAVIO».

Mia dopry Bepehiwdoug onuaciog gival o AKOAOUBIEG aTTO TTPWTAPXIKEG EVEPYEIEG (i, i2,
..., In). AUTO TO €i00G GTOIXEIOU Eival aNUAVTIKOG yia dUo TTpdyuaTa:

o Emmpétrel 010 0XEDIAOTA TOU TTPAKTOPA VA SIATNPEI TO UCTANA ATTAS Kal
o EmmpétTel ypriyopn BEATIOTOTIOINGN TWV OTOIXEIWV TTOU TPEXOUV O€ O€IPd.

Extéheon Tng akoAoubBiag -onuaiver. ‘Evauopa  Tng akoAouBiag petd amd TNV
atreAeUBEPWON TNG TTPWTNG €EVEPYEIQS i yia ekTEAean. H oAokAnpwon piag evépyeiag (i)
oTTEAEUBEPWVEI TNV ETTOMEVN (i 141) HEXPI VO UNV UTTAPXOUV GAAQ EVEPYE OTOIXEIO- EVEPYEIEG.

H akoAouBia cival éva PEPOG TOu €AEyXOU, Ta OTOIXEIO WTTOPEI VA EKTEAEOTOUV Kal ME
GAAEG OelpEg o AANEG aKOAOUBIEG.

To yeyovdg OTI Ta OTOIXEIa ‘TG aKoAouBiag atreAeuBepwvovTal, OTav TEAEIWOEl TO
TTponyoUPEVO TOUG GTOIXEIO €ival xprioio o€ TrepIBAAAovTa TTpayuaTikol Xpoévou. Kai 1o
YEYOVOG OTI KataoTEAAovTal vepyd aTTd Tnv UTTapén Tou TTponyoUuevoU Toug OToIxXEiou augdvel
TNV EUPWOTIO TOU GXEGIOU-TTAGVOU:

levikéTEPA oI akoAouBieg fonBolv aTo va UTTAPXEl YPAYOPOS Kal aTTAOG £AEYXOG TwV
KOTAOTACEWV, OTIOU OI KIVHOEIG akoAouBouv n pia TRV GAAn. Opwg o €Aeyxog auTog ouxva gival
OUVOETOG aPOoU eUTTAEKOVTAI OI - IKaVOTNTEG TOU TTEPIBAAAOVTOG aAAG Kal Tou TTpdkTopa. ApPKETA
€idn yeyovoTwy JtTopei va €Io0BAANouv KaTd Tnv TeAEioTToinon piag PEAAOVTIKAG akoAoubiag
Kivicewv. Ta €idn autd cival dUo KATnyopIwy :

e - Mepikég DUOKOAIEG i} EUKaIPiEG PTTOPEI va avaykAdoouv TNV TwpPIvVA oEIpd Twv KIVACEWY
va aAAagel (reordering).

e MepikG oToIxeia . (evépyeleg) pTTOPEl va xpelaoTouv va emmavaAn@Bolv kai dAAa va
atroppIPBoly.

e MepIkd yeyovoTa, OTTWG évag Kivouvog ) attAd éva aitTnuad, YTTOPEi va aTTaITAoouV Tn
Xpnoigotroinon MIag TeAEiwg dIOPOPETIKAG akoAouBiag pe GAAeG evépyeleg atmd 1o va
oAokANpwOei N TwpIvA akoAoubia.

'’ autd 10 Posh xpnoiyotroiei Ta GAAa dUo €idn oToixeiwv , Ta Competences kai Ta
Drive collections.
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Competences

Ta Competences cival pia popery BRP (10 omroio ava@épbnke avaAuTiKd OTO UTTOKEQAAQIO
3.1.3) ka1 xpnoigotroioUvTal oto BOD yia va kaAugouv Tnv 3" Kat@oTacn TTou avapépenke
TTPONYOUNEVWG «MEPIKA TTPAYHATA TTPETTEI VA EAEYXOVTAI JOVO OE OUYKEKPIUEVES TTEPITITWOEIGY.
Otmwg kal To action pattern, éto1 kar Ta competences €0TIG{ouv TNV TTPOCOXH TOUG OE £va
OUYKEKPIPEVO OUVOAO atTd oToIXEia KATAANAG yia va eKTEAEOOUV MIO OUYKEKPIPEVN EVEPYEIQ.
‘Eva Competence gival xprioiyo 4tav 1a oToIxEia dgv UTTOPOUV VA UTTOUV O€ A OEIPA €K TWV
TTPOTEPWV.

H diagopd Tou pe éva khaoikd BRP gival 611 To competence €TITpETTEl TRV TTPOdIAYPOPH
€vOg opiou yia Tov apIBuo Twv emavaAfpewy KaBe BrpaTtog. AnAadn To 6plo autd ToTToBETE TAI
o€ KGOt BAua. ‘Etol To BAua o€ éva competence cival pia TeTpdda (1T, p, a,'n) 610U N €ival o
aApIBPOG Twv eTTavaAfpewy. To apvnTiKG N dNAWVEI ATTEPIOPIOTES ETTAVOAAWEIG.

ETriong, Ta competences emaoTpépouv TIuA:
T Edv teppaTtioouv Adyw TnG eveEPYOTTOINONG TOU GTOXOU Kl

1 Eav tepuarioouyv yiari kavéva Brida de PTropei va evepyoTroindei.

Drive Collections

Ta drive collections cival kai autd éva €idog BRP kal xpnoiyotrololuvtal oto BOD yia va
KaAUwouv Tnv 1" KardoTaon Tou ava@éPBnKe TTPONYOUHEVWE «MEPIKA TTPAYHOTA TTPETTEN VO
eAéyyovTal dlopkwe». Eival éva atmd Ta o xpRoiua Kar Bacikd atoixeia Tou Posh kal atroTeAei
TN piCa Tou TTAdvou. ‘Eva drive collection atroteAeital amé drive elements r; aAAiwg BripaTa TTou
avTIoTOIXOUV o€ KABe Bacikd oTdX0 Tou TTIPAKTOPA. KABe Briua atoTteAsital amrd TTévte OTOIXEI
(m, p, a, A, v). To T (TTpoTEPQIOTNTA) KOl TO P (EAEUBEPWTAG) eivan Ta idia pe TTpiv. To A gival n
pifa NG 1epapxiag Tou PripaTog TToU gival kKal autd éva BRP. To a eivalr 10 Twpivo evepyd
oToixeio Tou BrApatog. OTav éva BrApa evepyoToiEiTal, TO a TTUpodoTEiTal, OTTwG oc éva BRP.
Opwg av 10 a civar éva competence Kkai evepyotroiioel éva maidi, To B, TTou gival mmiong éva
POSH aToixeio (competence fj-action pattern),t61e 10 a yI’ autd 1o drive collection, Aaupdaver Tnv
Tiu Tou B. Aé TNV GAAN TTAeupd av To a cival éva competence 1} éva action pattern kai
TEPMATIOEL, | av QUTA €ival N TTPWTN QOPA TTOU TO Bria TTUPOBOTEITAI TOTE TO O AVTIKABIOTATAI E
A, Tn piCa TG iepapxiag: Maparnpoupe dnAadr ot kGBe drive element ptropei va eival éva
competence A éva action pattern rj akOuo KAl Jia TTpwTApPXIKK EVEPYEIQL.

H 1ToAITIKA TTOU aKkoAouBeiTal gival va uTTapxel éva Jovo evepyd aToixeio Tou POSH oe
K@Be Briua tou Drive collection kai atroTeAei éva ammd Ta XAPAKTNPIOTIKA TnG oxediaong Tou
POSH - the slip-stack hierarchy . lNa k&6e KUkAo Tou action selection poévo To drive collection
Kal TO TTOAU GAAN pia €évwaon Posh aToixeiwv Ba €xouv eAeyuéveg TIG TTpOTEPAIOTNTEG TOUG. H
UTTapén TTPOTEPAIOTATWY. OTOUG. OTOXOUG (drives), aAAd kai oTa TTaidid Toug OTtav auTd eival
competences dikaioAoyolv 10 xapakTnpioTiké Ordered Tou POSH.

To méPTITOo PéPOG €VOG BrAMATOG, Vv, €ival PIO TTPOIPETIKA PEYIOTN TIMA CuxvOoTNTOG
eTmiokeyng autou Tou Bripatog. AuTr gival pia euKoAia TTou TTapéxel To drive collection, 60TTwg 10
6pio emavaAnyng .(n) ota competences. H ocuxvétnTa o€ éva oUoTnua TTPAyHATIKOU XPOvou
ONAWVEl €va XPOVIKO. Oplo yia TO TTO00 Ouxva ekTeAEiTal éva Prjua (drive element). TMa
Tapadeiyua: ‘Eva KIvoUpEVO pouTTOT PTTOPED va €xel oav Briua uwnAoTEPNG TTPOTEPQIOTNTOG VA
eAéyxel To emimedo TNG MPTTATOPIOG TOU Kal va ekTeAEiTal autd kaBe OUO Aemtd. Mia GAAN
XOUNAOTEPN TTPOTEPAIOTNTA Eival va TTEPINYEITAI 0TO XWpPo. 'ETo1 KABWg TO pouTrdér Ba TTepInyEiTal
OTO XWPO KABe U0 AeTTTd, N TTPOTEPAIOTNTA TOU Ba aAAGlEl OTO va EAEYXEI TIG UTTOTAPIES TOU.

‘Eva dAAo xapakTnpIoTIKO TTou dlakpivel Ta drive collections atrd Ta competences kal To
BRP civai 1o €€n¢:
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2Ta competences JOVO éva OToIXEIO UTTOPET va ekTeAEiTal KABE popd, aAAd o€ éva drive
collection TTOAATTAG drives ptropouv va dpouv atroTeAeopatiké Tautdxpova. Auté onuaivel Ol
€av éva uywnAng TrpoTepaidTNTag drive TPAPAgeEl Tnv TTPOCOXK TOU HNXaviopoU €mmAoYNg
evépyelag (action selection), n kardotaon KABe evepyou drive XAuNAOGTEPNG TTPOTEPAIOTNTAG
diatnpeital. MNa TTapddelyua: 2Tnv TTEPITITWON TOU POUTTOT €dv TO drive TnG TTEPINYNONG
BpiokeTal otn dladikacia €MAOYAG KaTelBuvong, aAAG ekeivn Tn OTIYPR TTPETTEN va eAEYEEl TN
JTTaTapia Tou, TOTE EAEYXEl TN PTTATAPIA TOU Kal JOAIG auTd OAOKANPwWOET ETITUXWG, N dladikaoia
EMOTPEPEI OTNV  €TTIAOY  KOTEUBUVONG OTTO €KEl TTOU €iXe OTAPATAOEL. ZTa OUo auTd
XOPOKTNPIOTIKA Tou drive collection o@eideTal kal 0o YeudoTTapaAANAICHGG TTOU XApaKTNPICel TO
POSH (Parallelrooted, Ordered, Slip-stack Hierarchical).

MNa 6Aa Ta Tapammavw XpnoipotroloUe éva drive collection cav Tn fdon Tou TTAGvou. H
Aoyikn €ival 6T k&Be drive element atroTeAei éva Baciké O0TéX0 Tou TTPAKTOPA TTOU Yid VA
IKavoTToINGei uTTopEi va XxpnoiuoTroindei gite éva competence i} éva action pattern r; akéua Kai
Mia TTpwTapxikh evépyela. AnAadn uttdpxel éva Bacikd TTAGvo, 1o drive collection 10 otroio
TTEPIEXEI OTOIXEIA TTOU €ival aTTd péva Toug TTAGva dnAadr Ta competences A Ta action patterns.
AuTo TO TTAAVO ovopdadeTal 1EpapxIKO. H epwtnon mmou dnuioupyeital gival TTOTE EeKIva autd TO
TAGvo Kai TTéTE TeAeiwvel, Mevikd étav To TTAAVO TEAEIWOEL, TOTE TEAEIWVEI Kal | vonuoouvn Tou
TpdkTopa. AuTd gival XproIUOo yIa KATTOIO CUYKEKPIPEVA €idN TTPAKTOPWYV- TTOU KOAoUVTal Hévo
yla 1o cuykekpipgévn douAeld. Opwg 11 cupPaivel 6tav o TTpdkTopag BEAoupe va dIapKEi yia
KATTOIO XPOVIKO SIdoTNUa KAl va atto@aaiel To TI Ba Kavel pe Bdon Eva auvoAo atrd KivnTpa Kai
apxég; Ovoudloupe auto TO €idOG TOU TTPAKTOPA OAOKANPWUEVO TTPpdKTOopa. Tn AUon auTr Pag
divel 7o Drive Collection ka1 autdg eival Kai évag Bacikog AOyog TTou XPNOIMOTTOIEITAl oav TN
Baon Tng 1epapxiag Tou TTAGvou. To Drive Collection gival oxedlaouévo va unv TEpPaTiCEl TTOTE.
AUTOG 0 €IOIKOG OXeDIOONOG aTTAG PTTAOKAPEL TOUg dUO Adyoug TTou TeppaTiouv éva BRP.
MpwTtov, To Drive Collection dev £xel 0TOX0. yI' aUTO TTOTE eV ETITUYXAVEI I} BEV OAOKANPWVETAI.
AelTepov, €xel €va OTOIXEIO TTOU TTAVTA UTTOPET VO TPEXEN KOl TTOTE OEV ATTOTUYXAVEI.

evikéTepa Ta drive collections xpnoipeuouv we Bdon Tng Iepapxiag Tou POSH 1TAGvou.
Ta xapakTnpIoTIK& Tou €ival Ta €EAG:

e YTmapxel povo éva Drive collection kal eAéyxeTal o€ KGOe eTavaAnyn TOU PNXQVIOUOU
action selection.

o Kd&b6¢ Briua Tou drive collection, dnAadn kdBe drive, avatrapioTd évav exwPIoTO OTOXO
TOU TIPAKTOPA. ~AuTOi- ~ Ol OTOXOI - ~MTTOPOUV  va  QVTIMETWITTIOTOUV  TTapdAAnAa
(weudotrapdAAnAa kaAuTepa), €101 kKGBe Brua Tou drive collection TTapakoAouBei oxi
MOVOo TO TTIo €ival TO TTaidi Tou aAAd Kail TO TI éKave TTPOCQPATA — TO TWPIVO TTAQITIO TOU
action selection.

o [1a mn dicukbAuvaon Tou WeudoTrapaAAnAiopou Ta drive elements £xouv TIG CUXVOTNTEG.
‘ET01 KATTOIEG EVEPYEIEG (VIO TTOPASEIYUA N AvaTTvVOr, TO KOITAdw yUpw HPOU) PTTOPED va
£XOUV UPNAR TTpoTEPAIOTNTA- KABE Aiya OeUTEPOAETTTA, OGAAG PETA TNV apPXIKOTTOINGN TNG
EVEPYEIOG O PNXaVIOPOG emAoyAg dpdong (action selection) sival eAeUBepog oTo va
OKEPTEI AANOUG OTOXOUG XAMNAGTEPNG TTPOTEPAIOTNTAG PECO OTO ETMOPEVO OIdoTNUA
XPOvou.

Tehikd éva oAokAnpwpévo POSH 1mAGvo £xel Tnv €€AG doun :
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Eikéva 5: Ao} TAdvou POSH kai Tropeia TTou akoAouBeiTal Kartd TNV EKTEAECT] TOU.

3.2.'Eva amAd mapdadsiyya Twv otoiXeiwv Ttou POSH.

Mapakdtw akoAouBei éva Tapddeiyua yia Tn dladikacia dnuioupyiag evog TTAGvou TTou agopd
TN CUMTTEPIPOPA HIAG PAIMOUG, PE T XPHON Twy aToIxEiwv Tou POSH.

‘EOTw OTI £€X0OUpE Pia paipol TTPaKTopa TTou BéAel va @dael pia ptravava. TOTe 1o Mo
atrAG TTAGvO €ival To €ENG :

{get a banana — peel a banana — eat a banana) (mAdvo 1)

AuTo civar-éva pia atrAr] ‘akoAouBia ) éva action pattern. Ta get a banana, peel a
banana kal eat a banana civalr o1 BacikéG i GANIWG, OTTWG £XOUME QVAPEPEI, TTPWTAPXIKEG
evépyeleg TTou OIaBETEl N haipou. Ol evépyeieg auTéG Ba TTPETTEI va TTpayPaTOoTTOINBOUV WE TN
OUYKEKPIUEVN TEIPA.

Puoikd 10 va oxedIAooUPE OAOKANPN TN CUUTTEPIPOPA TNG PaiuoUG KaB’ 6An Tn didpkeia
NG CwNG TNG ME HIa. akoAouBia eival BapeTd kai BERBaia aduvaro. Xproipo Ba fTav va yvwpilel n
MaipoU kai To TTOTE UTTopEi va Kavel pia evépyeia. ‘Evag 1potTog yia va kaBopiooupe 1o ToTE (Ba
KAvEl KATI) €ival va T0 OUVOUGOOUE PE VO OUYKEKPIPEVO TTAQiCI0, OTTOU O TTPAKTOPAG Ba PTTopEi
va avTIAngBei 1o Ti Ba kavel. Autdg 0 ouvduaouog ival évag Kavovag TTapaywyng (production
rule). To TAaiclo ovopaleTalr TTpoUTTOBean (precondition) kai To TI ovopdaletal Tpagn. ‘ETorl 1o
TTPONYOUNEVO TTAAVO UETATPETTETAI OF :

(have hunger) = get a banana

(have a banana) = peel a banana

(have a peeled banana) = eat a banana )
(mAavo 2)

Mapaywyr) Zuptrepipopdg MpakTépwv Pe TN XPron Tou pnxaviopou emAoyng evépyeiag POSH



Metatrruxiakn AiatpiBn Aikatepiva TupoBoAd

Méoa otnv TTapévBeon eival ol TTpoUTToBECEIG. AG UTTOBETOUE OTI €ival EPWTAOEIS. AV N
ammavTnon Tou divouv eival BeTIKN TOTE ekTeEAEiTal n TIPAEN. ZTIG €PWTACEIS auTéG Oivouv
QTTAVTHOEIG VIO TO Qv IKAVOTTOIoUVTal 1] OXI oI algBACEIg Tou TTpdkTopa. AuTO To TTAGvO €ival
KOAUTEPO ATTO TO TTPONYOUNEVO, APOU BEiXVEl Kal TO TTOTE PTTOPEI VO eKTENEOTE N evépyeia. Av
OuwWG BEAaUE N PATPOU PO va UTTOPED va KAvel Kal KATI dAAo, OTTWG To va dWael TV, JTTavava
NG o€ KAtrolov AAAo dnAadn :

(get a banana from left — pass a banana to right)

(mAdvo 3)
Mou pe Tig TTpoUTToBECEIg YiveTal :
(left neighbor offers banana) = get a banana from left
(have a banana) = pass a banana to right (mhdvo 4)

Twpa éxouue dUO Kavoveg e To idlo TTAaioIo «have a banana». H paipou 11 Ba kdavel o€
QUTA TNV TepITITwon; @a Tnv e@Aoudioel (peel a banana) 3 Ba Tn dwoel (pass a banana to
right);

Oa utropoucape va Bonbricouue TN Paiuou; Padovtag kal AAAeg TrpoUtToBéoeig. lNa
Tapadeiypa: OAol o kavéveg 0TO TTAGVO 2 va €Xouv Tnv. TIpoUTTé0ean «have hunger» kai 6Aol ol
Kavoveg Tou TTAAvou 4 va €xouv Thv TTpouTtoBeon «at a-party». Opwg 11 Ba yivotav av n haipou
ATav o€ TTapTI Kal TTeivouae; N’ autd 1o Adyo Badoupe TG TTpoTepaIdTNTES. ESW Ba emAéCoupE av
BéAoupE N PaTPoU Pag va gival euyevikA 1 OXI.

I’ autdé 10 Adyo xpnoipotroioUue T0-competence. ‘Etol To TAdvo 1 kai 2 Ba gival wg
€gng :

(full) = goal
(have a peeled banana) = eat a banana
(have a banana) = peel a banana
= gef a banana

(have hunger) =

(TmAdvo 5)

Edw Traparnpouue 6T €xouv opadotroinbei oI Kavoveg TTou OXeTiCovTal ME  MIO
mpoUTTéBeon dnAadn tTn have hunger. Emriong 10 P€éAog deixvel Tnv TTPOTEPAIOTNTA TOU KABE
Kavova PE TO TTPWTO Va €XeEl TV uwnAdTepn. ‘ETal av n paiyou £xel pia Ee@Aoudiouévn pmavava
Ba Tnv @del. Av €xel pia oAOkAnpn Ba tnv EepAoudioel, aAiwg Ba TrpooTrabrioel va TTapel Jia
ptTavava. Etriong mapatnpoupe OTI UTTAPXE! Kal £vag Kavovag JE TNV uwnAoTepn TTpoTepaidTnTa
TTOU QVTIOTOIXEI OTO OTOXO O OTOI0G gival va XopTaoel n paiyou. ‘ETol av n paigou ¢@del pia
pTTavava Kai 8gv. xopTaoel PTTopei va @del kal GAAn pial O oTtdxog avixvelel TTOTE TeEAEiwoe TO
épyo Tou. competence. To competence TeppartiCel, OTav €xel €MTUXEI TO OTOXO Tou 1 OTOV
KavEVaG aTTd TOUG KAVOVEG TOU eV UTTOPEI va TTPAYHATOTTOINOEI.

O1wg avagépape TTo TTAVW, N PAIPOU €KTOG aTTd TO OTOXO TNG VO IKAVOTTOIOEl TNV
TTeiva TNG €X€l Kal oav-AANO GTOXO va €ival EUYEVIKA PE TO VA dWOEI TN PTTavAva TNG G€ KATTOIOV
GAAo. Apa €dw TO TTAGVO pag yiveral Mo ouUvBeTo €xovtag OUo Baoikoug aTdxous. ETmiong
BéAoupe n paipou va €xel kal didpkeia (wNG. Ze autd Tn Auon pag divel To Drive Collection. ‘ETol
£xoupe 10 £€NG Drive Collection:
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Life t (at a party)(obligations exist) = be polite
(have hunger) = eat (competence)

= wait

(TmAdévo 6)

Mapatnpolpe 6T TTPOCTEBNKE Kal PIa aioBnon yia avTiAnyn Twv UTTOXPEWoEwV. ‘ET01 N
MaipoU ptropei va Tpwel akOpa Kal otav gival o€ TTapTI, 600 dev TNV EVOIAPEPOUV ‘Ol KOIVWVIKEG
uttoXpewoelg. Edw dev €xel TpoadlopioTei 0TOXOG Kal UTTAPXE! - MIa XAUNAAG TTPOTEPAISTNTAG
oupTTEPIPOPA TTOU UTTOPED TTAVTa va ekTeEAEOTE (wait) €101 woTe n Cwn (life) va unv TepuaTifeTal
moté. MNaparnpouue ettiong 611 To 20 drive element evepyotroiei To competence eat TTou €ivail
QuTO TTOU TTEPIYPAWAE TTIO TTAVW.

3.3. Eva mapadsiypa piag mAnpoug iepapyiag POSH kxail eme§nynon tng
akoAouBiag Twv fnuarwyv Tou MAdavou.

Mapakdtw akoAouBei Eva TTapadelyua TTOU ava@EPETAl OTN BIaXEIPION TTOAAWY AVTIKPOUOUEVWV
otéxwv. O Tyrrell [1993] dnuiolpynoe éva TrepIBAAAov TTpocopoiwong. Méoa oe autd éva
TPWKTIKG TTpoCoTTabei va emPiwoel o€ [ia agaBava, yeParn amd kKivouvoug, TTabnTikoug Kal
EvePYNTIKOUG, WAXVOVTOG va Bpel TPOPr, KATagUylo Kal eukaipie avatrapaywyns. To TpwKTIKG
£XEl TTEPIOPICUEVEG BUVATATNTEG aioBnoNg Kal dgv €ival TTOTE Giyoupo yia OTIBNTTOTE TTAPA POVO
yla To TTOAU KovTIvé Tou TrepIBaAAov. MTropei va BAETTel KaAUTEPa KaTd TN SIAPKEIQ TNG PEPAG
TTaipvovTag Tnv 6pBia B6€an, oTnPEICOUEVO JOVO aTa TTIoW TOU TTOdIA, KATI TTOU TO KAVEI TTIO 0paTd
oToug £XBpoug Tou. O1 oTdYXOI TOU TTPAKTOPA € AUTO TO TTEPIBAAANOV TTPOCGONOIWCNG CUNPWVQ
pe Tov Tyrell givar o1 €€NG:

e EUpeon tpo@ng. Madi pe 1o vepd UTTAPXOUV. Kal AAAa Tpia €idn TpoQnG.

o ATTOQUYN TWV OPTTAKTIKWY. YTTAPXOouV. alAoupo€idn Kail TITNVA apTTaKTIKG pE OIaQOPETIKA
avTiAnyn Kai IKavoTnTEG.

e Amoqpuyn KivoUvwyv. O1 T1adnTikoi kKivéuvol oTo TrepIBAAAov  TTepIAauBdavouv TN
ONANTNPEIWAN TPOYr] ,TOUG Bpaxoug, TNV uywnAni Bepuokpaaia kal To okoTadI. Opwg 10
mePIBAAAOV. TTapEXEl Did@opa €idn Kkaraguyiou, OTTwS Ta OEVTpa, TO ypPacidl Kal TG
PWAIEG .

e  ®povrida. H gpovTida cival ammapaitnTn yia Tov EAeyxX0o TNG BEPUOKPATIiag TOU TPWKTIKOU
Kal YEVIKOTEPQ VIO TNV UYEia TOU.

e YTivog oTO OTIiTl. TO TPWKTIKO €ival TUPAO Tn vUXTQ, N QWAIG TOU TTapEXEl KATa@Uyio
aTTé Ta ApTTAKTIKG Kal 7o Bon6d va diatnpei Tn Bepuokpacia Tou kabwg diaTnpei Kai TNV
EVEPYEIA TOU.

e Avarrapaywyr]. To TpwKTIKO €ival yévoug apoevikoU, £T01 0 GTOXO0G TOU €ival va BPEl Kal
VO avaTrapayBei Ye To Taipl Tou.

Autd Ta TpoPAfuaTa diapépouv aTTd TTOAAEG TTAEUPEG: €EAPTNON OTTO TA €0WTEPIKA
EVAVTIO OTa €CWTEPIKA gpeBiopaTa, TTEPIODIKN, CUVEXOUEVN R TTEPIOTACIOKN éKppacn , Babuog
TOU TTO00 eTTeiyov €ival KATI K.a. EKTOG atmd autd ta TTpoAnRuaTa, 1o TrepIBAAAov gival duvapiko.
O1 TToodTNTEG TOU VEPOU KaI TOU GaynTou Kabwg Kal n Beppokpacia Kal To gwg TTOIKIAOUV Kal Ta
(wa petakivouvtal. O1 aioBAoeig kar o TTpageig eivar aféPaieg. H avtiAnwn eivar apketd
TTeEpIopIopEVN Kal euTTodieTal Adyw Tou BopuUBou, €101 To {Wwo Oev avTIAGUBAvETOl CWOTA
oTiIdATTOTE TToU ¢V €ival SITTAQ Tou, eKTOG av ETTIAEEEI va EKTEDEI KOITWVTAG yUPW TOU GE AVOIXTO
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XWpo. H emtuyia Tou TpwKTIKOU €ival 0 apIBUog Twv Qopwv TTou £Xel Bpel Taipl Katd Tn dIGPKEIa
™G CwNG Tou. AuTd CUOXETICETaI KATA KATTOIO TPOTTO PE TN SidpKela TNG CwhG Tou, aAAd pia
Mokpolwia Ogv eyyudTal kal TTOAAEG eukaipieg avarrapaywyng. H emAoyr). dpdong (action
selection) TOU TPWKTIKOU QAiVETAI TTAPAKATW:

freeze (see_predator T) |hold_still
(covered T) (hawk T)

flee (C) (sniff_predator T) run_away (see_predator T) ‘ pick_safe_dir go_fast ‘

look ‘ observe_predator ‘

inseminate copulate

(courted_mate_here T)

mate (C) (sniff_mate T)

court (mate_here T)
pursue ‘ pick_dir_mate go
life (D) . . —
triangulate (getting_lost T) ‘ pick_dir_home go ‘

home [I::5] (late T) ‘pick_(lir_home go‘
(at_home 1)

check [1::5]

use_resource ‘ exploit_resource ‘
(needed_res_avail T)

sleep_at_home (at_home T)

(day_time 1)

exploit (C) (day_time T)

O1 k&BeTeg ypapues cival BRPs pe peyaAltepn TTpoTEQAIOTNTA TOU OTOIXEIOU KOPUPNAG,
61TTwG ouvBwe. To D dnAwvel 10 drive collection kai To C To competence. AUo a1td Ta oToIXEI
Tou drive collection €xouv €va Tmapdyovta TTrpoypappaTiopou (schedule), emmeidn autd civar €va
ouoTnua dIaKPITOU XPOvou Kal Ol £€va gUOTNPa TTPAYHATIKOU XpOvou, O TTPOYPAUUATIONOG gival
yia N KUkAoug, £1al 1o [1-:: 5] onuaivel 6TI av auTo TO OTOIXEIO £XEI TNV UWNAGTEPN TTPOTEPAIOTNTA
Kal Oev. £xel evepyoTToinBei o€ Tévte KUKAoug, Ba evepyotroinBei. Ta kouTid dnAwvouv Ta action
patterns TTou GTn CUYKEKPIPEVN UAOTTOINON €ival n HOvn SO TTOU €XEl TIPWTAPXIKEG EVEPYEIEG
KAl aTTOTEAQUVTAI ATTO JOVO £Va GTOIXEIO.

H oeipd Twv BnudTwy TToU aKoAOUBEiTal 0TO GUYKEKPIPEVO TTAGVO (n Aoyikn gival idia yia
6Aa Ta POSH 1Adva) gival n €AG:

ApxIkG 1o TTAAvo eAéyxel To TTpwTo drive element (Adyw TTpoTEPAIOTNTAG) TTOU OTNV
TepIMTwon pag eivar 1o flee. Av autd kavotroieitar dnAadr av 1o sniff_predator (aicBnon)
EMOTPEPEl true, TOTE €VEPYOTTOIEITAI TO competence TTou OKOAOUBEi kal eAéyxeTal av
IKAVOTTOIEITOI TO TIPWTO O€ TTPOTEPAIOTNTA OTOIXEIO TOU competence TTou gival To freeze (yia va
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IKQVOTTOIEITOI TTPETTEI VO ETTIOTPEQPOUV KOl Ol TPEIG aloBroelg Tou see predator, covered, hawk
TNV TIYA true). Av oupBei auto, TOTE eKTEAEITAI TO action pattern TTou atroTeA&iTal ammd pia Povo
TpwTapxIKn evépyela Tnv hold_still. ‘Etteita o éAeyxog emoTpépel oTo Drive Collection, 6tTou Kal
eAéyxeTal TGN TT010 Drive element ptropei va IkavoTroinBei Twpa, PE TN AOYIKI-OTI PUTTOpE va
E€Xouv aAAGEel KATTOlIEG OUVOAKEG OGOOV a@opd TnV KATAOTOON TOU TIPAKTOPA KAl TOU
mepIBAAovTOG. Av To TTpwTo Drive element &ev IkavoTTolEiTal A, 0 €AEYXOG YiveETAl OTO
0eUlTepo. Av autd IkavoTroligital dnAadrh sniff _mate=true, TOTE €vePYOTTOIEITAI TO ~QAVTIOTOIXO
competence Kal EEKIVAEI 0 EAEYXOG YIa TO AV IKAVOTTOIEITAI TO TTPWTO OTOIXEIO TOU competence,
TO inseminate, kai cuvexiCel Tov €Aeyxo katd Tov idlo TpOTTo. H TTopeia TTou akoAouBeital kaTtd
TNV ekTéAeon BaacieTal oTnV €IKOVa 5 TnG evotnTag 3.1.4.

H gp@dvion Tou TAGvou Tou TTapadeiyuatog dlagEpel atrd TO TTPONYOUUEVO TTAPAdEIYHa
TTOU OUVOVTACOUE OTO TTponyouuevo ke@dAaio. H doun opwg gival n idia. Fia Tapddeiyua 1o
Competence 1Tou gvepyoTroleital atrod 1o Drive element exploit ypdgeTtal aAAItg we eEAG:

(needed_res_avail T) - use_resource

Exploit - leave (ro T onuaivel true , kai 7o 1 false)

Kal 1o use_resource givail éva action pattern ue éva element 1o exploit_resource 1o
OTTOIO gival TTPWTOPXIKI EVEPYEIQ.

3.4.Behaviour Oriented Design (BOD)

Omwg avaeépbnke kal 1Mo Tavw, T1a Posh reactive plans atmmoteAolv Bacikd KOPUATI TNG
peBodoroyiag BOD, yi autd kai Ba avagepBbouv KATToIa- BACIKA GTOIXEIA TNG.

To BOD civar pia peBodoloyia Kataokeung oUVBETWY TTPaKTOpwy. Anuioupyndnke amo
Tnv Joanna Bryson ota TmAdicia Tng &18akTOpIKAG TNG O1aTpifric To 2002. To BOD civai
oXeOIOOPEVO PE TETOIO TPOTIO, WOTE VA UTTOPEl va  €QapuooTei Ot TTOAAEG YAWOOES
mpoypauuaTioyol. H ovopacia BOD mpoépxetar amd Tnv  Behavior-Based Artificial
Intelligence(BBAI) [Brooks, 1991a, Maes, 1991a, Matari'c, 1997], ka1 ammé 1o Object-Oriented
Design (OOD) [e.g. Coad et al., 1997]. H Behavior-Based Texvnti Nonuoouvn ecivalr évag
TPOTTOG GXEBIOTNOU, O OTT0I0G XWPICEl TN vONUOCUVN G& CUUTTEPIPOPES, OTTWG TO TTEPTTATNMA 1)
TO VO TPWEl KATTOIOG, TTapd O€ YeVIKEG Oladikacieg OTTwG To va aiobdvetal KATTOI0C 1 va
oxedialel. O1 ocupTrepIPopES €ival utTopovadeg (modules) TTou TTepIypd@ovTal gav gUVOAQ aTTd
TTPAEEIG-EVEPYEIEG TTOU evnuepwvovTal atrd Tn diadikacia Tng aiobnong. Autn n diadikagia Tng
aioOnong TTPETTEI VO EVNEPWVEI TO TTOTE Ol EVEPYEIEG TIPETTEI VA TTPAYHATOTTOINOOUV KAl TO TTWG.

2ZXETIKA. hE To BOD Trpétrel va onuelwBei 611 pia atrAi diadikacia aiobnong eival otravia
ETMOPKAG yIa TNV avixveuon Tou TrePIBAAAOVTOG 1 yia Tov €Aeyxo Twv Tpdéewv. Ta dUo
TTAPATTAvVW XapaKTNPIOTIKG Tou BOD atraitolv Tnv Ummapén TAAPNG avtiAnyng 1ou pe Tn aeipd
NG aTTaitei TNV Utrapén pvnung. H utrapén pvriung Bonbd oto va amobnkeUel TIG EPTTEIPIEG KAl
va Onuioupyei TTpoodoKies. ~AuTrl n Tapartipnon €xel dUo ouvémeleg Tavw otn BOD
peBodoAoyia.  H. trpwtn €ivar 611 n pvAun yivetar éva KOPUATI TNG CUMTTEPIPOPAG .ZTNV
TTPAYMOTIKOTATA, - Ol OTTQITACEIG TNG WVAUNG Traifouv  onuavTikG poAo oTtnv  diadikacia
aTTO0UVOECNG TNG CUNTTEPIPOPAG (N diadikacia kaBopiopoU Tou TTWG Ba XwpIoTEl n vonuoouvn
o€ oUVOAO uTTopovadwv). AUTA N oTpaTnyikA €ivar avdAoyn PE TO KevTpikd dOyua evog object
oriented oxedlaopoU (0 XWPIOCPOG TOU CUCTAPATOG O€ UTTOOUAdEG kaBopileTal KaAUTEPQ aTTO TIG
aTTaITAoeIg TG KABe katdotaong). H deUtepn ouvémela civar 6T, €1€Idr] 0 KABOPIOPOG TOu
TEPIBAANOVTOG €ival OPKETA ONUAVTIKOG OAAG Kal apkeTd OUOKOAOG, xpelddetal Tn OIKr Tou
avamapdoTacn. O amo@acelg yia Tov €Aeyxo Tou TTEPIBAANOVTOG Ouxva TIPETTEl VO
diatnpouvTal, 6Tav To apxikd €évauoua Oev eivar TTAéov aicbnté. To BOD xpnoipotroiei
IEPOPXIKEG OOMEG avTIOPACTIKOU Oxedlaopou, yia va e€Eao@aliosl Tnv TTapakoAouBnon Tou
TTEPIBAAAOVTOG KaI TWV ATTOPACEWY YIa TOV EAEYXO TOU TTAQICIOU-TTEPIBAAAOVTOG.
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H emppor Tou OOD oto BOD Eekiva pe Tnv avaAoyia HeTagu TNG CUPTTEPIPOPAG KOl TOU
avTIKeEIPévou. O CUUTTEPIPOPEG KWOIKOTTOIOUVTAlI OOV QVTIKEIPEVA, Kal TO apXIK& OTOIXEa Twv
avTIOPAOTIKWY TAGvwy Tou BOD kwdikotrololvtal cav  PEBODOI  TWV. - OVTIKEIUEVWV
oupTtrepIpopds. E€icou onuavTikn gival kai n diadikacia oxediacuou. Otrwg kai otnv OOD, €101
kar otnv BOD Ttovifetal 0 KUkAIKOG oxedlaopog. H diadikaoia avdmtuéng evog TTpdkTopa
evaAAdooeTal petagl TG avattugng BIBAIOONKWY yia TIG CUMTTEPIPOPES KaAI-TNG AVATITUENG
avTIOPACTIKWY TTAAvwV (reactive plans) TTou eAEyXOUV TIG EKPPATEIG TWV CUUTTEPIPOPWV QUTWV.
To BOD Tmrapéxel KaTeuBuvTAPIEG YPAUUES OXI JOVO YIa TV avATITUEN TNG ApXIKNAG atroolvBeong
TNG CUMPTTEPIPOPAS AAAG Kal yia Tnv avayvwplion Tou TTOTE PIa atToouvBeon €ival aveTTAPKNG.
AuTti] n emavaAnTiTik dladikacia avdmTuéng €xel WG aTmoTEAECPA TN OouveX PBEATIOTOTTOINON
evog BOD TmrpdkTopa 6cov agopd Thv AtmAOTNTA, Tn CAQAVEIQ, TNV ETTEKTACINOTNTA KAl TNV
opBdTNTa.

2uvoTiTikg, To BOD aTtroteAei évav TPOTTO yia TRV AVATITUEN . OUOTNUATWY TeXvNTAG
Nonuoouvng Kai aTTaiTei Ta €EAG:

e  Mia BIBAIOBAKN yIa TN CUUTTEPIPOPE TOU TTPAKTOPA TTPOYPANUATIONEVN GE OTTOIAdATTOTE
QVTIKEIPEVOOTPEPN YAWO O A TTPOYPAUUATIOHOU KAl

e Mia £kdoon evog POSH pnxaviopoU €mmAOYyAG evépyeiag yia- auti Tn yAwooad
TTPOYPAUMATICUOU.

3.4.1. KukAog avanrtuéng tou BOD (BOD Development Cycle)

O kUkAog avatTugng Tou BOD aTtroTeAeitarl atrd Tpia Bacikd eTTiTTeda Ta OTTOIA €ival Ta €ENG:
1.H apxikf amrooivBeon (The Initial Decomposition)
H apxiki atroolvBeon amoteAciTal amrd £va oUvoAo BnudTwv Ta oTToia ival Ta €€NG:

1. TlpoadiopiGudG Tou TI TIPOKEITAI VO KAVEL O TTIPAKTOPAG 0€ UYNAS €TTiTTESO

2. NMepiypaen moavwyv dpacTnPIOTATWY CE POoPP akoAouBiwv. AuTEG oI akoAouBieg Twv
TPAgewy gival n Bacn Twv apxIKwv-avTidpacTiKwy TTAGvwy (reactive plans).

3. Tpocdiopioudg piag apxikig AioTag atrd apxIkES evépyeleg Kal aioBrioeig (primitives,act-
sense) TTou TTPOEPXETAI ATTO TO Brpa 2.

4. Tlpoodiopioudg TNG avayKaiag KATAoTOONG TTOU ETITPETTEI TV TTIEPIYPAQN) Twv primitives
Kal Twv drives. Opadotroinan Twv. GUVAQWY OTOIXEIWV KATACTAONG OE CUUTIEPIPOPEG.
AuTn gival n fdon Tng dnuioupyiag PIBAIOBAKNG CUUTTEPIPOPAG.

5. Tpocdiopicudg Kal IEpAPXNON TWV-OTOXWV 1 Twv Kiviioewv (drives) TTou o TTpAKTopag
OKOTTEUEI VA KAVEL. AUTO TTEPIYPAPEI TIC APXIKES pies yia TNV Iepapxia Tou POSH action
selection.

6. EmmAoyr TNG TTpWTNG CUUTTEPIPOPAS VI EQAPUOYH.

Or1 AioTeg moU- petayAwTTiCovtal (compile) katd Tn didpkeia authg TG diadikaciag Ba
mpéTel va diatnpouvTal, dedopévou OTI gival éva oOnPavTiKO HPEPOG TNG TEKUNPIiwong Tou
TpdkTopa. Kard tn didpkela MAOYNG TG TTPWTNG CUPTIEPIPOPAS KAAS gival va eTTIAEYETAI HIa
XOMNAOU ETTITTEDOU. TTPOTEPAIOTNTA TTOU PTTOPEI VA €ival OUVEXWG EVEPYH], WOTE O TIPAKTOPAG Va
MNV «TTEBaivery apéowe.

2. EmavaAnmmikiy Avamrtugn (lterative Development)
H kapdia tng peBodoloyiag BOD civar n eravaAnTmikr diadikacia avammTuéng:
1. EmAoyn evég gEpoug TRG TTPodIaypa®iG yia va EQAPUOCTE ETTEITA.

2. Eékraon Tou TPAKTOPQ WE QUTH TNV UAOTTOINON:
o KwdIKoTroinon Twv CUUTTEPIPOPWV KAl TwV avTIOPACTIKWY TTAAVWYV
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o Aokiun kai arropuyn Aabwv (debug) Tou kWwdIka.
3. Emave&éTaon tng Tpéxouaag TTpodiaypa@nig.

To mpwTo BAMA eival n €TTeCEPyATia Tou TPEXOVTOG UOVTEAOU KAl TO ETTOPEVO Eival n
ETTAVECETAON TOU POVTEAOU yia Tnv e0pean TnNG BEATIOTNG avatTrapdoTtaong. BERaia, avetdpTnra
amd 1N Sladikacia TG PeEATIOTOTTOINONG, O TIPAKTOPAG Oa ouvexioel va avamTuooeTal [E
TTOAUTTAOKOTNTA. AANG €dv auTr] n avdTTuén TTAPAKOAOUBEITAI TTPOCEKTIKA, KOTEUBUVETAI Kal
TTeplopieTal OTTOU XPEIAZeTal, TOTE TO ATTOTEAeOUA Ba gival évag TTPAKTOPAG TTIO. «KOUWOS» TTOU
pTTopei  €UKOAD va dlatnpnBei kal va OeXTEl TTEPETAIPW TTPOCAPHUOYH. AVTIBETO pE - TIG
OUNTTEPIPOPEG, TTOU E€UKOAQ KWOIKOTTOIOUVTAI ATTEUBEIOG O€ HIa "QVTIKEINEVOOTPAPHG YAWOOod
TTpoypauuatioyoy, Ta avTidpaoTikd TTAdva (reactive plans) arroBnkevovtal oe script files. To
TTAGvo Kavoviké diapddetal étav apxXIKOTTOIEITAl O TIPAKTOPAG, fj AAANWG «YEVVIETAI», OV KOl
BewpnTikd, véa TAGva Ba ptropoucav va TTpooTeBolv Katd Tn dIAPKEIa TnG ekTEAeonG. Ta
avTI®PACTIKA TTAAva evOg TTPAKTOPA AUEAVOUV TNV TTOAUTTAOKOTNTA TOUG KATA T SIAPKEIQ TNG
avatTugng. Emiong, ouxvd TTOAAGTTAG avTi®OpAOTIKA TTAGVA. QvaTTTUOCOVTOl “yIa MIa evidia
TAaT@Opua Texvntig Nonuoouvng (kal éva oUVOANO EVOTHATWY CUUTTIEPIPOPAG); KaBEva atrd Ta
otroia  dNMIoUPYEl  TTPAKTOPEG ME  OIAQPOPETIKA  XOAPAKTNPIOTIKA - OTTWG - oI OTéXol 1 N
TTPOCWTIIKOTNTA. AKOPO Kal av UTTAPXouv dIa@OpETIKA plan. scripts yia tnv idia TAaTr@opua,
yevikd Ba uttdpyel pia BIBAIOBAKN ouuTrEPIPOPAg, £va oUVoAo KWOIKA. PUGIKA, KABE TTPAKTOPAG
Ba £xel TN BIKA Tou dladikaaia A cuUTTEPIPOPA, OTav eKTEAEITAI Kal Ba uTTOPEl Vo atroBnkeUel Tnv
KATAoTaON TOU XPOVOU €eKTEAEONG OTO OIKO TOU QaTTOBNKEUTIKO XwpPo. AANG atidel va vyivel
TPOOTIABEI0 WOTE va uttooTnpifovTal 6Aa Ta script o€ pia eviaia BiBAI0BAKN cuuTtrepiYopds. H
OoKIun Ba TTPETTEl va yiveTal 600 To duvaTtdv. GUXVOTEPA. XPNOIUOTTOIWVTAS YAWOOEG TToU Oev
xpelagovtal peTayAwtTion, Omwg n lisp- A n perl, augaverar n Taxutnta Tng Oladikaaiag
QVATITUENG Qv Kal PTTOPET va eTTIBPAdUVOUV.TO XpOVO EKTEAEGNG TOU TTPOYPAUUATOG.

3. Avafswpnon Twv mpodiaypapwy (Revising the Specifications)

To mo evdlagépov PEPOG TNG MeBodoAoyiag BOD eival TO OUVOAO TwWv KavOvwy yia Tnv
avaBewpnon Twv TTpodiaypa®wy. evikd, n Bacikhi. oxediaoTiki apxy tou BOD eivar «oe
TEPITITWON ap@IBoAiag, euvoeital n ammAdtnTay . ‘Eva primitive TrpoTipdral amrd £va sequence Kai
éva sequence amd éva competence. Napouoiwg n KaAtadoTaon €AEyXou TTPOTIMATAI ATTO TNV
KatdoTaon eKuadnong kai n 181K eKUAdNon atrd Tnv yevikou OKOTTOU eKuAOnan f axediaouo.

Mia karteuBuvTApia- apxr) o€ OAn Tnv. TexvoAoyia AoyiopIKOU egival n peiwon Twv
mAcovaopwy. EAv éva mAdvo - oupttepipopd cival duvatd va EavaypnolpoTroindei, TOTE TTPETTE
va EavaxpnoigotroinBei. Edv éva pépog Tou TTAGvou A TNG apxIkng 0pdong (primitive) ptropei va
Xpnoiyotroindei, ToTe TTPETTEl Va yivel aAAayr oTnv apxIKr ammooUvBeon. ZTnv TTEPITITWON TNG
apxIKNG OpAaNG, auTr) TTPETTEI VA XWPICTE O BUO I TTEPICOOTEPEG APXIKES DPATEIG KAl N TTPWTN
0pdon va avTikaraoTadei pe oToixeio TAGvou. To Kalvouplo autd oToixeio TTAGvou TTPETTEl va
£XE€l TO i010 Ovopa Kail TNv-idia AeIToupyia e TNV apxIK dpdaan.

Edv pia akoAouBia (action pattern) xpeiadetal va epiéxel KUKAO, 1) 0€ XpelddeTal uepIka
a1Td Ta OTOIXEIO TNG, TOTE €ival éva competence kai 01 €va action pattern. Edv éva competence
EKTEAEITOI OXEDOV- TTAVTO. HECQ OTTO IO OUYKEKPIYEVT OEIPA TwV OTOIXEIWV TNG, TOTE Ba TTPETTE
va atmrAotroinBei o€ action pattern.

2TNV TTOPATTAvw evOTNTA TIEPIYPAPTNKE N AoyIKr] Kai n yeBodoAoyia TTou akoAouBrbnke
OTn OUYKEKPIPEVN €pyaaia yia Tn Sladikaoia TToOpaywyng TNG CUUTTEPIPOPAS VOGS TTPAKTOPA.
Mapakdtw akoAouBouUv Ta KEQPAAQIO TTOU TTEPIYPAPOUV Ta TTPOYPAUUATA UE TA OTTOIO £YIVE AQUTH
N uAoTToinon Kai OTn GUVEXEIO aKOAOUBEI TO Treipaua TTou TrEPIypd@el avaAuTikd Tn diadikagia
TTAPAYWYNRS CUUTIEPIPOPAS TTPAKTOPWV.

4.Pogamut

O1wg TTpoava@épbnke oto kepdAaio 1, To Pogamut gival pia TTAAT@OpUA AOYICHIKOU yia TNV
avAaTITuén OCUUTTEPIPOPAG TWV EUPUWYV  EIKOVIKWY TIPOKTOPWY TIOU  «fOUvV» O€ EIKOVIKA
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mepIBaANovTa. To Pogamut eival Katd kKUpIo AGyo TTPOCAPUOCHEVO OTOV TPIGOIAOTATO EIKOVIKO
k6apo Tou BivreotraixvidioU Unreal Tournament 2004, aAAG TTapdAAnAa utropei va cuvoeBei kal
ME GAAOUG €IKOVIKOUG KOOUOUG. H apxITEKTOVIKY) TOU €ival apKETA UENIKTN KOl EVOWNATWVEl TA
€8N
e ‘Eva olokAnpwpévo TrepIBaAAov  avatTuéng (IDE) pe duvatdrntd  eKCQAAUATWONG
(debugging).
e Mia BIBNOBAKN pE TTPWTOPXIKEG KIVACEIG KAl aloBroelg, He aAyopiBuoug. elpeong
povotrartiou (path-finding algorithms) kai pe TEXVIKEG OUVAUIKWY TTAGVWV YIa TOV €EAEYXO
TWV EIKOVIKWY avOpWTTWV.
e EpyaAeia yia Tov KaBopIopuo Kal TNV eKTEAECN TTEIPAPATWV.

Eti tou Tmapévtog, n TAATQOpPa  gival KATOAANAGTEPN ~yia ~Tn. dlEpElivnon TWwV
MNXAVIOUWY €AEYXOU TWV EIKOVIKWV avOpwTtTwy o€ BIVIEOTTAIXVIOIA, ~WOTOC0 JTTOPEl va
xpnoiyotroinBei  amd  OTToIoVOATTIOTE  evOIOQEPETAl  YIO - TN - dnuIoupyia - TTEIPANATWY  TTOU
Xpnoigotrolouv péxpl Kal 10 €IKovikoUG avBpwITTOUG TTOU KATOIKOUV O €IKOVIKO KOOPO PECaiou
peyéBoug (trx. 200 mz). ETriong ptropei va xpnoiyotroinBei oav epyaieio og TAVETIOTHKIA OTTOU
Ol QOITNTEG UTTOPOUV VA €6A0KOUVTAI KAI VO TTEIpapaTiCovTal TNV avAaTTTUEn CUUTTEPIPOPWY OF
EUPUEIG €IKOVIKOUG TIPAKTOPEG. Tpog 1o Tapdv n TTAaTt@épua dev gival KATAAANAN yia
TTPOCOMOIWOEIG HEYAAWY TTANBwWV (e.g. Badler et al., 2008).

H mAat@épua €xel eUTTAOUTIOTE e BIAQOPA XAPOKTNPIOTIKA TTou OIEUKOAUVOUV Tnv
£€PEUVO OTOUG TOMEIG TNG eIkovikAg a@riynong (virtual storytelling) kai TG uUTTOAOYIGTIKAG
YVWOTIKNAG puxohoyiag (computational cognitive psychology). Autd Ta XapakTnpIoTIKA gival Ta

€§NG :

Evowpdatwon Tng YevIKAG YWWOTIKNG apxiTekToviKiig ACT-R (Anderson, 2007),
‘Eva epyaAeio TTOU ETTITPETTEI TOV EAEYXO TWV KIVITEWV

‘Eva yeviko diaxelpioTh 1I0TopIwv-(generic story manager)

‘Eva yevikd module TTou TTpocB£TEl aloBApaTa OTOUG TTPAKTOPES

‘Eva module €1eIc0dIaKAG UvHKNG

Kai ouvdean Tou Pogamut pe GAAa TpiadidaTtara €ikoviké TrepiB&AlovTa

H apyitektovikr) Tou Pogamut diaBéTel TEOoEpa ouoTaTIKA OTOIXEIQ TA OTTOIA Eival :

£vav TTPOCOMOIWTH TOU EIKOVIKOU KOO OU

Mia SIETTAPR YPAPIKWY. yia TO XproTn (GUI)

pia BIBAIOOAKN pe BaOIKEG KAGOEIS yia TOV TTPOYPAMUATIONO TNG CUUTTEPIPOPAS TWV
EUQUWV EIKOVIKWY TTPAKTOpwY (IVA), TTou cupTtEPIAQUBAVOUY TIG TTPWTAPXIKEG KIVATEIG
Kal a100noEIg TOug

4, €va evOIAuETo AOYIOUIKO XEIPIOKOU TNG TTIKOIVWViag peTagu (1) kai (3).

wh e

H diadikacia axediaopuoU TwV €UQUWYV EIKOVIKWY TTPAKTOPWY MTTOPEI va TTEPIYPAPE]
TTOAU TTPOXEIPA WG €EMNG: APXIKA O TTPOYPAUUATIOTAG dNUIOUPYE £€va €u@un EIKOVIKO TTPAKTOPA
€iTE XPNOIYOTIOILVTOG Evav eEwTEPIKO TTPOYpappa emegepyaaiag (editor) eite To GUI dueoa. Kai
oTIg dUo TEPITTTWOEIG Ba xpnoipoTtroinBei o kwdikag TG PBIBAI0BNAKNG Tou Pogamut. ‘ETreima o
TTpoypappaTioThg Ba- xpnoipotroinoel o GUI yia Tnv ekTEAEGN TOU €U@UOUG TTIPAKTOPA OTOV
EIKOVIKO KOOMO, OAAG KOl yio TNV €KOQOAMATWON ToUu KWOIKA Tou. [evikdtepa TO Pogamut
EMTPETTEI TN ONMIoUpyia evog TTpdkTopa ae Java (kal 01 Jovo) o oTroiog Ba uTropei va :

o OéxeTal pnvupata (aioBnoeig) atrd 1o TePIBAANOV eKTEAEONG (EIKOVIKO TTEPIBAAAOV)

e amogaciCel Tnv eTTOpevn (-€G) evépyeld Tou BAoel Twv TTANPOPOopIWV aicBnong atéd
TOV €IKOVIKO KOOUO Kal TNG E0WTEPIKAG TOU KATAOTAONG

e KOl VO TTOPAyEl EVTOAEG TTPOG TO TTEPIBAAAOV IO TNV EKTEAECT) TNG EVEPYEIDG.
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4.1.1otopia avantuing Ttou Pogamut

H T1pwtn £ékdoon Tng mAaTeopuag Pogamut Bewpeital To Pogamut 1. Autd ntav
TPOCOPPOCHéVO HE TO Bivreottaixvidl Unreal tournament 1999 (Epic, 1999) kai ATav
oxedlaopévo oav pia BIBAIOBAKN ypappévn o€ Python pe éva atmAd ypagiko TepIBGAAoV yia Tnv
EKTENEDT) TOU TTPAKTOPA KAl €iXE TTEPIOPIOPEVEG dUVATOTNTEG eEKOPaAudTwaong (Bvda et al., 2006).
O d1adox6¢ Tou cival To Pogamut 2 (Kadlec et al., 2007) kai gival Baciopévo o€ Java yAwooa
KaI TO YPa@IKO Tou TrepIBAAAov gival éva oAokAnpwpévo TrepIfdAAov avatTuéng (IDE) tou €xel
avatrtuxBei oav plugin oto Netbeans. Etriong To Pogamut 2 TrpoocapudO0TNKE OTNV ETTOPEVN. KAl
mo egehiypévn €kdoon Tou Unreal, To Unreal Tournament 2004 (Epic, 2004) yia 10 otroio 6a
MIARooupe Kal TTapakdtw. ETmAéov xpnoipotroiinke cav Baon oto diaywvioué 2K Bot Prize
TTOU TIpayuaToTroifBnke otnv  AuoTpaAia oTov oTroio  oF dlaywvifopevol KARBnkav va
avamTuéouv évav TTPAKTOPO TTOU WTTOPEl va &eyeAdoel TOUG KPITEG OTI TTPOKEITAl yia €va
GvBpwTro. TéAog dnuioupynbnke 1o Pogamut 3 () To otroio gival Tapduoio he 70 2 aAAd pe
KATTola TTPOCOETA  XOPOKTNPIOTIKA OTTWG Tn duvatdotnTa  oUvOEaNG ‘Tou We - AAAa  €IKOVIKA
mepIBAAAovTa (ekTOG TOU Unreal Tournament).

4.2.Tevikda mwg Asitoupyei To Pogamut3

H kapdid tou Pogamut3 eivair n BipAIoBrikn GaviaLib (General Autonomous Virtual Intelligent
Agents Library). H GaviaLib oxedidotnke cav. éva evOIAuUeTO AoyIOUIKO TTOU egOAaBei otnv
ETTIKOIVWVIa PETAEU TOU €IKOVIKOU KOOHOU (apIoTEPG OTO OXAUa TTAPAKATW) Kal TNG AOYIKAG Tou
TTPAKTOPa (0€€IG 0TO OXAMa TTapakdTw). To Pogamut 3 yxpnaoiyotroiei To UT2004 yi’ autd Kal n
Gavialib €xer uAotroinBei pe autd Tov TPOTTO, WATE va OnuUIOUPYEl TO «BECINO» ME TO
OUYKEKPIPEVO  EIKOVIKO KOOMO (eIkOva Trapakdrw — UT2004 bindings). Mapdha autd 1o
Pogamut3 cival Twpa duvard va TTPOCAPHOCTE Kal Ye GAAa TTepIBAAAOVTA OTTWG TTX. TO
mepIBaAov Tou Quake Il (Id software, 1999). [evikad n Gavialib eival évag petag@paacTrg TToU
peTa@pddel 1o java KwoIKa Tou. TTPAKTopa ammd To Pogamut oTn yAWOOQ TOU EIKOVIKOU
mepIBaAAovTog (11X yia To Unreal Tournament givai n Unreal Script n otmmoia ava@épeTtal Kal 0To
eTTOUEVO KEPAAQIO) Kal To avTioTpo@o. OuadiacTikd oto Pogamut oxedidlel To PHUAAS Tou
TIPAKTOPA, EVW TO EIKOVIKO TOU Cwia BpiokeTal ato UT2004.

el Pogamut 3 platform

senses

" i'e'*r,r»'.vc»'w'nx
Playsr ereny =
moory, gutNearsstineny():

_ body. shoot (erewy)
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Eikova 6 : emikoivwvia peTafl Tou €1IKOVIKOU KOOHOU Kal TNG AOYIKAG Tou TrpdkTopa péow Gavialib.
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O aywyog emkoivwviag (pipeline) uyetafu Tou €ikovikoU KOOHOU Kal TnG AOYIKAG Tou
TpdkTopa (dnAadr n HETOPOPA TWV YEYOVOTWY TTOU CUURAIVOUV GTOV €IKOVIKO KOOWO ) Kal
avTioTpo@a (dNAadA n HETAPOPA EVTOAWV aTTO TOV TTPAKTOPA) WTTOPEI EUKOAQ VA TPOTTOTTOINOEI
atré évav TTpoypappaTioTr) TTou BéAel va ouvdéoel Tn GaviaLib pe éva dAAo gikovikd KOopo 1) va
ETTEKTEIVEI TO TTPWTOKOAAO eTTIKOIVWVIaG pe To UT2004 (dnAadr) Ta Gamebots 1Tou ava@Eépoue
mapakdtw). Emmiong o aywydg autdg poidlel oav éva uwnlou emmédou APl (application
programming interface) ota pPAaTIa eVOG TTPOYPAUMATIOTH VIO EUQUEIG €IKOVIKOUG TTPAKTOPEG. ATT
TN MO TTAEUPd, QUTO TTEPIOPICEI TOUG TTPOYPAUMATIOTEG VO XPNOIMOTTOIOUV Povo. Ta-&00évTa
€IKOVIKA TTEPIBGAAOVTA, aTTd TNV AAAN TTAcUpd To API TOUG ETTITPETTEI VA-£XOUV EUKOAN TTpOCcBacn
OTIG TTPWTOPXIKEG KIVACEIG Kal aloBnioeig Tou TTpdkTopa, €10l TO. WOVO TTou Xpeldlovtal va
TTpoypappaTioouv gival To TI Ba KAvel 0 TTPAKTOPAG Kal TTOTE Ba TO KAVEI XWpPIig va XpeldleTal va
yvwpifouv TO TTWG AEITOUPYED N ETTIKOIVWVIa xaunAou emmédou. Etriong n dietraen tng Gavialib
ETTITPETTEI KAl TOV €AEYXO TOU OWHATOG TOU TTPAKTOPA pECw OIKTUOoU. TéAoG n Gavialib ptropei va
xpnoigotroinBei kal ammd GAAeg BondnTikéG povadeg, OTTwg 10 POSH- (Bryson, 2001a) otnv
TEPITITWON TTOU BEAOUE va TTPOCBETOUNE BUVAUIKA TTAAVA YIa ETTIAOYT) EVEPYEIQG.

O 1pdTTOG HE TOV OTTOI0 ETTIKOIVWVET TO Pogamut (u€ow TnG Gavialib) pe 1o eikovikd
mepIBAAAoV (UT2004) Trepiypa@eTal aVOAUTIKA OTO ETTOPEVO KEQAAQIO.

5.To NMepipaAAov Tou Unreal Tournament 2004

Omwg avagépape Kal TTponyoupévwg n TAat@opua Pogamut xpnoiuotrolei 1o mTepiB&AAov Tou
Unreal Tournament (ouykekpipgéva To Pogamut3 xpnoipotrolei To Unreal Tournament 2004).

To Unreal Tournament 2004 (UT2004) eivai éva TTaixvidl TTPWTOU TTIPOCWTIOU TWV
eTaipiwv Epic Games kai Digital Extremes, 10 0110i0 OXedIA0TNKE KUPiwg yia multiplayer
TTaixvidla TTapOAo TToU TTEPIEXEI KAl UTTOGTAPIEN- yIa TTaixVvidl single-player, 61Tou 10 pOAO Twv
oupTTaiXTwy 1 avTiméAwyv avaiauBdvouv 1a Al-bots. KukAog@opnoe 1o 2004 cav GuvExela OTn
oeipd Unreal Tournament (to 1999) kai Unreal Tournament 2003 (to 2003). H pnxavr ypa@ikwyv
TTOU XpnoiyoTrolei eival n Unreal Engine 2.

O1 10101 TWV TTaIXVIOIWY (gametypes )TTou-uttoaTnpilel To UT2004 cival o1 €€N¢:

e Deathmatch:
lowg o To. yYWWoTOG TUTTOG- TTaiXVIOIoU OTO OTToio O KABe TraixTng TrpooTrabei va
OKOTWOEl 600 TTI0 TTOANEG POPEG UTTOPET TOV AVTITTAAS TOU.

e Team Deathmatch:
AuTo civar TTapéuoio pe To Deathmatch pe Tn diagopd 611 o1 TTAiXTEG €dW UTTOPOUV VA
oxnuatioouv opddes. EMTPETEl TO OXEOIQONO MEXP!I KAl TEOOAPWY ONAdWV: TOUG
KOKKIVOUG, TOUG WTTAE, TOUG XpuooUG Kal Toug TTpdaoivoug. To idlo 1oxUel Kal yio TOUG
TUTTOUG (Capture the Flag kair Domination).

e Capture The Flag
2€ QUTO Tov TUTTO -OU0 opddeg avTaywviovtal pyeTagu Toug . KaBe oudda £xer Tn Baon
TNG OTNV. OTToia BPIiCKETAI N onuaia TNG. ZKOTTOG TNG KABe ouddag eival va KAEWel TN
onuaia TNG. avTiTTaANg opadag Kal va Tnv €mMOTpEWeEl 0Tn BAon TNG, evw TTapdAAnAa va
TpooTATEWEN Kau TN OIKA TNG onuaia.

e Domination
>€& auto Tov TUTIO OUO OpGdeg avTaywvifovTal HETAEU Toug TTpooTTaBwvTag va AdBouv
UTTO TNV KOTOXH TOug BIAPOopa onueia 0To XAPTn WOTe va kepdioouv Babuoug kar aTn
OUVEXEIQ TO TTAIXVIiOI.

e Assault
>€ auTo TOV TUTTO TTaIXVIOIOU UTTAPXOUV dUO QVTITTOAEG OUAdEG, OTTOU N Wia TTPOCTTaOEI
va KataAdBel pia Baon kai N GAAn TTpooTTabei va auuveei.

e Last Man Standing
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AuTSOG 0 TUTTOG TTaIXVIOIOU £XEI APKETEG OPOIOTNTEG PE To Deathmatch. OTrwg avagépel
Kal To 6vopd Tou VIKNTAG €ival autog TTou Ba katagépel va empPiwoel amd Tn paxn,
OonAadn Ba TTapapegivel OTo TTaIXViIOl TTEPICCOTEPO XPOVO ATTO TOUG QVTITIAAOUG TOU.
e Onslaught

21ov TOTTO autd AauBdvouv xwpda dU0 avTITTAAEG OUAdEG Ol OTToieG EeKIVOUV ATTO
avTISIaPETPIKG onueia oTo XApTn Kal TTpocTTabouv va TTédpouv UTTO Thv KATOXr Toug 60d
TTEPIOOOTEPA ONUEid Tou XAPTN MTTOPOoUV, WOTE va GTACOUV KAl VA XTUTTHOOUV. TOV
TTUpAva TNG BAoNg TNG avTiTTaAng ouddag.

evikéTepa To UT2004 civar éva atrd Ta Aiya TTaiyvidla TTou €Xouv Eva JEPOG TOU KWOIKA
TOUG avoIXTO yia TpoTrotroioelg. O TTupfvag Tou TTaixvIoIoU atroteAsiTal ammd Tnv Unreal Engine
2 n otroia TTOPEXEl TIG PACIKEG AEITOUPYIEG yIa TNV €KTEAEON TOU €IKOVIKOU KOOWOU, OTTWG TNV
atrédoon Twv 3D povTéAwv. TNa Tnv ekTéEAEON BOCIKWVY AEITOUPYIWV TOU TTUPFVA Ol dnuIoupyoi
Tou TTaIXVIBIoU £pmiagav Tnv Unreal Script, yia yAwooa TTpoypapuaTtiopol €18IKA yia TO TTaixvidl.
Ta game mechanics, 6TTw¢ N Aoyikn Twv bot, gival mpoypaupatioyéva o€ Unreal Script. Evw o
Kwdikag TNG Unreal Engine dev gival avoixtdg- TpooTTeAATINOG, O KWAIKAG TTOU Eival YPOAUUEVOG
o€ Unreal Script civalr avoix1ég yia TpotroTroifjoelg. To yeyovog autd oAAG kKal pe Tn Bordeia
KatTolwv epyaAeiwv (To UnrealEd 10U €ivan o virtual world editor Tou UT2004 ) emTpéTmel 0TOUG
XPNOTEG TN dNUIoUPYIa VEWVY XAPTWVY KAl JOVTEAWY KABWG Kal VEWV ETTEKTACEWY YIO TO TTaIXVidI
(Ta Aeyopeva mods). Auté kaBiotd to UT2004 1TOAU “eAkuoTIKG” yia TO XprioTn, €pocov gival
OXeOIOOUEVO e TETOIO TPOTTO, WOTE PE TN XPHON OIGQOopwY €PYAALiwV va €TTPETTEI GTOUG
TIPOYPAMMATIOTEG va  TTapéPPouv  oTtn dounry  Tou - TTaixvidioU . Kal OTOUG EPEUVNTEG va
TTEIPAUATIOTOUV 0€ BéPaTa TEXVNTAG Vonuoouvng TTavw g€ auTo.

5.1.Gamebots

‘Eva mTepIBaAAov TTou dnuioupyrBnke Tavw oto UT2004 yi' autd 10 OKOTTO ,6nAadr| Tnv TTapoxn
TPOCRACNG OTOUG TTPOYPOUUATIOTES yia  va TTapéuBouv- atn dour Tou Traixvidiou, eival Ta
Gamebots2004 (GB2004). Ta Gamebots cival éva mod yia To UT2004. O apxIKOG TOU OKOTTOG
ATav va Kavel d1aBEaiyo Tov €IKoVIKO KOauo Tou UT2004 ¢ €IKOVIKOUG TTPAKTOPES TTOU £XOUV
avatTuxBei xwpig Unreal Script. Autd 10 emiTuyXd@vouv TTapéxovTag éva OIkTuakd TCP/IP text
protocol yia va eAéyxel Ta avatars (EIKoviKd owuaTa TTPOKTOPWY) TTou BpickovTal To TraiXVidl
MEOW €EWTEPIKWV TTPOYPAPMATWY, OTTWGS To Pogamut.

To apxiké oxédio Twv Gamebots (Adobbati et al., 2001) gekivnoe amrd Toug Andrew N.
Marshal kai Gal Kaminka oto MavemoTtiuio tng NoTiag KaAhigdpvia Information Sciences
Institute. Ta Gamebots xpnaiyotroiodcav TNV TTaAOTEPN €kdoan Tou Traixvidiou (Unreal
Tournament 1999). O o1éxo¢ ToU oxediou fTav va Kavel To TTEPIBAAAoV Tou Unreal Tournament
agIoTTOINGCIYO YIa TNV. £PEUVA OTNV TEXVNTH vonuoouvn. To ox£dio Twv Gamebots cuvéxioav ol
Joe Manojlovich, Tim Garwood kai Jessica Bayliss atré 1o RIT ravemoTriuio (RIT,2005). Ev Tw
METAEU, TO TTPWTO OKEAOG Twv Pogamut GameBots TTpoékuye péoa ammo TNV oTTOCQOAUATWON
NG TTaAidg ékdoong Twv. Andrew. N. Marshal kar Gal Kaminka kai xpnoigotroiienke amo T1o
Pogamut 1. TeAikd dnuioupynBnke To GameBots 2004 amd Ttoug Jakub Gemrot, Cyril Brom,
Rudolf Kadlec, Michal Bvda, Ondrej Burkert, Michal Zem¢ak, Radek Pvbil, Tomas Plch cTo
TavemoTAmo Tng Mpdyag , T0.0110i0 cuvdéeTanl oto UT2004 kai xpnoipotroigital ammd 1o Pgamut
2 xai 3.

Ymdpyouv Tpia €idn cuvdiocwv ota GameBots Ta otroia gival Ta €EAG:

e XUvdeon Bot (Bot Connection) - xpnoIdoTIOIEITAI yIa T dNUIOUPYIa KOl TOV EAEYXO TwV
bots o1o TTEPIBGANOV Kal TAUTOXPOVA IO TNV AfWn TTANPOQOPIWV YIa TNV KATACTACN TwV
bots (dnAadny TTANPOYOpIEG yIa TRV ECWTEPIKI KATAOTAAT TOug, OTIWG TNV OuAda TOUg,
TNV EVEPYEIG TOUG Kal TNV aoTrida Toug, aAAd Kal TTAnpo@opieg yia To TI BAETTOUV, OTTWG
avTIKEIpEVA 1 GAAOUG TTAIXTEG).
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e Xuvdeon eAéyxou (Control Connection). - xpnoIJOTIOIEITAl yIa TOv £AEyXO TOu
TTaixvidioUu, dnAadn yia Tnv TTauon Tou Traixvidiou, Tnv aAAayr Tou XapTn K.a.

e Xuvdeon maparnenth (Observer Connection). — xpnOIPOTIOIEITAI yIQ TRV TTAPATAPNCN
TWV bots A TwV TTaIXTWV aTo TTaIXVidl. NAnpogopicg yia 1o TI Kdvouv.-Ta Bots 1y o1 TTaiXTeg
€EAYOVTal PEOW CUYKEKPIUEVWY unvUPdTwy atmd Ta GameBots

O1 avdykeg TNG epyaciag IKAvVOTTOIOUVTAl PE T XPRON TOU TTpWToU €idoug alvdeong,
onAadn Tng ouvdeong Bot, agou auTtd TToU PAg evOIaQEPE! TTEPICTAOTEPO €ival 0 €AeyXOG Twv bot
oTo TTEPIBAAAOV Kal OI TTANPOPOPIEG YIO TNV ECWTEPIKI TOUG KATAOTOAON OANG Kl I TO TI
MTTOPOUV Va douv YUpw TOUG OTO TTEPIRAANOV.

KdaBe mpoypaupa yia va ouvdeBei pe Ta GameBots xpnolyotrolsi 1o TTPWTOKOAAO
emkoivwviag TCP/IP. To port TTou xpnoiyotroigital eival To 3000 yia Tn ouvdeon bot, 1o 3001 yia
TN ouvdeon eAéyxou kar to 3002 yia Tn oUOvdeon Ttaparnentr. E@doov .n ouvdeon TTou
XPNOIUOTTOINCAME yIa TV gpyacia gival n ouvdeon Bot, To.port TTou xENOoIUOTTOINONKE gival To
3002.

6.Emkoivwvia Pogamut-UT2004 péow GavialLib-Gamebots2004

To GB2004 Eekiva €va SIQKOMIOTH (Server) TToU TTAapEXEl EVa. JECO EAEYXOU TWV CWHATWY TwV
TPaKTOpWV (avatars) péoa ato UT2004. Tutmkd kaBe TTpakTopag diabétel éva instantiation Tng
BiPAI0BrKNG Gavialib kair cuvdéetar oTo dIAKOMIOTH -auTd. oav TTEAATNG (client). Otav yivel n
oUvdeon aTov diakopioTr) Tou GB2004 , o GB2004 dnuioupyei To €IKOVIKO TWHA TOU TTPAKTOPA
péoa oto UT2004 kai 0 SIGKOMIOTAG YiveTal Ta PATIA KAl TA AUTIA TOU TTPAKTOPA, OTEAVOVTOG
TTEPIOBIKG TTANPOYOpieg aioBnong kai AauBavovTag TiG eVIOAEG atrd TO HUAAS Tou (TTaPOKATW

EIKOVQ).
@ SAY @"/e/,o ”"a,

Hello Sheena' {Message Hello Sheena} Commands 99/7 (/ 3
% (I'see Sheena, let's’,
N

GaviaLib say hello to her! )

Sheena 3’ o g \ b o
TOR/ID s 0 R e
GameBots2004 | 7CF/) & &@i@o R €.

-
-
-

R -
\ ( Cove
Unreal SpE L—, \od! W o

3 ?
Tournament @ id WorldView se"@ Obs%:
2004 DM-Flux2.Sheena} . Events

Eikéva 7: H ugnAouU emimrédou apXITEKTOVIKAG Tou Pogamut 3 TTou gival EVOWHATWHEVO PE TO
GB2004 ka1 To UT2004. MNoapddeiypa emikKoIvwyviag.

2TNV TTAPaTTavw €IKOVA QTTEIKOVICETAI éva TTAPAdEIYUa Miag eTTavaAnwng Tou KUKAou
sense-rreason-act. ¥tnv apioTepr TTAeUpa Bpioketal o diakopioTrg Tou UT2004 pe To Gamebots
Kal OUOo TTPAKTOPEG TTOoU. BPiOKOVTAlI OTOV €IKOVIKO KOOHO, Tov Tom kai Tn Sheena. To GB2004
avTiAapBaveral 010 Tom BAETel Tn Sheena kai oTéAvel Tnv TTANpogopia auth (uéow TCP/IP
TTPWTOKOAAOU) péow Tou pnvuparog SEE (1). To SEE petagpddetal o avTikeiyevo Tng Java
péoa otnv Gavialib kai Tapoucialetar 010 unxaviopo €TMIAOYNG evépyeiag Tou Tom, YEcw Tou
uynAouU- emmédou API, pe tn popen yeyovotog WorldView 10 SEEPlayer (2). ‘Etrema o
MNXaVIOUOG. €TTIAOYNG EVEPYEIAG aTTOPACiCel OTI TTPETTEI va xaipeTioel Tn Sheena (3) kai divel Tnv
evioAl SayPrivate (4). H evioAj autr petagpddetal oe privupa xaunAou emmédou SAY (5),
o6trou yivetal avtiAnTTé amd 1o GB2004 10 o1T0io HE TN o€Ipd Tou Oivel TRV EVTOAN OTO €IKOVIKO
owpa Tou Tom va xaipeTiael Tn Sheena.

levikd Ta GB2004 Aapfdvouv evioAég amod Tnv Gavialib-Pogamut kai oTéAvouv

pNvUpoTta Tpog auTr). OAeg o1 evTOAEG Kal Ta gnvupara £xouv Tnv idia popen keipévou. ‘Eva
Tapadeiypa evog unvupatog Twyv GameBots gival To €€AG:
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PLAYER {Name GoodBot} {Location 1400,500,0} {Rotation 32000,0,0} {Health 100}

{Height 170.59} {IsHuman False}

O1 TTPWTOI XOPOKTAPEG PEXP!I TO TTPWTO Kevod gival o TUTTOG TOu -pnvUOpaTog. ‘ETreira

akoAouBouv o€ Celyn Ta XapakTNPIoTIKA TTou BpiokovTtal péoa oc aykUAeg ( {}.). To Celyog kaBe
XOPOKTNPIOTIKOU oTToTEAEITAl ATTO TO GVOPA TOU XOPAKTNPIOTIKOU Kal ThV TIWR Tou. ‘ETol oTo
TTaPAdEIYUA YOG EXOUE TA EENG:

TOtmog Mnvupatog — PLAYER

1° xapaktnpioTikd — To Gvopa Tou XOPOKTNPIOTIKOU civar “Name”. H miuf Tou tival
“GoodBot”.

2° XapaktnPIoTIKO — To Gvopa Tou XOpPOKTNPEIoTIKOU cival “Location”. H miur| Tou sival
“1400,500,0".

3° xapaktnPIoTIKO — To Gvoua Tou XOPOKTNPIOTIKOU gival “Rotation”. H Tipr| Tou ival
“32000,0,0".

4° xapaktnpioTIKO — To Gvopa Tou XapakTnpeiaTikoU civar “Health”. H miur Tou sival
“100".

5° xapaktnpioTikd — To 6voua TOou XOPakTnpIoTIKoU cival “Height”. H TiyA Tou siva
“170.69".

6° XapakTnNEIoTIKO — To Gvopa Tou XapaKTnpIoTiKoU ival “IsHuman”. H iy Tou iva
“False”.

Agv uTtdpxel TTEPIOPICPOG OTO TTANBOG TwV XAPAKTNPICTIKWY 000 aPopd Ta UnvUuuaTa.

O1 evTOAEG OWG £xouv TTEPIOPITHO, Yia TTapddelyua ota Gamebots Tou Pogamut givar 32.

Ta pnvopaTta Kai o1 VTOAEG TTou avTaAAdooovTal KaTé Tn dIdpKEIa TNG dnuioupyiag yiag

vEéag aUvOEDaNS evOg TTPAKTOPA UE TOV EIKOVIKO KOO O aAAd Kai n a€ipd e Tnv otroia AauBdvouv
Xwpa gival Ta €A (eikéva 8) :

HELLO_BOT (HelloBotHandshake): Eivai 1o TrpwTto prjvupa mmou otéAvel 1o UT yia va
gekivioel n ouvoeon e Tov TTPAKTOPA.

READY: EvroAA Tou oTéAvel To Pogamut oav armrdvtnon oto HELLO BOT.

NFO (Gamelnfo): Mrvupa tmou oTéAvel To GB2004, agouU £xel Adpel Tnv evioAr] READY
kal Oivel TTANPoQopieg yia To TraixVvidl, TToIoG €ival 0 TUTTOG Tou TTaixVIdIoU, apiBuog
OMGdWY KATT.

NAV (NavPoint): MAvupa 1mou oTéAvel To GB2004 1O 0TT0i0 TTEPIEXEI TTANPOPOPIES VIA TA
navigation points Tou xéptn (Mx TotmmoBeaia, Gvoua KATT.

INV (Item): MAvupa 1Tou oTéAvel To GB2004 1o OTToio TTEPIEXEI TTANPOYPOPIES YIa Ta
avTIKEiMEVA TTOU BpiokovTal aTo Xaptn (X TOoToBeaia, dévopa, av eivar opaTo,
TTOOOTATA KATT)

INIT (Initialize) : EvioAfy- amré 10 Pogamut yia Tn dnuioupyia Tou TTIPAKTOPA OTO TTQIXViOI.
MepiExel TTANPOYOpiES, OTIWG TO OVOUA TOU TTPAKTOPA, N HOP®A Tou (SKin) KATT.)

INITED (InitedMessage): Mrvupa amé ta GB2004 oav ammdvinon Tpog Tnv evioAn INIT
TTOU TTEPIEXEI TTANPOPOPIES YIa TO XAPAKTNPIOTIKA TOU TIPAKTOPA, OTTWG TNV TaxuTntd
TOU; TN MEYIOTN EVEPYEIA TOU K.Q.

SPW (Spawn) : Mivupa T1Tou otéAvouv Ta GB2004 yia Tn dnuioupyia Tou TTPAKTOPO
OTOV EIKOVIKO KOO O.

BEG  (BeginMessage), events, updates, END (EndMessage) : Zeipd omd batch
unvupara 1rou oTéAvouv Ta GB2004 kal TTEpPIEXOUV TTANPOQOPIES YIa Ta yeyovoTa TTOU
oupBaivouv OTO €IKOVIKO TTEPIBAAAOV 1 yia TIG aAAayEéG . AuTd Eekivouv TTAVTA PE TO
ufvupa BEG kai TeAsiwvouy pe 1o END.

MOVE, SHOOT, JUMP : EvroAég TTou oTéAvel To Pogamut yia va TrpayuoTotroin8ouv
atrd O EIKOVIKO OWHa Tou TTpAKTopa. Edw uttdpyouv dIAQopeg EVTOAEG TTOU PTTOPOUV VA
OoTaAOUV.

DIE : MAvupa 1Tou oTéAveTal atrd 1o GB2004, dtav o TTPAKTOpag TTEBAvEL.

Mapaywyr) Zuptrepipopdg MpakTépwv Pe TN XPron Tou pnxaviopou emAoyng evépyeiag POSH
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GB2004 Java - Bot

Open socket - 2 call: prepareBot()

msg: HELLO_BOT

msg: READY

msgs: export world inforamtion (NFO, NAVs, INVs, ...)

> call: getinitializeCommandi)

msg: INIT (as produced by getinit...) -
O
msg: INITED
-
D call: botinitialized() f\
msg: SPW - I\
___:7‘ call: botSpawned|()
msgs: BEG, events, updates, END -
msgs: commands (MOVE, SHOOT, JUMP, ...) /\1 call: logic()
4«
a
@
a
megs: DIE (BotKilled)
*
- ___D call: botKilled()

@
@

[~]
Eikéva 8 : Aladikagia emIKOIVWYViag yia Tn Snuioupyia Tou TTPAKTOPA o€ éva TraiXVidil. Aegid pe Ta
MTTAE ypAupaTa @aivovTal Ol GUVAPTACEIG o€ Java TTou SnuioupyoulV TIG AVTIOTOIXEG EVTOAEG TTOU
oT1éAvel To Pogamut (Java-Bot) ato GB2004.

7.Mapaywyn CUHTIEPIPOPAS TIPAKTOPWYV € POAOUS ACTUVOHOU Kal
KAEQTN.

Mapakdtw akoAouBei éva Treipaua Trapaywyng CUUTTEPIPOPAG TTPOKTOPWY HE TN XPHOn Tou
POSH wg unxavioud emAoyng evépyeiag. O1 TpakTopeg Xwpilovtal o€ dUO KATNYOPiEG: ToV
QOTUVOMO Kal ToV. KAEPTN, dnAadr o€ dUo dlapopeTikoug poAoug. O pOAOG TOu ACTUVOUIKOU Eival
va TTPOCTaTEUCEl TO Bnoaupd TTUPOBOAWVTAG KAl OKOTWVOVTAG OTTOIOV TTAEl VA TOV KAEWel. ATTO
TNV GAAN TTAEUPA, 0 KAEQPTNG BEAEI va aTTOKTAOEI TOV Bnoaupd TTPOoOTTaBWVTAG va N OKOTWOEI.
To meipapa Baoietal o€ autoUg TOug OUO POAOUG Kal TTAPOUCIAdel Ta atroTeAégUaTa TOU
OuvOUACHOU  SIAQOPETIKWY  CUUTTEPIPOPWY  yia KaBéva amd Toug poloug autoug. [a
Tapadeiypa: MapoucidlovTal Ta aTTOTEAECHOTA PIAG CUUTTEPIPOPAG VOGS «Bappaléouy KAEQTN
TTou O¢v divel JeYAAN anuacia GTn CWHPATIKF TOU aKEPAIOTNTA, AAAG aTnv TaxuTtnTd Tou yia va
maoel 70 Bnoaupd, pE avTiTalo €éva aoTuvopikd o oTroiog divel peyaAUTepn onuacia otnv
TTPOOTACIa TOU Bnoaupol TTapd OTO va Kuvnyroel Tov KAEPTN. Ouwg 11 Ba cuvéBRaive av auTog o
Bapparéog KAEPTNG EXEl VA QVTIMETWTTIOEI £vav TTIO «TOAUNPEO» OOTUVOMIKO TTOU KUVNYdEl ToV
KAEQTN agrivovTag OPwWG aTmpooTATEUTO TO Bnoaupd ;

‘ETo1 Aoimmév yia TO  TrEipapa  autd  Onuioupyndnkav  OUo  SIOQOPETIKOI  TUTTOI

CUMTTEPIPOPAG YIa KABe €vav atrd Toug dUo poAoug. MapakdTtw Ba avaiubei n diadikacia TTou
akoAouBnenke yia Tn dnuioupyia TNG KABe CUUTTEPIPOPAG.
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7.1.YAommoinon Kéopuou

ApXIKA yla Tnv uAoTToinon Tou TTEIPAPATOG ATTaPaiTNTN €ival TTPWTA N dnuioupyia evog KOGUoU
6tou 1o Treipapa Ba Aaupavel xwpa. ‘ETol ye Tn xprion tou Unreal Editor dnuioupyndnke pia
aTTAf TTioTa (XAPTNG) HE dUO onueia ekkivnong, £va yia Tov KAEQTN Kal éva yia TOV AOTUVOUIKO.
2Tnv TTioTA UTTAPYXOUV BIACTIAPTA CQAIPES UE TIG OTTOIEG UTTOPET VA £QOBIACTEI O AOTUVOMIKOG KAl
évag Bnoaupdg og pop®A mini health pack TTou atroteAei kal To oTOX0 TOU KAEQTN. O KOOHOG TOU
TTEIPAPATOG €ival JIa epNMIKA TTEPIOXN MEoa ot Ppdxia. O Bnoaupdg TTou €XEl TN PHOPPH EVOG
medkit (mini health pack) Bpioketal o€ éva atmd Ta dUo oTTiTIa TToU UTTdpXouv aTo XdpTh. H wpa
TTOU TO TrEipapa AauBdvel xwpa civalr Bpddu Kal autd @aivetal Ao Tov EvaoTpo Kal EA0TEPO
oupavo. ZTIG EIKOVEG TTOPOKATW QaiveTal N opPr auTou Tou XApTh:

Eikéva 9: Eikéva Tou XdpTtn a1rd ynAd.

Mapaywyr) Zuptrepipopdg MpakTépwv Pe TN XPron Tou pnxaviopou emAoyng evépyeiag POSH

36



Metatrruxiakn AiatpiBn Aikatepiva TupoBoAd

I o1z7
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Eikéva 10 : Eikéva Tou XAPTN a1ré TNV OTITIKN YWwvia Tou ﬁaixm

Eikéva 11 : Eikéva Tou XApTn o1rd TNV OTTIKN Ywvia Tou TraixTn. £10 Bd60og paiveral o
enoaupog(medkit R mini health pack)
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7.2.Angioupyia Kavovwyv mmaixvidiou

>Tn ouvéxela Onuioupyrndnke €va véo €id0g TraixvioloU TToU KANPOVOMEI TOUG KOvOVEG TOU
DeathMatch kai TpocB¢Tel dAAov €vav, Tnv atrdkTnon Tou Bnoaupou. To €idog Tou Traixvidiou
ovopaletal Katerina’s Pogamut kal ypnoigotrolei Ta Gamebots yia Tnv - TTIKOIVWVIO Twv
TIPOKTOPWY, WE TOV €IKOVIKO KOouo. H dnpioupyia Tou véou autol mod (Katerina’s Pogamut)
éyive pe TN xprion tng Unreal Srcipt. 'ETol katd Tnv ekkivnon tou UT2004, ektdég amd Ta

UTTOAOITTO €iDN TTAIXVIBIWV, EPPAVICETAI KAl TO EEAG:

Host Game | Gametype

1

'\
Bombing Run ad

Mutant
Invasion
Last Man Standing
Instagib CTF
Custom Game Type
GameBOts Bombing or—all kill or be killed.
GameBots CTF Game L b e
GameBots DeathMat
GameBots Double D«
GameBots Scenario
GameBots Team Desc:
IKaterina's Pogamut

f
{

" Katerina's Pogamut Scenario

AvaAuTiké o1 0dnyieg TTou akoAouBrBnkav yia Tn dnuioupyia Tou véou €idoug Traixvidiou
akoAouBouv oTo TTapdTnua evoTnTa 12,

7.3.PoAog KAépTN, 1" cupTTEPIPOPa

Ooov agopd 10 POAO TOU KAEQTN, OTTWGS AVAPEPAUE Kal TTOPATTAVW, OTOXOG TOU gival va Bpel Kal
va TTdpel 10 Bnoaupd, O OTT0ioG PBPIOKETOI KATTOU OTOV €IKOVIKO KOOMO, Xwpig BéBaia va

OKOTWOEI. H TTpwTn cupTTEPIPOPd GOV aPopd Tov KAEPTN €ival N €ENG:

Baolkdg Tou  0TOXOG €ival n KATAKTNon Tou Bnoaupou. Asutepelwv OTOXOG gival n
OWHATIKN. TOU OKEPQIOTNTO KOl TEAEUTAIOG €ival n TTAOYyNON TOU OTO XWPO, WOTE va Bpel To
Bnoaupod. Apa Eekivaue Pe Eva drive collection, agou o TTpdkTopdg pag éxel didpkeia {wng. ‘ETol
0 oTOx0G Tou drive collection dev IkavoTrolgital TTOTE yI' autd Kal n aicbnon 1ou Ba Tov
ikavotroifoel éxel Tnv- Tipn fail (dnAadn emoTtpéper TavTa Tnv TiuR false), éTmwg @aiveral kai
TTapakaTw. - Ta Drive elements eivalr o1 Tpeig OTOXOI TTOU TTEPIYPAYAUE TIPIV, HYE TTPWTO OF

TTPOTEPAIGTNTA TO BACIKO TOU OTOXO0. Apa £XOUME £va OXNHA OavV Kal TO TTOPAKAaTw (€Ikova 13):
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S - -
Dvive collection

- findtreasure ¢4

Diive element
-
- escape + -
Diive element
-

- move
Diive element

Eikéva 13: Aiadikacia dnuioupyiag TTAGVOU yia TRV TTPWTN CUUTTEPIPOPA TOU KAEQPTN.BApal.
lNa 1o mpwrto Drive element (findtreasure) opifoupe 1o TTOTE Ba ekTEAETTEI (BNAQOK £va
sense) kal To Tl Ba kdvel (edw uTTOPEi Va gival gite Eva atTAG action, €iTe éva action pattern eite

£éva competence). ZTnv TEPITITWOT JOg £XOoUpE opioel €va atTAd action To movetomedkit kai €va
sense 1o seemedkit. ‘Etol To TTAdvo yivetal wg e€AG:

Dvive collection
| - findtreasure “_._ Triggers { . _
Dvive element Trigger

| - movetotreasure

Action
> escape >
Dvive element
-
> move
Dvive element

Eikéva 14: Aiadikacia dnuioupyiag TAGVOU yia TNV TTPWTH CUPTTEPIPOPA TOU KAEPTN.BApa2.
lNa 1o delTepo o€ TTpoTEPAIOTNTA OTOXO (escape) opicaue OTI ekTeAsiTal, OTav BpPeOEi

KATTOI0G TTaiXTNG OTO OTIMIKO TTedio Tou TTpdkTopa (seeplayer) kai 6tav n améoTacn autou Kal
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Tou avTiTrédAou gival pikpnR (smalldistance). Otav cupBolv autd, o TTPdkTopag Ba TTPooTTaBnCEl
va e@uyel ekTEAWVTAG £va aTTAG action, To runaway. 'ETal To TTAGvo yivetal wg €EAG:

ce. G-I

Dive collection
ERe—— Trinner! _
Drive element Thgger ‘

movetotreasure
Action

P ¢ Trinner! _
Drive element Thgyer

- runaway
Action
L move “_._
Drive element
-

Eikéva 15: Aiadikacia dnuioupyiag TTAGVOU yia TRV TTPWTN CUNTTEPIPOPA TOU KAEPTN.BApa3.

TéNog utrdpxel €vag atoxog (drive element) o otmoiog ekTeAsiTal TTAvTa, €dv Kavévag
GAAOG Bev pTTopEi va eKTEAEOTED (OEV- IKOVOTTOIOUVTAI Ol TTPOUTTOBECEIG TOUG). AUTOG O OTOXOG
givar 0 move kai €TTEI®N) eKTEAEITAI Xwpig TTpoumoBéoeig, n aiobnon éxel Tnv Tiun succeed
(®nAadn emoTpépel TavTa TNV TiPn true). Otav evepyotroinBei autd 1o drive element, kaAsi oav
evépyela éva action pattern (movequicky) tmou exkTeAei diladoxIKG TIG evépyeleg turnaround Kai
movearound. 'ETal To TeAIKO TTAGvO yiveTal wg €¢AG:

S - - I

LDyiwe collection

- B - - I
Dive element Trgger

» movetotreasure
Action

» ESCape - Triggers
Dive element Thgger

- TUNaway
Action

- Move - Triggers
Dive element Thgger

» Movequickly turnaround
Action pathem Achion
movearound

Action

Eikéva 16 : Aiadikaoia dnuioupyiag TTAGVOU yia TNV TIPWTN CUHTTEPIPOPA Tou KAEQTN.BApad.
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levikd 600 1o atrAd gival To TTAGvVO,, TOOO MO €UKOAA KAl TTIO OWOTA €EKTEAEITAI N

oupTtTepIpopd. ETiong atraiteital katavonon oTo TTwg eKTEAEITaI To TTAGvo. MNa TTapddeiypa pia
GAAN TTPOCTTABEIa yIa TN dnuIoupyia evog TTAGVOU TNG idIag CUPTTEPIPOPAS ATAV N €ENG:
210 20 drive element (escape) apxikd avTi yia TO action runaway, €ixe xpnoigotroindei éva
Action Pattern pe TTpwTn evépyeia To runaway kKol deUTepn TO turntoplayer 1o oTTOI0 £KAVE TOV
TPAKTOPO VA yupioel Kal va KOITAEEl Tov GAAo TTaixTn(oxHa TTapakdaTtw). Opwg étav ekTeAsiTal
TO runaway TIOU KAVEl TOV TIPAKTOPA VO TPEXEI MOKPIA ammd Tov avTitaoAo, To TTAdvo Oa
avakoItétel av ekTeAeital o0 Paoikdég Tou 0OTOXO0G (findtreasure) kai  OTH - OUVEXEID - O
OeUTepog(escape). Av 0 TTPWTOG dev UTTOPEi va evepyoTroinBei, N Aoyikr Aéel 6T oUTe 0 BeUTEPOG
Ba evepyotroinBei, agol pe TNV €KTEAEON TOu runaway O TraixTng Oev Ba PBAETTEl A TOV
Traixtn(seeplayer). Apa n turnaround dev Ba TTpAyUATOTTOINGEI TTOTE.

PoshBot
Drive collection

» findtreasur
Dvive element

Triggers

Triggers
Trigger

» £SCape

Diive element

runaway
Action

turnaround
Action
» Move Triggers
Diive element Trigger

runfar
Action pattem

movequickly turnaround
Action pattem Action
movearound

Action

Eikéva 17: NMapadeiypa AdBoug oTo TAdvo.

Otav oAokAnpwBei TO TTAGVO, auTd TTou XpeldleTal eival va uAoTToinBouv Yovo Ta senses
Kal Ta actions. a1 dfAwaon TnG PeBGdoU Tou action TTpéTTel n HEBOOOG va ival :
o Public
o Xwpig TTapapéTPoug
o [pémerva gival oxohiaopévn ye @SPOSHAction
o - Kai mpémmer va emoTpEQEl TIUN (OTT0I0dTTOTE £KTOG aTTO Void)

H emoTpe@opevn TP dnAwver TTOTE N evépyela gival N eMITUXAG ) 0x1. EGv n niun autn
eivair false n pnxavr) kataAaaiver 6T N evEPYEIQ AUTH ATTETUXE.
H aioBnon eivar kai autry pia péBodog public, xwpic TapapéTpoug, OXoMaouévn HE
@SPOSHSense kar emoTpépel TiuR. H emoTtpepduevn T dnAwvel av n aicbnon nArav
EMTUXAG 1 Ox!. MNa TTapdaderypa:
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@SPOSHSense m)j:HEALTH PA
public boolean seetreasure() { CK adbod autd

Bewpoupe cav

if( items.getVisibleltems(ltemType.MINI_HEALTH_PACK).size()>0) Bnoaupd

{

return true; // BAénw to Onoaupod

return false; // Asv BAénw Bnoaupod

}

H evépyela movetotreasure UAOTTOIEITAI WG €ENG:

@SPOSHAction
public boolean movetotreasure() {
//otauarta tnv ektéAean onotoubnmote pathexecution av yivetat. *
pathExecutor.stop();
//Bpioket oAouc Touc BnoaupoUc Touc omoiouc Exoule kat Sewprjoet oav mini health packs.
Iltem([] treasures = items.getVisibleltems(ltemType.MINI_HEALTH_PACK).values().toArray(new Iltem[1{});
if (treasures.length == 0) {
user.severe("Agv UTIAPXEL KavEvag Bnoaupog oto xaptn');
return false;
}
//Kwvrioou ypriyopa
move.setRun();
//BPEC TO UOVOTATL ATTO TOV EQUTO 00U EWC TO TNOAUPO.. ZEPOUUE OTL E(val EVAC YLoUTO Kot treasures[0]

pathExecutor.followPath(pathPlanner.computePath(bot, treasures[0].getLocation()));

return true;

* Mepikd@ actions dpouv cuveéxela yI' auTod Kal TTPETTEN O iBI0G O XPrOTNG va Ta TEPUATICE
£T01 WOTE va TTpayuaTtotroinfolv aAAa. MNa Tapdderyua av Ogv TEPUATIOTEI TO action shoot o
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TpdkTopag Ba ouvexiCel va TTUPOROAEi UExpP! va Tou dnNAwDBEi OTI TTPETTEl va oTapaTAoel. To idio
oupBaivel kal e TV pathexecutor. Av dev TEPUATIOTEI, O TIPAKTOPAG Ba CuVEXICEl VO KIVEITOI KOl
kavéva aAAo action d¢ Ba uTropei va TrpaypatoTroin®ei KAt TTou Ba TTpokaAéael TTPOBANUa oTn
owoTn EKTEAECN TOU TTAGVOU.

Ta umdhoima actions kal senses Tou TTAPATTAVW TTAGvOU KABWG KAl TO TTOU UAOTTOIoUVTAl
BpiokovTtal oTo TTapdpTnua 10.

7.4.P6Aog KAETN, 2" CUNTTEPIPOPA

Omwg avoeépape Kal  TTPONYoUUévwg, oTo  Treipapa  dokiudlovTtal U0  SIOPOPETIKEG
OUNTTEPIPOPES Yia Tov K&Be poAo. ‘ETal dokipdadetal pia SeUTEPN CUUTTEPIPOPA YIa TOV KAEQPTN
TTOU TOV KAVEI TTIO TTPOCEKTIKO 600V a@opd Th CWHATIKA TOU akepaldTnTd. Mo TTPOCEKTIKOG OTN
yAwooa Tou POSH onuaivel 611 0TOX0G WE TN HEYOAUTEPN TTPOTELAIOTNTA Eival VA €ival AOQAANG
0 KAEQTNG. ETTiong TTpooBEToupE KAl TNV IKAVOTNTA OTOV KAEQTN va TTUPOBOAAOEL, av viwBel OTi
QTTEIAEITAI N CWUATIK TOU aKEPAIGTATA. AP TO TTPONYOUUEVO TTAAVO TPOTTOTTOIEITAl WG £ENG:

N
Diive collection

» €SCape
Diive element

- findtreasure
Diive element

move -
Diive element

-
Eikéva 18 : Aiadikaoia dnuioupyiag TrAdvou yia Tnv SeUTEpn cupTTEPIPOPd TOU KAEQPTN.BApal.

To mpwrto drive element (escape) €xel aAAAgel, agou Twpa TTPOCTEBNKE N IKavoTnTa
oTov KAEQTN va uTTopei va TTUpoBoARCEl, OTav ATTEIAEITAI N CWMATIK Tou akepaldtnTa. To
escape evepyoTtrolgital, 0tav o TpakTopag Ol évav GAAo, dnAadr étav n aiocbnon seeplayer
ETMOTPEWEI TNV TIUN true - Kal 6éTav n.amméoTacn amd auTtov eival pikpR (smalldistance). Twpa n
evépyela TTou Ba ekTeAéoel Oev Ba ival éva atTAd action aAAd éva competence (saveself) Tou
TavTa Ba pTropei va evepyoTroindei agou o atdxog Tou gival fail. To TpwTto competence element
(shootenemy) TToU eA&yxeTal gival, av 0 KAEQPTNG Oev €xel xTuTinOei dnAadn av n evépyeid Tou
gival ion pe TNV apyIkr Tou (€o0Tw OTI N apXIKr Tou evépyela gival 50), dnAadn health<50 kai av
£XEl TTUPOMPOXIKG, dnAadry hasammo. Av n evépyeld Tou €ival PIKPOTEPN TNG APXIKAG KOl EXEI
TTUPOMOXIKA TOTE Ba TTupoBoAncel Tov avtitaho, OnAadr Ba eKTEAETEl TO OUYKEKPIUEVO
competence element Trou eival éva ammAd action, 1o shootenemy, aAiwg Ba evepyotroindei 1o
deuTePO competence element (run) TTou gival €va action 1o runaway. AnAadr) 1o TTAGvo £X€1 wg

egng:
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Dave o “ ‘_
Lvive collection
oive te _
Dvive element

saveself -
Competence

» Shoctenemy
Action

I

» Tunaway
Action

» Mindtreasure ¢ -
Drive element

-

Ly Move ‘———
Drive element

L=

Eikéva 19 : Aladikaoia dnuioupyiag TTAdvou yia Tnv SeUTepn CUUTTEPIPOPA TOU KAEQPTN.BApa2.

O1 GAAo BUo aTdxol gival idlol e TO TTPONYOUNEVO, dNAAdK TO OAOKANPWHEVO TTAGVO
gival wg €ENG:

- I - I
Dyive collection
» €5Cape -
LDyive element

saveself ¢ -
Competence

- shootenemy
Action

» Tunaway
Action

S ‘
LDvive element

movetotreasure
Action

- Move
LDyive element

I

turnaround
Action

movearound
Action

Eikova 20 : Aiadikacia dnuioupyiag Advou yia Tnv SeUtepn cuptrepIpopd Tou KAEQTN.BApa3.
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7.5.P6Aog aocTUVOpOU, 1n gUHTTIEPIPOPA

O poAog Tou aoTUVOUIKOU €ival va TTPoCaTaTEWEI TO Bnoaupd TTou BpickeTal oTo XapTn. '’ autd
TO AOYO O AOTUVOUOG TTEPITTOAEI TO XWPO yUpw atrd 1o Bnoaupd. H TTpwTn CUPTTEPIPOPA TTOU
uAoTTOINBNKE €XEl TEOOEPIG BATIKOUG OTOXOUG. APXIKOG OTOXOG €ival 0 €AEYXOG YIO TO AV UTTAPXEI
KATTOI0 €UTTEOI0 0TO SPOUO TOU OOTUVOUOU HE ATTOTEAEOUA VO EUTTODICETAI N TTEPITTOAIA TOU
(hitobstacle). ‘Etreira eAéyxel, av Xpeldletal va Wdger yia TTupopayikd (findammo) kar uotepa av
UTTAPXEl KATTOI0G UTTOTITOG OTO XWPO YIa va KuvnyAoel (catch). Teheutaiog aTdxog Tou- gival n
epITToAia Tou (wander). Kal o€ auTA Tn CUPTTEPIPOPA eKIVAUE TN oxediaon Tou. TTAdvou ueE £va
drive collection Tou otroiou Ta drive elements gival o1 GTOXOI TTOU TTEQIYPAWAUE TTAPATTAVW. TO
TTAGVO ToU €x€l WG €ENG :

EES - I - I
Dvive collection

- hitobhstacle ——
Lvive element

L

. Mindammo -
Lyvive element

L

» catch I
Lyvive element

L

= Wander
Lvive element

Eikéva 21: Aiadikacia dnuioupyiag TTAGVOU yia TV TTPWTH CUPTTEPIPOPA TOU aoTuvouou.BApal.

O TpwTOG Kal BACIKOTEPOG OTOXOG TNG GUYKEKPINEVNG CUUTTEPIPOPAG Eival O EAEYXOG VIO
TO Qv KATTOI0 €UTTOBIO (TTX €vaG ToixXog) eutrodilel Tnv TTAorynon Tou Trpdktopa. Autd To drive
element (hitobjactle) ikavotrolicital pe Tnv aioBnon (hitwall) kai evepyotroiei éva action pattern
(turnandavoid). OTTwg KataAaaivouue kal ammd To dvoua Tou action pattern, ol evépyeieg TTou
uloTroloUvTal SIOSOXIKA eival n turn, 1 oTroia TTEPIOTPEPEl Tov TIpdKTopa katd 180°%, kai n
avoidwall ocUpewva Pe TNV oTroia 0 TTPAKTOPAG JIAAEYEl Eva KOVTIVO Kal opaTtd anueio aTo XapTn
(navpoint) yia va trael. ‘ETal oTo TTAGvo TTpocTiBevTal Ta €ENG:
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e (- -
Dvive collection

. hitobstacle

Dvive element

- findammo
Dvive element

- Catch
Dyive element

- Wander
Dvive element

T'.Ingers _
Trigger ‘

turnandavoid turn
Action pattem Action
avoidwall

Action

Eikéva 22: Aiadikacia dnuioupyiag TTAGVOU yia TRV TTPWTH CUMPTTEPIPOPA TOU aoTUVOuoU.BApa2.

O delTepog o TTPOoTEPAIOTNTA GTOXOG TOU TTPAKTOPA €ival 0 €AEYXOG yIa TO Qv £XEl
Olabéoiya Tupopaxikd. To drive element (findammo) evepyoTroigital, av n 1mo0oTNTA TWV
TTUPOUAXIKWY Tou egival pIkpdTEPN Tou 40 (ammo<40). XTnv TIEPITITWON autr] To sense &gv
emoTpéPel true 1 false, aAAd Evav akEépaio apiBud kai n auykpion ue 1o 40 yiveral armd To idlo TO
Posh plan. To drive element autd evepyotoiei éva action, To runforAmmo, kdvovrag Tov
TIPAKTOPA va WAXVEl YIO TTUPOMAXIKA: TTou Bpiokovtal didoTrapTa oTnv TioTa-xdptn. ‘Etol 1o

TTAGVO CUUTTANPWVETAI WG EENG:
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S - E - I
LDyive collection

» hitobstacle
Dvive element

- findammo
Drive element

» catch
Dvive element

o Wander

Dvive element

Triggers
Trigger

turnandavoid turn

Action pattem Action
avoidwall
Action

Triggers

Trigger

runforAmmo

Action

Eikéva 23: Aiadikacia dnuioupyiag TTAGVOU yia TV TTPWTH CUPTTEPIPOPA TOU aoTuvouou.BApa3.

O 1piTOG 0€ TTPOoTEPAISTATA OTOXOG €ival TO va Tdcel Tov KAEQTN (catch). Auté 1o Drive
element evepyotroicital, étav Ppebei kATToI0G 0TO OTITIKG TTEdIO TOU TTPAKTOPa (Seeplayer). Av
autd oupuBei TOTE evepyoTroigiTal éva competence (catchenemy) cUu@wva PE TO OTTOIO av O
«exBpods» Ppioketal oe KovTivl amootaon (smalldistance), TOTE €vePyoTTOIEiTAl TO TIPWTO
competence element (killenemy) 1Tou odnyei o€ €va action (shoot) kal kAvel Tov TTPAKTOPA va
TTUpoPoAei Tov avTiTraho. Av n. ammdéaoTacn Oev €ival KOVTIVE, TOTE EVEPYOTTOIEITAI TO ETTOUEVO
competence element (moveclosely) Trou odnyei o€ €éva dAAo action (followhim) 1o otroio Kdvel
TOoV TTPAKTOPA va KIvnOei TTpog Tn B€on Tou avTittdhou. 'ETal To TTAGvo GUUTTANpWVETAl WG €ENG:
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PoshBot

LDvive collection

¢
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‘_
e ‘_
Lvive element

turn
Action

avoidwall
Action

- - -
Lvive element

- runforAmmo
Action

- EE - - I

Dvive element

- S - -
Competence

Action

_

L followhim
Action

|, shoot

- wander
Dvive element

Eikéva 24: Aiadikacia dnpioupyiag TTAGVOU yia TV TTPWTN CUUTTEPIPOPA TOU acTuvouou.BAuad.

TeAeuTaiog OTOXOG TOU . TIPAKTOPA €ival n TTAofynofl Tou (wander), o o0T0i0g
evepyotrolgital TTavTa, €@ocov Kavévag AANoG oTdxog Oev utTopei va Trpayuarotroindei. To
TeAeuTaio Aoirév drive element evepyotrolei €va action pattern (moveclosetotreasure) 1o otroio
ME TN ogIpd Tou evepyoTrolEi-dUO BIOBOXIKEG EVEPYEIEG (actions), To movearoundtreasure Kal T0
turnaround. To TTPWTO a@OPA TNV TTEPITTOAIO TOU ACTUVOUOU yUpw atrd Tov Bnoaupd Kai TO
OeUTeEPO TOV TTEPIOTPEPEl KaTG 180 poipeg KABe @opd, €101 WOTE va TTAPAKOAOUBE TI yiveTal
yUpw ToU, 'ETO1 TO OAOKANPWHEVO TTAGVO £XEI TNV EENG OPON :

48

Mapaywyr) Zuptrepipopdg MpakTépwv Pe TN XPron Tou pnxaviopou emAoyng evépyeiag POSH



Metamruyiokr AiaTpiBA Aikatepiva TupoBoAd

- I - I

Drive collection
e ‘_
Dyive element

turn
Action

avoidwall
Action

- findammo
Dyive element

runforBmmo
Action

e ‘_
Drive element

cathcenemy -

Competence

» Shoot
Actiom

- _
» Tollowhim
= ‘_
Dyive element

Action

movearroundireasure
Action

turnarround
Action

Eikéva 25 : Aiadikaoia dnuioupyiag TTAAVOU yia TV TTPWTN CUMTTEPIPOPE TOUu aoTuvouou.BApas.

H ocuptrepigopd 10U UAOTTOINBNKE dnUIoupyEi évav «BappaAéo» AOTUVOUIKO O OTTOI0g
Ba Kuvnynoel Tov KAEPTN, aQrivovTag OUWG PE auTO Tov TPOTTO ATTPOCTATEUTO TO Bncaupd. Ti
yiveTal Opwg oTNV TTEPITITWON TTOU O AOTUVOMIKOG £XEI CUPTTEPIPOPA QUAOKQ Kal OXI Kuvnyou;

7.6.P6Aog aoTUVONOU, 2" CUNTTEPIPOPA.

€ QuTA TN oupTIEPIPOPd TO pHovadikd TTpdyua TTou aAAdyTnke eivar To action followhim oto
competence cathenemy. O aoTuvOOG TWPA, OTaV OEI TOV KAEQTN O€ PJOKPIVH atmdéoTaon Ogv ToV
Kuvnydel, aAAd emTIAEyel éva onueio TTou BpiokeTal KovTd aTo Bnoaupd yia va Tov TTPOCTATEUCEI.
To action auto €ivai 1o gototreasure.
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SR - I
Lvive collection

|, hitobstacle
Drive element

| findammo

Drive element

| - catch

Drive element

- Wander

Drive element

turn
Action

avoidwall
Action

(- - I

- runforAmmo
Action

— cmhce"ew ¢+__>_
Competence

|_,. shoot
Action

L o gototreasure

on
movearroundireasure
Action

turnarround
Action

Eikéva 26: NMAdvo Tng deUTEPNG CUMTTEPIPOPAG TOU AOTUVOLOU

H dnuioupyia TNG GUPTTEPIPOPAG VOGS TTPAKTOPA gival pia diadikacia eAeUBepn avaloya
ME TIG TTPOTIUACEIG TOu KaBevog. MTTopei yia TrTapddeiypa KATToiog va aAAGEEl TNV TTPOTEPAIOTNTA
Tou oTOXoU findammo ) va Tnv agaip€oel TeEAEiwg ) va dnuioupyrioel GAAoug oTtoxoug. Mia dAAn
mOavr cUPTTEPIPOPEG VIO TOV AOTUVOMO gival va @uvalel evioxUoelg, otav Ogl 0TI aTTelAgiTal, i va
aAAGlel TO OTTAO Tou pe €va KaAuTepo. Tnv euxépela auTh, Tnv TTOPEXEl N TTAATQOPUA TOU
Pogamut, a@ou ptropoUpe €UKOAQ va @TIAXVOUME TTAGva PE Tn Xprion oxXNMATwv, Xwpeig va
XPEIAZETaI VA TA TIPOYPAPMOTIGOUUE. TOV KWAIKA Tov dnuIoupyei atmd Yovo Tou. IMNa mapadeyua
0 KWOIKAG yia TO TTapatrdvw TTAGvo gival o eEAG:
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(C catch | {(fail)))
{
[ (speak | [ (smalldistance))) speak))
{ (followhim { (zucceed))) followhim))
}
)
[C cathcenemy [ (£ail}))
{
[ (killenemy | { (smalldistance) )} shoot))
[ (mowveclosely | { (suceceed) ) ) gototreasure))

{ shoothim (turntoplayer))

{ turnandavoid (turn avoidwall))

{ moveclosetotreasure (turnarround movearroundtreasure) )

{ follow (turntoplayer) )

{ FoshBot | {(fail)}))
(
{ (hitob=stacle | {(hitwall))) turnandawvoid )} )
{ (Eindammo | { (ammo 40 <)) ) runforfmmo )} )
{ (protecttreasure | ((zeeplayer)) ) cathcenemy )} )
{ (wander | [ (succeed) ) ) moveclosetotreasure ) )

Kdikag mAdvou POSH (lap)

8. Zupnepdopara MEIPAHATOG

EkTeAWVTAG TO TTEipOPO OPKETEG POPEG OUVOUALOVTAG DIAPOPETIKEG CUPTTEPIPOPEG KABE Popd,
KataAnéaue ota €€AG atroTeAéoaTa:

O1 mBavéTnTeg va eival KATTOI0G VIKNTAG €ival Trepittou ol idieg. Ooov agopd Tov
OOTUVOMIKO TTOU OKOAOUBEI TOV KAEQTN APKETEG €ival OI PopES TTou KePDBICEl TTUPOBOAWVTAG TOV
KAEQTN, OPWG OPKETEC €ival Kal Ol POPEG TToU dev UTTOPEI va TTPOo@PUAGEel To Bnoaupd eTeidn
OTTOJOKPUVETAI aTTo auTov. ‘ETol, KaBwg akoAouBei Tov KAEQTN, uTTdpxouV TBavOTNTEG va XAOEI
Ta ixvn Tou KaTd TN SIGPKEIQ TOU KUVNYNTOU Kal 0 KAEQTNG va TTPoAGBeEl va Bpel Kal va TTAPEl TO
Bnoaupd. AuTé yiveTar KUpiwg OTNV TTEPITITWON OTTOU AvTITTAAOG €ival O yevvaiog AnoTng, o
oTroiog PBaciCetal oTnv TaXUTNTA TOU yia va e@uyel xwpig va avtammodidel Ta TTupd OTov
aoTuvopo. O KAEQTNG TTou dev BIOTAZEl va ONKWaoel To OTTA0 Tou (27 oupTIEPIPOPA yIa ToV
KAEQTN) oTapaTtd va. yaxvel yia 70 Onoaupd kai apuveral PONIG avTIAngBei omi kivOuvelel n
OWWATIKN - Tou oKEPQIOTNTA. Kal g€ auTh TNV TTEPITTTWON PTTOPEi 0 KAEQPTNG va Kepdioel EQOTov
TTPOAGBEl TTPWTOG va aokoTwaoel Tov avTitado. Ooov a@opd Tov AOTUVOMIKO TTOU (PPOUPEI ToV
Bnoaupd OpPKETEG- €ival OI QOPEG TTOU XAVEl €TTEID TPEXOVTAG TTIPOG Tov Bnoaupd, otav
avTIAn@Bei TNV TTapouadia Tou KAEQPTN, XAVEI APKETO XPOVO GTO VA TOV ONUAdEWEl Kal VA TOV
TTupoBoAnael. ATTO Tnv GAAN TTAEUPA UTTAPXOUV TTEPITITWIOEIG OTTOU O OGOTUVOMIKOG KOTOQEPVEI VA
TTpooTaTéWEl TO Bnoaupd TTpoAafaivovTag va TTUPOBOARCEl TOV KAEQPTN TTOU KaTeuBUveTal TTPOG
Tov Bnoaupd. Auté oupfaivel Kupiwg PE TOV TTPOOTOTEUTIKO KAEQTN O OTroiog BéAel va
avTaTrodWaoEl Ta TTUPG Kal Oev TPEXEI OUECWG TTPOG TO Bnoaupd. AvTiBeTa, 0 yevvaiog KAEQTNG
TTpoAafaivel 1Mo €UKoAa va Tdoel To Bnoaupd kal va ARgel To TTaixvidl. Ta atmroTeAéouara Tou
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KGBe TTaixvIOIoU diEpepav KABE @opd Kal yI' auTo dev ival EUKOAO va OIGKPIVOUNE TTola aTTo TIG
OUO0 CUMTTEPIPOPEG YIa ToV KABE pdAo ival n kKaAUTepn. Ta atroTeAéopaTa auTd icwg va gival Kal
OIaPOPETIKA Qv Ol CUUTTEPIPOPEG QUTEG TTPAYUATOTTOINBOUV o€ GAAO TTIO TTEPITTAOKO XApPTN.

MevikéTEPA PE TRV TTapoUoda epyacia ocuutrepaivouue OTI N TTapaywyr] oUUTTEPIPOPAS
€VOG TTPAKTOPA gival éva TTOAU evOla@épov peuvnTIKO TTESIO UE TO OTTOI0 EUKOAQ-UTTOPEI KATTOI0G
va aoxoAnBei kal va TreipapaTioTel. ‘Eva xproiuo «uécoy yia TNV TTapaywyr TNG CUUTTEPIPOPAG
Tou TTPAKTOPa 60OV agopd Tnv €AoYy Kivnong atmmodeixdbnke 61 _eival To POSH. Mg auto
ETTITUYXAVOUNE IO APKETA aAnBo@avr CUPTTEPIPOPA Tou TTPAKTOPA, DIOTI TTAPEXEL CUVOTITIKA TA
€€AG TTAEOVEKTAMATA :

e YTmooTnpiCel Ta basic reactive plans (BRP), mou emiTpémouv éva guéNIKTO OAAG Kal
OUYKEVTPWHEVO OTOUG OTOXOUG UNXAVIOUO ETTIAOYNG EVEPYEIQG.

e YTmrooTnpicel Tov WeudoTTapaAAnAIoud Kai Tnv evaAlayr) TnG TTPOCOXNAS O UWPNAOTEPES
TTPOTEPAIGTNTEG, ONAA®A O TTIPAKTOPAG MTTOPEN KAl €TTAVEEETALEl TOUG OTOXOUG TOU
avaloya e TIG avAYKEG TOU Kal TIG ETTIPPOES aTTO TO TTEPIBAAAOV TOU.

e [lepiopiCel TNV uTTEPPOAIKA avdTTTUEn OTOIRAG, £POOOV eMTPETEI TNV UTTOPEN KUKAWY
otnv iepapxia Tou. To Slip-stack kdvel Tov TTPAKTOPA VA QVTATTOKPIVETAI YpnyopdTepa
oTa egpebiopata mou SEXETAl ATTO TO TTEPIBAAAOV. TOU OAAG Kal aTTO TNV ECWTEPIKA TOU
KardoTtaon, €@oéoov Tou Oivel TN duvaTtoTNTA VO ETTICKETTTETAI TO IOTOPIKO TWV
ATTOPACEWY TOU CUXVA TTEPIOPICOVTAG WE QUTO TOV TPOTTO TO PEYEBOG TNG OTOoIRAG. 2€
KAOe KUKAO TOU pnxaviopou emmAoyng evépyeiag POSH yivetar €Aeyxog Twy drives €101
WOoTe va eAeyxBei, av TTPETTEI va OTPAPEi N TTPOTOXI] TOU TTPAKTOPA GAAOU.

e Emavekkivei To TTAGvO Iepapxiag atmod Tnv pifa Tou, av auTd TEPUOTIOTEI.

H emAoyn Tng TAaT@Opuag Tou Pogamut BacioTnke TTEPICOOTEPO OTN dUVATOTNTA TTOU
TTapEXEl yia €UKOAN dnuioupyia TAGvwv- POSH, €@doov TTapéxel Tnv €uxépeia dnuioupyiag
TAGVWV  PE TN XPHAON OXNUATWY  XWPIG- va Xpeldletal o0 TTpoypauuaTiondés Toug. O
TTPOYPAMMATIONOG TwV TTAAVWY YiveTal auTéuaTa, evw divetal Kal n duvatoTnTa TTapEuRacng o€
autév. ‘Etol To povo tou xperdletal va KAvEl 0 XprioTng eival va oxedidoel To TTAAvo Tng
OUMTTEPIPOPAG TOU TTPAKTOPA KAl VA TIPOYPAMMATIOE! TIG TTIPWTAPXIKEG EVEPYEIEG Kal AIOOAOEIC.
BéBaia, n diadikacia dnuioupyiag evog TTAGvou xpelddeTal 181aiTEPN TTPOCOXN KAl UTTOUOVH
KaBwg kal auyxvo €Aeyxo. OTwe ava@eépObnke Kal o€ TTPONYOUUEVO KEPAAQIO, Ta PBrpaTa TNG
onuioupyiag evog owatou TAAvou  gival n. apxiki omroolvBeon TnNG CUUTTEPIPOPAS, N
ETTAVOANTITIKA avATITUEN KAl N avaBewpnon Twv TTPodiaypa@uwy.

TéAog, n emAoyn TG pnxavig tou Unreal kai Kupiwg Tou trepifdAAovTog Tou Unreal
Tournament 2004 w¢ 1ePIBAANOV yIa TOUG TTPAKTOPEG, €yIve HE DIAPOopPa KPITApIa. ApXIKd, O
Baaoikdg Adyog TTou emAEXTRKE TO UT2004 Kai ox1 Katroia atrd TiG AAAEG €kOOOEIG TOU (OTTWG TO
Unreal Tournament 99. 13 10 UDK), civar 611 T0 Pogamut kai Kupiwg n €kdoon 3 10U
xpnoiyoTtroieital, Bacikd oxXedIAOTNKE yia va xpnolyoTrolei autd 1o TrepIBaAAov. ‘Etrera, mapoAo
TTOU UTTAPXOUV. Kal GAAa TrepiBdAAovTa duoia pe 1o Unreal Tournament, 6Twg 10 Quake, 10
Crysis k.a., 7o Unreal Tournament gival 1110 €UKOAQ TPOTTOTTOITIMO, EQPOCOV £XEl £va JEPOG TOU
KWOIKA TOU avOoIXTO.YIO TPOTTOTTIOINCEIG, auTod TToU gival ypauuévo o€ Unreal Script. 'ETol eUkoAa
MTTOpE KaveiG va dnuioupynoel vEéoug xapTeg (pe Tn xprion Tou Unreal editor), aAAG kai va
aAAGEel 1) va dnuIoUpPYACEl Kaivoupia €idn TTaixvIOIwy PE dIAPOPETIKOUG KAVOVES (ME TN XPron
NG Unreal- Script). - Etriong n Umapén Ttwv Gamebots 1mou evowpatwvovtar oto Unreal
Tournament dIEUKOAUVOUV Tn oUvOeon GAAWV £EWTEPIKWV TTPOYPAUUATWY, OTTwg To Pogamut
TTOU XPNOIUOTTOINBNKE OTN GUYKEKPIPEVN EpYaaTia.

9.Avoixta Epsuvnrika MNMedia

H ouykekpipgévn epyaoia cival ApPKETA ETTEKTACIUN, OCOV a@OpPd Tnv Trapaywyn
OUNTTEPIPOPAG TTPAKTOpWY. Mia OpKeTd evdiagépouca TIPOCEYYION Eival n  TTapaywyn
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CUNTTEPIQPOPWV TTPAKTOPWY TTOU CuvepydadovTal, avtaywvifovtal Kal aAANAeTOpoUv HETAEU
Toug. lNa TTapddelyua oTnV TTEPITTTWON Twv dUO POAWV TNG £PYACiag, aOTUVOUOU Kal KAEQTN,
TTo1G Ba ATaV Ta aTToTEAETPATA TNG UTTAPENG TTapAAAnAa dUo ANCTWY TTou cuvepPyalovTal HETagU
Toug; Na TTapddelyua: o €vag va gival To S6AwHa Kal 0 AAAOG va €xel aav. aTOXO0 To Bnoaupod.
AvTioToixa T armroteAéopara Ba eixaue av uttApyxav U0 1 TTAPATTAVW OOTUVOMIKOI ~TTOU
ouvepydgovTal HETAEU TOUG yia TNV GUANWN TV ANOTWV;

Emiong pe tnv idla Aoyikh Ba ptropoucav va dnuioupynbouv kai-GAAa oevdapia,
onuIoupywvTag GANoug POAOUG Kal CUUTTEPIPOPEG TTPAKTOpwWY. [la Trapddeiyua: MTropei va
onuioupynBei pia TTpocopoiwon o€ TTEPITITWON AnoTeiag oe pia Tpdmela. ‘ETol ekTOg atrd Toug
POAOUG TOU KAEQTN Kal TOU aoTuvopou Ba TTPETTEl va dnuioupynBouv Kal TTPAKTOPES UE POAOUG
TTEAATN, O oTToiol Ba avTiIdpoUv O KABEvag BIAQOPETIKA OE TTEPITITWON ~AnoTeiag, dnAadr Ba
£XOUV JIOQOPETIKA CUUTTEPIPOPA.

levikéTepa, 10 POSH éxel xpnoigotmoin®ei yia TNV TTapaywyr  CUPTTEPIPOPAS
TIPOKTOPWYV VIO TNV €PEUVA KATTOIWY KATAOTACEWY, OTTWG YIO TTApAdelyua Tn PovteAoTToinon
TWV KOIVWVIKWY OAANAeTdpdocwy o€ éva TTIPWTOYOVO OIKIONO. TN MEAETN auTrh KABe
TIPAKTOPAG PECA OTOV OIKIOUS €xel TN OIKI TOU CUUTTEPIPOPA Kal TO OIKG . TOu €AEyXO0 yia TIG
TPAageIg Tou. MNpoowpivd 6Aol o TTpdkTopeg poipadovTal 1o id1o TTAdvo POSH, aAAG avTikeipevo
MI1ag JEANOVTIKAG €peuvag Ba uTTopouae va gival n HEAETN ETEPOYEVWV KOIVOTATWY. OI TTPAKTOPES
£XOuv OXeDIOOTEI hE TO POVTENO GUMTTEPIPOPAS TWV- WWV, TIG AAANAETTIOPACEIG PETAEU TOUG O€
Evav TTPWTOYOVO OIKIONOG. To PovTEAO auTd Beixvel OTI 01 TTPAKTOPEG TaAavTEUoVTAl UETAEU SUO
EMOUUNTWV KATAOTACEWY, TNV £mMOUNIa va Bpouv Taipl Kal Ty emBupia va peivouv ydvol Toug.

Mia dAAN peAétn oTnv otroia yivetal xpAon Twv POSH duvauikwy TAGvwy gival auth
Tou Tyrell, n omoia ava@épbnke avaAuTIKd o€ TTponyoUuevo Ke@alaio. O Tyrell [1993]
onuioupynoe éva TePIBAAAOV TTPOCOPOIWONG. OTO OTIOIO KATOIKEI éva TPWKTIKG. TO TPWKTIKO
mpooTraBei va empBiwoel o yia ocafdva, yeudtn atmd KivoUuvoug, TTabnTikoUg Kal evepynTIKoUG,
WaxvovTag va Ppel Tpo@r], KaTa@Uuylo Kal €uKalpieg avatrapaywyns. Me tn xpon evog TAdvou
POSH ptopei 10 TpwkTIKG va €mmAECel TToia Ba cival n eTéuevh Tou Kivnon e PAon Toug
OTOXOUG TTOU €XEl, TNV €0WTEPIKI TOU KaTAoTaon aAAd Kai Tnv KaTdoTacn Tou TepIBEAAOVTOG
yUpw TOU. TETOIEG £pEUVEG DIEUKOAUVEI ApPKETA N Xpron Twv POSH TAGvwy.

TéAog Ta Posh mTAGva utropoulv va xpnaoipotroin8olv yia 1n BEATIOTOTTOINCN Sla@opwyv
EQAPUOYWYV OTTWG Yia TTapddeiypa e@appoywy. atn Blounxavia. H pebodoloyia BOD pe 1n
xprion tou POSH Action Selection 8a ptropolv va €mAUcouv To TIPORANUa Tou diaAdyou
diaxeipiong o€ €va auatnua, oTmwg ToTRAINS-93 [Allen et al., 1995]. Autd TO0 GUOTNUA €ival pia
ONUOVTIKA TTPOCTIABEIa IO TNV QVTIPETWTTION Tou TIpoBARpaTog Tou OlaAdyou. Eivar éva
ouoTtnua IKkavo va oxedidlel TTAGva Kal-eveépyeleg Kabwg Kal va aulntd T1a TTAAGva KAl TOUG
oTéxoug TTpoPopikd. To cuornua TRANS Ba utropouace va eEehixBei oe BonB6 diaxelpioTr TTou
EMIXEIPE va KAVEl OIOVOMEG EWTTOPEUMATWY, OTTWG MTTAVAVEG Kal XUMOUG TTOPTOKOAIOU, O€
O1dpopeg TTOAeIC. ETiong, oTnv. TepimTwan TTOAEwV TTOU TTapdyouv SIaQOPETIKA TTPOIOVTA Kal
ouvoEovTal PETAEU TOUG. PE DIAPOPETIKA OUYKOIVWVIOKA PECQ, OTTWG TPEVA, QUTOKIVATA K.ATT., Ba
MTTOPOUCE VA KAVEI TOV. TIPOYPAMMATIONO TWV UETOPOPWY TOOO O€ XPOvo, 600 KAl O XWPO.
AuTé 10 cuoTnua pTTopei va eeNixBei pe Tn xprion Tou POSH pnxaviopou emAOYAG evépyeEiag,
onAadn Je TN xprnon reactive TAGvwv.
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11.MapapTnpa : Odnyieg eyKATAOTAONG TG EPAPHOYNS

Katd tnv didpkeia Tng eKTTOVNONG TNG £pYACiag uia atod TIG KUpIEG DUOKOAIEG TTOU ouvavTBnkav
ATav N €&vwon TwV TTPOYPAPKATWY TTOU OTTAITOUVTAV YIO TV UAOTTOINGN TOU TTEIPAUATOS Kal yI’
auTé TO0 AGYO TTAPAKATW AKOAOUBOUV o1 0dnYieg TNG EYKATACTACNS QUTWV.

1.08nyieg Eykaracraong Pogamut

MNa Tnv eykardoTaon Tou Pogamut atrapaitnta TTpoypdupata givai :

Netbeans 6.9.1 (http://netbeans.org) Tnv ékdoon JAVA SE

JDK 1.6 kai eTrépeveg eKOOOEIG

Maven 3.0.2 (http://archive.apache.org/dist/maven/binaries)

UT2004

Kai To Pogamut 3.2.0 Standalone (http:/diana.ms.mff.cuni.cz/main/tiki-
index.php?page=Download)

Apxikd eykaBiotolpe 1o Netbeans 6.9.1 kai otn ouvéxela 1o UT2004 110U dev €XOUV
Katrola 181aiTepn SUOKOAIQ.

2Tn ouvéxela eykabioToupe To Pogamut (Pogamutinstaller-full-3.2.0.jar). To povadiko
TTOU TTPOCEXOUE gival Ta directories TTou pag ¢nTael va eival Ta owaoTd.

TéNOG €xel oeipd TO maven. ApxIKA KAVOUUE unzip To apxeio apache-maven-3.0.2.zip
Kal ToTToBeTOUNE TO @AKEAO apache-maven-3.0.2 oT1o- Program Files . Z1n ouvéxela
TpocBEToue To bin directory ato PATH. AuTé yiveTal wg €ENG:

2710 System properties (WinKey + Pause) Twv WIndows oTo tab Advance €mmAéyoupe 10
Enviromental Varibles.

. vy
Environment Variables &J
User variables for Computerakos
Variable Value i
CLASSPATH .1.3C\PROGRA~1\IMF21~1. 1EYiblsou... | =
pogamut.ut200... C:\UT2004
TEMP %USERPROFILE%:\AppDatalocal {Temp
TMP 2USERPROFILES:\AppData'Local {Temp 2
[ mew.. |[ Edt. || Deletw

System variables

Variable Value o
Path C:\Program Files\NVIDIA Corporation'p...
FATHEXT .COM; EXE;.BAT;.CMD;.VBS; .VBE;.IS; ...

PROCESSOR_A... x856
PROCESSOR_ID... x&G Family & Model 15 Stepping 13, Gen.., ™

Mew. .. Iqw Delete J

I Ok H Cancel ‘
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210 System Variables emAéyoupe 1o path kai k@vouue edit. Ekei mpooBétoupe TO
directory Tou apache-maven-3.0.2\bin.

Edit System Variable S5

Variable name: Path

Variable value:

Etriong oto System Variables mpooB&étoupe GAAN pia petaBAnth tnv JAVA  HOME
emAéyovTag To New.. 210 Variable name BaCoupe JAVA HOME kai oto value 1o directory mou
Bpiokeral To JDK. lMNa TTapddeyua:

Mew System Vanable Iﬁ

Variable name; JavVA_HOME

Variable value; Ci\Program Files\JavaYjdk1.6.0_17]

[ OK, ” Cancel ]

‘Emreira Ok kai Apply. KaAd Ba frav: oTn ouvéxela va yivel éva Reboot oto Pc. lNa va
ooupe OTI TO maven €xel eykaraoTabei - cwaoTd avoiyouuye 1O command prompt Kai
TANKTPOAOYOUHE Ta €EAG: MvN —version. Av auTtd TpEEel TOTE €iJacTE £TOIUOI VA TTPOXWPEINOOULIE.

Avoiyoupe 10 Netbeans. AkoAouBoupe Tn  Sladpour) : (NetBeans->Tools->Options-
>Miscellaneous->sheet Maven kai TTpooBéToupe oto External Maven Home T0 directory Tmou
BpiokeTal To maven :

i Options — L]

% B a 8 E £

General Editor Fonts & Colors Keymap Miscellaneous Pogamut
| Ant I Appearance | Diff I Files I GUI Builder |
| Issue Tracking I Java Debugger I JavaScript | Maven | Profiler I Spellichecker I Tasks I Terminal —I ersioning |

(Embedded Maven version: 3.0-SMAPSHOT)

External Maven Home : C:'Program Files\apache-maven-3.0.2

(Version: 3.0.2]

Global Execution Options :
[] Skip Tests for any build executions not directly related to testing
Local Repository : C:\Program Files\apache-maven-3.0.2
On Project Open :
Download Binaries : | Mewver -
Check Javadoc : :Never -
Check Sources : :Never -

Please note that setting any of these to values other than "Newver™ can make opening projects significantly slower,

Edit Global Custom Goal Definitions. ..

Index Update Frequency: [Once a week |

Indude Snapshots In Local Index

. [ OK ][ Cancel ][ Help ]
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2. Anuiovpyia SPOSH Agent

Twpa 6Aa gival €Tolua WOTE va PTTOPECOUNE va dnUIoUpyriocoule TO VEO Pag Sposh agent.
Emeadf aut n €kdoon Tou pogamut eival TTOAU TTPOCOATN UTTAPXOUV KATTOIEG €AAEIWEIG
(TOUAGXIOTOV PEXPI OTIYMAG) Kal 0 JovadIKOg TPOTTOS yia va EeKIVAoEIG évav. sposh agent eival
POPTWVOVTAG TO APXIKG TTAPADEIYHA TTOU GOU TTAPEXEI TO TTPOYPANMA. ATTO eKEl Kal TTEpA UTTOPEI
TO TTapAadelyua autd va oAlaxTei oUP@wva JE TIG TTPOTIUACEIG. Tou KaBevog. ‘ETal yia Tn
onuioupyia evég sposh agent akoAouBoupue Ta €€1¢ BrpaTa:

File > New Project-> Maven—-> Maven Project > Next > Add
Edw pag ¢nreital va TTpooBE£COUNE TA XAPAKTNPIOTIKA TOU OPXETUTTOU TTOU Eival TA €ENAG:

Group Id: cz.cuni.amis.pogamut.ut2004.examples

Artifact Id: 07-sposh-prey-bot-archetype

Version: 3.2.1-SNAPSHOT

Repository: http://diana.ms.mff.cuni.cz:8081/artifactory/repo

O Specify archetype details &J

Group Id: CZ.cuni.amis. pogamut.ut2004, examples
artifact Id: | 07-sposh-prey-bot-archetype

Version: 3.2, 1-5MAPSHOT

Repository: |3na.ms.mff.cuni.cz:808 1/artifactory,repo
(Cptional)

I Ok I | Cancel

MpooBéTovTag autd dnuioupyeital To- 07-sposh-prey-bot-archetype 1mou atmmoBnkedeTal
oT1o Local Repository. ‘Etol 0 xpeidletal va akoAouBriocoupe Tny idia diadikacia av BéAoupe va
onuioupyroouue Kal GAAov sposh agent o1o péEAAOV.
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r = | ———
O Mew Project ﬁ
Steps Maven Archetype
1. Choose Project Select a Maven archetype as a template for your project.

2. Maven Archetype

3. Name and Location LAmEnbm =S

----- {iile Maven Quickstart Archetype {1.0)

----- {ile Swing Application Framework (ISR 296) Archetype (1.0)
[ Default Archetype Catalog Remave
= L:J Archetypes from Local Repository

’fﬁh 00-empty-bot-archetype {3.2.0)

; -lile 01-responsive-bot-archetype (3.2.0)

-fiils 02-navigation-bot-archetype (3.2.0)

&8/ = l07-sposh-prey-bot-archetype (3.2, 1-SNAPSHOT)
“[fl5 Maven Quickstart Archetype (1.0)

=1

3
Iz
o
-

m

Description:

07-sposh-prey-bot-archetype

Groupld: cz.cuni.amis.pogamut.ut2004.examples
Artifactld: 07-sposh-prey-bot-archetype
Version: 3.2, 1-SNAPSHOT

‘Emreira atwvTtag Next kal atn ouvéxeia Finish-dnuioupyeital To Project.

Mpoooxn! Av kard Tn dnuioupyia Tou project To project pag eival Badly-formed maven
project ammAd kavoupue €va Build oto project pag kal iowg kal éva restart oto Netbeans. Autd
givar TpoPAnua Tou Netbeans . Mapouadidletal pévo TNV TTPWTN GOPA TNG dnuioupyiag evog
Maven Project kard autév Tov TpOTTO.

To Project epgavifeTal wg €ENG:

: Pro. < &

: Files | Services : Maven R...

EI% 07-zposh-prey-bot

E} {7 Source Packages

EIEEI com.mycompany ., originalsposh
>E€| PreyBehaviour.java

: @ PreyLogic.java

-- {5 TestPackages

E} )y Other Sources

: EI J src/mainfresources
BEB sposh.plan

- b BotPlan.lap

-- )y Other Test Sources

-- {a Generated Sources (annotations)

-- g Libraries

-- g TestLibraries

-- Jg, Project Files
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To mAGvo Tou Posh Trou eivar Tng pop@ng .lap Bpioketar oto Other Sources—>
src/main/resources—>sposh.plan-> BotPlan.lap 6mmwg @aiveral kal Trapatmévw. O cuptrepipopd
Tou agent Bpioketal oto PreyBehaviour.java. 210 PreylLogic.java gival uhotroinuévn n main kai
GAeg PBaoikéG AsiToupyieg OTTwG yia TTapddelypa n Slodikaoia «UETA@PAcns» Tou  TTAdvou
(parsing). Epeig Ba aoxoAnBoupe kupiwg pe 1o BotPlan.lap kai ye o PreyBehaviour.java. Ta
OVOPOTA TWV KAACEWV AUTWV OTN OUYKEKPIPEVN epyacia AAAagav €101 yia- TTapddelyua n
PreyBehaviour.java petovopdotnke o€ ThieflBeahaviour.java kai n- PreylLogic.java o€
ThiefllLogic.java 6cov agopd Tn CUUTTEPIPOPA TOU yevvaiou AnoTH.

MNa va &ekiviooupe Tn diadikacia UAoOTToiNONG TNG CUMPTTEPIPOPAS €VOG TTPAKTOPA
&ekivape atd 1o TAAGvo (BotPlan.lap). Eotw 611 6€Aoupe va UAOTTOINCOUNE THY CUUTTEPIPOPA TOU

yevvaiou KAEQTN TTOU TTOPOUCIACTNKE AVOAUTIKA TTApATTAVW. ZUUQWVO JE QUTH €XOUNE - TO €ENG
TTAGVO:

e (- I

Lvive collection

-~ - - I
Drive element Trigger

» Movetotreasure
Action

= eSCape » Triggers
Drive element Trigger

» Tunaway
Action

e« ¢ Tringer: _
Drive element Trigger ‘

- movequickly turnaround
Action pattem Action
movearound

Action

2T0 TTapaATTavw TTAGVO TTapartnpeital 6T Ta TTPWTAPXIKA Senses Tou TTPAKTopa gival TO
va avTIAn@Bei Tnv TTapoucia evég Bnoaupou (seetreasure), Tou avTiTTdAou (seeplayer) kal Tnv
améoTaon PeTagld Toug (smalldistance), Ta ofmoia TTUPOBOTOUV TIG EVEPYEIEG «TTHYAIVE OTO
Bnoaupd» (movetotreasure) kal «pUye pakpid atmod Tov avTiTraho» (runaway) avriotoixa. O1 dUo
TEAEUTOIEG EVEPYEIEG Eival N TTEPIOTPOPN YUpw atrd Tov eauTd cou (turnaround) kai n TTEPITTOAIQ
yUpw atréd 10 Bnoaupo (movearound). Apa To TTAGVO PAG TTIO GUVOTITIKG TTEPIYPAPETAl WG EEAG:

See treasure > Move to Treasure
See Player kat Small Distance = Runaway

Timota ano ta noapanavw > Turn around kat Move around
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Apa TO actions kal Ta senses Tou TIPETTEl va  uAoTroinBouv  péca  aTnv
Thief1Behaviour.java cival Ta €€AG :

Actions: movetotreasure, runaway, turnaround kai movearound

Senses: seetreasure , seeplayer kai smalldistance

Ta senses succeed kai fail kKaBuw¢ kai To action doNothing eivar € _-
eleele{V[V]e? .

AvaAuTikd n uhoTroinot| Toug:
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H kAdon ThiefllLogic.java Tepiéxel TV main kKAGon kol GAAEG AeiToupyieg OTTWG TN
o1adikacia «PETAPPACNG» Tou TTAGvou (parsing), TNV apXIKOTToiNGn Tou TTPAKTOPd, Kal €ival n
£gNng:
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3. Zuvdeon oto UT2004

MNa T ouvdeon Tou Bot pag oto UT2004 éxel atropeivel éva BAUA akoua:

>1a Services (oT1o Netbeans) umrdpxel évag kéupBog UT2004. Mavw e auTov Kai e Oegi
KAIK (add server) dnuioupyoUue Hia OIKA Jag olvdeon. Ze autr Bafoupe éva évoua .y Local
UT kai oto URI To localhost:3001.

Twpa Tpéxoupe 170 UT2004 kai dnuioupyoupe HOST GAME. 2ta GAME TYPES
emAéyoupe otrolodnToTte amd Ta GAMEBOTS 1.X. Gamebots DeathMatch. X1n ouvéxeia
OlaAéyoupe OTTOI0BNTTOTE TTIOTA KAl 0TO Server Rules TTpooéxoupe To Ovoua Tou Server va gival
10 id10 pe auTd TTOU gixaue PaAel TTponyouuévwg (Local UT). OTav €igaoTe €ToIol TTATANE TO
LISTEN. KaBwg 1o Traixvidl dnpioupynBei ekteAolpe 10 project oto Netbeans kai 0 10U o
mpdkTopag!!

12.MapapTnpa : Angioupyia véou TUTTou mraixvidiov oro UT2004

lNa 1n dnuioupyia Tou véou gametype akoAouBrBnke n €¢nig diadikaaia:

Apxik@ oto UT2004 dnuioupyeital évag véog pakelog (KaterinaGBScenario) o otroiog
TepIEXEl €vav utto@dkeAo pe ovoupa Classes. Ekei mpooTtiBevial 6Aeg o1 kKAGoeig TTou Oa
XPNOIJoTTOINBOUYV. 2TnV TTEPITITWOT Pag £XOUuE Wia kKAdon, Tnv. KaterinaPogamutScenario.uc.
Baoikn 1816TNTa auTtrg TNG KAGONG €ival va KANPOVOUEI Ta XapakTnpioTIKa evog DeathMatch.
‘ETo1 €xoupe Ta €EAG:

class KaterinaPogamutScenario extends BotDeathMatch

21N ouvéxela autd TToU - PagG evOIaPEPEl va TpoTroTroifjooupne oTtn deathmatch cival ol
KQvOVEG TEPUATIONOU Tou TraixVvidiou. ‘ETar autd mmou BéAoupe va aAAGEoupe gival n ouvdapTnon
CheckEndGame() n otroia eAéyxel TTéTE TO TraIxvidl TeAeiwvel. H CheckEndGame sival n €€AG:

function bool CheckEndGame(PlayerReplicationinfo Winner, stri

{

local Controller P, NextController;

cal PlayerController Player;

..OUVEXELD

67
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£ J i'-jls-rqBM}r re opifeTal Kal apxIKoTToiEiTal aTnv kAdon BotDeathMatch.uc, n
onofa._ﬁp{omi"al 070 PakeNo GameBots2004, wg eEng:

var config int treasure;

H 1A TG aAAGdel kGBe @opd TTou évag TTpdkTopag Ba cuAAéCel éva MiniHealthPack, To
oTToio Kal Bewpeital o Bnoaupdg. H alAayr) Tng TINAG TnNG opiletal oTnv kKAdon RemoteBot.uc
TTou Ppioketal kal autrp oTo @akeAo GameBots2004 kal OUYKeEKpIéva OTn OuvapTNON
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HandlePickup n evnuepwvel To TTOTE 0 TIPAKTOPAG CGUAAECE KATTOIO QvTIKEiNEVO. EKei Exel
TpooTeDEi TO €EAG:

., -, oy “ 1
T gy e, e
", Hay |

lNa va ekTeAeoTOUV TA TrapaTravm 1Tp£1T£I vqnpavuamnmn@ouv dAAa Tpia BrApara.

ApxIk& TTPETTEl OTO apxeio UT2004 mi“:'

ou Spmm:‘rcxl O'TO pdkedo UT2004\System, va
TpooTebei TO €EAG: "

EditPackages= KaterlnaGBScenano £ 'rt

‘Emreita 6a mpétmel va O'BITO'TOUV TQ GpXEIG GameBotsZOO4 ucl kai GameBots2004.u tTou
BpiokovTal oTO UT2004\Systemz, o,

TéNog, péoa atmod- T(')' command prompt Ba mpémrel oT1o directory UT2004\System va
EKTEAEDTEI N EVTOAR ucc=make S, A

21 cuvsxam E;Kwape 10 Unrgal Tournament Kal 160U 10 véo pag Traiyvidi!!
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