
Conceptual Model



Agent

Driver

External

Agent::ControllerAgent::Learner

Agent::Model

Agent::Planner

Package Structure



strategicProcess : Process

«executable»
strategicExecutive : Executive

tacticalProcess : Process

«executable»
tacticalExecutive : Executive

controlProcess : Process

«executable»
controlExecutive : Executive

External::TIELT

External::Wargus

TacticalGoals

ControlGoals

TieltActions
TieltSensations

fixed goal: win

StrategicGoals

System Deployment



+Initialize(in props : Element)
+executeCycle() : bool
+Terminate()

«interface»
Agent

+Initialize(in props : Element)
+executeCycle() : bool
+Terminate()

SimpleAgent

Application Overview

+newPlanner()
+newController()
+newLearner()

ModuleFactory

+perceive(in current : State) : State
+activate(in action : Action)
+deactivate(in actionId : string)

«interface»
Controller::Controller

+learn(in blackboard : Blackboard)

«interface»
Learner::Learner

+decide(in blackboard : Blackboard) : Action

«interface»
Planner::Planner

-controller

1-planner

1

-learner1

+decide(in blackboard : Blackboard) : Action

Planner::BasicPlanner

+learn(in blackboard : Blackboard)

Learner::BasicLearner

+perceive(in current : State) : State
+activate(in action : Action)
+deactivate(in actionid : string)

Controller::BasicController

+updateState(in nextState : State)
+updateAction(in currentAction : Action)

+currentActions : Action[]
+currentState : State

Model::Blackboard

+id : string
Model::ActionModel::State

+trace

1

*

+history

1

*

+blackboard

1



anExecutive

AgentFactory

aSimpleAgent

ModuleFactory

newAgent:=newAgent(class, parameters)

Initialize(props)

newController:=newController(class, parameters)

newPlanner:=newPlanner(class, parameters)

newLearner:=newLearner(class, parameters)

executeCycle:=executeCycle()

continue?

run until executeCycle returns false
Terminate()

Session Sequence



aSimpleAgent aBasicController aBasicPlanner aBasicLearneraBlackboardanExecutive

control

learn

updateState

nextAction

updateAction

executeCycle:=executeCycle()

perceive

nextState

decide

Step Sequence


