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AKTORENMODEL

Dispatcher .

Verhalten def receive = {

case Ping => {
Aktor sender ! Pong

¥
¥

[Typ13]
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FIPA

Foundation for Intelligent Physical Agents

Nachrichten
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ACL

Agent Communication Language
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Java Serialisierung
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RDF

Resource Description Framework

Turtle
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Google Inc.
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FIPA DESIGN PROCESS

System Requirements @ Analyse und Identifizierung
Rollenbeschreibung

Agent Soclety

Ontologie [ Protokolle

Agent Implementation

Deployment

[FIPO2b]
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REA PAI TERN

Resource Entity Action: Generalized Design Pattern for Real
Time Strategy Games

REA Pattern

Resource Entrties Actions

NEIRG Logic DAG of
Verteidung Resources  Entities

L eben
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Kosten
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ACTIONS

rs = Wafte(20),Leben(500) Nelslelle

Resources Source Entity

Regel fUr den Angrift:

Leben’ = Leben-Waffenstarke rt = rt+ (0,-20) = (15,980)

rt = Wafte(l5),Leben(1000) Magier

Resources Target Entity
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Modellierung von nebenlaufigen,
skalierbaren Systemen

Verelnigung theoretischer
und praktischer Konzepte

Anwendung: Gamedesign
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FIPA DESIGN PROCESS

Process for Agent Societies Specification and Implementation
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PARTITIONIERUNG

|00 Magier
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Node Node
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THE SYMBOLS

A symbolic layer for autonomous component-based
software agents
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