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Inter-Agent Communication

Introduction

about locomotion

— Pathfinding, collision-free,
overtaking, etc.
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The Problem

* Even still, many personalities are random and/or static
— Either random at startup and static throughout sim
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Our Solution
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persoality/behavior, through inter-agent comunication

¢ Total determinism
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Doesn’t Hold Door

* Goal:
Open Door

ompassionate Behavio
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— Using Buckland’s goal-directed behavior as reference
* Some agents have a desire to influence other

agents in some way
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Scenario: Stereotyped Mall

Clothing Electronics

[] -
Showcase Car

Teen Clothing

- Sporting Goods
Yellow

A Security
Pink

Mini-department
store Gray
Toy Store
o °

Household Sunglass

Accessories Hut

+ 4

Mall Entrances

[]

7/11

Example Personalities/Actions

Arrest

Buy object (hand money)
Change clothes
Convince others

Eat/Drink
Exercise
Fix appearance
Do makeup/hair)
Get money from ATM

Hold door open

Selfish Money, pleasure, fame Moral values/tendencies
Moral Helping others, kindness | Immoral values/tendencies
Gadgets, technology, . R
Techie 3 B B Sports, physical activity
video games
Girly girl Pink, social, beauty Ugliness, dirtiness
Violence, competition, Feminine things, art,
Macho Man ) o E
authority, strength weakness
Things that make one
Intellectual think, fame, problem Social situations
solving
Black, piercings, rock
Punk . Popular culture
music
Religious objects, self-
Religious sacrifice, authority, Blasphemy, liberalism (© )

divine, influencing others

Hu,
Litter
Look at (reach to touch)

Market/Advertise for
shop

Open door

Play video game/floor
ames in store

Poke

Punch
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Finally: Definitions

* Personality — called Tendency

— Defined by its positive/negative values and actions
associated
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Other Definitions

* Hello-Kitty backpack tagged “pink”, “sparkly”
— Agent tags are their personalities/values

— Could also tag situations

10/11

11/19/09



11/19/09




