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(1/7)

�

Rodney Brooks

� ��

3

� �

[Brooks91a,Brooks91b]
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Function: Action Selection
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8. return �
9. end-if
10. end-for
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Steels
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[Steels90]
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if detect an obstacle then change direction (1)
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if carrying samples and at the base then drop samples (2)
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if carrying samples and not at the base then travel up gradient
(3)
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if true then move randomly (5)
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(1/2)
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 � � � � * � -�� � � �
Rosenschein

0

Kaelbling

� � �

[Rosenschein86]
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� � � � . � � , �
� , � � . � * �

'� � � � . � � , � �� � � �

� ��� � �, � � , � � � � � " ) � � , � � .

� �
� � � , � 2 * �
[An agent] � is said to carry the information that � in
world state �, written � ��� � � ��� � �

, if for all world states
in which � has the same value as it does in �, the
proposition � is true. [Kaelbling90]

; <

6:

= >

/

? @ AB C EF G IJ K LM

– p.12/24



2.1. � � �

(2/2)

� '� � -�� � �� � � � ) 2 3 8 : � " �

� � � , � � . �

NP

� 0

� �� 5 1 � �� � � , � 	 
 �� �� � , � �

. 5� � 1 �

[A] specification of the semantics of the [agent’s] inputs
(‘whenever bit 1 is on, it is raining’); a set of static facts
(‘whenever it is raining, the ground is wet’); and a
specification of the state transitions of the world (‘if the
ground is wet, it stays wet until the sun comes out’).
The programmer then specifies the desired semantics
for the output (‘if this bit is on, the ground is wet’), and
the compiler � � � [synthesizes] a circuit whose output will
have the correct semantics. � � � All that declarative
‘knowledge’ has been reduced to a very simple circuit.
[Kaelbling91]
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PENGI [Chapman86]
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Agent Network Architecture [Maes89]
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TouringMachines[Ferguson92]
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InterRRaP[Fischer95]
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action
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(One pass control)
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3.1. TouringMachines (1/4)
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TouringMachine

��� �� � ��� [Ferguson92]
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3.1. TouringMachines (2/4)

Perception subsystem

Modelling layer

Planning Layer

Reactive layer

Control subsystem

Action subsystem

input

action
output

sensor
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3.1. TouringMachines (3/4)

� � �

–
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( )

rule-1: kerb-avoidance
if

is-in-front(Kerb, Observer) and
speed(Observer) > 0 and
separation(Kerb, Observer) <

KerbThreshHold
then

change-orientation(KerbAvoidanceAngle)
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3.1. TouringMachines (4/4)
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( )
censor-rule-1:

if
entity(obstacle-6) in perception-buffer

then
remove-sensory-record(layer-R,

entity(obstacle-6))
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