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ABSTRACT

1. INTRODUCTION
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2. AFS:THE ABSTRACT FORCE SIMULA-
TOR

3.1 The Control Hierar chy

3. HAC: HIERARCHICAL AGENT CON-
TROL



3.2 An Example Action De nition
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3.3 The SensorHierar chy

3.4 The Context Hierar chy and Planner



5. LESSONSLEARNED

4. THE HAC APPLICATION



6. SUMMARY AND RELATED WORK
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APPENDIX
A. ONLINE DEMOS

A.1 The Capturethe Flag' Interface

A.1.2 AgentContnol

A.2 Particle-Spring Model for Blobs

A.1.1 GameContmol



A.3 Abstract Sensors

A.4 Reactve and Deliberative Behavior

A.5 Planning



