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i mport | ade. core. Agent ;

i nport j ade. core. behavi ours. Behavi our;

i nport j ade. core. behavi ours. Cycl i cBehavi our;
i nport j ade. core. behavi ours. OneShot Behavi our ;
public class Sinpl eAgent extends Agent {

protected void setup() {

[l 1iLs)OneShot Behavi our Lgbls ayis //HelloWrld

addBehavi our (new OneShot Behavi our (t hi s) {
public void action(){
Systemout.println("Salam DWrd | am

"+get Local Name());

1)

[l 1sLs) CyclicBehaviour lLgbl, sgacyclic... 5,0 Js [/

addBehavi our (new Cycl i cBehavi our (this) {
public void action() {
Systemout.println("cyclic... ");
}
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addBehavi our (new RandonBehavi our ());
:/}**
* | nner cl ass RandonBehavi our
*/
private class RandonBehavi our extends Behavi our {
private int RANDOM ;
public void action() {
RANDOM = (int) (Math. random()*10);
System out . print| n(" RANDOM ="+ RANDQOM ;

publ i ¢ bool ean done() {
return RANDOM == 7;

public int onEnd() {
nmyAgent . doDel et e() ;
return super.onEnd();
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i nport j ade. core. Agent;

i nport j ade. core. behavi ours. Waker Behavi our ;

i nport j ade. core. behavi ours. Ti cker Behavi our;
public class ConpteaRebours extends Agent {

protected void setup() {

final int nbSeconds = (int)(Math.random()*15);
System out. print| n("count down" +nbSeconds) ;
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addBehavi our (new Ti cker Behavi our (thi s, 1000) {
protected void onTick() {
Systemout.println("..."+(nbSeconds-getTi ckCount ())+" seconds");
}
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addBehavi our (new Waker Behavi our (t hi s, 1000*nbSeconds) {
protected void handl eEl apsedTi neout () {
Systemout. println("CQver");
nyAgent . doDel et e() ;

}
1)
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i nport j ade. core. Agent;
i nport j ade. core. behavi ours. OneShot Behavi our
i nport j ade. core. behavi ours. Sequent i al Behavi our
i nport j ade. core. behavi our s. Waker Behavi our
public class Seq extends Agent {
protected void setup(){
Sequent i al Behavi our SeqBehavi our = new
Sequent i al Behavi our () ;
SegBehavi our . addSubBehavi our ( new OneShot Behavi our () {
@verride
public void action() {
Systemout.println("the first sub behaviour");

}
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SegBehavi our . addSubBehavi our ( new OneShot Behavi our () {
@verride
public void action() {

Systemout.println("the second behavi our");

}

1)

SegBehavi our . addSubBehavi our ( new OneShot Behavi our () {
@verride
public void action() {
Systemout.println("the |ast behaviour");
nyAgent . doDel et e() ;
}
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addBehavi our ( SeqBehavi our ) ;
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i nport j ade. core. Agent;
i nport j ade. core. behavi ours. OneShot Behavi our ;
i nport j ade. core. behavi ours. FSMBehavi our ;
publ i c class Agent FSM ext ends Agent {
protected void setup(){
FSMBehavi our fsm = new FSMBehavi our (this) {
public int onEnd() {
System out . printl n("FSM behavi our ... Done");
nyAgent . doDel et e() ;
return super.onEnd();

}
¥
//definiton des etats
fsmregisterFirstState (new _1lbehaviour(),"A");
fsmregi sterState(new _1behaviour(),"B");
fsmregi sterState(new _1behaviour(),"C");
fsmregi sterlLastState(new _1Q her behavi our(),"D");




«( jade -1 43 Behaviours -1I

//definition des transaction
fsmregisterDefault Transition("A","B");
fsmregisterTransition("B","B", 1);
fsmregisterTransition("B","C", 0);
fsmregisterTransition("C',"C', 1);
fsmregisterTransition("C',"D", 0);
addBehavi our (fsn);

[/l nner d ass

private class _lbehavi our extends OneShot Behavi our {
i nt RANDOM
@verride
public void action() {

System out. println("executing "+
get Behavi our Nane() ) ;

}
public int onEnd(){

ret urn RANDOM

RANDOM = (i nt) Mat h. randon() * 1;

}
}
private class unAutreConprtenent extends OneShot Behavi our {
@verride
public void action() {
Systemout.println("Finale State");
}
}
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import jade.core.Agent;
import jade.core.behaviours.OneShotBehaviour;
import jade.core.behaviours.ParallelBehaviour;
import jade.core.behaviours.TickerBehaviour;
import jade.core.behaviours.WakerBehaviour;
public class agent_parallel extends Agent{
protected void setup(){
ParallelBehaviour ParBehaviour = new
ParallelBehaviour(ParallelBehaviour. WHEN_ANY);
ParBehaviour.addSubBehaviour(new WakerBehaviour(this,1000){
@Override
protected void handleElapsedTimeout() {
System.out.printin("Time is over..");
myAgent.doDelete();
}
D;

ParBehaviour.addSubBehaviour(new TickerBehaviour(this,50){
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int RANDOM,;
@Override
protected void onTick() {
RANDOM=(int) (Math.random()*100);

if(RANDOM==5)

{
System.out.printin("Bingo!");
myAgent.doDelete();

}
D;

addBehaviour(ParBehaviour);
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