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BehavioursJADE

1.:
JADE

  BehaviourJADE

2.:
jade .JadeBehaviours

Instancesclassjade.core.behaviours

addBehaviour(Behaviour b)
jade.core.Agent

Behaviour:

-Action() :

-Done() :behaviour

  behaviour:

-onStart() :action()

-onEnd() :done()true

behaviourbehaviour
MembermyAgent

jadethreadbehaviours
threadbehaviour

  ,

3.behaviours

3.1.behaviours
jadebehaviours:

3.1.1.One-shot behaviour
behavioursinstanceclass  

jade.core.behaviours.OneShotBehaviour

  done()classtrue
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3.1.2.Cyclic behaviour
cyclic behaviourinstanceclass  jade.core.behaviours.CyclicBehaviour

done()
false

3.1.3.Generic behaviour
behavioursdone()  

" "

Behaviours

import jade.core.Agent;
import jade.core.behaviours.Behaviour;
import jade.core.behaviours.CyclicBehaviour;
import jade.core.behaviours.OneShotBehaviour;
public class SimpleAgent extends Agent {
 protected void setup() {
// OneShotBehaviour  //HelloWorld
  addBehaviour(new OneShotBehaviour(this){
   public void action(){
    System.out.println("Salam DWord I am
"+getLocalName());
   }
  });
//  CyclicBehaviour cyclic... //
  addBehaviour(new CyclicBehaviour(this) {
   public void action() {
    System.out.println("cyclic... ");
   }
  });
  //  generic behaviour 7 //
  addBehaviour(new RandomBehaviour());
 }
 /**
 * Inner class RandomBehaviour
 */
 private class RandomBehaviour extends Behaviour {
  private int RANDOM ;
  public void action() {
   RANDOM = (int) (Math.random()*10);
   System.out.println("RANDOM ="+ RANDOM);
  }
  public boolean done() {
   return RANDOM == 7;
  }
  public int onEnd() {
   myAgent.doDelete();
   return super.onEnd();
  }
 }
}

3.2.Behaviours
Jade

:
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3.2.1.WakerBehaviour
wakerBehaviour  onWake()  )(

parameterconsctructor.

onWake()

3.2.2.TickerBehaviour
TickerBehaviour  onTick()

)(parameterconsctructor.

  

import jade.core.Agent;
import jade.core.behaviours.WakerBehaviour;
import jade.core.behaviours.TickerBehaviour;
public class CompteaRebours extends Agent {

  protected void setup() {

final int nbSeconds = (int)(Math.random()*15);
System.out.println("countdown"+nbSeconds);

//behaviour//

    addBehaviour(new TickerBehaviour(this, 1000) {
      protected void onTick() {
        System.out.println("..."+(nbSeconds-getTickCount())+" seconds");
      }
    });

//behaviour//

    addBehaviour(new WakerBehaviour(this, 1000*nbSeconds) {
      protected void handleElapsedTimeout() {
        System.out.println("Over");
        myAgent.doDelete();
      }
    });
  }
}
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3.3.behaviours:
  behaviours100%

  JADEbehaviours.

behaviours    jade.core.behaviours.CompositeBehaviour

instancebehavioursub behaviours

action()compositebehaviouraction()sub behaviours

    sub behavioursscheduleFirst()
scheduleNext()composite behaviour,

compositeBehaviourJADE .:

3.3.1.SequentielBehaviour
sequentielBehavioursub behaviours ,

behaviour  behaviour
done()behaviourtruebehaviour.

sub behaviourssequentielBehaviouraddSubBehaviour() .
behaviours.

:

import jade.core.Agent;
import jade.core.behaviours.OneShotBehaviour;
import jade.core.behaviours.SequentialBehaviour;
import jade.core.behaviours.WakerBehaviour;
public class Seq extends Agent {
 protected void setup(){
  SequentialBehaviour SeqBehaviour = new
SequentialBehaviour();
  SeqBehaviour.addSubBehaviour(new OneShotBehaviour(){
   @Override
   public void action() {
   System.out.println("the first sub behaviour");
   }
  });
  SeqBehaviour.addSubBehaviour(new OneShotBehaviour(){
   @Override
   public void action() {
    System.out.println("the second behaviour");
   }
  });
  SeqBehaviour.addSubBehaviour(new OneShotBehaviour(){
   @Override
   public void action() {
   System.out.println("the last behaviour");
   myAgent.doDelete();
   }
  });
  addBehaviour(SeqBehaviour);
 }
}
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3.3.2.FSM Behaviour
FSM BehaviourbehaviourFinite state machine  state

behaviour

behaviour:

•stateregisterState (Behaviour state, String name)

•First state)fisr state(  registerFirstState (Behaviour
state, String name(

•Last State)FSMLast State (registerLastState
(Behaviour state, String name(

•transitionregisterTransition(String s1, String s2, int event)

•Default transition)Default  transitiontransitionstate
state (registerDefaultTransition(String s1, String s2, String[]

toBeReset)

:

Finite  state machine:
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FSM Behaviour:

import jade.core.Agent;
import jade.core.behaviours.OneShotBehaviour;
import jade.core.behaviours.FSMBehaviour;
public class Agent_FSM extends Agent{
 protected void setup(){
  FSMBehaviour fsm = new FSMBehaviour(this) {
   public int onEnd() {
    System.out.println("FSM behaviour ...Done");
    myAgent.doDelete();
    return super.onEnd();
   }
  };
  //definiton des etats
  fsm.registerFirstState (new _1behaviour(),"A");
  fsm.registerState(new _1behaviour(),"B");
  fsm.registerState(new _1behaviour(),"C");
  fsm.registerLastState(new _1Otherbehaviour(),"D");
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  //definition des transaction
  fsm.registerDefaultTransition("A","B");
  fsm.registerTransition("B","B",1);
  fsm.registerTransition("B","C",0);
  fsm.registerTransition("C","C",1);
  fsm.registerTransition("C","D",0);
  addBehaviour(fsm);
 }
 //Inner Class
 private class _1behaviour extends OneShotBehaviour{
  int RANDOM;
  @Override
  public void action() {
   System.out.println("executing  "+
getBehaviourName());
   RANDOM = (int)Math.random() * 1;
  }
  public int onEnd(){
  return RANDOM;
  }
 }
 private class unAutreComprtement extends OneShotBehaviour{
  @Override
  public void action() {
   System.out.println("Finale State");
  }
 }
}

3.3.3.ParallelBehaviour
ParallelBehaviourbehaviour" "

action()behaviourbehaviour.

behavioursParallelBehaviouraddSubBehaviour().

ParallelBehavioursubBehaviour
parameterWHEN_ANYconstructorParallelBehaviour

ParallelBehavioursubBehaviourparameterWHEN_ALL

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.println("Time is over..");
    myAgent.doDelete();
   }
  });
  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.println("Bingo!");
     myAgent.doDelete();
    }
   }
  });
  addBehaviour(ParBehaviour);
 }
}

3.3.4.behaviourbehaviour
JADEbehaviourBehaviours

  FSMBehaviours parallelBehaviour:

state CParallelBehaviourstate C5
state Dstate E
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4.:
.agent systems with JADE edition wiley-Developing multi

JADE PROGRAMMER'S GUIDE

5.:
 djug:

djugprog@gmail.com

mailto:djugprog@gmail.com

