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HZ B UJHYE o] &% g AFE AYH
ol8-atel 7} F43] olvtan g ojdE U2 A
7 dxn AFAA HFE Aol BAYE|(computer
controlled character) - %4 NPC(Non-Player
Character) 2tz 9 - o thst Aolulge] 9771 ¥
4ol wet, A AEREL ojHd A5y NPCES
TEEY] A% X5y doldE Ygd g FEH
HAT} o] Zo] 71&E A Yo AFH oojdE 7)&0]
=HW 4 £ AE 7 2 4L A ojeg A5
3 NPCE=Z & AYY AvE d2 £d & Ao
Holdh, A58 NPCY g o] 58 X534 NPCE 44
EAYE BAe AL 289 49 g& Aolvsd A
d3te AFG g2 FAG HA4E F £ 4 Aol
I B ole Fo fEAg0] 2 dolHE AojiEx
E EYUsH M2 4g& AYEd FEHez HEE +
UE FEAN G HAME 715 R Aol Q& AY
Mkd SR G5 S48 F § Ao, ol AF
g do]HE Jlgo] HFH Aol & = de FHHU
BEREG S N5 ol HE dFRAEA AAHE 11
= FEL 2u5g AFE Aol JAstG, Ay ool
AE F2, AYEE, ¢JE oA A, FA-AFH &
EA4E 53 2L B2 dF FAo) B N2e FAE
AFstn AL AN=SHE F e FL& =oAL A
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NPC7} 8 d = AUe 9&3 ol2%t x'5F NPC
Ao Ea, g2z o] AFS-H Y NPC Ao %y
AW E i AJ2e detez A NPC Aol& $]8] UM-PRSS] 242
=& = UM-PRSo] thet zhergt 279 NPC Aloj 72 Hgg UM-
o R =RoiAME tEEel EE8HY(role-playing) AYQ Ultima
Umtimabot9] AA& 58 UM-PRS®] A &/t5A 0 A& golEr},

AYGAH e vpdsR 2 2 NPC
S [FE3 SWITCHES
St Rolich alAwtk olel gt W
A5 Aol BsAH, NPC
= = oS B384 g PsiAg A
AA7]7) o8 YA Th: GHo] i} AF Aol
& NPC FEWHE C 5Ed= o Hro)
g5 23YE dojo HEYHE AT
o] g3 7t NPCY #A4E V|&sta dfste 2
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& Agrgit}, B =8 M= NPC Aoz Hgsh
UM~PRSY EA4& d9ra X S8Z4 YA (role-
playing) €2t¢! A1Y¢] Ultima Onlined A} # A &3
9l X%3 NPC Ultimabot?] 4AE %3 UM-PRSY
g 7bsAda ARE gojir

H 2= 2

2. 229l A A5y oojdE

el el AYd FEZESE Doom, Quake,
Tomb Raider T3 #& dAdAA(action game),
Diablo, Ultima 53 €& £E# %A < (role~playing
game), King’s Quest, Full Throttle, Grim Fangango
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9 e oJ=wA A9 (adventure game), Starcraft,
Myth, Close Combat 3% #& A U(strategy
game), SimCity%} &< GodA Y, FIFASH 28 ¥ A%
=FAY(team sports game) §°] Y. o9} 2 bk
g 2o 289 AYEAH FEFLoE 1 Fa40]
Z7E 3 g AL oy FH Zyojda R AHH
9l AolE Wxgn 222 F&st NPCEY H#o]
o}, o] § NPCEL 4 Z9) AY JojAEERA, A9
o Hgd we} G 48 Yot NPC F AY
dojHEI s dEIHY JYEzE d4AY F
i Axz2 53He FA2ALE e 5 1t A¥H
9] H(enemy)22A 9 9&, F ool AYE Y
stEv(partner)24 9 9, AY F E5F g9 7
%% F48te =49 7A€ (support character)d] g
g, ogdEEoly $FHD L AYololH(game
item)9] ¥&, ~x =AY A4 FohA JRY
g2 Adolg AysiF = #ld A commentator) 24 9
A Fol glh

NPCEo] Ador #ale] g8 @AY UA 5
FWy] A e HY & ASAE 2Fofof &y
o]&l3l A 54L& NPCY & 71edtn Afste A
ol 7z A &gt dutxog A9 oolHEol
NPC+ ¢l A (sense), Ab3t(think), &% (act)e] AAHF7]
(decision cycle)E W84, ARG AN AYAH
2R Ay @A HH Azt Hzo] A iz
MMREE golgd 4 AYLSGE debsta, Alagd
A @A Aol Aale) J&of 71 FHgH i
P52 ARy, B3 IANAE Mg FE& 583
ZE Aol HHE F 583 AY AolAE
AojFzo] Q7EE dEH EAHEE: g3 ¥l
&t Al&gl ¥h2- A (reactivity), @A 9] sfEo] ol A
FUAY M2 AGstn Y= FEEN A8, 71
B Bol&EM(context specificity), @8a19] ZEE ¢
3 gt 14F B A5 FAE H€E 5 e
a4 (flexibility), 3 Fdgolole} 5d¢ &9 2
H AL Mo 2ZR FA FH oo gt =
& F= A ZH(reality), 28T o2 AYMEY &
o] (ease) Fo] Ut}

Z#9 ¥ NPC ¥4 IS NPC AAE C
FL C++) 2=2 A4St $BL [FRF SWITCH
€ B8] NPCH] 5 & A|olgts Aolurt. stA T of
3 H-& NPCY 9971 B3siAW, NPCE T3
C e 0% x84 dAsAy AgA QA
171711 % ojP e 9o Aok E& oA 74
HE NPCE2 A £33 FFEY FEHPRE
RAr2 3R 925 @ of gAcg @A AL
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Command
Gaxmszinr

a9 1 UM-PRSY +&

~MNarae
«Dacumentation: comment
~Purpose: goal
-Cantext: condition
~Body: procedure
Action: achieve, execute, guery, test, assert, retract
«Effect: simulation mode
Fajlare

oY 2KAS FH L4

3. NPC Ao +Z2 A4 UM-PRS

UM-PRSE EE-X&3Q ZFE(goal-directed
reasoning)®# W23 3 Ylreactive behavior)E B
g wlgo oo]dE FZQ Procedural Reasoning
System(PRS)& C++2 T@T Aolth. UM-PRSE
(719 13 o] F78 = EH S (goals), AHA R4
ARt dol e W o] A(database), 2R E EA5] 4
g A AL FHE A2 9(Knowledge Area,
KAYE9 A%, 28li o]EZRE BAol ARE 9
ZEX(intentions) BARAFH= AE X Einterpreter)
B2 TAEY doldEY FAE FAH AAYPHR
Edsle Zt ANYYEKAL (29 29 To] AA
Name, Documentation, Purpose, Context, Body,
Effect, Failure ¥»¥o2 JFARG. 53] o] Fd
Purpose® £ o] KA} €48& 4 e 51 & v
Wi, ContextF 8L o) KAZF A& 5 BE5lof
o & A7z AL BAskE Aol AR FFH ook
g zxz B ASE XA3E Body¥+-2& achieve,
execute, assert 59 Y B (action)®} o} o) i
g Eaf, R, B0 B9 $5¢ Ao RE AFech
UM~-PRSY] ElZgels B4 dA9 B3E €4¢

% ol 7hg A8 KAS %ob 1 KAY 7148 3RS
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& ateldl2 88 stR g gtk KAZF A a7 A
ol2t = Context’} ©EH A &= @47 FAeH
S T KAS 84 F9skal A2 g o] whi=
th2 KAE #o} saigt}, o[zf¢t UM-PRSY w54,

Aoz FdA 5& 4M AFg NPC Ao Fz0
gt 25 Al gL FE3I WS UM-PRS7EY
NPCY %4, 7189 g¢ 23Y=EY A C =228
A3 2 A @ pzad the=e KAS @A4stuA:
st AFEEZ NPCY HHE 44 718 + Uk
233 w4E 2 A9 KARS WA AY Frgos
A NPCo 98 94A wASAY AXAZ 5 glen,
olm] & AHojg 7EAQ KAE Arl&goza J2&
Aol 2§ NPCo) /% folafc).
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Ultima Onling : |2 UM-PRS Ultimabot
il & .
Server E *cion g Scripts (KAs)

29 3 A4 9 ¢ UM-PRS Ultimabot®] ¢1E] 5 o] 2

4. UM-PRS Ultimabot
NPC Ao} Fzx22 M UM-PRSY A4 7tsAdal &
oty sl A F& M AHa Qi g
89 28t AYel Ultima Online X7ig1de} A3
28 A%4 NPCQ UltimabotE 7i%tstit Ut (29
32 AYA 9 Ultimabotd 1E s o] € Ultimabot
o WEFxE RoF) 53] Ultimabots A ulgt
ZATE FEol A AUl ST ARE Yo 3t
@ 4 gl=Ultima Onlined] 7€ NPCE#:= 94, 54
H shto Zalolode maadew THTOZN HA
shtol GeloldE 22 aALE B3 AYel A2ste ¥
9 Edolojg Y% AR € HHY ALL ZEE A
Astdtk. MuErg YAXE: By Az i
Ultimabot9] AAAx o} MujdlA Agdd = e 718
FAEL (19 4)9 Zth Ultimabot: Solthm U}
€ monsterE& FFozZA Z-Holof AGEES
Bate Mt gehg s 83t Ultimabot7 & 4
49 §9=-L(top-level behaviors) t}-&3} g} :
Wander, Guard_region, Enhance_skill, Buy_skill,
Train_skill, Wait_healing, Attack_monster,
Chase_monster

Sensor Information :
Visibls items/characters
ItemID/chariD, Location (x, ¥, 2z} , Direction , Skin.color
Near characters
Spoken massages
Itself
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Location (x. ¥. 2), Direction. Skills, Strength, dextarity, snd intalligence, itsms

Primitive Action Commands :
Atrrack $target
Change_war_mods $flag
Mova $diraction $sequence_num
Talk $speech_type $color $font $messags
Buy $vendoriD $item
Sell $sh $itemID
Pickup $itemiD $num_of_items
Drop $itemID $x_loc $y.loc $z_loc $containerID
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NAME “Guarding KA"
DOCUMENTATION: “Gurading a certain region by sttacking bad monsters”
PURPOSE ACHIEVE guard $map.region
CONTEXT FACT safs $map_rexion “Falss™
BODY:
EXECUTE next_character $map.resion $temp_char;
WHILE TEST (1~ $temp_char NULL)
{
EXECUTE calc.distance $temp_char $distance;
EXECUTE get-NPC_AL type $temp_char $type
EXBCUTE get_status $temp_char $alive,
TBST (and (<= $distance 10) (== $1ype ax02) (== $alve “True™));
ACHIEVE attack _monster $temp.char;
EXECUTE naxt_charactar $map_region $temp.char;
}
UPDATE (safe $map_region) (safe $map_region "True”);

}
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