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Object-Based Virtual Worlds
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Autonomous Agents
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Rational Agents
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Virtual World Agent Model
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Agents as a Production System

Controller




Agents to Support Data Sharing
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Reasoning Component
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Reasoning Component
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Savaral keys on the keyboard have
additional effects when used in
conjunction with the primary movement
kays:

* Moving faster - CTRL

To move faster with either the
mouse of the keyboard, hold down
the CTRL (Contral) key while you're
moving.

Moving through oblects - SHIFT

If an object is in front of you, it will
stop you frem moving forward.
Likewise, an object behind you, on
top of you or underneath you also
blocks movemant. To move through
an object, just hold down the SHIFT
key while you're moving. If you
maove through objects with SHIFT,
you won't set off any

the object might contain.

* Moving sideways - SHIFT
Uszing the SHIFT key along with the

left or right arrow will cause you to
"slide” sideways.

Put on the brakes - "5% on the
numberpad

Press the 5" key In the center of
the numberpad to come to an
immediate stop. This is useful when
trying to position yourself vary
precisely.

Moving with the mouse {you must
first select "Advanced" in upper left
carmer)

To move with the mouse, you need to
click on the mouse-mode button on the
teolbar (the button with a picture of a

8.5 meters




Roles of Walls Agent: An
Example of an Interface Agent

m Maintains consistency of geometrical data
between EDM database and AW.

m Controls two reversible processes of information
flow.

m Creates wall agents.



Roles of Wall Agents: An
Example of an Object Agent

m Assist walls agent to complete the information
flow from EDM database to AW.

m Build wall objects in AW.

m Provide intelligent reasoning to the wall objects in
AW.
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Walils Agent Controls Info Flows

m From EDM database: senses a wall assembly of
four separated walls.

m To AW: create four wall agents and passes the
EDM wall sense data to the wall agents.
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Wall Agents Assist Info Flows

m From walls agent: each wall agent receives the EDM sense data of a
specific wall.

m To AW: each wall agent creates a wall object based on the EDM sense
data.

m In AW: each wall agent provide a kind of intelligent agency to the wall
it builds.
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Walils Agent Controls Info Flows

m From AW: senses the changes of the wall objects
built by the wall agents, during design
collaborations.

m To EDM database: update the EDM database to
reflect the above changes.



Walls Agent and Wall Agents

m Hierarchical: walls agent creates wall agents.

m Walls agent communicates with both EDM
database and AW.

m Wall agents focus on supporting intelligent
agencies in AW. Any communication with EDM
database 1s through walls agent.




Behaviours of Walls Agent

m Maintain consistency of geometrical data between
EDM database and AW.

m Allows querying on non-geometrical information

(regarding the whole wall assembly) specified in
EDM database from AW.



Behaviours of Wall Agents

m Allow querying on non-geometrical information
(regarding one specific wall each of the wall
agent represents) specified in EDM database from

AW.

m Reflexive and reflective behaviours during design
collaborations: justify issues like fire rating,
acoustics, disability control and etc.
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Summary

m Object-based Virtual Worlds support synchronous
collaborative design

m Rational agents provide autonomous and

proactive data sharing capability between Virtual
World platform and CAD

m Rational agents support modifications during a
collaborative design session
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