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Epizodicka pamet (EP)

 Pamet na osobni historii entity

- “VCera vecCer jsem v Aeru videl nadherny film.”
— Dulezity osobni prozitek — jednotlivé instance

« Semanticka pamét — obecné znalosti
- president(USA,Obama)

e Distribuovana v mnoha ¢astech mozku
* Hypoteticky koncept
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Inteligentni Virtualni Agenti (IVA)

—
* "Bot” z pocCitacove hry

* Autonomni program ovladajici
agentovu reprezentaci v prostredi

e Vyzvy pro Al
— Action selection mechanism
- Uceni
- Reprezentace znalosti
* VSechny tyto problemy souvisi s EP
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Projekt Pogamut

* Knihovna pro snadnou implementaci IVA v
prostredi enginu hry Unreal Tournament 2004

 SW projekt obhajeny v r. 2007
 Bolzanova cena 2008

* Dnes desitky uZivatelu z celého svéta

* Vice na: http://artemis.ms.mff.cuni.cz/pogamut/

10.4.2009

@ Home : HomePage - Mozila Fcfox._| a & 4% @ o —— —

Soubor Upravy Zobrazit_Historie Zalotky Nastioje Napovéda

Main menu N
EEngish ¥
s HomePage
What is Pogamut 2 ?
Il | vioeo roiaLs Pogamut 2 s 2 project aimed at protatyping virtual beings (called agents). It i a platform designed to
R faciitate creation and debugging of these beings. The principal part is IDE. Itis a Netbeans plugin that

curoeLTNES Pogamut 2 is using Unreal Tournament 2004 as an environment for agents. For connecting to UT2004
interface GameBots is used. IDE creates agent in the environment, controls it and enables on-the-fly debug,

DOWNLOAD parameter view and modification. User can also confirm agent's behaviour visually or enter the environment
DocumERTATION with his avatar and interact with agents.

Goocte soc The main objective was to simplify the “physical” part of agent creation. Most actions in the environment
[— (even the complicated ones, like pathfinding and gathering information in agent's memory) can be performed

by one or two commands. This enables user to concentrate his efforts on the interesting parts.

LECTURES (MFF-UK) Platform also can use external program as a reactive planner for agent. For example, it contains interface to
easily ik POSH plan and use it 35 agent's logic.

FAQ Where shall I start?

FoRums. « Want to know more? Read 3 Project overview or Architecture overview.
» Want to see Gamebots API list or Gamebots user documentation?

BASERS « Want to try it out? Download newest client release
= © Pogamut v2.3 Installer (exe, 4.1 MB) Windows only - a.k.a. Pogamut 2 v1.3, contains also
GameBots200.
© Pogamut v2.3 (zip, 4.2 MB) Windows, Linux - a.k.2. Pogamut 2 v1.3, contains readme.txt
Menu that will guide you with the installation, contains also GameBots2004
© standalone Gamebots 2004 (revision 1306, 0.4 MB) and look up How to instructions.
HomE © NOTE 1: Don't forget to update UT 2004 with patch 3369
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ProC se o EP v kontextu IVA
zajimat?

* Plauzibilngjsi pamet nez pouhy log
- Spreading activation network

- Zapominani nepodstatnych detailu
- Vyhledavani podle pfriblizné informace

 Validace psychologickych modelu

- Psychologii chybi longitudialni studie, data ziskat ve virtualni
realité

« Simulaci nebo od tisict hracd MMORPG
» Odhadovani cilu/motivaci agenta

- Hierarchicka struktura paméti — AND/OR tree

- Pozorované atomické akce -> Odhadovana motivace
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Co by me zajimalo

* Praktické zkusenosti s(e):

» velkymi samoorganizujicimi NN a jejich
hierarchiemi

e reprezentaci casu v NN
 statistickymi modely (Bayes, HMM) a jejich uCenim
 Case Based Reasoning

* Pohled lingvistiky na EP

o Zestruéniovani textu — hierarchie popisu detailu
* Hledani podobnosti vyznamu — LSA
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