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I. THE FRAMEWORK

In this abstract we give a brief overview of the PRACTION-
IST framework, which supports programmers in developing
BDI agents and is built on top of JADE [1], a widespread
platform that implements the FIPA1 speci�cations. Therefore,
our agents are deployed within JADE containers and their main
cycle is implemented by means of a JADE cyclic behaviour
(�gure 2).

Fig. 1. PRACTIONIST over JADE and Prolog.

A PRACTIONIST agent is a software component endowed
with the following elements (�gure 2):

� a set of perceptions and the corresponding perceptors that
listen to some relevant external stimuli;

� a set of beliefs representing the information the agent
has got about both its internal state and the external
environment;

� a set of goals the agent wishes or wants to pursue. They
represent some states of affairs to bring about or activities
to perform and will be related to either its desires or
intentions (see below);

� a set of goal relations the agent uses during the deliber-
ation process and means-ends reasoning;

� a set of plans that are the means to achieve its intentions;
� a set of actions the agent can perform to act over its

environment; and
� a set of effectors that actually execute the actions.

As shown in �gure 2, PRACTIONIST agents are structured
in two main layers: the framework de�nes the execution logic
and provides the built-in components according to such a logic,
while the top layer includes the speci�c agent components to
be implemented, in order to satisfy system requirements.

1http://www.�pa.org

Fig. 2. Components of PRACTIONIST agents.

Therefore, a developer who wants to design an agent has to
develop (i) the Goals the agent could pursue, (ii) the means
(a set of plans, i.e. the Plan Library) to pursue such goals or
to react to the stimuli coming from the environment, (iii) the
Perceptors to receive such stimuli, (iv) the Actions the agent
could perform and the corresponding Effectors, and (v) the set
of beliefs and rules (Belief Base) to model the information
about both its internal state and the external world (details on
beliefs are given in [2]).

In the following section we give an overview of how to pro-
gram some of agent components, with reference to the paper
� Reasoning about Goals in BDI Agents: the PRACTIONIST
Framework�, presented at the WOA 2006 [3].

II. IMPLEMENTING AGENT COMPONENTS

The concepts and the examples given in this section refer to
the tileworld demonstrator, which is a multi agent system with
two types of agents, i.e. an agent that manages the environment
and player agents.
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