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Abstract

Search and rescue mission needs coordination and efficient coopration
among related parties in order to save the mission people in timely fashion.
Deploying multiagent systems is an alternative that help execute mission safely,
successfully and efficiently.

This research aims at developing a multiagent system that cooperatively
execute the assigned mission by using the search and rescue mission as a case study.
The objectives are i) to develop a new knowledge for cooperatively execute mission
in combat simulation, ii) to develop and a libraly for for cooperatively execute
mission in combat simulation, and i) to develop a pilot system showing the
cooperation in a multiagent system for combat simulation. The knowledge useful for
combat simulation created in this research p_r'"‘jé*ct- includes i) knowledge for
navigating agents towards their target without collision developed from 3D reciprocal
velocity obstacles, if) knowledge for path plannir 8 patterns pfnq_\_{i_ding various
efficiencies, iii) knowledge for coordination and cooperation among agents by
extending Contract Net protocol to suit with search and rescue mission in multiageﬂ't
system. With regards to libraly creation, t ' d VBS Scri
functions was created. The pilot , M - VBS Scri nmands, was also
created. Appropriate configurati A
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