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Apéndices

A.l
Predicados

db(character(brian,1.0)).
db(character(hoel,1.0)).

db(character(marian, 1.0)).
db(character(draco,-1.0)).

db(hero(brian, 90.0)).
db(hero(hoel, 90.0)).
db(victi m(mari an, 90.0)).
db(vil I ai n(draco, 90.0)).
db(pl ace(princess_castle)).
db(pl ace(dragon_castle)).
db(pl ace(kni ght _castle)).
db(pl ace(church)).

db(horme( bri an, kni ght _castle)).
db(honme(hoel , princess_castle)).
db(home(mari an, princess_castle)).
db(horme(draco, dragon_castle)).

db(current _pl ace(hoel , kni ght_castle)).
db(current_pl ace(brian, kni ght _castle)).
db(current _place(marian, pri ncess_castle)).
db(current _pl ace(draco, dragon_castle)).

db(protection(princess_castle,1.0,70.0)).
db(protection(dragon_castle,-1.0,60.0)).
db(protection(kni ght_castle,1.0,0.0))
db(protection(church,1.0,0.0)).

db(strength(hoel, 40.0)).
db(strength(brian, 80.0)).
db(strength(draco, 45.0)).
db(strength(marian, 10.0)).

db(af fection(hoel , mari an, 100.0)).
db(af fection(brian, mari an, 100.0)).
db(af fection(marian, brian,0.0)).
db(affection(marian, hoel,0.0)).
db(alive(marian)).
db(alive(brian))

db(alive(draco))

db(alive(hoel)).


DBD
PUC-Rio - Certificação Digital Nº 0115609/CB


PUC-Rio - Certificacéo Digital N° 0115609/CB

Um Sistema para Geracao, Interagao e Visualizagao 3D de Histérias para TV
Interativa

A.2
Operacoes

operat or (1,
go(CH, PL1),
[

alive(CH),
not (ki dnapped(_, CH)),
not (ki dnapped(CH, _)),
current _pl ace(CH, PLO),
pl ace(PL1),
di f (PLO, PL1)
1.
[
not (current _pl ace(CH, PLO)),
current _place(CH, PL1)
I
10,
[current _place(CH, PL1)],

(1.1

oper at or ( 2,
reduce_protection(PL),

prot ection(PL, KI ND, LPROT) ,
{ LPROT>0.0, LPROT1=LPROT-10.0 }
1.
[
not (protection(PL, KIND, LPROT) ),
protection(PL, KIND, LPROT1)],

[protection(PL, KIND, LPROT1)],
(1.1

oper at or ( 3,

ki dnap(VI L, VI O),

[
alive(VIC), alive(VL),
victimVIC VIC L),
character (VIC, KINDL),
{VI C_L>80. 0},
not (ki dnapped(VIC, )),
villain(VIL,VIL_L),
{VIL_L>80. 0},
strength(VIC, VIC.S),
current _place(VIC, PL),
protection(PL, KIND2, LP),
strength(VIL,VIL_S),
current _place(VIL,PL),
home( VI L, PL1),
di f (PL, PL1),
{VI L_S>VI C_S+LP*KI ND1* KI ND2}

1

[
ki dnapped(VIC, VI L),
not (current _place(VIC, PL)),
not (current _place(VIL,PL)),
current _place(VIC, PL1),
current _place(VIL, PL1)

I

10,

[ ki dnapped(MIC, VIL)],

(1.0
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oper at or (4,
attack(CH, PL),
[
alive(CH),
not (ki dnapped(CH, _)),
charact er (CH, KI ND1) ,
current _place(CH, PL),

protection(PL, KI ND2, L_PROT),

di f (KI NDL, KI ND2) ,

L_PROT>0. 0,
L_PROT1 = L_PROT-30.0
}
1,
[

not (protecti on(PL, KI ND2, L_PROT) ),
protection(PL, KIND2, L_PROT1)

1
10,

[protection(PL, KIND2, L_PROT1)],

(1. 11-

operator (5,
fight (CHL, CH2),
[
alive(CH1), alive(CH2),
not (ki dnapped(CHL, )),
not (ki dnapped(CH2, )),
di f (CHL, CH2),

strengt h(CHL, LS1), strength(CH2,LS2),

character (CHL, KIND1),
character (CH2, KIND2),
di f (KI ND1, KI ND2) ,

{

LS1>=10.0, LS2>=10.0
b

current _place(CHL, PL), current_place(CH2, PL),
protection(PL, KI ND3, L_PROT) ,

L_PROT=<0. 0,
NEW LS1=LS1- LS2,
NEW LS2=LS2- LS1
}
I,
[

not (strength(CHL, LS1)), not(strength(CH2,LS2)),

strengt h(CHL, NEW LS1), st

1
10,

rengt h( CH2, NEW LS2)

[strengt h(CHL, NEW LS1), strength(CH2, NEWLS2)],

(1. 11-

operator (7,
free(HERO VI O),
[

her o(HERO, ), victim VIC, _

alive(HERO, alive(VIO,

),

ki dnapped(VIC, VIL), not(alive(VIL)),
current _place(MIC PL), current_place(HERO PL),

af fecti on(VI C, HERO, LA)
I
[
not (ki dnapped(VIC, VIL)),
af fecti on(VI C, HERO, 100. 0)
I
10,
[ not (ki dnapped(VIC, VIL))],
(1.01).

not (af fecti on(VI C, HERQ, LA) ),

153
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oper at or ( 6,
kill (CHL, CH2),
[

victimVIC, ),
alive(CH1), alive(CH2),
not (ki dnapped(CHL, 1)),
di f (CHL, CH2),
character (CHL, KIND1),
character (CH2, KIND2),
di f (KI ND1, KI ND2) ,
strength(CHL, LS1), strength(CH2, LS2),
current _place(CHL, PL), current_place(CH2, PL),
protection(PL, KI ND3, L_PROT) ,
{
L_PROT=<0. 0,
LS2<0.0, LS1>0.0
}
1
[
not (al i ve(CH2))/*,
not (af fection(VIC,CHL, LA)),
affection(VlIC, CHL, 100.0) */
I
10,
[not (alive(CH2))],
(1.0

oper at or ( 8,

mar ry( CHL, CH2) ,

[
hero(CHL, ), victim CH2, ),
alive(CH1), alive(CH2),
af fection(CHL, CH2, L1),
{L1>80. 0},
af fection(CH2, CH1, L2),
{L2>80. 0},
current _place(CHL, church),
current _place(CH2, church),
not (married(CHL, _)),
not (married(CH2, ))

marri ed(CHL, CH2), nmarried(CH2, CH1)
I
10,
[married(CHL, CH2), married(CH2, CHL)],
(1.0

operator (9,
get _stronger (CHL),

alive(CHL),
strengt h(CH1, L1),
{L2=L1+80}
][,
not (strengt h(CH1, L1)),
strengt h(CH1, L2)
I,
10,
[strength(CHL, L2)],
NERDE
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A.3
Regras que levam a geracao dinamica de objetivos

/*

Se, no inicio da histéria, ha uma vitima, ela vai realizar alguma acgédo que a
tornara fragil.

*/

rule(

e(i,victim(VIC,LEVEL)),
e(i,character(VIC,KINDO)),
e(i,current_place(VIC,PLACE)),
e(i,protection(PLACE,KIND1,PROT))

[T],

[
h(T,current_place(VIC,PLACEL)),
h(T,protection(PLACE1,KIND2,PROT1)),
h({(KIND2*KINDO*PROT1)<(KIND1*KINDO*PROT)}),
h(T>i)

true

/* Se a vitima fica desprotegida, o vildo desejara rapta-la. */
rule(
[
e(i,victim(VIC,))),
e(i,character(VIC,KINDO)),
e(i,current_place(VIC,PLACEL)),
e(i,protection(PLACE1,KIND1,PROT1)),
e(i,villain(VIL,_)),
h(g,current_place(VIC,PLACE?2)),
h(g,protection(PLACE2,KIND2,PROT?2)),
h({(KIND2*KINDO*PROT2)<(KIND1*KINDO*PROT1)})

I,
(T3],

[
h(T3,kidnapped(VIC,VIL))
1,

true

/* Se a vitima foi raptada, o her6i tentara salva-la */
rule(

e(T1,kidnapped(VIC,VIL))

[T2],

h(T2,not(kidnapped(VIC,VIL))),
h(T2>T1)
1,

true
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/*Se a afei¢do dos dois personagens € alta, eles de sejardo casar*/
rule(

e(T,affection(CH1,CH2,L1)),
h(T,affection(CH2,CH1,L2)),
h(T,not(married(CH1,_))),
h(T,not(married(CH2,_))),
h({L2>95.0}), h({L1>95.0})

’

(2],

h(T2,married(CH1,CH2)),
h(T2>T)
I

true
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