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1.  Post goals: Reach-Point(P)  (not latent)
                       Survive  (latent)

3. Enemy detected!
    Survival-Sentinel posts “Deal-With-Enemy”

2. New goal posted; planner runs;
    Move-To(P) scheduled.

4. New goal posted; planner runs on two
    goals:

5. Enemy passes by; Sentinel removes
    “Deal-With-Enemy”
    Planner runs; Entrench interrupted;
    Move-To(P) executes again

Goal set:  Reach-Point(P)
Actions:   Survival-Sentinel

Goal set:  Reach-Point(P)
Actions:   Move-To(P), Survival-Sentinel

Goal set:  Deal-With-Enemy, Reach-Point(P)
Actions:   Move-To(P), Survival-Sentinel

Goal set:  Reach-Point(P)
Actions:   Move-To(P), Survival-Sentinel

Deal-With-Enemy
Reach-Point(P)

generate possible
     solutions

1. Flee to P (achieves “Reach-Point”
    amd “Deal-With-Enemy” but may be
    dangerous)
2. Entrench (achieves only “Deal-With-
    Enemy” but is safer; assume is
    evaluated higher by planner)

Goal set:  Deal-With-Enemy, Reach-Point(P)
Actions:   Entrench, Survival-Sentinel

Point P








