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Robert Morcus Hylke Kleve Ricardo Desmedt

HTN translatorFirst HTN planner HTN language extension
for VS Code
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HTN planning in
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ORIGINS & HISTORY
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(enemy ?e)
(weapon ?w)
(call is_effective_against ?w ?e)

JSHOP2
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DECIMA’S HTN VS BEHAVIOR TREES

• Reason about future state

• Separation selection & execution

• Local variables and task parameters

• Flexible world state & powerful queries
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FACTS & QUERIES

(in_fridge cheese)

(in_fridge eggs)

(in_fridge bike_keys)

(in_fridge milk)

failure

(in_fridge ?item)

success, ?item = cheese

success, ?item = eggs

success, ?item = bike_keys

failure
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HTN TRANSLATOR



G
U

ER
R

IL
LA

G
U

ER
R

IL
LA

1
4

Byrd Box Model
Procedure Box Model
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(in_fridge ?item)
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Binds variables

Reevaluates variable bindings
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CONJUNCTION: AND

(in_fridge cheese)

(in_fridge eggs)

(in_fridge bike_keys)

(allergic_to jeff eggs)

(allergic_to mary silly_jokes)
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CONJUNCTION: AND

(and

(in_fridge ?item)

(allergic_to ?person ?item)

)

success, ?item = eggs, ?person = jeff

failure
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(in_fridge ?item)
(allergic_to
?person ?item)

Subcondition A Subcondition B
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NEGATION: NOT

(and

(in_fridge ?item)

(not (allergic_to ?person ?item))

)

success, ?item = cheese

success, ?item = bike_keys

failure
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Skip choice point
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Subcondition A Subcondition B
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(allergic_to ?person
?item)
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world state plan

Behave!
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(:method (behave)
( branch_combat

(enemy ?enemy)
( 

(do_combat_behavior ?enemy)
)

)

( branch_idle
(not (enemy ?enemy))
( 

(do_idle_behavior)
)

)
)
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(:method (do_idle_behavior)
( branch_move_to_grab_resource

(and
(in_role swarm_coordinator resource_collectors ?group resource_collector)
(role_context ?group resource_collector ?resource)

)
( (move_to_grab_resource ?resource)
)

)

( branch_follow_swarm_leader
(and

(in_group swarm_coordinator stingspawn_swarm ?swarm_group)
(other_member ?swarm_group leader ?leader)

)
( (follow_swarm_leader ?leader)
)

)
)

G
U

ER
R

IL
LA

2
9



(:method (move_to_grab_resource ?inp_resource)
( branch_move_to_grab_resource

(not (has_grabbed_entity ?inp_resource)
)
( (!begin_plan move_to_grab_resource ?inp_resource)

(hover_to_resource ?inp_resource)
(grab_resource ?inp_resource)
(!end_plan)

)
)

)
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Skip choice point

Insert logging code at key points
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Skip choice point

Log variable bindings
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(not
(and

(other_member ?inp_group follower ?follower)
(= ?distance (call get_distance_to_entity ?follower))
(call gt ?distance 3.0)

)
)
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THANK YOU
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