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Abstract.  The jMonkeyEngine 3D game engine, com-
bined with Jadex agent system and JBdiEmo emotional 
extension may offer a suitable toolset for effective crea-
tion of feature-rich virtual environments, provided that 
an appropriate interface, allowing to use the full poten-
tial of all included components, exists. Then, such envi-
ronments may profit from the jMonkeyEngine ability to 
model and simulate the physical world and capability of 
Jadex and JBdiEmo to express both rational and emo-
tional aspects of characters inhabiting it. One of the 
meaningful ways of utilization of such environments is to 
use them as virtual testing grounds for software control-
lers of various devices, embedded to them. To involve 
real humans in the testing, they may have a form of a 
game, where the testing occurs during an interaction 
between the devices and players. In this paper we pre-
sent both the interface and the embedding on an emer-
gency simulation game called JFireEmSim2. The primary 
goal of the player in the game is to rescue a family from 
a house under fire and the controller embedded into it is 
of a simple autonomous cleaning robot. The paper de-
scribes the architecture of the game, focusing on the 
interface, implementation of characters as Jadex and 
JBdiEmo agents and embedding of the controller. It also 
discusses suitability of the components for the given 
task. 

Introduction
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1 The Platform 

1.1 Jadex 
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1.2 JBdiEmo 

Figure 1: OCC to BDI mapping as implemented in  
JBdiEmo. 

1.3 jMonkeyEngine 

1.4 Jadex 3D visualization interface 

2 JFireEmSim2 Game 
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JFireEmSim2

2.1 Game core  
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2.2 Jadex/jME interface 
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tor AgentControl



  Kore ko  et al.   Jadex/JBdiEmo Emotional Agents in Games: a Feasibility Demonstration 

   SNE 26(4) – 12/2016 199 

T N 

Figure 2: JFireEmSim2 screenshot. 
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3 Controller in Game 
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Figure 3: UML class diagram showing essential part of the JFireEmSim2 game structure. 
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Figure 4: Cleaning bot sensors arrangement. 
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3.1 Jadex/JBdiEmo/jME as simulation 
platform 
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Figure 5: Cleaning bot interface. 

3.2 Simulation vs. GwP 
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3.3 Cleaning bot in JFireEmSim2 

Figure 6: The second fireman representing the robot ap-
proaching the fire sites, i.e. places to clean.  
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4 Related Work 
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5 Conclusion 
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