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Summary

Today, there is no algorithm to generate a hexahedral block structure for any 3D () geometric domain. Engineers building such meshes can spend several days
creating the desired structures using interactive software.

In this work, we propose to follow a different approach than the state of the art. Considering that an engineer knows what the block structure should be locally
at a part of the {2 domain, we implement a system of reflexive agents mimicking this knowledge and coordinating to provide a globally valid block structure.
In this poster, we illustrate our approach in 2D dimension.

Goal: Block structure improvement Example of execution
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Modeling by a system of coordinated reflex agents

We model our problem by a multi-agent system (E, AL;, AC') where: E a po 2 N [
is the environment made of By and of 2 AL;, with 0 < 7 < N, is a set of aupl 01 | I | I | L
reflex agents each assigned to a block of the structure. N varies at each az-,p,.i o !

iteration. AC' is a coordinating agent responsible for the coordination of o A W l

agents AL,. Each reflex agent AL, calculates the transformation priority
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of its assigned block. Observation here is a function of criticality (4a) and & @
conformity (4b). The coordinator AC' selects the reflex agent with the  Figure 3. General
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