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ReactorDataflow Dependency

Task

behaviortree Sequence(){ // name of the tree

  sequence { // keyword for sequence nodes
    task "TaskA" {= ... code ... =} 
    task "TaskB" {= ... code ... =}
  }
}

• Lean

• Reactive

• Modular

• Extensible

• Comprehensible

Key Features Pattern-based Translation

Behavior TreesLingua Franca

We implemented behavior trees for Lingua Franca, combining 
their respective strengths, which lead to an elegant way of 
modelling behavior for cyber physical systems. The noteworthy 
features are the following:

• Seamless textual and graphical extension of LF for BTs

• Structural transformation of Behavior Trees to reactors

• Deterministic concurrency for 'parallel' nodes

• Behavior Trees with explicit data handling

• Side-effect free, modular Behavior Trees

• Reactor-Based

• Coordination-oriented 

• Polyglot

• Open-source

 

• Deterministic

• Distributed

• Time-sensitive

Example for a small Behavior Tree in Lingua Franca 

A Lingua Franca reactor for an Automated Guided Vehicle containing a Behavior Tree 

Example Translation of example to reactors 

Behavior Trees originated in the gaming industry and have 
since been adapted for real-world applications, such as
industrial automation. [4]


