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Abstract - A significant challenge to design of network centric information fusion systems is scalability and robustness. A distributed
approach to integration and control is needed to make the fusion tractable. One such approach to fusion relies on distributed multi-
agent theory based on a game theoretical model of the system. In this presentation the ideas behind game theoretical control are
presented, and it is shown how such methods can be applied to information fusion systems in terms of sensor scheduling and control of
a team of mobile robots. The applications include both basic tracking of objects, and situation assessment. A comparison to
performance using a centralised approach is also presented.
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