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fofi 1. Intelligent Agents

la) WOBUIERIANUNINTBUNUNTITIUNTIAUSEEANEAINBINITAUNIIEITN5EN9Y Taun
Optimality, Time Complexity Wag Space Complexity (3 ALLUU)

1b) 9BBULANUUANANEIAYS TTRINLBLUAMEAaIALUY Simple Reflex (Reactive) fULUU
Model-based reflex agent (3 AZULW)

faii 2. Problems and Search
asldmsiduinad 8-puzzle soluiimmumiulandtymuuudumeneu (Search problem) e
FTUAMUVINEYDIAANYIFNGY Aeluil (8 AzUUL)

2a) @nug (state)

2b) Fasfiumsitavan (operators)

2¢) Maneasullving (Goal Test)

2d) Arldanelumsiuusiazads (Path Cost)

Y99 3. Problems and Search
yaiRsanaIngULEudinsmseluil @dlildnansinmssezvinangneed)
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wlddanediiu A* ilefieemidumsivnnsauiignssninades A lududles M Taoldflaidurnldang
(Cost Functions) sigluil
= G(n) = Wudldieiintulunadunasiazd Sduiidssydussosinssming
uriaziiles (Fawandluumi)
" H) = Wusseshddunnidunssswinadiesing Wailes M Guanduniss selui)

seazvindlunudunseseninuiiosmngg ludauiias M

A 56 E 29 I 8 M ] 0.00]
B 22 F 30 ] 5
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3a) UAAILHUNWAULTVDUEUNI9AUNT (Search Tree) ANUNARALVDWVINU LAULNUNTNLIZLAAS
aauradlnuankNveaanty wsaumavalgnemnunwmaslyug aglunisasiasngniioan
PNUNIILLAUN LN (14 AzLuY)

3b) AAEPUVRIMUANYINUED NN B U UG Rlaslaneng (1 AZLUL)

$a7 4. Problems and Search

4a) dbivguaiuvgla  Feldisnldnaliamsaumuuulilvideya (Uninformed search) luns
uilgmmelygiusshvg  widnldmsAumuwuuddsnin (Heuristic search %38  Informed
Search) unu (3 ATUUY)

4b) 9995Ued TnguszasrveamAlaIBlunISAUMIANAULUY Adversarial Search (W38 Game
Search) unnansluanmaiadsn1sfumAneuLUUL aghals
(3 AzLUW)

98 5: Alpha-beta Pruning

nusunmiulivenny (Game tree) #olull Fefidu Min (the minimizen) \ugimuanisiaduls
fisgdugean (Top level) wazfiauriensstn Max (the maxmizer) fadulalusziuiians sauans
SupoumsThaudemalindg Alpha-beta nauitauansen alpha way beta MinTu wasidunidla
flannsosaooniuldanuauneuldid (8 ATLUL)

49 6: Genetic Algorithm
MNNTVNUVDIDANDINUTIRUGNTTU (Genetic Algorithm) TunisAumAmey se5unei
nsAsealenas (Crossover) vauetals wousnsogruaninslday lunsdifidosnisasly
Snudaiiien 1 lﬁﬁdﬁﬂﬂﬂﬂiuﬂm‘%ﬁﬁﬂﬂﬁﬂ (Maximize the number of ones in a string) lng
smuslvansadisiudnndt 10 Jn  Teefiiflddunsimuamaninumanzay  (Fitness
Function) 1usuudsiian 1 luaraiy (7 AzuU)
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Y29 7. Knowledge Representation and Reasoning

7a) alguseloasialuil “I heard about him at school” eUsenaunsesute faanmnnvivlvl
asaun wdulnilasamglunsaiigiuangg wunslinwiderduiuyedlamly
(NWNETTUR) (2 AzLU)

7b) 9385U1 I WATANIWNUANNIIAMTIN (Logic-based knowledge representation) fitasay
aguls WawSsuiisuiumaianuuleingvsedeng (2 Azuuw)

7¢) ansiiwvhuldsuseumnelifaussuuanamdemassaieifiunsmanuigiuindnisiaide
Tunszualden (Diagnoses of infectious blood diseases) #inlal Iﬂmsq‘lﬂ%’gmaﬂﬁmmi@a
ng (Rule-based System)

" yhumsesiensandennseuaunsiigaiiuule seninauuulunth (Forward Chaining) #3e
wuufaundu (Backward Chaining) W3auinnxa (3 AzLUL)

" yhuaserfinsaideniauilinssuiunisigeddefisaiainusguuitugiuueang
Andanwarlassning a) quasisiuiuinng egiemseurny, b) nginasiierluns
U, Y150 C) NYNUNTINIUNGINY TEninsanitatneny
wiauuaavsmalunisindulavewinlaeduy (3 ATULUL)
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