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Chapter 1: Good to read, but not something we'll test on midterm
Chapter 2: Agents

Environments, Sensors & Actuators
Rational agents and performance measures

Ex: Why is it important that an agent maximize expected performance rather than actual 
performance?

Specifying a task environment via PEAS
Ex: Describe the task of driving a taxi via PEAS framework

Properties of task environments
Fully vs. partially observable
Deterministic vs. stochastic
Episodic vs. sequential
Static vs. dynamic
Discrete vs. continuous
Single- vs. multi-agent

Simple agent types
Simple reflex agents and condition-action rules
Goal-based agents
Utility-based agents

Chapter 3: Problem solving via search (uninformed)
Informed vs. uninformed search
Components of search problems

initial state (and intermediate states)
actions (via the successor function)
goal test
path cost
Ex: Sketch out a search-based problem definition for getting lunch at a cafeteria. 

Travelling salesperson problem
Completeness, optimality, time complexity, and space complexity

Needed for each search algorithm
Example: What is the space complexity of depth-first search? Why?

Search algorithms
breadth-first
depth-first
depth-limited search
iterative-deepening DFS
bidirectional search

Graph search and avoiding repeated states
Ex: What is a domain that where graph search is appropriate? Why?

Chapter 4: Informed search
Time and space complexity of each search algorithm, as well as the ability to contrast them
A* search (+ A* (IDA))

Ex: What conditions must h(n) meet for A* search to be optimal and complete?
RBFS algorithm
SMA* (but just the gist of how it works)
Heuristic functions:

What makes a heuristic function admissible?
How to create a heuristic function by relaxing domain restrictions
Specific heuristic functions: 8-puzzle

Ex: Give one heuristic measure h(n) for the 8-puzzle (be specific). What would be the value of 
this heuristic measure on a given puzzle (where the puzzle is given)?

Effective branching factor
Hill-climbing (but not simulated annealing)
Genetic algorithms


