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Peter Norvig




Steve Austin

"We can rebuild him. We have the
technology. We can make him better
than he was. Better...stronger...faster.”

-- The Six Million Dollar Man, 1973
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Steve Austin

"We can rebuild him. We have the
technology. We can make him better
than he was. Better...stronger...faster.”

-- The 35 Million Dollar Man, 2021




Steve Austin

e The technology of the day
e The power of a machine
e The brain of a human




Peter Norvig

"More data beats clever algorithms,
but better data beats more data.”

-- Peter Norvig
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Pete r N O ng (20 O 7 ) How to Write a Spelling Corrector

import re
from collections import Counter

def words(text): return re.findall(r'\w+', text.lower())
WORDS = Counter(words(open('big.txt').read()))

def P(word, N=sum(WORDS.values())):
"Probability of "word ."
return WORDS[word] / N

def correction(word):
"Most probable spelling correction for word."
return max(candidates(word), key=P)

def candidates(word):
"Generate possible spelling corrections for word."
return (known([word]) or known(editsl(word)) or known(edits2(word)) or [word])

def known(words):
"The subset of 'words’ that appear in the dictionary of WORDS."
return set(w for w in words if w in WORDS)

def editsl(word):
"All edits that are one edit away from "word ."

letters = 'abcdefghijklmnopgrstuvwxyz'

splits = [(word[:1], word[i:]) for i in range(len(word) + 1)]

deletes = [L + R[1:] for L, R in splits if R]

transposes = [L + R[1] + R[®] + R[2:] for L, R in splits if len(R)>1]

replaces = [L + ¢ + R[1:] for L, R in splits if R for c in letters]
inserts =[L+c+R for L, R in splits for c in letters]

return set(deletes + transposes + replaces + inserts)

def edits2(word):
"All edits that are two edits away from “word ."
return (e2 for el in editsl(word) for e2 in editsl(el))
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Alan Turing

"Are there imaginable digital computers which
would do well in the imitation game?"

-- Alan Turing, 1950




Alan Turing

VOL. LiX. No. 236.] [October, 1950

MIND

A QUARTERLY REVIEW

OF

PSYCHOLOGY AND PHILOSOPHY
R

L—COMPUTING MACHINERY AND
INTELLIGENCE

By A. M. TURING

1. The Imitation Game.

I PROPOSE to consider the question, *Can machines think?" This should
begin with definitions of the meaning of the terms ‘machine’ and
‘think’. The definitions might be framed so as to reflect so far as
possible the normal use of the words, but this attitude is dangerous. If
the meaning of the words *machine’ and ‘think’ are to be found by
examining how they are commonly used it is difficult to escape the
conclusion that the meaning and the answer to the question, ‘Can
machines think?’ is to be sought in a statistical survey such as a Gallup
poll. But this is absurd. Instead of attempting such a definition I shall
replace the question by another, which is closely related to it and is
expressed in relatively unambiguous words.

The new form of the problem can be described in terms of a game
which we call the ‘imitation game’. It is played with three people, a man
(A), a woman (B), and an interrogator (C) who may be of either sex. The
interrogator stays in a room apart from the other two. The object of the
game for the interrogator is to determine which of the other two is the man
and which is the woman. He knows them by labels X and Y, and at the end
of the game he says either ‘X is Aand Y is B’ or ‘X is Band Y is A’. The
interrogator is allowed to put questions to A and B thus:

C: Will X please tell me the length of his or her hair?

433




About Agents




Intelligent Agent

"Anything that can be viewed as
perceiving its environment through
sensors and acting upon that
environment through actuators”

-- Russell & Norvig
"Artificial Intelligence:

A Modern Approach”
(1994)




Autonomous Agents

"Software entities that carry out operations on
behalf of a user with independence and employ
knowledge of the user's goals."

-- a multiply cited statement in an IBM white paper no longer accessible
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Percepts, Actions, Goals, Environment

sSensors

percepts

actions

effectors



Percepts, Actions, Goals, Environment

Something that is perceived.

Sensors

percepts

actions

effectors




Percepts, Actions, Goals, Environment

Something that is done; an act.

Sensors

percepts

actions

effectors




Percepts, Actions, Goals, Environment

A desired result.

Sensors

percepts

actions

effectors




Percepts, Actions, Goals, Environment

Conditions under which you operate.

Sensors

percepts

actions

effectors




Classes of Agents
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Intelligent Autonomous Agents

Imitating users

Carrying out tasks

Using percepts, actions, goals, and environment
Via reflex, model, goal, utility, learning
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AMEE :
The Autonomous Maze Environment Explorer
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start current north west south
You are facing:

east

The Game

You are in the: Laundry Room.
You have the following options: north, east, maze, clear

Go

|7What would you like to do?
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Maze XML Examples

<maze version="1.0">
<collection href="http://localhost:1337/"
<link
href="http://1o
rel="
title=

<link
href="http://localhost:1337/0:
rel="
title="For Experts
</collection>
</maze>




Maze XML Examples

<maze version="1.0">
<collection href="http://localhost:1337/"




Maze XML Examples

<maze version="1.0">
<collection href="http://localhost:13
<link

<maze version="1.0"
<cell
href="http
rel="c
title="E

<link
href="h
rel="eas

<link




<maze version="1.0">
Ll
Maze XML Examples Shretrhttpssy
g?t{e;};p,wW S
<link
href="http://localhost:1:
rel="north"

rel=[3Maze Vers <tink
href="http://locz

titld <item e tp://1c
<link href="http://localhost:1337/01-a-beginner <link_kd
hrefs title="Beginner'sMaze (SyS)"> e
rel= <link <maze version="1.0"> e
title href="http://1{ <cell <link
</collect Vo href="http://localhost: href="http://1o0
</maze> S l=Rrirrant” deiiig
title="Entrance Hallway title="Beginner's
<link
href="http
rel="coll
</cell>
- J</maze>

<maze version="1.0">
<collection href="http://localhos
<link

href="http://localhost:1337/
10N="1.¢C

rel="stat
</item>
</maze>




AMEE : Agent for Maze Environment Exploration
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AMEE : Agent for Maze Environment Exploration

What is AMEE?
Design

Build

Demo

goCollection, collection (safe)

goltem, item maze (safe) goCollection, collection (safe)

‘mazeltem
:‘é’;e) goCollection, collection (safe)
(rel)

gostart, start (safe) goltem, item maze (safe) goCollection, collection (safe)

mazeCell R

. (href) goSouth (safe)

goltem, item maze (safe) (iide) et iy
(rel)

goWest (safe)
goCurrent (safe)

OEXIL exit (safe) | goStart, start (safe)

‘mazeExit
(hrefy
(title)

(rel)




AMEE : Agent for Maze Environment Exploration

What is AMEE?
Design
Build

Demo

]
href = findLink(links, 'e )i
if(href) {
m.done = H
console.log(m.winner.replace('{n}',m.moves));
return;

indLin:&({lnks, t )i
if(href) {
i : mazeCollection
m.facing h'; e goCollection, collection (safe)
console. Log(m.moves++ + o

) {href = findLink(links,

goltem, item maze (safe) goCollection, collection (safe)

) {href = findLink(links, —
) {console.log(m.quitter);return;} g‘i;fe) goCollection, collection (safe)
(rel)

) £ gostart, start (safe) goltem, item maze (safe) goCollection, collection (safe)
.rules[m. facing] ;
x=choices.length; i<x; i++) {

g goStage(safe)
findLink(links, choices[i]);

if(href) { mazeCell
= . South (safé
. = ; goEast (safe
console. Log(m.moves++ + * (rel)

break; goWest (safe)

goCurrent (safe)

OEXit, exit (safe) | goStart, start (safe)

mazeExit
(href)
(title)
(rel)




AMEE : Agent for Maze Environment Exploration

Design
Build
Demo

What is AMEE?

]
href = findLink(links,
if(href) {

m.facing
console. Log(m.mo

}

if(hre

i

File
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)
choices = m.rules[m.facing];

for(

if(href) {
flag = -

, x=choices.length; i<x; i++) {
href = findLink(links, choices[i]);

m.facing = choices[il;
console. log(m.moves++ + ': I\’

break;

Terminal - mca@mamund-ws: /the-bot

ze/19
inner-maze/14

gostart, start (safe)

goltem, item maze (safe)

goCollection, collection (safe)

n, collection (safe)

mazeCell
(href)
(title)

+ href); (rel)

goltem, item maze (safe)

goSouth (safe)
goEast (safe)
goWest (safe)

OEXIL, exit (safe)

goCurrent (safe)

gostart, start (safe)

mazeExit
(href)
(title)
(rel)

goCollection, collection (safe)




AMEE : What is it?

AMEE can successfully navigate any 2-dimensional maze of arbitrary size.

Agent Class: Goal-based

Percepts: Various kinds of doors

Actions: Affordances to view, turn, and move
Goals: Escape!

Environment: XML messages via HTTP protocol

i)
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AMEE : How do we build it?

e Designing AMEE
o  What does she recognize? (Percepts)
o  What can she do? (Actions)
o Whatis her job? (Goal)
o  Where does she operate? (Environment)

e AMEE's algorithm (Model)
e Coding AMEE (Sensors & Actuators)
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valps¥hi:
"version" :"1.0"

AMEE : Design et ext/ptain

"value" : "ALPS Profile for A
}l

"descriptor" :

[
{"id" : "href", "type" : "semantic", "def" :
{"id"” : "rel", "type" : "se ( "def" :
{tide s tEivle") “type" = “semantic®, “def” =
{*id* : "goCollection", "type" :: "safe", “rt* : "#mazeCollection" :| "collecti
{iaidee: Stypel . ¥satelt Wt itin : "item maze"}, Vdef™ :
{%idd = Bgestart®, Utype” : ®safe’. Mrth = LY : "start "def" : "ht
{"id" : "goCurrent", "type" : "safe", "rt" : ell : "current", "def"
frid® = *g th®, “type" : s MED e 5 : "north", "def" : "ht
{"id" : "goSouth", "type" : "safe", "rt" : 1" 3 th", "def# = tht

{"id" : "goEast", "type" : "safe", "rt" : "#mazeCell" . "east", "def" : "http
{"id" : "goWest Stypel = Ysafe® SSpEric ity 1 1 : "west", “def®R:EhEEp
{uid® = "goExdt", “typet : "safe", "rt! %y Ex s Vexit", “"defl:NHh

{"id" : "mazeColl
"descriptor" :
[
{"href" :
{"href" :
{"href" :
{"href"” :
{"href" :
1
}I

{"id" : "mazeItem
"descriptor" :
[
{ithrefd =




{
"alps" : {
"version" :
Ydoc?
“contentType" :
"value" : "A

AMEE : Design

}I

"descriptor" :
[
{llidll :
{llidll :
{llidll :

"href“, "type" .
"r‘el", u.typen

f51d?
[ide
{"id"
{rid>
Pids
oide
{*id"
{de
{id" :

"goCollection",

{"id” :
"desc

[
{"href" :
{"href" :
{"href" :

riptor" :

{"href" :
{"href" :
]
}I

{Ilidll :
"descriptor" :
[
{Ehrefts:

"goItem", "type" :
2 "goStart®;, "type® :
"goCurrent", "type" :
"goNorth", "type" :
YgoSouth", “type" :
goEast’, “type" :
"goWest", "type" :
YgoExit®, "type" =

"semantic"},

: "semantic"},
“title", "type" :

"semantic"},

"safe", "rt" : "#mazeCollection", "rel"
"#mazeltem", "rel" :
"safe", "rt" : "#mazeCell", "rel” :
"safe", "rt" : "#mazeCell", "rel"
"#mazeCell"”, "rel" :
"#mazeCell"”, "rel" : "south"},
"#mazeCell”, "rel" : "east"},
"#mazeCell”, "rel"” : "west"},
"#mazeExit", "rel" : "exit"},

: "collection”},
"item maze"},

Sstart!},

: "current”},

"north"},

utypell :
"Safe", U oy

Ysate, “rrr
dsafe’, “rt® i
Ysate ey
Hsate™, Lt
tsatet-strilis

2 "type" . . “rel” .




{
"alps"

{

"version"

"doc"

{

“contentType"
"value" :

}l

riptor"

html] [Tracker] [Email] [Diff1] [Diff2] [Nits]

.d“
.d"
.d“

Network Working Group M. Amundsen
Internet-Draft
Intended status: Informational

Expires: July 27, 2021

L. Richardson

M. Foster
January 23, 2021

Application-Level Profile Semantics (ALPS)
draft-amundsen-richardson-foster-alps-06

Abstract

This document describes ALPS, a data format for defining simple
descriptions of application-level semantics, similar in complexity to
HTML microformats. An ALPS document can be used as a profile to
explain the application semantics of a document with an application-
agnostic media type (such as HTML, HAL, Collection+JSON, Siren,
etc.). This increases the reusability of profile documents across
media types.

Editorial Note (To be removed by RFC Editor)

Distribution of this document is unlimited. Comments should be sent
to the IETF Media-Types mailing list (see

<https://www.ietf.org/mailman/listinfo/media-types>).
Status of This Memo

This Internet-Draft is submitted in full conformance with the
provisions of BCP_78 and BCP 79.

Internet-Drafts are working documents of the Internet Engineering
Task Force (IETF). Note that other groups may also distribute
working documents as Internet-Drafts. The list of current Internet-
Drafts is at https://datatracker.ietf.org/drafts/current/.

Internet-Drafts are draft documents valid for a maximum of six months
and may be updated, replaced, or obsoleted by other documents at any

6 5
o
d"
d"
e
d"

d"

uhrefn 3 ntypen
n rel“ X u.typen
"title" , "type"

"semantic"},
"semantic"},
"semantic"},

"Safe", " rtll
"#mazeltem", "rel"
"#mazeCell", "rel"

"goCollection", "type"
"goItem", "type" : "safe", "rt"
"goStart", "type" : "safe", "rt"
"goCurrent", "type" : "safe", "rt"
llgONorthll v Iltype" " Safell . " rt "
llgosouthll - Iltype" Ilsafell - n rt "
llgoEastll " Iltypell Ilsafe" . " rt "
||gowestll . Iltypell Ilsafell : " rt"
llgoExitll i Iltypell Ilsafell 5 " rtll

"#mazeCell", "rel"
"#mazeCell"”, "rel"
"#mazeCell”, "rel"
"#mazeCell"”, "rel"
"#mazeExit", "rel"
: , "type" : , "rel"
descriptor"

{"href"
{"href"
{"href"

{"href"
{"href"

du

: ', "type"
descriptor"

}l

{"href"

"#mazeCollection", "rel"

"#mazeCell", "rel"

"collection"},
"item maze"},

Sstart!},

"current"},

"north"},

"south"},
lleastu} ;
llwestn} <
“exit"} >




AMEE : Design

mazeCollection
(href)
(title)
(rel)

goCollection, collection (safe)

goltem, item maze (safe) goCollection, collection (safe)

mazeltem
(href)
(title)
(rel)

goCollection, collection (safe)

goStart, start (safe) goltem, item maze (safe) goCollection, collection (safe)

goStay¥{safe)

mazeCell

goltem, item maze (safe) %grtfg

(rel)

goSouth (safe)
goEast (safe)

goWest (safe)

goCurrent (safe)

goExit, exit (safe) goStart, start (safe)

mazeExit

(href)
(title)
(rel)




AMEE : Design

mazeCollection

(href)

goCollection, collection (safe)

goltem, item maze (safe)

mazeltem
(href)
(title)
(rel)

goCollection, collection (safe)

goStart, start (safe) goltem, item maze (safe) goCollection, collection (safe)

goStay¥{safe)

mazeCell

goltem, item maze (safe) %grtfg

(rel)

goSouth (safe)
goEast (safe)

goWest (safe)

goCurrent (safe)

goExit, exit (safe) goStart, start (safe)

mazeExit

(href)
(title)
(rel)




AMEE : Design

mazeCollection
(href)
(title)
(rel)

goCollection, collection (safe)

em, item ma goCollection, collection (safe)

mazeltem
(href)
(title)

(rel)

goCollection, collection (safe)

goltem, item maze (safe) goCollection, collection (safe)

fit, start (safe)

goStay¥{safe)

mazeCell

: (href) goSouth (safe)
goltem, item maze (safe) (title) qoEast (safe)
(rel)

goWest (safe)

goCurrent (safe)

goExit, exit (safe) goStart, start (safe)

mazeExit

(href)
(title)
(rel)




AMEE : Design

mazeCollection
(href)
(title)
(rel)

goCollection, collection (safe)

goltem, item maze (safe) goCollection, collection (safe)

mazeltem
(href)
(title)

(rel)

goCollection, collection (safe)

goStart, start (safe) goltem, item maze (safe) goCollection, collection (safe)

¥oNorth (safe)
gbSouth (safe)
gBEast (safe)
PoWest (safe)
goCurrent (safe)

mazeCell

goltem, item maze (saff) %grtfg

(rel)

goExit, exit (safe) goStart, start (safe)

mazeExit

(href)
(title)
(rel)




AMEE : Design

mazeCollection
(href)
(title)
(rel)

goCollection, collection (safe)

goltem, item maze (safe) goCollection, collection (safe)

mazeltem
(href)
(title)

(rel)

goCollection, collection (safe)

goCollection, collection (safe)

goStart, start (safe) goltem, item maze (safe)

goStay¥{safe)

mazeCell th (cafl)

; (href) goSouth (safe
goltem, item maze (safe) (title) qoEast (safe)
(rel) goWest (safe)

goCurrent (safe)

Exit, exit (safe) goStart, start (safe)

mazeExit

(href)
(title)
(rel)




AMEE : Documentation

ALPS Profile for AMEE : Automated Maze Environment
Exploration

e ALPS
« Application State Diagram

« Semantic Descriptors
o goCollection (safe)

o goCurrent (safe)
o goEast (safe)
o goExit (safe)

o

goltem (safe)

o

goNorth (safe)

o

goSouth (safe)

o

goStart (safe)

o

goWest (safe)

o

href (semantic)

o

mazeCell (semantic)

o

mazeCollection (semantic)

o

mazeExit (semantic)

o

mazeltem (semantic)

o

rel (semantic)

o

title (semantic)




AMEE : Documentation

ALPS Profile for AMEE : Automated Maze
Exploration

e ALPS
« Application State Diagram

« Semantic Descriptors
o goCollection (safe)

o goCurrent (safe)
o goEast (safe)

o

goExit (safe)

.}

goltem (safe)
goNorth (safe)

o

o

goSouth (safe)

o

goStart (safe)

o

goWest (safe)

o

href (semantic)

o

mazeCell (semantic)

o

mazeCollection (semantic)

o

mazeExit (semantic)

o

mazeltem (semantic)

o

rel (semantic)

o

title (semantic)

mazeCell

« type: semantic

« descriptor

id type
href semantic
title semantic
rel semantic
goEXxit safe
goStart safe
goNorth safe
goSouth safe
goEast safe
goWest safe
goCurrent safe
goltem safe

goCollection  safe

home > asd > mazeCell




AMEE : Documentation

o

o

o

o

.}

o

o

o

o

o

o

o

o

o

o

o

ALPS Profile for AMEE : Automated Maze
Exploration

e ALPS
« Application State Diagram
« Semantic Descriptors

goCollection (safe)
goCurrent (safe)
goEast (safe)

goExit (safe)

goltem (safe)
goNorth (safe)
goSouth (safe)
goStart (safe)
goWest (safe)

href (semantic)
mazeCell (semantic)
mazeCollection (semantic)
mazeExit (semantic)
mazeltem (semantic)
rel (semantic)

title (semantic)

mazeCell

« type: semantic

« descriptor

id type
href semantic
title semantic
rel semantic
goEXxit safe
goStart safe
goNorth safe
goSouth safe
goEast safe
goWest safe
goCurrent safe
goltem safe

goCollection  safe

home > asd > mazeCell

goCollection

type: safe

o def: https://tools.ietf.org/html/rfc6573
« rel: collection

rt: mazeCollection

home > asd > goCollection




AMEE : Documentation

o

o

o

o
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o

o

o
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o
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ALPS Profile for AMEE : Automated Maze
Exploration

e ALPS
« Application State Diagram
« Semantic Descriptors

goCollection (safe)
goCurrent (safe)
goEast (safe)

goExit (safe)

goltem (safe)
goNorth (safe)
goSouth (safe)
goStart (safe)
goWest (safe)

href (semantic)
mazeCell (semantic)
mazeCollection (semantic)
mazeExit (semantic)
mazeltem (semantic)
rel (semantic)

title (semantic)

mazeCell

« type: semantic

« descriptor

id type
href semantic
title semantic
rel semantic
goEXxit safe
goStart safe
goNorth safe
goSouth safe
goEast safe
goWest safe
goCurrent safe
goltem safe

goCollection  safe

home > asd > mazeCell

goCollection

type: safe

o def: https://tools.ietf.org/html/rfc6573
« rel: collection

rt: mazeCollection

home > asd > goCollection

rel

« type: semantic
o def: https://schema.org/linkRelationship

home > asd > rel




AMEE : Documentation

ALPS Profile for AMEE : Automated Maze

Exploration

Pull requests

mazeCell

» type: semantic

« descriptor

id type
href semantic
title semantic
rel semantic

Issues Marketplace Explore

goCollection

« type: safe

o def: https://tools.ietf.org/html/rfc6573

« rel: collection

<> Code Issues 1

& koriym/ app-state-diagram

¥ master ~

il Pull requests

¥ 4 branches

Actions

© 8tags

e koriym Update filip's tool name ..

] Projects

07 wiki ) Security [~ Insights

Go to file

v cc6bdsd yesterday O 266 commits

®Unwatch v 4 ¥ Star

Reads ALPS documents and produces

a full state diagram and hyperlinked

documentation

o

mazeCell (semantic)

o

mazeCollection (semantic)

o

mazeExit (semantic)

o

mazeltem (semantic)

o

rel (semantic)

o

title (semantic)

home > asd > mazeCell

home > asd > rel




I
href = findLink(links, 'exit');
if(href) {
m.done = ;

. console.log(m.winner.replace('{m}',m.moves));
AMEE : Code

if(m.start=== )T
href = findLink(links,
if(href) {
flag = -
m.start = :
m.facing = 'north';
console.log(m.moves++ + ': I\'m starting the

}
if(href=== ) {href findLink(links,
if(href=== ) {href findLink(links,

if (href=== ) {console.log(m.quitter);return;}

if (href=== ) {
choices = m.rules[m.facing];
for(i=0, x=choices.length; i<x; i++) {
href = findLink(links, choices[i]);
if(href) {
flag = ;
m.facing = choices[i];
console.log(m.moves++ + '
break;




AMEE : Algorithm (Model)

n
e [
—
=
|
—




v Terminal - mca@mamund-ws: ../the-bot

File Edit View Terminal Tabs Help

. mca@mamund-ws: $ node the-bot.js http://localhost:1337/01-a-beginner-maze
AM EE De I l : I'm starting the Beginner's Maze (5x5). My first move is:http://localhost:1337/01-a-beginner-maze/0

" 'm in the Entrance Hallway. My next move is:http://localhost:1337/01-a-beginner-maze/5
in the Kitchen. My next move is:http://localhost:1337/01-a-beginner-maze/10
in the Nursery. My next move is:http://localhost:1337/01-a-beginner-maze/11
in the Laundry Room. My next move is:http://localhost:1337/01-a-beginner-maze/16
in the Hobby Room. My next move is:http://localhost:1337/01-a-beginner-maze/21
in the Garage. My next move is:http://localhost:1337/01-a-beginner-maze/22
in the Tool Room. My next move is:http://localhost:1337/01-a-beginner-maze/17
in the Observatory. My next move is:http://localhost:1337/01-a-beginner-maze/18
in the Hot House. My next move is:http://localhost:1337/01-a-beginner-maze/19
in the Guest Room. My next move is:http://localhost:1337/01-a-beginner-maze/14
in the Sitting Room. My next move is:http://localhost:1337/01-a-beginner-maze/13
in the Dining Room. My next move is:http://localhost:1337/01-a-beginner-maze/8
in the Fruit Closet. My next move is:http://localhost:1337/01-a-beginner-maze/9
in the Den of Forks. My next move is:http://localhost:1337/01-a-beginner-maze/4
in the Pantry. My next move is:http://localhost:1337/01-a-beginner-maze/3
in the Trophy Room. My next move is:http://localhost:1337/01-a-beginner-maze/2
in the Library. My next move is:http://localhost:1337/01-a-beginner-maze/7
in the Master Bedroom. My next move is:http://localhost:1337/01-a-beginner-maze/12
in the Smoking Room. My next move is:http://localhost:1337/01-a-beginner-maze/7
in the Master Bedroom. My next move is:http://localhost:1337/01-a-beginner-maze/6
in the Cloak Room. My next move is:http://localhost:1337/01-a-beginner-maze/1
in the Hall of Knives. My next move is:http://localhost:1337/01-a-beginner-maze/6
in the Cloak Room. My next move is:http://localhost:1337/01-a-beginner-maze/7
in the Master Bedroom. My next move is:http://localhost:1337/01-a-beginner-maze/2
in the Library. My next move is:http://localhost:1337/01-a-beginner-maze/3
in the Trophy Room. My next move is:http://localhost:1337/01-a-beginner-maze/4
in the Pantry. My next move is:http://localhost:1337/01-a-beginner-maze/9
in the Den of Forks. My next move is:http://localhost:1337/01-a-beginner-maze/8
in the Fruit Closet. My next move is:http://localhost:1337/01-a-beginner-maze/13
in the Dining Room. My next move is:http://localhost:1337/01-a-beginner-maze/14
in the Sitting Room. My next move is:http://localhost:1337/01-a-beginner-maze/19
in the Guest Room. My next move is:http://localhost:1337/01-a-beginner-maze/24

I made it out - and it only took 34 moves!

mca@mamund-ws : $
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The Future of AMEE C T 2

e AMEE's Environment
o Include rewards (added points) and dangers (lost points)

e Agent Class

o Level up to utility[L4] (scoring) and learning[L5] (improving score)
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Imitating AMEE in the real world

Navigation
Selection
Acquiring
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One more thing...




Rene Descartes

"It is impossible for a machine to have
enough different organs to make it act in all
the contingencies of life in the way in which

our reason makes us act.”

-- Rene Descartes,
Discourse on Method (1637)
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Rene Descartes

"It is impossible for a machine to have
enough different organs to make it act in all
the contingencies of life in the way in which
our reason makes us act.”

-- Rene Descartes,
Discourse on Method (1637)
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We need lots of AMEES!




Thank you!

"We can built it, we have the technology..."
"Imaginable digital computers..."

PAGE & Agent Classes
Engineering AMEE

"Enough different AMEEs ..."
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From Steve Austin
to Peter Norvig

Engineering AMEE, the Simple Autonomous Agent

Mike Amundsen
@mamund
youtube.com/mamund




