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General review for Prolog (Lists and Intelligent search strategies (problem state 1
Strings) space, Explain Salesman problem and how to

solving it)
Execution of compound objects examples | Blind search (Depth First Search Algorithm) 2
Execution of Depth First Search Blind search (Breadth First Search Algorithm) 3
Algorithm
Execution of Breadth First Search Heuristic search (Hill Climbing Algorithm) 4
Algorithm
Execution of Hill Climbing Algorithm Heuristic search (Best First Search Algorithm) 5
Execution of Best First Search Algorithm | Heuristic search (A Search Algorithm) 6
Execution of A Search Algorithm Heuristic search ( A* Search Algorithm) 7
Execution of A* Search Algorithm Using Heuristics in Games (8-puzzle game) 8
Execution of 8-puzzle game Using Heuristics in Games (Tic-Tac- Toe 9
game)
More examples about 8-puzzle game Adversarial search in game playing (Min-max 10
Algorithm).
Execution of Tic-Tac- Toe game Adversarial search in game playing (Alpha — 11
Beta Algorithm)
More examples about Tic-Tac- Toe game | Adversarial search in game playing (And / Or 12
graph.)
Execution of Min-max Algorithm Control strategy / backward and forward 13
chaining
Execution of Alpha— Beta Algorithm Control strategy / rule cycle 14
More examples about Min-max and Expert system 15
Alpha—Beta Algorithms
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General review for Prolog (Lists and Introduction About Search 1
Strings)

Execution of compound objects examples | Travelling Salesman problem and explain how 2
to solving it

Execution of Depth First Search Blind search (Depth First Search Algorithm) 3

Algorithm

Execution of Breadth First Search Blind search (Breadth First Search Algorithm) 4

Algorithm

Execution of Hill Climbing Algorithm Heuristic search (Hill Climbing Algorithm) 5

Execution of Best First Search Algorithm | Heuristic search (Best First Search Algorithm) 6

Execution of A Search Algorithm Heuristic search (A Search Algorithm) 7

Execution of A* Search Algorithm Heuristic search ( A* Search Algorithm) 8

Execution of 8-puzzle game Properties of A* Search Algorithm 9

More examples about 8-puzzle game Using Heuristics in Games (8-puzzle game, 10
Tic-Tac- Toe game)

Execution of Tic-Tac- Toe game Using Heuristics in Games (Min-max 11
Algorithm).

More examples about Tic-Tac- Toe game | Using Heuristics in Games (Alpha — Beta 12
Algorithm).

Execution of Min-max Algorithm Using Heuristics in Games (And / Or graph). 13

Execution of Alpha— Beta Algorithm Control strategy 14

More examples about Min-max and Expert system 15

Alpha—Beta Algorithms




