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1.1 What is AI?

1.1.1 Acting humanly: The Turing test approach

1.1.2 Thinking humanly: The cognitive modeling approach
1.1.3 Thinking rationally: The “laws of thought” approach
1.1.4 Acting rationally: The rational agent approach

1.1.5 Beneficial machines

1.2 The Foundations of Artificial Intelligence

1.3 The Short History of Artificial Intelligence

1.4 The State-of-the-Art

1.5 Risks and Benefits of Al
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2.1 Agents and Enviroments

2.2.1 Performance measures

2.2.2 Rationality

2.2.3 Omniscience, learning, and autonomy
2.3 The Nature of Environments

2.3.1 Specifying the task environment

2.3.2 Properties of task environments

2.4 The Structure of Agents

2.4.1 Agent programs

2.4.2 Simple reflex agents

2.4.3 Model-based reflex agents

2.4.4 Goal-based Agent

2.4.5 Utility-based agent

2.4.6 Learning Agent

2.4.7 How the components of agent programs work
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3.1 Problem-Solving Agent

3.1.1 Search problems and solutions

3.1.2 Formulating problems

3.2 Example Problems

3.2.1 Standardized problems

3.2.2 Real-world problems

3.3 Search Algorithms

3.3.1 Best-first search

3.3.2 Search data structures

3.3.4 Measuring problem-solving performance

3.4 Uninformed Search Strategies

3.4.1 Breadth-first search

3.4.2 Dijkstra’s algorithm or uniform-cost search
3.4.3 Depth-first search and the problem of memory
3.4.4 Depth-limited and iterative deepening search
3.4.5 Bidirectional search

3.4.6 Comparing uninformed search algorithms

3.5 Informed (Heuristic) Search Strategies

3.5.1 Greedy best-first search

3.5.2 A* search

3.5.3 Search contours

3.5.4 Satisficing search: Inadmissible heuristics and weighted A*
3.5.5 Memory-bounded search

3.5.6 Bidirectional heuristic search

3.6 Heuristic Functions

3.6.1 The effect of heuristic accuracy on performance
3.6.2 Generating heuristics from relaxed problems

3.6.3 Generating heuristics from subproblems: Pattern databases

3.6.4 Generating heuristics with landmarks
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