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Todayôs Overview

ÂAI Pathfindingin Games:

ïGraph abstractions of world geometry

ïDijkstraôsalgorithm

ïA* search

ÂPathfindingAdvanced Topics
(time permitting)

ïContinuous state spaces

ïState-dependent action sets

ïEffective heuristics and parameter 
selection
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Artificial Intelligence

ÂIBMôs Deep Blue defeats Garry 
Kasparov (1997)

ÂDeep Blue analyzes 400 million 
chess boards per second.

ÂñIntelligentò = ñbrute forceò?


