Intelligent Agents
In Robotics

Rob Janssen &

Embedded Motion Control 2013 WHER ;

Technische Universiteit
e Eindhoven
University of Technology

Where innovation starts




Introduction

Relevant study material

NArti ficial |l ntell i gence: A
U Written by Stuart Russell and Peter Norviq
U
U

Book available at http://aima.cs.berkeley.edu/

Related free online Al courses available at http://www.udacity.com
U c¢s271: Introduction to Artificial Intelligence
U c¢s373: Artificial Intelligence for Robotics
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U Qualitative measure designed by Alan Turing in
1950: the Turing Test
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Concept of an Intelligent Agent used in many fields

Finance Medical Automotive
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Learning agent

U Acts upon percepts, an environment model, a long term goal, a cost
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