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ABSTRACT: 

Artificial intelligence (AI) is intelligence exhibited by machines. In computer science, the field of AI research defines itself as 

the study of "intelligent agents": any device that perceives its environment and takes actions that maximize its chance of success 

at some goal. Colloquially, the term "artificial intelligence" is applied when a machine mimics "cognitive" functions that humans 

associate with other human minds, such as "learning" and "problem solving" (known as Machine Learning). As machines 

become increasingly capable, mental facilities once thought to require intelligence are removed from the definition. For 

example, optical character recognition is no longer perceived as an exemplar of "artificial intelligence", having become a routine 

technology. Capabilities currently classified as AI include successfully understanding human speech, competing at a high level 

in strategic game systems (such as Chess and Go), self-driving cars, intelligent routing in content delivery networks, and 

interpreting complex data. AI research is divided into subfields
 
that focus on specific problems or on specific approaches or on 

the use of a particular tool or towards satisfying particular applications. 
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1. Introduction: 

Artificial intelligence (AI) 

is intelligence exhibited by machines. The field of 

AI research defines itself as the study of 

"intelligent agents": any device that perceives its 

environment and takes actions that maximize its 

chance of success at some goal. Colloquially, the 

term "artificial intelligence" is applied when a 

machine mimics "cognitive" functions that humans 

associate with other human minds, such as 

"learning" and "problem solving" (known 

as Machine Learning). As machines become 

increasingly capable, mental facilities once thought 

to require intelligence are removed from the 

definition. For example, optical character 

recognition is no longer perceived as an exemplar 

of "artificial intelligence", having become a routine 

technology. Capabilities currently classified as AI 

include successfully understanding human speech, 

competing at a high level in strategic game systems 

(such as Chess and Go), self-driving cars, 

intelligent routing in content delivery networks, 

and interpreting complex data. AI research is 

divided into subfields
 

that focus on 

specific problems or on specific approaches or on 

the use of a particular tool or towards satisfying 

particular applications. The central problems (or 

goals) of AI research 

include reasoning, knowledge, planning, learning, n

atural language 

processing (communication), perception and the 

ability to move and manipulate objects. General 

intelligence is among the field's long-term goals. 

Approaches include statistical 

methods, computational intelligence, 

and traditional symbolic AI. Many tools are used in 

AI, including versions of search and mathematical 

optimization, logic, methods based on probability 

and economics. The AI field draws upon computer 

science, mathematics, psychology, linguistics,philo

sophy, neuroscience and artificial psychology. 

2. Goals: 

The overall research goal of artificial intelligence is 

to create technology that allows computers and 

machines to function in an intelligent manner. The 

general problem of simulating (or creating) 

intelligence has been broken down into sub-

problems. These consist of particular traits or 

capabilities that researchers expect an intelligent 

system to display. The traits described below have 

received the most attention. Erik Sandwell 

emphasizes planning and learning that is relevant 

and applicable to the given situation. 

 

 

3. Creativity: 

A sub-field of AI addresses creativity both 

theoretically (from a philosophical and 

psychological perspective) and practically (via 

specific implementations of systems that 

generate outputs that can be considered 

creative, or systems that identify and assess 

creativity). Related areas of computational 

research are Artificial intuition and Artificial 

thinking. 

 

4. Planning: 
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Intelligent agents must be able to set goals and 

achieve them. They need a way to visualize the 

future (they must have a representation of the 

state of the world and be able to make 

predictions about how their actions will change 

it) and be able to make choices that maximize 

the utility (or "value") of the available choices. 

In classical planning problems, the agent can 

assume that it is the only thing acting on the 

world and it can be certain what the 

consequences of its actions may be. However, 

if the agent is not the only actor, it must 

periodically ascertain whether the world 

matches its predictions and it must change its 

plan as this becomes necessary, requiring the 

agent to reason under uncertainty. Multi-agent 

planning uses the cooperation and competition 

of many agents to achieve a given 

goal. Emergent behavior such as this is used 

by evolutionary algorithms and swarm 

intelligence. 

 

 

 

5. Advantages: 

 Error Reduction 

 Difficult Exploration 

 Daily Application 

 Digital Assitants 

 Repetetive Jobs 

 Medical Applications 

 

 

6. Future Applications: 

There are a number of competitions and prizes 

to promote research in artificial intelligence. 

The main areas promoted are: general machine 

intelligence, conversational behavior, data-

mining, robotic cars, robot soccer and games. 

 

 

 

7. Philosophy And Ethics: 

There are three philosophical questions related to 

AI: 

1. Is artificial general intelligence possible? 

Can a machine solve any problem that a 

human being can solve using 

intelligence? Or are there hard limits to 

what a machine can accomplish? 

2. Are intelligent machines dangerous? How 

can we ensure that machines behave 

ethically and that they are used ethically? 

3. Can a machine have 

a mind, consciousness and mental 

states in exactly the same sense that 

human beings do? Can a machine 

be sentient, and thus deserve certain 
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rights? Can a machine intentionally cause 

harm? 

 

8. Technology Used: 
 Logic-based: 

Unlike Newell and Simon, John 

McCarthy felt that machines did 

not need to simulate human 

thought, but should instead try to 

find the essence of abstract 

reasoning and problem solving, 

regardless of whether people 

used the same algorithms. His 

laboratory at Stanford (SAIL) 

focused on using formal logic to 

solve a wide variety of problems, 

including knowledge 

representation, planning and 

learning. Logic was also the 

focus of the work at the 

University of Edinburgh and 

elsewhere in Europe which led to 

the development of the 

programming language Prolog 

and the science of logic 

programming.  

 Knowledge-based: 

When computers with large 

memories became available 

around 1970, researchers from all 

three traditions began to build 

knowledge into AI applications. 

This "knowledge revolution" led 

to the development and 

deployment of expert systems 

(introduced by Edward 

Feigenbaum), the first truly 

successful form of AI software. 

The knowledge revolution was 

also driven by the realization that 

enormous amounts of knowledge 

would be required by many 

simple AI applications. 

 

9. Main Applications: 

AI is relevant to any intellectual task. Modern 

artificial intelligence techniques are pervasive 

and are too numerous to list here. Frequently, 

when a technique reaches mainstream use, it is 

no longer considered artificial intelligence; this 

phenomenon is described as the AI  effect. 

High-profile examples of AI include 

autonomous vehicles (such as drones and self-

driving cars), medical diagnosis, creating art 

(such as poetry), proving mathematical 

theorems, playing games (such as Chess or 

Go), search engines (such as Google search), 

online assistants (such as Siri), image 

recognition in photographs, spam filtering, 

prediction of judicial decisions
[ 

and targeting 

online advertisements. With social media sites 

overtaking TV as a source for news for young 

people and news organisations increasingly 

reliant on social media platforms for 

generating distribution, major publishers now 

use artificial intelligence (AI) technology to 

post stories more effectively and generate 

higher volumes of traffic. 
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10. Flowchart: 
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