
Wumpus World Predicate Logic Activity

Setup

Percepts: Breeze(t), Glitter(t), Bump(t), Scream(t), Stench(t)

Actions: Shoot(t), Forward(t), Climb(t), Grab(t), Turn(d, t)

Other predicates:

• Loc(x, y, t) – true if adventurer is in column x, row y at time t
• WumpusDead(t) – true if the Wumpus is dead at time t
• WumpusLoc(x, y, t) – true if the Wumpus is in column x, row y at time t
• HaveArrow(t) – true if the adventurer has the arrow at time t
• HaveGold(t) – true if the adventurer has the gold at time t
• Facing(d, t) – true if the adventurer is facing in direction d (N, W, E, or S) at time t
• Pit(x, y) – true if there is a pit at column x, row y
• Win(t) – true if the player has won the game at time t
• Lose(t) – true if the player has died a bloody death at time t
• Safe(x, y, t) – true if it would be safe for the adventurer to move to column x, row y at time t

(Incomplete) KB

1. ∀x, y, t Breeze(t) ∧ Loc(x, y, t) ⇒

2. ∀x, y, t Safe(x, y, t) ⇔

3. ∀x, y, t WumpusLoc(x, y, t) ⇔

4. ∀t HaveArrow(t + 1) ⇔

5. ⇔WumpusDead(t + 1)

6. ⇔ HaveGold(t + 1)

7. ⇔Win(t + 1)

8. ∀x, y, t Loc(x, y, t + 1) ⇐


