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Unique Paper Code 32513912 
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Instruction for Candidates 

Attempt any five Questions from Part A and any 10 Questions from Part B. 

PART A (Attempt any five)    

1 Differentiate between a tree and a graph. (1) 
2 What is the full form of MDP in context of AI? (1) 
3 Briefly explain ‘Acting Humanly’ approach to AI with a suitable example. (1) 
4 Define a heuristic function. (1) 
5 What is the primary purpose of Bayesian Networks? (1) 
6 What is the difference between the terms Stochastic and nondeterministic? (1) 
7 PEAS is an abbreviation for? (1) 
   

 

PART B (Attempt any Ten)    

1 Describe the role of sensors and actuators in an AI system. (2) 
2 Formulate a state-space representation for solving a Sudoku puzzle. (2) 
3 Design a search tree for a Tic-Tac-Toe game up to two levels of depth. (2) 
4 Consider a Markov chain with 3 states and transition probabilities as shown in 

figure below: 

 
Compute the stationary distribution. That is compute	𝑃!(𝐴), 𝑃!(𝐵), 𝑃!(𝐶). 

(2) 

5 Solve for P(A∣B) given P(A)=0.3, P(B)=0.5, and P(A∩B)=0.2. (2) 
6 Explain the Turing Test and list various essential features of this test. (2) 
7 Determine the optimum solution (best path) that can be obtained for the given 

search tree to move from initial state S to goal state G using: (i) Breadth First 
Search and (ii) Depth First Search Algorithm. 

(2) 



 
8 Find the path from S to G using greedy search. The heuristic values h of each 

node is given below the name of the node. 

 

(2) 

9 Explain the following terms:  
(i) Omniscience  
(ii) Autonomy 

(2) 

10 What is the computational complexity of A* algorithm, and why? (2) 
11 What are different types of planning? Explain with example. (2) 
12 Describe how temporal difference (TD) learning improves over dynamic 

programming. 
(2) 

13 Create a search tree for a simple 8-puzzle problem with an initial move. (2) 
 
























































































































