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Ethical Issues in AI  (Jim Anthony)

     Artificial Intelligence (AI) can be at times a controversial topic.  Jim Anthony uses examples of certain aspects of this topic to explain that AI research and development will always have people debating the ethical and unethical uses of such technology.  Anthony discusses such topics as, the technology shown in movies, the ability for a computer or machine to actually become “human,” and also discusses ethical questions that could be raised if a machine were to become a “human like entity.”  With many questions and a few good examples, the author gives the reader a way to think about such issues, yet he states “As in most cases with ethical questions there is no absolute and therefore this text will not leave you with a definitive answer, but rather a way to think about such ideas and develop a stand point on the issue” (Introduction).

     The examples of the technology shown in movies like Terminator 2 give AI technology a negative side that most people fear and think is imminent.  These powerful machines built by humans eventually will over power humans and become the superior being.  Anthony says, “Are these machines to be treated as an equal or even a superior to a human? Is the simulation of reaction to external stimuli the same as that of a human and if so, can and should human life sympathize with these machines?” (Introduction).  This idea of sympathizing with a machine is one of the main topics of this paper.  In addition, Anthony discusses the topic of ‘when is a machine actually like a human’.

     This topic of a machine actually being a human, or even similar to one, is one of the most debated topics of AI.  The author first explains why this topic is difficult to define.  He says, “…one can say that to be human an entity must have the ability to make decisions based on knowledge,” and “ [the] next part of the human definition is that of feeling” (Can a Machine Ever Be Human?).  Still even with this definition, the topic is difficult to explain and many people have different views.  

     The last topic of the draft is that of whether a machine deserves sympathy.  Jim Anthony writes about how powering your machine down for the day could be related to murder if the machine has human-like abilities (The Poor Robot).  Moreover, should these machines be treated as more or less then what they are, should they be segregated?  This is just another topic that will be debated, along with the other two that have been mentioned in this paper, for a long time to come. 

     In this draft, the author tells the reader in the beginning that there are no answers to the questions he brings up.  Therefore, in reading this draft you will not receive much knowledge on the subject, so you will not be able to form an opinion.  However, he does give you a brief explanation of why there are ethical debates, which may spark the reader to find out more about AI issues.  Overall, this paper is an interesting draft, and the final paper will most likely be much more informative and hopefully will include more examples, questions, and ideas to let the reader form an opinion about some of the controversial topics AI has to offer.

Cluing in Computers (Anthony Matteo)

     Gaming, to many people, is one of the most interesting fields of AI research.  Anthony Matteo has researched the game Clue.  With his research, he has developed a program in Prolog that can play along side a human being.  His idea has already been studied by Bradley Bart at the University of Waterloo in Burnaby, British Colombia (Bart 9) (Topic Selection).  However, Matteo decided to take his own approach and involve elements that Bart left out.

     Matteo states in his draft, “Bradley Bart gives a detailed specification of Clue, using first order predicate logic and the situation calculus.  So far, my design has tried to stay as close to his description as possible.”  Using Bart’s ideas of first order predicate logic and situation calculus, Matteo coded a Prolog database to keep track of the game.  Bart’s original work did not include the use of dice or room movement, so Matteo included these abilities through user interaction.  He has also included some necessary strategies involving room selection and what cards to show the opponent.  

     In addition, the draft states, “my program is ready to play Clue except for a group of predicates that handle the guessing phase (which will assert if the game is over or if a player is out), and one that will generate questions.”  This is a very good example of game playing in AI.  Matteo even discusses the fact that he is still trying to figure out a reasoning algorithm for his program rather than trying to emulate any particular players mind, which would be difficult and most likely prove to be ineffective.  Lastly, in the draft he states that Prolog is what helps him “consistently keep track of all information revealed in a game and then infer definite knowledge from it.”  The use of Prolog is the main reason why this program has an easy time handling the knowledge-base.  

     In reviewing the Prolog code, it proves that Bart and Matteo have done a great job breaking down each action of Clue.  This program has a general planner that keeps track of the game situation.  In addition, he includes a question, answer, and guess phase.  These phases handle the different actions that take place between players.  There are also other Prolog predicates that handle other situational events.  The code that was reviewed was not complete and did not seem testable, yet the finished product should turnout to be quite amazing.

     To reinforce the fact that Matteo has put a lot of time and effort into this program, his presentation of this program was very thorough and went almost step-by-step through the events of a game.  The final version of this program should be everything that Matteo said he wanted to create.  He has come very far with his idea, and what he has done so far is quite impressive.
