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A. MNepiypaen TpoBARMATOG

1. Eilcaywyn

H Prolog £xel xpnoiyotroinBei yia Tmapa TToAAOUG OKOTTOUG, aAAG auTog
TTou TNV Onuioupynoeg, dnhadry o Alain Colmerauer, aoyoAouvtav e
YAWOOOAOYIKOUG  UTTOAOYIOPOUG, Kal Ol YAWOOOAOYIKOi  UTTOAOYIOUOI
Tapapévouv  pia  KAAoIKA  e@apupoyry yia Tnv  Prolog. Me Tov 6po
YAWOOOAOYIKOUG UTTOAOYIONOUG €vvooUuE TPOTTOUG Kal peBGdoug avaAuong
TWV TTPOTACEWV KAl TwV A£GewV 0€ KATTOIO YAwooa. [Napddeiyya atroTeAei n
OUVTAKTIKA Kal AekTIK avaAuon. H Prolog mrapéxel évav apiBud epyaAeiwyv
TTou dlEUKOAUVOUV O€ onuavTikd BaBud dooug gpydlovtal TTavw o€ autd TO
QVTIKEIUEVO.

‘Eva ammd 1a onpavtikoTEpa epyaAgia TTou TTapExel n Prolog eival Ta
Definite Clauses Grammars B DCGs yia ocuvrtopia. Mia TrpooTTdOeia
amédoong Tou Opou OTa €AANVIKA E€ival ZUYKEKPIPNEVEG — TlepIOPIOPEVES
pappatikés Tpotacelg. AnAadry KATIOIEG TIPOTACEIG ME  TTEPIOPIOUEVN
ouvnBwg ékTaon Kal dopur, ol OTToIEG OPWG €ival OPOEG CUVTAKTIKA.

Ta DCGs armotehouv pia €101k POP®A yia va OPICOUHUE YPAPUATIKEG
TTpoTdoclg. Na va KataAdBouue TI evwooUue OTav AéPE YPOAUMATIKA (grammar),
mpéTel va KataAdBoupe T gival Ta Context Free Grammars 1j yia ouvTopia
CFGs. Mia eAAnvikip atrédoon Tou Opou eival pappatik Ave¢dptntn Twv
ZUUQPACOHEVWIV.

H Baoikn 10€a tTiow a1md Ta CFGs gival TTOAU a1TAf oTnv Katavonon. To
MOVO MJEIOVEKTNUA TOug eival OTI dev uTTopouv va cuupadicouv PE Tnv
OUVTAKTIKA) Oour OAwV TWV QUOIKWY YAWOOWV (UE TNV €vvola TNG QUOIKNG
YAWOOOG £vVOOUWE TNV YAWOOO TTOU XPNOIYOTToIoUV oI avBpwTrol). Mtropouv
OMWG va XeIPIOTOUV ATTOSOTIKA TO OUVTOKTIKO O1T0 TTOAAEG QUOIKEG
YAwooeg (6Twg gival Ta AyyAikd, Ta MNeppavikd kai Ta FaAAIKdG).

To gpwTnua TTOU TTPOKUTITEI TWPA €ival To €¢AG: TI akpIBwg gival €va

Context Free Grammar 1 oAiwg pia [papuatiky) Avegdptntn Twv



2Up@padouévwy; 21NV ouaia Tou, To CFG atroTeAei éva TTEPIOPIOUEVO OUVOAO
Kavovwyv (rules) o1 otoiol pag  EmMTPETTOUV  va  OIOTTIOTWOOUME €AV
OUYKEKPIMEVEG TTPOTACEIC €ival OWOTA OUVTOKTIKG (TTAnpouv dnAadr] Toug
YPOUMOTIKOUG KAVOVEG), KABWG E€TTiONG PAG EMTPETTOUV va PABoupE Tnv
YPAMMATIKA OOUNA TV TTPOTACEWY AUTWV.

ATTOuEévVEl VO €ENYACOUNE €Va AKOUN OUOXETICOUEVO BEUA, CUYKEKPIUEVO
TI €ival pia context free language (£xoupe dwoel Tov opiouod yia Ta context free
grammars, aAAG Ox1 kal yia Ta context free languages). Mia context free
language cival pia yAwooa TtTou PtTopei va yevvnBei ammd éva context free
grammar. Mepikég yAwooeg gival context free, kail pepikég Oxi1. MNa Tapadelyua
gival aAnBéc o Ta AyyAikd eival pia context free language, emeidn eivai
atrAouoTata oTnv dOUr TOUG Kal £X0UV AlYOTEPOUG CUVTAKTIKOUG KAVOVEG OTTO
OTI TT.X. Ta apxaia eAANVIKA (av Kal €xouv TTOANEG e€aipéoclg). AuTd onuaivel
OTI gival €QIKTG TBavo va ypdwel KATTolog €va context free grammar 1Tou va
YEVVAEI OANEG TIC TTPOTACEIC TTOU O€xovTal oI EyyAéCol. AT Tnv GAAN uepIq,
karroleg d1aAekTOl TNG MeppavikAG yYAwooag dev eivar context free. Mtropei va
atrodeixTei paBnuatikd 61 kauia context free grammar dev utopei va
dnuIoupyAoel OAEG pa OAEG TIG TTPOTACEIG TTOU XPNOIKOTTOIOUV Ol 10ayEvEiG. Av
KATtrol0¢ dnNAadn £1mBUPOUCE va YPAWE! Hia YPOUUATIKA YA TETOIEG DIOAEKTOUG
Ba £TTPETTE VA XPNOIKOTIOINCEI ETTITTIPOCOETOUS YPAUMATIKOUG INXAVIOHOUG, OXI
atrAd context free kavéveg. (Avagopd: Learn Prolog Now! Patrick Blackburn,

Johan Bos, Kristina Striegnitz)

2. AvBpwTrivn YAwoodad: ‘Eva oUoThUA TTOU OTTOTEAEITOI OTTO KOVOVEC

o O1 avBpwTTIVEG YAWOOEG (QUOIKEG YAWOOEG) gival oOUVBETA CUOTAPATA,
ME EUQUEIG (EEUTTVOUG OTNV AOYIKN TOUG) KAl AEITOUPYIKOUG KAVOVEG.

e [vwpidoviag  TOug  KAVOVEG ~ MPTTOPOUME  va  ETTIKOIVWVOUME
QTTOTEAEOUATIKA KAl hE aKpiBela.

e Oocov agopd Ta YAWOOIKA HPOVTEAQ OTOUG UTTOAOYIOTEG, Ol KAVOVEG

TPETTEl va €ival AETTTOMEPEIG (YAWOOIKA MOVTEAQ €VVOOUME KATTOI



MOVTEAQ TTOU OPICOUV TOUG KAVOVEG ATTO TOUG OTTOIoUG OIETTETAI Hia
YAWOOQ, yia TTapadEIYUa TOUG CUVTAKTIKOUG KAVOVEG).
O1 kavoveg opiCouv TO TTWG Ol «UOVABEG» TNG YAWOOAG, Ta KOUUATIA
NG OnAadr, MTTOPOUV Vva OuvduaoToUV yia va dnuioupyHoouv
OUCIWOEIG KOl TTI0 OUVOETEG HOVADEG:
0 Mop@oAoyikoi Kavoveg: opifouv TO TTWG CUVBETOVTAI OI AEEEIS
T1.X. re+invest+ing = reinvesting
O ZUVTOKTIKOi KOVOVEG: opiCouv TO TTWG OI AEEEIC PTTOPOUV va
ouvOUAOTOUV OE TTPOTACEIG
o0 Evvoioloyikoi kavoveg: opiouv To TTWG ouvouadovTal Ol EVVOIEG
(Avagopa: Natural Language Processing Introduction

http://www.cee.hw.ac.uk/~diana/nl/I01sh Nikos Drakos)

3. AgkTiIKR AvadAuon:

3.1 Mop@oAoyia: H Aoun Twv AéEswv

H popgoloyia agopd 1o TTWG o1 AéEEIC dopouvTal atrd TTIo BACIKA pépn:

o

friend + ly = friendly

o dog+s=s

o

jump + ed = jumped
o re +introduce = reintroduce
o de + central + ise + ation = decentralisation

O1 Baoikég povadeg Aéyovral morphemes: friend, ly, dog, s kai re givai

OAa avatrapaoTdceig (morphemes).

O1 Aé€eig ouvBETOVTAl OTTO pia pida Kal KAtrola TTpoBEuaTa (0Tav JIAGUE yia

TTPOCOeon UTTPOOTA aTTd TNV AEEN) Kal KATTOIa €TTIBEUATA (OTAV PIAGUE yia

TTPOoBOeon 010 TEAOG TNG AEENCG).



3.2 Karnyopisc AéEswv

O1 Aé€eic xwpiCovTal o€ Katnyopieg avaAoya pe TNV XpAON TOUG Kal PE TO

TTWG ouvduddovTal he AANEG AEEEIG EVTOG TWV TTPOTACEWV:
O1 Baoikég kaTnyopieg sivai:

e Ouol00TIKA: avagEpovTal o€ avTiKEipeva i évvoleg T1.X. cat, beauty,
John

e EmibBeta: mTepiypdouv A divouv 1IB10TNTEG OTA OUCIAOTIKA TT.X. the

big man
e PAparta: Tepiypdgouv Ti KAvel To ouoiaoTiké: John jumps
e Emppnuara: Tepiypa@ouv 1o TG Yivetal: john runs quickly

O1 Aé€g1g TTOU avKOUV O€ AUTEG TIG KATNYOPIEG MEPIKES POPES avaPEpoVTal
wg¢ open class words, yiaTi ouxva TTPOoCTIBEVTAI KAIVOUPYIEG AEEEIC QUTWV

TWV KATNYOPIWV OTNV YAWOOQ.

O1 dMeg katnyopieg AEEewv  gival «KAEIOTEG»: UTTAPXEl €va  MIKPO

TTPOKABOPIOUEVO OPI0 AECEWV O€ AUTEG TIG KATNYOPIEG:
e Apbpa: the, a, an.
o Avrtwvupicg: it, he etc.
e [lpoB<ocig: by, on, with.
e 2UVOETIKA: and, or.

(Avagopd: 3.1&3.2 Natural Language Processing Introduction

http://www.cee.hw.ac.uk/~diana/nl/I01sh Nikos Drakos)

4. YuvTakTikin AvdAuon:

4.1 Ppdosig:



MTTopoUV va XpNoIUOTToINOOUV UEYAAUTEPES PPAOEIC OTTO Pia AEEN:

e ®pdoeig pe ouolaoTikA (Noun phrases). Ava@épovTal O QVTIKEIPEVA:

“O avdpag Pe TO KATTEAO™.

o [lpotdoseig pe pApata (Verb phrases). AnAwvouv 11 KAvel N @pacn Pe

ouoIaoTIKG T.X. “ O dvdpag e T0 KATTEAO PIAGEI OTO OKUAGKI”

e [lpotdoeic pe emiBeta (Adjective phrases). lMepiypdeouv — divouv

1I016TNTA O€ £vA QVTIKEIPEVO TT.X. «PTWXOG oav €vag AOTEYOG»

e [lpotdosig pe emppnuata (Adverbial phrases). Mepiypdgouv Tov TpéTTO

ME TOV OTTOIO YiveTal T1.X. “TTOAU TTPOCEKTIKA”
H atrAouoTepn @pdaon JE oUuCIaoTIKA aTTOTEAEITAI QTTO:
e [lp6Beon
e KartdAAnAo évoua

Mo ouvBeTeEG PPAOEIC YE OUCIAOTIKA XPNOIMOTTIOIOUV KOIVA OUCIOOTIKA, T

oTroia dlakpivovTal O€:
e MEeTPAOIYA OUCIAOTIKA TT.X. UTTOAOYIOTEG, YATEG
e Mn pETPOINA OUCIACTIKA TT.X. {AXApPN

Emiong umdpxouv @pdoeic TTou ava@Epovtal o€ 10I0KTNOIA, avAPOPIKES

TIPOTACEIG K.Q.

4.2 PpdoEic UE PAUATO

2 UVOETEG PPACEIG UTTOPOUV VA TTEPIYPAPOUV dpAonN:
e He talks to Mary.
e He eats the pizza.
e He quickly walks.
e He gives a very nice present to his mother,

OAeg auTég o1 PACEIS Eival PnUATIKEG.



4.3 MNpoTdoEIC

Me 1TOI6V TPOTTO O PNUATIKEG KAl Ol OUCIACTIKEG PPACEIG ouvdudalovTal Kal
TTPOKUTITOUV OAOKANPEG TTPOTACEIG;
E€aptdTal atrd Tov TUTTO TNG TTPOTACNG:

e |loxupiouog: John looked at Mary

e Epwtnon Nai/Oyxi: Did he do it?

e EpwTtnon Ymokeipévou: Who did John look at?

e EvTOAN - lNMpoaoTakTikr): Look at Mary.

4.4 MpoTtdoeic: loxupiouoi

‘Evag atmAdg 10XUPIOPOG OTTOTEAEITAl ATTO Wdia OUCIOOTIKI) @PACN Cuv dia
PNHATIKA @pdon:

e John jumps.

« The tall man eats a large tasty pizza.
e The man eating the pizza jumps.

o He likes Mary.

e He eats the pizza with the extra hot chilli topping.

AuTOG TTOU KaAvel TNV OpAon OVOPACETAl UTTOKEINEVO, TO TTPAYHO OTO OTIOIO

YivVETQI €ival TO AQVTIKEIUEVO.

To CUUTTEPOAOUA OTO OTTOIO PITTOPOUNE VA PTACOUUE OTTO O0A EXOUME TTEI JEXPI

OTIYMAG €ival TO €GAG:
e H yAwooa gival éva ouoTnua Py OUVOETOUG KAVOVEG

e H Ttpotdoeig cuvBEétovtal atrd AEEEIG, PE OUVOETOUG KAVOVEG TTOU

opifouv TO TTWG CUVOEOVTAI Ol AECEIC



e Xwpic TOUG Kavoveg dev Ba utmpxe dour: dev Ba ptTopolcapE va
KATAVONOOUE TI onuaivel pia mpétaon, 0Trwg Kai dev 6a utropoucape

VA YVWPICOUNE TO TTWG 01 AEEEIC OUVOEOVTAI ETAGU TOUG

e [vwpioupe  TOUG KAVOVEG utToouveidnTa, onAadn TOUG
XPNOIMOTIOIOUKE OTNV KABNUEPIVI] JAG OMPIAIa XwpIiG TTpayHaTIKa va
TOUG OKEPTOUOAOTE EVEPYA, TOUG EXOUME EUTTEOWOEL. ‘Eva UTTOAOYIOTIKO

MOVTENO TTPETTEI VO TOUG KAVEI ETTAKPIPEIG

(Avagpopa:4.1,4.2,4.3,4.4 Natural Language Processing Introduction

http://www.cee.hw.ac.uk/~diana/nl/I01sh Nikos Drakos)

5. ETritreda 1nc NA\woooAoyiknc AvaAuoncg

H yAwoooAoyikr) avaAuon YTTopEi va xwpioTei oTa akdAouBa eTritreda:

o  DwvnTIKA: (NXO1—AECeIG: /bl + /o/ + [t/ = boat).

e  Mop@oloyikd: (Hopoeriuata—AEEeIg: friend + ly=friendly)

e 2 UVTOKTIKA: akoAouBia Aé¢ewv — doun TTpoTaoNG

e Evvololoyikd: doun rpdtaong + onuacia AéEewv = vonua TTpdTacng

o  KUPIOAEKTIKA: vONUa TTpdTaonG + cup@padoueva = KaAAUTEPO vonua

e Kartavonon ouINiag: XPenOIMOTIoIWVTAG  YEVIKA  yvwon Kal  yvwon

TTPONYOUNEVWYV OMIAILOV

(Avagopd: Natural Language Processing Introduction

http://www.cee.hw.ac.uk/~diana/nl/I01sh Nikos Drakos)

6. E@apuovéc Tnc avdAuonc UOIKAC YAWOOOC

H avaAuon QuUOIKAG YAWO OGS £XEl TTOIKIAEG ONUAVTIKEG EQAPUOYEG, Ol OTTOIEG
MTTOPOUV va diakpIBolv o€ dUOo KUpiwg Katnyopies. O1 KaTnyopieg auTég ival
ol €¢AG:



o EmeCepyaoia keipévou

e EmmKoIvwvia avepwTTou — unxavng

1. Ava@opika pe Tnv emmegepyacia Tou d0BEVTOG OTNV PNXavh KEIPEVOU
(written text)

e YTrooTtnpicel kai fondda Tov AvBpwWTTO TTOU CUYYPAQPEI TO KEIUEVO:
OUYKEKPIPEVA DIECAYOVTAG EAEYXO YPOUMOTIKAG KAl OUYYPAPIKOU
U@OUG — TUTTOU.

o EZayel TANPOQOpPIEG ATTO AVAPOPEG: CUYKEKPIPMEVA TTAPAYEl HE
QUTOPATO TPOTTO Wia TTEPIANYN

e KartnyoplioTroigi, avakTtd i QIATPAPEI unvuuaTta r Eyypaga: Tr.xX.
OpOoMOAOYNON €YYPAPWY NAEKTPOVIKOU TaXUOPOMEIOU, PNXAVEG
avalnTnong oTtov TTaykoopio 1016 (World Wide Web) KTA.

o  MeTagppadel £yypaga.

e MTTOpEei va kaTtaypd@el yia culATnon

e Anuioupyei ava@opéG KEIPEVOU TTAipVOVTOG TTANPOYOPIEG ATTO

Baoeig dedopévwv

2. Ava@opikd JE TNV ETTIKOIVWVIa avOpwTTOU — unxavng

o T[lepiBaAAovTa dIETTAPNAG (ME PATEIS OEDOPEVWV KTA.).
e Autdpatn €EUTTNEETNON TTEAATWV PECW TAAEQUVOU (TT.X. KPOTAOEIG).
e AuvatdtnTta ewvnTikoU eAéyxou punxavnig (Voice Control)

e 2uoThuarta dIdaocKaAiag Kal eKTTaideuong.

Ta ouotipata Ba TTPETTEl va gival o€ BE0TN va avTaTtokpiBouv Kal PE XPrion NG
KaBnuePIVAG BIAAEKTOU (N OTToi UTTOPEI va gival dIAQOPETIKY ATTO TNV KOIVA
EMOANWG  aTTOdEKT) YAWOOA), KaBwG €1mionNg Kai va PITopouv  va
ouvOIaAexBoUv PE ToV XPAOTN.

BéBaia, TTpokeigévou va Prtopécel va UAOTToINBEl éva oUuoTnPa TTOU va UTTOPEI
va KAvel avaAuon TG QUOIKAG YAWOOOG, aTTapaitnTo €ival va TTEPACEl KATTOI0

XPovikd dIdoTnua, £T01 WOTE va UTTAPEEI OAPAG KAl OWOTOG OXEDIOONOG. Av



dev uTTdpEel oagng Kal owoTdg oxedlaopudg, TOTE To OTAdIO TNG UAOTTOINONG
Ba Tepdoel amd TTOAAG oTAdIA, KABIOTWVTAG TTIBAVO TO YEYOVOG OTI Ba TTPETTEI
va BeATiwveTal Kal va aAAGleEl OuveEXWS O OXEDIAONOG, €pOoov Oev gixav
KaBoploTei Kal TIPOPRAEPTEI KATAAANAQ aTTd TNV APXN Ol ATTAPAITNTEG AVAYKEG-
TpoUTT06€0¢€Ig. 'Evag owoTog oxediaoudg Aoimmov, Ba pag yAITwoel amod Tov
ETTIKIVOUVO Bpdyxo OTOV OTTOI0 UTTOPEI va TTayIdEUTEI TO oUCTNUA.

‘Eva ouoTtnua emmeéepyaaciag QUOIKNG YAWOOOG, OTTWG ava@épBnKe PTTOPEN va
XPNOIMOTIOINGEI O TTOANEG TTEPITITWOEIS. [Na TTAPAdEIYUA ITTOPOUNE VA EXOUME
éva oUoTAPO WVNTIKAG AvayvwpIonG, TO OTTOIO VA TO £XOUNE TTPOYPAUUATIOE!
va KAvel did@opa TTPAYHOTA OTO AKOUOPO CUYKEKPINEVWV AéEewv. MTTOpOoUuE
VO TO TIPOYPAMUATIOOUME TI.X. VO KATAypA®el TNV OMIAIQ pag o€ €vav
ETTECEPYAOTN) KEINEVOU, va PETAPPALEl Ta Aeyduevd pag otnv YAWwooo TTOU
eMAEyOUNE, va OaAANAemOPd @uwvnTikG pe T0 APl TOU Agitoupyikou
OUCTHPATOG 1 TOU TPEXOVTOG TTPOYPANMATOS KOl VO KAVEL AEITOUPYiEG OTTWG
AvoIyHa - KAEIOIO TTapaBupwyv, TTIAOYH OTOIXEIWV OTITIKOU EAEYXOU K.O.K.
Etiong, ouotiuata €1me¢epyaoiag QUOIKAG YAWOOOG €XOUV XPNOIYOTTOINOEI
oT0 TTapeABOv — pepIk& amd autd  XpnOoIJOTToIoUVTal OKOWn — O¢€
TTAVETTIOTAMIA, IDIWTIKA EPEUVNTIKA KEVTPA KAl QPOVTIOTHPIA VIO TNV EKNABNON
MIOG 1] TTEPICCOTEPWV EEVNG YAWOOAG.

2€ £va TETOI0 oUOTNPA TTapadEiyaTog XAplv, ol JanTég TTANKTPoAOyoUv oTnv
KOVOOAQ KEIPEVO PE TTPOTACEIG KAl TO OUCTNUA TOUG TTANPOQPOPEI €AV £XOUV
€lI0Ayel TNV TTPOTACN OWOTA I TOUuG KaBodnyei Ot TTEPITITWON TTOU €XOUV
€10ayel hia TTpdTaCN TTOU OEV OTEKEI CUVTOKTIKA — ypapuaTika. Mia TTpoo@IARG
€QPapPoyn autou Tou TUTTOU — ammAf BéBaia oTnv popen TNG — eival éva
TTaIXVidl OTO OTT0iI0 Ba €10AyovTal AECEIG UE TNV HOPPF OTTAWV TTPOTACEWY Kal
TO TTaIXVidl Ba AVTATTOKPIVETAI O AUTEG, AavAAoyd HE TO TTEPIEXOMEVO TOUG.
Eivar ka1 1TTOU Ba KpaTtdel TO evOIAPEPOV TWV TTAIBIWY OUEIWTO, KAl UTTOPEI
AveTa va XpNolyoTroinBei o€ €va @QPOVTIOTAPIO TT.X. YIa TNV €KPddnon uiog
¢évng yAwooag. 'Eva TETOI0 TTaIXVidl ATTOTEAEI TOV KOPTIO TNG TTAPOUCNG

TITUXIOKNG EPYOOiAg.

O1 TexVIKEG eTTECEPYQOIAC YUOIKNAG YAWOOOG ITTOPOUV VA aPOopouV TouG £EAG:
e [AwoooOAGyoug — o1 otroiol BéAouv va Katavooouv Tnv yAwood

Babutepa



e  WYuyxoAdyoug — o1 otroiol BEAouv va KaTavoroouv TIG dIadIKaaoieg TNG
avTiAnyng

e @INGoOPOUG — OI OTToiolI EPEUVOUV TO TTWG OI AECeIg €xouv KATTola
€VVOIOAOYIKA] onpaacia, Kal To TTWG N VONUWY OKEWN CUOXETICETAI JE TNV
yAwooa

e EmayyeApaTtiec Texvnmc Nonuoouvng — o1 oTtroiol B€éAouv  va
avaTITuEouV MOVTEAQ avepwmvng AOYIKNAG, oTa oTToia
OUNTTEPIAAPPBAVETAI N ETTECEPYATIA QUOIKAG YAWOOAG

e EmoTApoveg NG MNANpo@opIknG — o1 otroiol BEAouv va avamTuouv
KOAUTEPEG €QAPUOYEG Ol OTTOIEG TTEPIAAUPBAVOUV TNV ETTECEPYQTIA TNG

QUOIKAG YAWOOOG

O Abéyog yia Tov oTroio Ta povTéAa eTTeEepyaaiag QUOIKAG YAwooag eival
XPNoIua, padi ue 6oa avagEpdnkav 1o TTavw eivai:

e Na emiteuxBei n dnuioupyia TTpoypauudTwy H/Y Ta otroia Ba eival
o€ Béon va emiteAéoouv dIAPOPES AsIToupyieg TTou TTEPIAapBAavouy
ETTECEPYQTia YAWoOoAG TT.X.

0 EAeykTéG ypaupaTIKAG Kal cUANaBIoHOU

0 KaoAUTtepa ouoThuaTa avakTnong TTAnpo@opiag
O 2UCTAUATA TTOU KATAVOOUV TNV OMIAIQ

o [epiBdaArovta Duoikng YAwooag

e Na ptmopéoel va katavonBei KaAUTEPQ N avBpwTTIVN ETTIKOIVWVIa

(Avagopa: Natural Language Processing Introduction

http://www.cee.hw.ac.uk/~diana/nl/l01sh Nikos Drakos)
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B. H yAwooa Prolog

H Prolog oTmrwg eitrape ptmopei va xpnoigotroinBei yia avadAuon @uoiknig
YAWOOOG, KATI TO OTT0i0 €KTTANPWvVEl €MTUXWG. lpiv Opwg douue KATTOIA

TTapadeiydaTa Je KWOIKA, TTPETTEI VA EVTPUPHOOUUE OTNV ouvTagn Tng Prolog.

1. H yA\wooa PROLOG:

H yAwooa mrpoypaupatiopot PROLOG (PROgramming in LOGic) akoAouBei
MEBOOOUG TNG AOYIKAG yia TNV avamrapaoTacn yvwong Kail Tnv eTmiAuon
TPOBANUATWY,  XPNOIYOTTIOIWVTAG  YIO  TOV  TIPOYPAPUaTIoONd TNV
KaTnyopnMaTikr AOyYIKA.

EidIkOTEPQ, O TTPOTACIOKOG AOYIOUOG Kal €I0IKOTEPA £VA UTTOOUVOAO TOU Ol
Tpotdcelg Horn, armmotehouv Tn Bdon avamrtugng tng PROLOG. Anuioupyog
NG €ival o Alain Colmerauer, Tou pe v PBonBeia tTwv Jean Trudel kai
Philippe Roussel, dnuioupyfocave tnv Prolog, n omoia otnv apxn nArav
eTiayuévn oe W-Algo.

H avarmrugn 1ng PROLOG &ekivnoe otnv EupwTrn. Eival apketd d1adedopévn
otnv EupwTtn kai Tnv lattwvia, og avtiBeon pe 1i¢ HIMA, étmou avamtuxOnke

Kupiwg n LISP (LISt Processing).

2. 21o1xeia PROLOG:

O mpoypappationds oe PROLOG diagépel ammd autdv OTIG OIadIKACIAKES
YAWOOEG TTpOoypaPaTIOnoU. O TTPOYPANPATIOTAG Oev TTEPIYPAPEI KATTOIO
aAyo6plIBpo pe TNV KAQOOIKN €vvold, dnAadr pia o€ipd atrd dladoxIKG Bruarta

TToU £TTIAUOUV KATTO10 TTPORANMA. Mepiypd@el pdvo 1o idlo To TTPORANUA Kal TIG

11



OX€0EIG TTOU 10XUOUV UETAEU TWV QVTIKEIUEVWY TOu TTPOBAANOTOG. 2TNn
OUVEXEID, a@rveTar oTov uTttoAoyioTr) va Olgpeuvriioel T Auon kai va
OIaTTIOTWOEI TO AANBEC TWV OXECEWV AUTWV.

2T YEVIKN Popenry o mpoypappationog oe PROLOG mepihappBaver 1a €ENg

oTadia;

e AIOTUTTWON KATTOIWV YEYOVOTWVY TTOU OQOPOUV TA AVTIKEIMEVA Kl TIG
OX£0EIG TOUG.

e Opiopd KATTOIWV KAVOVWYV TTOU JIETTOUV TA AVTIKEIMEVA KAl TIG OXEOEIG
TOUG.

e AIOTUTTWON EPWTACEWYV OXETIKA JE TA AVTIKEIYEVA KAl TIG OXECEIG TOUG.

A@oU opioBouv Ta yeyovoTa, Ol KAVOVEG KAl Ol OXEOEIS TTou OIETTOUV TA
QVTIKEIJEVA TOU TTPOBAAMOTOG, OTn OUVEXEIa UTTORAAAOVTOlI €PWTACEIS OF
oxéon ue Ta TTapatravw. O aTTavTioEIg OTIC EPWTHOEIC QUTES (KATAPATIKES i
apVNTIKEG) atToTEAOUV TN AUCH TOU TTPORAANATOG.

Mia cuAAoyr] atrd yeyovoTa Kal Kavoveg KOAETal pia BAon yvwoewyv () pia
Baon dedopévwyv) Kal O TTPOYPANMPATIONOG o€ Prolog gival n dnuioupyia Kal TO
ypawiuo Twv Baoewv yvwong. AnAadr Tta tmpoypdupaTta Prolog givar atmmAd
Baoeig yvwong, cUANOYEG YEYOVOTWY KOl KAVOVEG TTOU TTEPIYPAPOUV KATTOIEG
OX£0€IG TTOU Bpiokoupe evlla@Eépov. H ammdvinon OTO €PpWTNUA TOU TTWG

xpnoiyotrroiouue éva poéypaupa Prolog gival n €6AG:

Me Tnv utToBOAN TWV EPWTACEWV.

AnAadn atreuBuvovTag epWTACEIC yia TIG TTANPOPOPIEG TToU aTtroBnkeuovTal
oTtn Baon yvwong. Aev gival BeBaiwg TTpo@avég 0TI uVOEETAI APPNKTA UE TOV
TTPOYPAUMATIONO, aAAG OTTWG Ba doupe, o TTpoypauuatiopds ye Prolog eival
TTOAU Babug, €1dIKOTEPA YIO OpPICPEVA €idn €Qapuoywv (TT.X. €Teéepyaoia
QUOIKNG YAwooag Trou e€ival éva aTrd TMO  TPAVTAXTA TTAPAdEiyuaTa).
AkoAouBouv kdaTtroleg BAoceig yvwaoelg, yiati €To1 yévo Ba atroca@nVIoTED n
€vvola TWV TPIWV dOUIKWYV oToIxEiwv TNG Prolog, dnAadr Twv yeyovoTwy, Twv

KAVOVWV Kal TWV EPWTNUATWY.
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3. 2uvraén Tnc Proloq:

AKpPIBWG a1Td TI PTIAXVOVTAI TA YEYOVOTA, Ol KAVOVEG KOl Ol EPWTATEIG;

H amdvrnon eivail 6pol, kal uttdpxouv T€éooepa €idn épwv o€ Prolog:

e ATOMO

apiBuoi

METARANTEG

ouvBeTol 6pol (f OOMEG).

Ta droua kai ol apiBuoi armoteAouv TIG oTaBEePEG TNG Prolog, Kal ol oTabepég
Madi he TIG ETARBANTEG aTTOTEAOUV TOUG ATTAOUG OpOoug NG Prolog.

MNa va yivouv ta Tpdyuata ekdBapa TTPETTEI TTPWTA VA JIAOOUUE YIa TOUG
XOpakTAPES (OUPPBOAQ). O1I kepaAdior xapakrnpes cival ol A, B, ..., Z, o1 reoi
XAPAKTRPES gival a, b, ..., z, Ta wneia civar 1, 2..., 9 kal o1 &dIKOI
XAPAKTAPES eival +, - % [, < > = : .| & ~, Kol . To kevo oidornua
gival eTTioNg XapakTRPag, aAAG yIa va XPnOIMOTIOINBEI aTTaITEITal va BPIOKETAI
Méoa o€ povd elocaywylikd (¢ ). Mia oceipd eival pia ouvexng akoAouBia

XOPOKTAPWV.

3.1 Atopa:

‘Eva aTopo PTTopEi va givai:

1. Mia oceipd XapoKTRpwV @TIAYMEVWY aTTO  KEQAAdia ypauuata, TreCd
YPAUMOTA, yn@ia, Kal ToV XapakTApa KATW TTauAag _, n otroia apyiel ue
éva 1eCo ypauua. Mapadeiyuarog xapiv: butch, big kahuna burger, kai

m_monroe2.
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2. Mia auBaipetn akoAouBia XapPakTHPWV TIOU ECWKAEiETaI oTa  povd
cloaywyikd (¢ kar ‘). Mapadeiyyatog xapiv Vincent’, 'The Gimp’,
'Five Dollar Shake’, & %&#@% &*, kar * ’. O1 XapaKTAPES METAEU TWV
MOVWV EI00YWYIKWYV €ival TO GVvoua TWV OTOPWY. ZNUEIWOTE OTI EXOUUE TNV
adela va xpnoiyotroijooupe Ta dlaoTAuata (TTAAKTPO spacebar) og T€ToI0
ATopa — OTNV TTPAYMATIKOTNTA, £VAG KOIVOG AOYOG VIO TA HOVA EI0AYWYIKA

gival OTI ue TNV XPRON TOUG PTTOPOUNE Va KAVOUUE aKpPIBWS auTo.

3. Mia oeipd €1dIkwv XapakTripwv. MNMapadeiypatog xapiv: @= kal ====> Kal ;
Kal :- gival OAa dropa. Otrwg £xoupe de€l, HEPIKG aTTO AUTA Ta ATOMA, OTTWG

TO ; KOI TO :- £XOUV Hia TTpoKaBopIouévn €vvoia.

3.2 ApiBuoi:

H Prolog avtipetwiel Toug apiBuoug 1o id1o ye Toug uttéAoiTToug 6poug. Ol
TTEPIOOOTEPES £QapUOYEG Prolog utrooTnpifouv Toug aképaloug aplBuoug Kal
TOUG apIBUOUG KIVNTAG UTTOBIOOTOANG (dnAadr apiBuoug ottwg 1657.3087 i 10
m).

O1 aképaiol apiBuoi (1r.x.:... -2, -1, 0 ..1 ..2 ..3...) €ival xprioiyol yia didpopoug
OTOXOUG OTTWG TT.X. METPWVTAG TA OTOIXEIA EVOS KATAAOYOU.

H ouvtagn Prolog €ival n rpogavng: 23, 1001, 0, -365, kai Ta AoITTd.

3.3 MeTaBAnTéc:

Mia peTtaBAnT €ival pia o€ipd XOPAKTAPWY @TIAYMEVWY aTTd  KeQaAaia
ypauuaTa, Tefd ypduuata, yneia, Kal Tov XapakThpa KATw TTaUAag _, TTou
apxiel  e€ite  pg €va KEQAAQio ypAupa  &tE PE TNV KATW TTAUAQ.
Mapadeiypatog xapiv, X, Y, Variable, tag, X 526, kai List, List24, head,
Tail, input kar Outputeivar 6Aeg petapAntéc g Prolog. H petaBAnTy
(®nAady 0 XapaKkTPAag KATW TrauAag) eival €dIkog. KaAeitar avwvuun
uerapAnTn.

Tnv xpnolgotroloUue OTAV  €XOUPE aVAYKn va XPNOIMOTTOINOOUPE  Mia

METABANTA, OAAG Oev evOIOPEPOUAOTE WE TI TNV AVTIOTOIXEI N Prolog. ETiTTAéoV,
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KGBe avwvuun peTaBANTA cival  aveéaprnin: kKABe pia givar ouvOedeuévn o€

KATI S10QOPETIKO, KATI TTOU OV OUUBAivEl PE TIGC AANEG PETAPBANTEG.

3.4 YuvOeTol Opoi:

O1 oT1aBepég, o1 apiBuoi, kar o1 PeTaBANTEG €ival oF OOMIKEG POVADEG: TwpPaA
TIPETTEl VA EEPOUPE TTWG EVWVOVTAI YIO VO oxXnuUaTioouv padi Toug ouveleToug
o0poug. O1 ouvBeTol 6poI KaAoUVTAl CUXVA DOUEG.

O1 ouvBeTol 6por armmoteAouvTal atrd éva functor Tmou akoAouBeitar amd pia
akoAouBia opiopydtwy. Ta opiopara TiBevral avaueoa OTIG OuvnBIOPEVEG
TTapevOEoEIg, XwpidovTal atmmd Ta KOYPOTA, KAl TOTTOBETOUVTAl PETA aTTd £va
functor. To functor mpémer va eivalr éva darouo. AQ' €Tépou, Ta opiouaTa
MTTOPEI va gival oTToI00ATTOTE €i00G OPOU.

‘Eva Trapadeypya ouvBeTou dpou gival To €GAG:

welcomes(johny,kate).

welcomes(johny,kate,anny).

Mpétrel va onueiwooupe 61 0 aplBudg Twv opIoPATWY dEiXvel TNV TAEN Tou
ouvBeTou Opou. H 1N cival TTOAU onuavTikr otnv Prolog. Auo ouvBeTol 6pol
Me id10  functor aAA&  SIa@OPETIK  TAEN 11 OIAQOPETIKA  opiouaTta,

avTigeTwTtTiovTal atd TNV Prolog wg d1a@OPETIKOI.

4. eyovora:

H akoAouBbn Baon yvwong atroteAei pia ocuAloyr) yeyovoTwyv. Ta yeyovota
XPNoIgoTroIoUvVTal Yia va OnAwoouv Ta TPAyHOATA TrTOU 10XUOUV
TAVTOTIVA OVOQOPIKA HE TNV EKAOTOTE TrEPIOXN €EVOIAPEPOVTOG.
Mapadeiypyatog Xaplv, PITOpOUME va dnAwooupe o1l n Mia, n Jody, kal n
MNoAdvra eival yuvaikeg, kar 011 n Jody 1railel KIBAGpa, XPNOIYOTIOIWVTAG TO

akOAouBa Téooepa yeyovoTa:
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woman(mia).
woman(jody).
woman(yolanda).

playsAirGuitar(jody).

AuTrl n ouloyh Twv yeyovOoTwy eival pia pBaon yvwong. Eival 1o 1pwto
TTaPAdEIYUA pag evog TTpoypduuatog Prolog. Znueiwote 611 To mia, 10 jody,
kai To yolanda (ta ovopara ©OnAadr), kal ol 1810TNTEGC woman Kail
playsAirGuitar, €xel ypa@Tei £T01 WOTE O TTPWTOG XAPOAKTHPAG va gival TTeCOG.
AuTO eival onpavTiko yiati otnv Prolog pe Ke@aAQioug XApOKTAPES 1 UE TO
underscore _, £eKIVOUV O1 JETAPBANTEG.

MTtropoUpe va XPNOIYOTTOINOOUME TNV TIApaTTavw BAcn yvwong HE TNV
TOTTOBETNON TWV EPWTACEWV. AnAadry UTTORBAAAOVTOG EPWTHOEIG TTAVW OTIG
TTANPOYOpiEg TTou TrEPIEXOVTAL. IMNa TTapAdEIYHNa UTTOPOUUE VA PWTIOOUNE TNV

Prolog €dv 1o mia €ival yuvaika pe Tnv ToTT00€TNON TNG £PWTNONG:

?- woman(mia).

H Prolog 8a amravtioel:

yes

yla Tov TTpo@avr) Adyo 0TI auTo gival Eva atro Ta YEYovOTa TTOU KATAYPAQOVTal
pnNTa otnv Bdon yvwong pag. To oupBoio ?- (A kAT oav 10 ?-, avaloya pe
TToId €kdoon TnG Prolog xpnoigotroloupe) ival To0 oUPBOAO TToU gu@avidel o
diepunvéag Prolog oOtav  Trepiyével va  €I0AYOUME  MIO  €pPWTNON.
AakTUAOYPO@POUUE AKPIBWS TNV TTPAYUATIKI EPWTNON

(Trapadeiypatog xapiv woman(mia)) akoAouBoupevn atrd . (Tnv TeAEiQ).

Opoiwg, putropouue va pwtriooupe av Jody TTailel KIBApA, Ye TNV TOTTOBETNON

NG akdAouBnG £pwTNONG:

?- playsAirGuitar(jody).

H Prolog 6a atravrioel TaAl "vai", emeidnf auto ival éva atrd Ta yeyovoTta TTou
KaraypdagovTtal pntd otnv BAon yvwong pag. EvrouToig, uttoB€0Te 0TI pLWTAUE

€Av n mia Taicel KIBApa:
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?- playsAirGuitar(mia).

Oa TTapouE TNV ATTAVTNON:

no

Auto oupPaivel yiati dev gival éva yeyovog TTOU KATAYPAQPETAl OTNV BAon
yvwong uag. EmmmAéov, n Bdon yvwong pog dev TTEPIEXEl Kapia GAAN
TTAnpo@opia (6TTwg kavoves) tou Ba BonBroel Prolog va trpootrabnoel va
oupTtTepdvel €dv n mia Trailel KIBGpa. ‘ETtol n Prolog cwotd KataAryel oT1o
oupTIEpacpa o1l To playsAirGuitar (mia) dev TTpOKUTITEl aTTd TNV Bdon

yvwaong pag.

21nv PROLOG ta yeyovota ek@pdlouv (UE KwOIKOTTOINWEVN MOP®PR) KATTOIEG
TIPWTOVYEVEIG YVWOEIG OXETIKEG ME TO TIPOBANUA TTOU OEV UTTOPOUV va
TTapaxOouv atrd AAAES. [Na TTapadelyua ol EVVOIEG:

H MAPIA EINAI MHTEPA THX KAITHZ

O TrQProz TPQEI MHAA

KwdikoTrolouvtal wg €¢AG:

is_mother(maria,kaiti).

OTtrou opioupe pia oxéon (unTépa) TTou cuvdéel duo avTtikeiyeva (Mapia),
(Kaitn). To EINAI MHTEPA eatroteAei TNV QUOIKA onuacia TTou divoulue €UEIS
OTO KATNYOpNnua, Kal 6x1 autd 1rou divel n idla n Prolog.H deuTepn TrepiTITwoon

givai:

eat(george,apple).

5. Kavoveg:

‘E0TW 0TI £X0UpE TNV akdAoubn Bdaon yvwong:
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listensToMusic (mia) .

happy (yolanda) .
playsAirGuitar (mia) :- listensToMusic (mia) .
playsAirGuitar (yolanda) :- listensToMusic (yolanda).

listensToMusic (yolanda) : - happy(yolanda) .

AuTtr] n Baon yvwong TrepIEXel dUo yeyovoTta, To listensToMusic(mia) kai

happy(yolanda). Ta TeAeuTaia Ta Tpia oToIxEia gival KAOVOVEG.

O1 kavoveg dnAwvouv TIG TTANpo@opieg Tou I1oxUouv  Umo Opoug
aAVO@OPIKA ME TNV EKAOCTOTE TrEPIOXA &vOIa@épovTog. [lapadeiyuatog
XApIv, 0 TTPWTOG Kavovag Aéel 0TI n mia taidel KIBdpa eqv AKOUEl T JOUCIKHA,
Kal 0 TeEAeuTaiog Kavévag Aéel 0TI n yolanda akouel Tn JOUCIKA €av auTh ivai
happy. levikétepa, 10 oUPPoAo : - mpémel va diaBaletar cav "edv", A
"utTovoeital ato”. To uEPOG oTnV apIoTEPH TTAEUPAE TOU CUMPBOAOU : - KAAEiTal
TO «KEPAAI» TOU Kavova, To PEPOG OTN eI TTAEUPd KaAgiTal «Cwuax». 'ETOI
OTOUG YEVIKOUG KavOveG oupPaivel To €€AG: €dv TO cwua Tou Kavoéva ivail
aAnBIvo, karormmiv 1o KEQAAI TOu Kavova gival eriong aAnBivo. Kal Twpa yia 1o
Baoikd onueio:  eav uia Baon yvwong TTEPIEXEl Eva Kavova E KEQPAAI Kal
owyua. kai n  Prolog &per 61 10 Oowpa 10xUEl - TTPOKUTITEI ATTO TIC
mAnpogopie¢ orn Baon yvwoewv 101€ N Prolog umopei va ouutrepdver ot

IOXUEI TO KEQOAI.

MNa va yivouv cagr ta TTapatmavw Ba douue éva TTapddelyua. Oa pwTrOOUNE

TNV Prolog €dv n mia 1railel kiIBdpa :

?- playsAirGuitar(mia).

H Prolog 6a atmrokpiBei "vai". MNari; Av kai playsAirGuitar (mia) Ogv gival €éva

yeyovog pntd Kataypapuévo otnv Bdaon yvwong pog, n Bdon yvwong pag
TTEPIEXEI TOV KavVOvA

playsAirGuitar(mia) :- listensToMusic(mia).
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EmmAéov, n Baon yvwong Hag  €TONG  TIEPIEXEI TO  YEYOVOG
listensToMusic(mia). Q¢ ek TOoUTOU N Prolog uTTopei va xpnoIPOTTOINCEl TV
TTpoava@epBeica oupTTEpaACATIKA HEBODO vyia va ouvaydyel OTI TO

playsAirGuitar(mia) eival aAnBgg.

O1 kavoveg ek@PACoUV BEUTEPOYEVEIC YVWOEIG, ONAAdH YVWOEIG TTOU UTTOPOUV
va TTapayBouv atrd GAAeS. MNa Tapdadelyua n mpdTaon:

KAGE MHTEPA EINAI I'YNAIKA

MrTTopEi va epunveuBei cav:

AN H X EINAI MHTEPA TOY Y, TOTE H X EINAI T'YNAIKA.

Mou ptTopei va kwdikoTtroinBei oav:

is_woman(X):-is_mother(X,Y).

Eival eCioou ammodekTo va ypagei oav:

is_woman(X):-is_mother(X, ).

OT1rou n petaBANTA Y gival avwvupn METaBANTA (dev XpnoIUOTTOIEITAI TTOUBEVA
aA\ou oTtnv TIpoTacn) kair apa dev  xpeldleTal va  ovouaoOei, otrdte
uttokaBioTatal atrd Tnv uttoypdupion ().

Quoikd TO OWPO TWV TIEPIOCCOTEPWY  TTPOTACEWV  ATTOTEAEITAI  ATTO
TTEPICOOTEPEG TNG MIAG OTOIXEIWDEIG TIPOTACEIG.

MNa TTapddelypya otnv Teplypa®ry evog atrAou yevealoyikoUu OEvOpou pIag

OIKOYEVEIOG TTOU OAOI YVWPICOUE:

is_mother(eve,abel).
is_mother(eve,kain).
is_father(adam,abel).

is_father(adam,kain).

MTTOpPOUNE va opiocoupe TNV €vvoia «yovéagy (parent), pe d1aceuén (Aoyiko

OR), duo TTpoTdcEWV:

is_parent(X,Y):- is_mother(X,Y) ; is_father(X,Y).

To o1r0i0 pETAPPALETAI OAV:
O X EINAI TONEAZ TOY Y AN O X EINAI MHTEPA TOY Y H O X EINAI
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NATEPAZ TOY' Y.

To OR ouvinBwg dev ouvavrdral oe Tpoypdupara Prolog, avti autou o

Kavovag ypaeTal dUo i (avaloya Pe TNV TTEPITITWON) TTAPATTAVW POPEC.

6. AvalinTnon AUoEWV:

Na va aviAfooupe yvwon ommd 10 ouoTnua TIPETTEL va  UTTORAAAOUNE

epwtnoeig (query).

2€ OX€On ME TO TTPONYOUMNEVO TTaPAdEIlyua PTTopoUdE va uttoBdAoupe Tnv

EpwTNON:

?is_mother(eve,abel).

O110T1E TTPOKUTITEI N ATTAVTNON:

Yes

2TNV EPWTNON:

?is_mother(eve,adam).

H atmrdvrnon 1Tou TTpOKUTITEI €ival:

No

(o€ kaTtroieg uhotroifoeig Tng PROLOG ptropei n atrdvrnon va givai nil, r} Kami

QVTIOTOIXO).
2TNV EPWTNON:

?is_father(adam,X).

TO0 ouoTnua Ba atravTAoEl:

X = abel
X = kain
Yes
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AnAadn OAeg TIG TINES TNG METABANTAG X TTOU €TTAANBeUOUV TNV TTPOTACH TOU
EPWTHMATOG.
Quoikd utTopoupe va uTToBAANOUNE EPWTAMATA PE OUVOUAOHO TTPOTACEWV,

KATT.

7. Avadpoun:

Ta katnyopruata (predicates) ptmmopouv va opioTtolv avadpouikd. ‘Eva
KaTnyopnua opideTal avadpouIKd, OTaV KATTOI0G ATTO TOUG KAVOVEG TTOU
meEPIEXEI EavakaAoUV To idlo KaTnyopnua.

Mapddeiyua:

‘Exoupe TNV ak6Aoubn Bacn yvwong:

is_digesting(X,Y) :- just_ate(X,Y).
is_digesting(X,Y) :- just_ate(X,2),
is_digesting(Z,Y).

just_ate(mosquito,blood(john)).
just_ate(frog,mosquito).

just ate(stork.froq).

Me pia TTpwTn patid n Baon auth @aivetal ouvnBiopévn, aAAd o opIoudS Tou
katnyopnparog is_digesting €ivalr avadpopuikdg. To is_digesting otov deutepo
Kavova €p@avifetTal Kal oTnVv apioTePr] Kal oTnv Oggid pepId Tou Kavova.
MapoAa autd Spwg, uttdpxel £€0do¢ atrd autov Tov Bpoyxo. H £€€odog auTn
TapéxeTal amd 1o just ate katnydpnua, To OTToi0 BpiokeTal Kal oTOUug OUO
Kavoveg. ATTO Tov TTPWTO Kavova PAANOTA, atmrodelkvueTal OTI av I0XUEl TO
just_ate, 161¢ 10XVel Kai TO is_digesting. O TpwTOg Kavovag Oev eival

avVaOPOMIKOG.

Av KOITAZOUPE TOV TTPWTO KAVOVA €PUNVEUTIKA, Ba doupe OTI Afel TO €ENG: av

KAt uoAig €paye (just_ate) 161e Xwvevel (is_digesting). Auth gival n dNAWTIKA

21



— EPMNVEUTIKN OKOTTIA TOU TIPWTOU Kavova. [p€Tmel va onUEIOOUNE OTI
UTTAPXOUV TTOAAEG TTEPITITWOEIG TTOU N EPMNVEUTIKI TTAEUPA €vOG Kavova
dlapépel atrd TNV TIPAYMATIKI) — TIPAKTIKA Tou pepPId, Otav auTh TeBei o€

EQapUoyn.

O deUTePOC Kavovag, dnNAadr o avadpouIKog, Aéel OTI: v TO X €paye To Z Kal

TO Z XWwVeUEl TO Y, TOTE TO X XWVEUEI €TTioNg TO Y.

Oa doupe TI KAVEl 0 BEUTEPOG KAVOVAG ATTO TNV TTPOKTIKI TOU TTAEUPd, TNV
d1adikaoTikr). H Prolog Ba waééel va evrotiosl kammolo Z 1€Tol0 woTe T0 X va
EXel @del To Z kal To Z va Xwvevel 10 Y. O kavovag autdg otrael dnAadr) o€
duo emmpEpoug pEPN. O1 TTaPaKATW EIKOVEG dEiXVOUV KaBapd Tov TPOTTO PE TOV

OTT0i0 AEITOUPYOUV O dUO KAVOVEG.

Just_ate Just_ate  1s_digesting
T e ™
X T -‘f X Z T &r

1s_digesting is_digesting

MNa va doupue TNV AIroupyia Toug, BEToupE TO akOGAouBo epwTna:

?- is_digesting(stork,mosquito).

H Prolog mrpootraBei va atrodeitel yia 10 €dv To epwTnUa AuTtd €ival aAnBEc.
2TNV apxn TPOOTIabEi va XpNOIYOTIOINOEl TOV TTPWTO KAvOva TToU OpiCel TO
is_digesting. Zuykekpipéva o TTpwTog Kavévag Aéel To X is_digesting To Y edv
170 X just_ate To Y. To X evotroicital pye 10 stork kair o Y pe 10 mosquito.

O1roT1E £XOUE:

just_ate(stork,mosquito).

AAN\G n Bdon yvwong pag dev €xel TETOIA TTANPOPOPIA, OTTOTE O KAVOVAG AUTOG

oev emmaAnBevetal. H Prolog tmpootraBei va atrodeitel eav eival aAnBeig o
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0eUTEPOG KAvOvags. AvTiKaBIoTwvTag 1O X pe 1o stork kai To Y pe To mosquito,

€XOUNE TOUG aKOAOUBOUG OTOXOUG:

just_ate(stork,Z),

is_digesting(Z,mosquito).

MNa va amodei¢el dnhadry n Prolog o1 1oxvel is_digesting(stork,mosquito),

TTPETTEl va Bpel Eva Z TETOIO WOTE va IOXUEL:

just_ate(stork,Z).

Kai

is_digesting(Z,mosquito).

Ymapyxel éva T€To10 Z, 0 frog. To yeyovdg just ate(stork,frog) eivar aAnBég,
ylati Bpioketal otnv Bdon yvwong. Emmiong, amdé Tov TPWTO KAvova Tou
is_digesting Byaivel To cuptrépacpa om 1o is_digesting(frog,mosquito) €ivai
aAnBég, armé TNV OTIyurp TTou 1O yeyovog just ate(frog,mosquito) PpiokeTal

oTnVv BAocn yvwong.

KataAlyoupe OTO OUuTTéEpOCHO  OTI  OTTOTE  OUVAVTAME  AvAdPOMIKA
KATNYopNuaTa, TIPETTEI va €XOuv TOUAdYIOTOV OUO TIPOTACEIC: Mia BacikA
TTPOTACN, N OTToIa OTAPATAElI TNV AVAOPONN O £VA OUYKEKPIPMEVO ONnUEio, Kal
Mia TTpoTacn Trou TrEPIEXEl TNV avadpoun. [lpétrer va eipaoTte 1I01aiTeEPa

TTPOCEKTIKOI VIO VA NV TTEPITTECOUNE O€ aTépuova BPoyxo Adyw avadpoung.

‘Eva mrapddelyya arépuovng avadpopns eival o akoAouBog atrAouoTatog

«QPAIVOUEVIKA» KAVOVOG.

p:-Pp.

AUTOG O KavOVaG UTTOPED Va 1I0XUEl EPUNVEUTIKA (dnAwvel OTI TO p 10XUEI OTaV
IOXU€El TO p), aAAG 600V a@opd TNV TTPOKTIKI TOU TTAEUPd, €ival €vag TTOAU
EMIKiVOUVOG kavovag. Kal oTig dUo TTAEUpEG TOu Kavova UTTAPXEl TO idI0
TPAYHA, KAl OV UTTAPXEI KATTOI0G BACIKOG KAVOVAG VIO va ATTOOPACOUNE OTTO
auTdv Tov Bpdyxo TNG avadpoung.
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Av TTapadeiyuaTog xapiv BECOUNE TO EPWTNUA :

?-p.

H Prolog 6a Tmrpootabnoel va amodei¢el v 1oxuel 10 p. Ao Tnv Bdaon
yvwaong E€pel 0TI To p 10XUEl €AV 10XUElI TO p. OTToTE Whxvel To TTOTE IOXUEI TO P,

TO OTTOIO IOXUEI EQV IOXUEI TO P, K.O.K..

MANKTPOAOYWVTAG TNV €VTOAN trace, utropouue va OOUPE Ta PrAPATA TTOU
akoAouBei n Prolog TrpootrabwvTag va atrodeitel edv 1o epwTtnua gival aAnBég

(auTo 10xUEl pévo yia Tnv SWI-Prolog).

8. AioT1eg:

O1 Aioteg eivar g onuavtiky emmavolauBavouevn dourp  dedouEvwy
XPNOIUOTTOIOUPEVN  €UPEWG  O€  YAWOOOAOYIKOUG  UTTOAOYIOPOUG  (TT.X.
OUVTAKTIKA Kal AeKTIKI) avaAuon).

O1rwg 10 OVoPa TNG TTPOTEIVEL, Jia AioTa €ival akpIBWG £Vag 0a@G KATaAoOyog
oToixeiwv. EAa@pwg akpIBEoTepa, gival pia TTETTEPACUEVN akoAouBia

oToixeiwv. Edw eival yepikd TrapadsiypaTta Twv KaTtaAdywv o€ Prolog:

[mia, vincent, jules, yolanda].

[mia, robber(honey_bunny), X, 2, mia].

.

[mia, [vincent, jules], [butch, girlfriend(butch)]].

[[1, dead(zed), [2, [b, chopper]], [1, Z, [2, [b, chopper]]].

MTtropoUpue va Pabouue NEPIKA onPAvVTIKG TTPAYHATA OTTO QUTA TA

TTapadeiyuara.
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MTtropouue va Oleukpiviooupe TIG Aioteg oe Prolog pe 10 VO
€OWKAEioOUUE Ta aTOoIXEIO TOUG PJE Ta oUPPBoAa [ kai  ]. Ta oToixeia
XwpicovTal atrd Ta KOPUATA.

Mapadeiypatog xdpiv, 1o TTPWTO TTAPAdEIYUA Pag [ mia, vincent, jules,
yolanda | eival pia Aiota uye T€00epa oToixeia, dnAadn mia, vincent,
jules, kai yolanda. To prikog TnG AioTag €ival o apIBPUOS aToIXEIWV TTOU

EXEl, £TO1 TO TTPWTO TTAPAdEIYUA PAG Eival pia AioTa urikoug T€écoepa.

ATIO 10 deUTEPO TTAPAdEIYNA MaG, [ mia, robber(honey bunny), X, 2,
mia ], paBaivoupe 611 GAa Ta €idn Twv avTikeinévwy Prolog pmmopouv va
gival oToixeia pIdg Aiotag. To TTPWTO OTOIXEIO AUTAS TNG AioTag gival mia
(éva datouo), 10 deUTEPO OTOIXEIO €ival robber(honey bunny), évag
OUVOETOG OPOG, TO TPITO OTOIXEIO €ival X (Mo HETARBANTA) KAl TO TETAPTO
oToixeio eivalr 2, évag apiBudg. EmimmAéov, paBaivoupe OTI TO idIO
OTOIXEIO WTTOPEI VO EUPAVIOTEI TTEPICCOTEPO ATTO Hia opd oTnv idia
AioTa: TTapadeiypuaTog XAapIv, TO TTEUTITO OTOIXEIO AUTOU TOU KATAAOYOU

gival mia, To OTTOiO €ival idI0 YE TO TTPWTO OTOIXEIO.

To TpiTo TTAPAdEIyua deixvel OTI UTTAPXEI Mia TTOAU €10IK AioTa, n KevA
Aiota. H keviy Aiota (OTTwg TO OVOPA TNG TTPOTEIVEL) €ival n AioTa TTou
oev TrepIAaPBavel kavéva oToixeio. Mold gival 10 PAKOG TNG KEVAG
AioTag; Mndév, @uoika (yiaTi To uAKOG WIag AioTag gival o apiBudg Twv

MEAWV TTOU TTEPIEXEI, KAI N KEVI) AIOTa BEV TTEPIEXEI TITTOTA).

To TéTOpTO TTAPAdEIYyUa POG OIOAOKEI KATI EEQIPETIKA ONUAVTIKO: Ol
ANiOoTEG PTTOPOUV Vva TTEPIEXOUV AANEG AiOTEC WG OTOoIXEIa. [MapadeiypaTog
Xaplv, 10 OtuTEPO OTOIXEIO [ mia, [ vincent, jules ], [ butch,
girlfriend(butch) ] €ivar n AioTta [ vincent, jules |, kal TO TPITO OTOIXEIO
givar [ butch, girlfriend(butch) | ]. Ev oOAiyoig, o1 AioTteg eival
TTAPABEIYUATA TWV AVAOPOMIKWY OOPWYV OEDOUEVWV: 01 AiIOTEG UTTOPOUV
va ouvtayxTouv atro Aioteg. Moo gival To prkog tng T€ETapTNG AioTag; H
atravtnon eivai: Tpia. Eav oke@TropacTtav 0TI ATav TTéVTE () TTPAyUATI,

TiTTOT" AAANO) TOTE dev Ba OKEPTOUACTAV VIO TIGC AIOTEG UE TOV OWOTO
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TPpOTTO. Ta oTOIXEIO TNG AIOTAG €ival TO TIPAYUATA PJETAGU TWV ELLITEPWV
[ kai ], TTou XwpiCovtal pe kOPua. ‘ETol auth n AioTta trepidauBaver Tpia
OTOIXEiA: TO TIPWTO OTOIXEIO €ival mia, TO OEUTEPO OTOIXEIO €ival |

vincent, jules |, kai To TpiTO OTOIXEIO €ival [ butch, girlfriend (butch) .

e To TeAeuTaio TTAPAdEIYPA avaPIyVUEl OAEG AUTEG TIG 1I0€EG ATTO KOIVOU.
‘Exoupe €dw pia  Aiota ToU  TTEPIEXEl TNV Kevry AioTa  (OTnv
TTPAYMATIKOTNTA, TNV TTEPIEXEI OUO POPEG), TOV OUVOETO Opo dead(zed),
duo avrtiypaga TnG Aiotag [ 2, [b, chopper ||, kai To peTapAntd Z.
ZnUeEIoTE OTI Ta TpiTa (KOl TO TeAeuTaio) oToixeia eival AioTeg TTOU

TTEPIEXOUV NiOTEG OUYKEKpPIYEva [b, chopper]).

Twpa eracaue o€ €va TTOAU onuavTikd onueio. OtroladAToTe un adeia AioTa
MTTOPEI va BewpnBei  atroTeAoUpevn attd dUO PéEPN: TO KEPAAI Kal n oupd. To
KEPAAI gival atTAd TO TTPWTO OTOIXEIO OTNV AioTa, n oupd cival 6Aa Ta dAAa. 'H
aKpIBECTEPQ, N oupd €ival N AioTa TTOU TTAPANEVE! OTAV TTAIPVOUNE TO TTPWTO
OTOIXEIO PaKPIA, ONA. n oupd uiag Aiorag eivar mmavra pia Aiora  TTAAL.

Mapadeiypatog xapiv, 1o KEQAAI

[mia, vincent, jules, yolanda]

gival mia kai n oupd givail [vincent, jules, yolanda]. OpoiWG, TO KEQAAI

[[], dead(zed), [2, [b, chopper]], [I, Z, [2, [b, chopper]]]

eival [], kal n oupd eival [dead(zed), [2, [b, chopper]], [I, Z, [2, [b, chopper]]]]-
Kai troio €ival 1o ke@AaA kail n oupd TnG Aiotag [dead(zed)]; KaAd, 10 ke@A&AI
gival TO TTPWTO TO OTOIXEIO TOU KaTaAdyou, TTou cival To dead(zed), kal oupd
€ival 0 KATAAOYOG TTOU TTAPAMPEVEL EAV TTAPOUUE TO KEPAAI HaKpPId, TO OTTOIO, O€

QUTAV TNV TTEPITITWOT, €ival 0 KEVOG KATAAOYOG [].
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2NMUEIOTE OTI JOVO o1 non-empty AioTeg £xouv KEQAAIQ Kal oupés. AnAadr o
KEVOG KATAAOYOG Bev TTEPIEXEI KATTOIO EOWTEPIKA dopry. MNa Tnv Prolog, o kKevog
KaTtaAoyog [ €ival évag €10IKOG, 1I01aiTEPa aTTAGG, KATAAOYOG.

H Prolog €xel évav €IOIKO eVOWMPOTWHEVO TEAEOTH) | TTOU JTTOPEI va
XpPNoluoTToINBei yia va armoouvBéoel Eévav KAatdAoyo oTo KEQAAI Kal oupd TOu.
Eivai  moAU onuavriké va yvwpilel 0 TTPOYPAUMATIOTAG va EEPEI TTWGS VA
xpnoigotroinoel Tov TeEAeOT |, vyiaTi eival éva Paoikd epyaAeio  yia
TTpoypAuuaTa Xeipiopou AioTwy o€ Prolog.

H trpogavéoTtepn xpron Tou TeEAEOTN | €ival va e€axBoulv ol TTAnpo@opieg atmo
TOUG KaTaAOyoug - AioTeg. KAvoupe autd PE va XPNOIPOTTOINOOUME |  aTTo
Kolvou pe 1o matching. MNapadeiypatog Xapiv, yia va TTAPOUUE TO KEPAAI KAl
TNV oupd atrd Tnv AioTa [ mia, vincent, jules, yolanda | pytropoupe va Béooupe

TNV akéAoubn gpwtnon:

?- [Head| Tail] = [mia, vincent, jules, yolanda].

Head = mia

Tail = [vincent,jules,yolanda]

Yes

AnAadn 10 KEPAAI NG AioTag €xel yivel To Head kal n oupd TnG AioTag £xel Yivel
10 Tail. ZnueiwoTe 611 dev UTTApPXE! TiTToTa €10IKO yia To Head kai 1o Tail, €ival

atTAd peTaBANTEG. Oa pTTopoucape €€ ioou KAAA va gixaue B€oel TNV EpwTNON:

?- [X]Y] = [mia, vincent, jules, yolanda].

X = mia

Y = [vincent,jules,yolanda]

yes
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Omwg avagépape avwTtépw, PMOVO o1 non-empty AiOTEG €xouv KEQAAIQ Kal
oupéc. Edv mpooTraBoupe va  XPNOIMOTIOINCOUPE TOV TEAEOTH | yia va

Xwpiooupe Tnv Kevr Aiota [ ], n Prolog Ba atroTuyer:

?- [X[Y]=11.

no

AnAadry n Prolog petaxepiCetar tnv Aiota [| wg €0k Aiota. Aut n
TTapatienon €ivar  1moAU onuavTikA.. E¢eTdoTte pepikd AAAa TTapadeiypaTa.
Mtropoupe va eEaydyoupe 10 KEQAAI Kal Tnv oupd Tng akdAoubng AioTtag

QKPIBWG OTTWG EIdANE AVWTEPW:

2- [X|Y] = [[], dead(zed), [2, [b, chopper]], [I, ZI.

Y = [dead(zed),[2,[b,chopper]],[],_7800]

Z= 7800

yes

AuTO onpaivel: To KEQAM TNG AioTag eival ouvdedepévo - Matched oto X, n
oupd eival ouvdedepévn oo Y. (Maipvoupe etTiong TAnpogopicg 611 Prolog
Exel deopevoel 1o (. OTnV €0WTEPIK MeETaBANTy  7800.) lMpétrer va
onpeiwooupe 6t 10 _7800 eival Tuxaiog apiBudg Kar PTTopEi va dlaQEPEl
avaloya pe Tnv €kdoon g Prolog.

AN\G ptTopoUpE va KAvouue TTOAU TTEPICOOTEPA PE TOV TEAEOTH | , O OTTOIOG
gival TTpaypaTikG €éva TTOAU  eUKQUTITO gpyaAeio. lMapadeiyuarog Xapiv,
uTToB£0TE OTI BEAQE va EEPOoUPE TI TAV TA TTPWTA OUO OTOoIXEIa TNG AiOTAG,
Kal €tmiong Ot améueve ammd TNV AioTa PETA a1TO TO OEUTEPO OTOIXEID. Oa

BéTape TNV akdAoubn epwTnON:
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?- XY | W] = [[], dead(zed), [2, [b, chopper]], [], Z].

X=1l

Y = dead(zed)

W =[[2,[b,chopper]],[],_8327]

Z= 8327

Yes

Evo 010 X, TO OEUTEPO

OTOIXEIO €ival ouvoedEUEVO OTO Y, KAl TO UTTOAOITTO TOU KATAAOYoU HETA aTTd
TO deUTEPO OTOIXEIO €ival ouvdedepévo oto W. To W eival o KatdAoyog TTou
Tapapével étav Traipvoupe padi Ta TTpwTa duo oToixeia. ‘ETol, 0 TEAEOTAG |
MTTOPEI OXI JOVO va XPNOIYOTTOINBEI yia va xwpioel évav KatdAoyo oTo KEPAAI
TOU Kal OTnNV oupd TOou, OAAG JTTOPOUPE OTNV TIPAYMATIKOTNTA VA TOV
XPNOIUOTTOINOOUE YIA VO XWPIoCOUNE évav KATAAOYO O€ OTTOIOOATTOTE ONEIO.
ApIoTEPG TOU TEAEOTN |, EUEIC TTPETTEI ATTAG VO QTTOPIOPNCOUNE TTOCQ OTOIXEI
BéAoupe va TTdpoupe padi atrd TV apxr Tou KataAdyou, Kal degid Tou TEAEOTA
| Ba TTépouue Ba TTépouue Ta UTTOAOITTA OTOIXEIO TOU KOTAAOyou - AioTag. Z€
autd TO TTAPAdEIyUA, TTAIPVOUME E€TTiIONG TIG TTAnpo@opieg OTI Prolog €xel

deopeloel TO Z OTNV ECWTEPIKN YETABANTH  8327.

‘HpBe n oTiyun va gaboupe yia 1O TI €0Ti N avwvupn METaBANTh. YTToBEoTe Ot

EVOIOQPEPOUOAOTE VA TTAPOUE TO OEUTEPO KAI TO TETAPTO OTOIXEIO TNG AiOTAG:

[[], dead(zed), [2, [b, chopper]], [I, Z].

MTTOpPOUME VA TO EVTOTTIOOUUE WG EENG:

2- [X1,X2,X3,X4 | Tail] = [[], dead(zed), [2, [b, chopper]], [I, ZI.
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‘Exoupe TIG TTAnpo@opieg TTou BeAACANE: OI TIUEG TTOU EVOIAPEPOUOOTE Eival
ouvoedeuéveg OTIC METOBANTEG X2 kal X4. ANNG éxoupe TTOANEG GAAEG
TTANPOYOpPIES €TTIONG (CUYKEKPIUEVA TIMES TTOU Eival dECPEUPEVES aTTO Ta X1,
X3 kar  Tail). Kal iowg dev evdIoQePOUOOTE yIa OAEG AUTEG TIG AAAEG

TTANPOYOPIES. Z€ QUTA TNV TTEPITITWON, €ival Aiyo avonto va TTPETTEl pNTA va
eloayBouv ol petaBAntég X1, X3 kai Tail. Kar otnv TTpayuatikotnTa, UTTAPXEI

évag atrAouoTEPOG TPOTTOG VA AdBoupe povo TIG TTANPOPOPIES TTOU BEAOUE:

MTtTropouue va BEoouue TNV akOAoUON €pwTNON AVT AUTOU:

?- X, .Y ]=1[l, dead(zed), [2, [b, chopper]], [], Z].

X = dead(zed)

Z= 9593

yes
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To  wunderscore oUgBoAo (dnNAadf Kkarw mavAa) €ival n avwvupn
METABANTA. To XPNOIMOTTOIOUNE OTAV €XOUME aVAYKN VO XPNOINOTTOINOOUNE
Mia pETABANTA, aAAG dev evdla@epOuaoTE yia TO TI avTikaBioTei n Prolog o€
auth). OTTwg ptTopeiTe va O€iTe 0TO avWTEPW TTapddelyua, Prolog dgv pag
evnUépwoe Pe TI ATav ouvdedepévo 1o _ . EmmTAéov, onueiwoTe OTI KAOE
oupBoro eival  aveéaprnro: KABe @opd eival OouvdedEPEVO OE KATI
d1apopPeTIKO. AuTo dev Ba PuTTOpOUCE va CUUBEI hE pia ouvnBiopévn NETABANTA
QuUOIKA, aAAG n avwvupn PeTaBAnTh dev TTpoopileTal va gival ouvnBiouévn.
Eival ammAd évag 1potog va Aéue otnv Prolog va deopevoel KATI O pIa

dedopuévn BEon, evieEAWS aveEApTNTA ATTO OTTOIECONTTOTE AAAEG OUVOECDEIG.

ECetdoTe £va TeAeuTaio TTapadelyua. To TpiTo OTOIXEIO TOU TTAPAdEIYHATOS Hag
gival pia Aiota (ouykekpipyéva [2, [b, chopper]]). YTroBéoTte o611 BeAjoaue va
eCaydyoupe TNV oupd QUTAG TNG €EOWTEPIKAG AioTag, kar o1 dgv
evoloQePOUOOTE Yia OTTOIECOATTOTE AAAEC TTANpOoPOpieC. MNMwg Ba uTTopoucape
va kavoupe auto; Otwg

OKOAOUOEI:

?_ L’_’le]l_] =
[[], dead(zed), [2, [b, chopper]], [1, Z, [2, [b, chopper]]].

X = [[b,chopper]]

Z=_10087

Yes

9. JuvapTtnoloakoi Opol:
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2TOUG OUVaPTNOIAaKOUG OpOUG avhkKouv Kal ol AioTeg. Me ouvaptnolokoug
OPOUG MPTTOPOUNE VA TTPOCOMOIWCOUME Mia AioTa. MNa TTapdadeiyua £0Tw OTI

EXOUNE TA €ENG OTOIXEID YIA TTEVTE UTTAAARAOUG:

O John gpydacetar otnv Nixon.
O George epyddletal oTnv Sony.
O John apeiBeral 5000 Eupw.
O George apeiperal 1000 Eupw.

Ta oToixeia autd Ta TTpocouolwvouue oTnv Prolog wg €€ne:

works(john,nixon).
works(george,sony).
gets(john,5000).
gets(george,1000).

MTTOpOUNE VO EVOWUATWOOUHE TA OTOIXEIQ auTd o€ pia AioTa :

[works(john,nixon),works(george,sony),gets(john,5000),gets(george,1000)].

‘Exoupe TNV akdAoubn Baon yvwong:

woman(mia).

woman(jody).

woman(yolanda).

loves(vincent,mia).

loves(marcellus,mia).

loves(pumpkin,honey_bunny).

loves(honey_bunny,pumpkin).
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2€ aQUTAV TNV Bdon yvwong dev UTTAPXEl Kavévag Kavovag, JOVO pia ouAloyn
ammd yeyovoTa. Evrtager, BAETToupe pia oxéon TTou €xel OUO ovOouaTa WG
opiouaTa yia TTPWTN QOPA (CUYKEKPIPEVA N Oxéon loves).

Ox1, n kaivotouia BpiokeTal autr) TR @opd 6x1 otn BAon yvwoewv, aAAd OTIG
epwtnoelg Tou  Ba Béooupe. EIdIKOTEPA, yia TTPWTN QOpd& TTPOKEITAI va

XPNOILOTTOINCOUE TIG ETABANTES. 'Exouue TO akdAouBo TTapddelyua:

?- woman(X).

To X egivar pia petaBAnTh (OTNV TTPAYUATIKOTATA, OTToIadNTTOTE AEEN
apxiovtag pe éva Ke@aAAaio xapaktApa cival pia pyeraBAnt otnv Prolog).
Twpa pia petaBAnTA dev eival éva dvopa, aAAd eival éva "placeholder” yia Tig
TTANPO®opieS (dnNAadN évag XWPOGS €IG TOV OTTOIOV PUTTOPOUV va TOTTOBEeTNBOUY
TTANPOPOPIEG).

AnAadr auti n epwTnNON PWTA ouclacTIKA TNV Prolog: ep@daviceé pyou O1T0I10
ATOMNO YVWPICEIG TO OTTOIO Eival yuvaika.

H Prolog atravtd o€ autiv TV epwTnon waxvovtag yéoa otnv Baon yvwong,
atmd Tavw £wg KATW, TTpooTTabwvTtag va Taipldéel e ( va evOTToINOEl) TNV
ékppaon woman(X)Je TIC TTANPOYOPIES TTOU TTEPIEXEI N BAon yvwons. Twpa
TO TPWTO OTOIXEi0O O0Tn Pdon yvwoewv egivar 10 woman(mia). ‘ETol,
avTioTolxiCel n Prolog 10 X 0TO mia, KAVOVTOG KATA CUVETTEID TV €pWTNON
VO OUPQWVNOoEl TEAEID PE auTd TO TTPWTO OToIXEio. (MTTopouue €TTiong va
XPNOIUOTTOINOOUUE BIAYOPETIKI OpoAoyia yia auTrv TNV d1adIKaoia: JTTOPoUUE
T.X. va TToupe Ot n Prolog instantiates 1o X oto mia, | o1 dsopevel 10 X

o1o mia.). H Prolog pag ava@épel JeTa TO €¢AG:

X =mia

AnAadn Ox1 HOVO Agl OTI UTTAPXOUV TTANPOYOPIES YIA TOUAGXIOTOV HIO yuvaika
oTnv BAcn yvwong Pag, aAAd pag Aéel Tpayuatikd troia gival. Oxi yévo eitre
"vail", aAAd pag €dwae TTpayuaTika Tn dEopeuon TNG METARBANTAG, TTou odAynoE
otnv €mTUXia. To onNUAvTIKO onueEio Twv PETABANTWY — Kal 61 JOévo oTnv

Prolog — cival 611 pytmopouv "va avtimrpoowTtevoouv” i "va taipidéouv pe"
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dIaQOPETIKA TTpdyuaTta. Kal évTwg, UTTapXouv TTANPOQOPIES YIa AAAEG YUVAIKEG
otn Baon yvwoewv. Mtopouue va €xouue TIPOOPROCN OE QUTEG TIG

TTANPo@opieg pe Tn dakTuAoypd@non TNG akdAoubng atrAlg EpwTNONG:

To ouupoAo ; onuaivel «f», dnAadn TTartwvtag 1o ; {nTaue atd Tnv Prolog va
Mag dwoel TIG AAAEG Auoelg, av uttdpxouv, dnAadr eival oav va BEToupE TO
TTOPAKATW £pWTNUA: UTTAPXoUV AAAEG yuvaikes; ‘ETol n Prolog apxilel péow
NG Bdong yvwong mmaAI (BuudTtal atrd TToI0 onuEio €ixe TTAPEI TNV ATTAVTNON
TNV TeAeuTaia @opd Kal ekivael Tnv avalntnon amo €kei) kalr PAETTEI OTI €Av
TaIpIagel ye X pe 10 jody, TOTE N EPWTNON CUMQWVEI TEAEIQ pE TN OEUTEPN

ypauun otn Bdaon yvwong. ‘ETol atrokpiveTal:

X = jody

Mag Aéel 611 uttdpxouv TTANPOQOPIEG yia pia deUTEPN yuvaika oTnv Baon
yVwong Pag, Kal pgag divel TTpayuatik@ Tnv Auon 1mou odAyNoE TNV ETTITUXIA.
Kal @uoikd, €dv mméooupe 1O ; pia deuTepn @opd, n Prolog emoTtpépel TV

atravrTnon :

X = yolanda

AAN\G 11 Ba cupuei €dv TECOUPE TO ; WIa TPITN @opd; H Prolog atrokpiveral
"no". Kapia GAAn avTtioToixia dev eivalr duvatr). Agv uTTdpxel KaveEva AAAO
yeyovog TTou apxiel atrd Tn cupBolocceipd woman. Ta TeAeutaia T€ooepa
oToIxeia oTn PAON YyVWOEWV a@opouv Tn oxéon loves, kal Oev UTTAPXEI

Kavévag TPOTTOC va TAIPIAEOUV PE JIa EpWTNON TNG MOPPRS TG woman(X).

Aokipyafoupe pia o TTEPITTAOKN £pWTNON, dNAAdN:

loves(marcellus,X),woman(X).
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Twpa, ApBe n oTIyu va TTouPE OTI TO CUPPBOAO , (TO KOPPA) ONUAIVEl «Kal»,
€101 QuTA N epwTnon A€l gival EKEl OTTOIOOATTOTE UEUOVWIEVO X TETOIO WOTE
o0 marcellus va ayamrd 10 X kai 10 X va givar yuvaika; EQv e€eTGooupe T
Baon yvwong Ba doupe 611 uttdpxEl: To mia gival yuvaika (61TTwg 1I0XUEl aTTo TO
TPWTO Yyeyovodg) kKal o marcellus ayamd tv mia (yeyovog 5). Ztnv
TpaypaTikéTNTa, N Prolog cival og Béon va 10 evrtoTrioel autd. AnAadr) utropei
va Wagel yéow TNG BAONG yvwong Kai eav Talpidgel 1o X pe 1o mia, TOTE Kal

Ta dUO PEAN TNG EpWTNONG IKavoTrolouvTal. ‘ETol n Prolog divel Tnv amrdvrnon:

X =mia

AUTO TO TaipIAOPO TwV PETARANTWY HE TIG TTANPOQOpPiEg O0TN BAoN YVWOEwWV
gival n kapdid tnNG Prolog. Omwodntote, n Prolog €xel TTOAAEG AAAEG
eVOIOQEPOUCEG TITUXEC — OAAG TO Taiplaopa TwWV METARANTWV HE TIG
TTANPOYOpPIEG OTN BACN YVWOEWYV, €ival N 0 Kpiolun duvardtnta Tng Prolog.

(Avagopda:KepdaAlaio B Learn Prolog Now! Patrick Blackburn, Johan Bos,

Kristina Striegnitz)
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I". Prolog ka1 avaAuon @UOIKRG YAWOoOoOG

1.Parsing o€ Proloq:

‘Eva mmapddeiypa evog Context Free Grammar yia éva KOPPATI TNG

ayyAIKAG YAWooag gival TO €ENC:

s=npvp
np = det n
vp = v np
vp =V
det=a

det = the

n = woman
n = man

v = shoots

MNa va kataAdpoupe Ta TTEPIEXOMEVA QUTAG TNG MIKPNSG YPAMMATIKNAG,
TPETTEl TTPWTA VA KaTOAGBoupe Ta oUuPPoAa. YTdpxel To ->, TO OTI0IO
XPNOIYOTIOIEITAl yIa va Opifel Toug Kavoveg. ETmiong utmdpxouv Kal Ta
akOAouBa ouUuPBoAa: s, np, vp, det, n, v. Autd amoTeAoUv Pn TEPUATIKA
oUBoAa Kal To KaBéva atrd autd €xel TNV epunveia Tou. Mo ouykekpiyéva, To
s €ival ouvtopoypagia yia Tnv ayyAiki Aé¢n sentence (Trpdtacn), 10 np €ivai
ouvTopoypagia yia Tnv @pdon noun phrase (@pdon HE OUCIAOTIKO), TO Vp
gival ouvtopoypagia yia tnv epdon verb phrase (ppdon pe prua) kai 1o det
gival ouvtopoypagia yia Tnv Aé¢n determiner (apBpo). AnAadr|, kab’ éva atrd
auTtd Ta OUPPBOAO avag@EpETal O€ Wia YPOAUUaTIK Katnyopia. Etriong éxoupe
Kal Ta €¢AG oUYPBOAa pe TO paupo xpwua: a, the, woman, man, shoots. Auta

Ta oUPPBOAa atroTEAOUV TIG AEECEIG.
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To mapatrdvw TTapAdEIyUa YPOUMOTIKAG TTEPIEXEI EVVEQ Kavoveg. ‘Evag
Kavovag aveEdpTntog ammo Ta cup@paloueva (context free rule) atmmoteAcital
atro éva un TEPPATIKG oUUPBOAO, akoAouBoUuEVO aTTO TO ->, Kal £TTEITA ATTO Wia
TTETTEPACHEVN AKOAOUBIa XAPAKTAPWY, Ol OTTOIOI PTTOPEI va €ival TEPUATIKOI N
MN  TEPUATIKOI XAPOKTAPES. 2TO TIAPAdEIYUA HAG €XOUME XTiOEl evvéa
YPOUMOTIKOUG KavoveS. To oUPBOAO -> epunveleTal wg armoreAsitar amo n
mapayeral arrd. AnAadry oTo TTapAdEIYUd PAG O TTPWTOG KavOvag opilel OTI Jia
TTPOTACN UTTOPEI va atroTeAeiTal amrd yia noun phrase (@pdon UE OUCIOOTIKO),
akoAouBoupevn atmd pia verb phrase (ppdon pe pripa). O TpiTog Kavévag
opiCel 6T pia @paon pe prApa (verb phrase) utropei va atroteAeital amo éva
prijua akoAouBouuevo atd pia @pdacn Pe ouolaoTIKe. O TETapTog Kavovag
opicel OTI pia @pdon Pe Priua PTTOPEI ETTIONG VA ATTOTEAEITAI KAl ATTO £va priua
povo. Or TeAeuTaiol TEvTe Kavoveg opifouv OTI TO a Kal To the gival GpBpa, OT
TO man Kal To woman €ival oucIacTIKA Kal 0TI To Shoots ivail prjua.

Acg uttoBéooupue OTI €xoupe TNV €€AG ocIpd AéEewv: a woman shoots a
man. To TTapadeiyud pag utrooTnpidel auti TNV ocipd Aé¢ewv. MNa va doupe

TNV dOUA TNG TTPOTAONG AUTAG OXEDIAlOUNE TO AKOAOUBO BEVTPO.

£

NI,

det n n

a waman shoofs  det n

2TNV Kopuen €xoupe évav KOPPo TTou ovouddetal s. AuTog 0 KOPPBOG
éxel OUo atoAAgelg, n uia ovouddletal np, Kal N GAAn vp. Méxpr €dw autd
opifovtal ammd Tov TTPWTO Kavova. KdaBe KoupdaTi oto €IKoVI(OPEVO OEVTPO
TTEPIYPAPETAI ATTO TOUG KAVOVEG TIOU €iXaue OTO TTapAdelyud pag.  [la

TTOPAdEIYUA O dUO KOUPOI TTOU ONUEIVOVTAI PE np, €K@pAlovTal PE TOV

37



Kavova 1Tou Aéel 0TI €va np (noun phrase) pytmopei va atroteAeital ammd éva det
(determiner) akoAouBoupevo atd €va n(noun). ZTnv BAacon Tou dEVTPoU, OAEG
ol Aé€eic otnv TpdTtacn a woman shoots a man ek@pdlovral atrd £vav
kavova. lMpémrel o autd TO OnuEio va TTapaATnPOOUME OTI T TEPUATIKA
oUuBoAa BpiokovTal oTnv BAcn Tou OEVTPOU, EVW TA MPN-TEPMATIKG cUPBOAa
BpiokovTal Mo YnA& oTo dEvTPO.

‘Eva T€T010 O&vipo oOvopaletalr parse tree (O€vipo TTOU avaAUEl
YPOUMOTIKGA AEEEIG KEIMEVOU) Kal Jag Bivel BUO €10WV TTANPOYOPIES: ATTO TNV HIA
MEPIG TTANpo@oOpieg yia Ta strings (TIC cUPPBOAOCEIPEG) Kal aTTO TNV GAAN
TTANPOYOPIES yIa TNV dour).

MNa Tapddeiyua €0Tw OTI €xoupe éva string amd AEEeIC, kal pia
YPOUMOTIKA, Kal BAETTOUME OTI TTOPOUNE VA PTIAEOUUE £va parse tree OTTWG TO
TTapatmmavw (dnAadn €éva dEvipo TTou Ba €xel TO S WG Kopuaio KOPPBO, Kal
KABe KOPPBOG OTO BEVTPO EKPPAlETAl ATTO TNV YPAUMOTIKA, Kal To string atmo
AECeIc TTOU  €xoupe cival OlOTETAYUEVO OTNV OWOTH Oe€Ipd  HETAEU Twv
TEPMATIKWY KOUPWV). X€ QUTAV TNV TIEPITITWON MUTTOPOUME va TTOUPE OTI TO
string €ival ypauuaTIKG (0€ CUPQWVIA JE TV YPAUUATIKI Jag) opBo.

ATTO TNV GAAN pepId, €dv Oev uTTopouue va @TIGEouPE éva TETOIO
0évipo, TOTE TO string dev gival ypaupaTikd opbd (ue Paon tnv dobeioca
ypauuaTikg). MNa mTapdadeiyua, 1o string woman a woman man a shoots dgv
gival ypapgatik@ opBd pe Paon tnv doBtica ypauuaTik (kKo pe Bdaon
otroladATTOTE AYYAIKI] ypauuaTikr). H yAwooa Tou yevvdartalr amd  pia
YPOUMOTIKA atroTeAsiTal atrd OAa Ta strings Ta OTTOIA N YPAUUATIKI ATTOdEXETAI
WG OWOoTA.

MNa mapadeiyua, a woman shoots a man €ival pia @pAcn TTOU AVAKEI
OTNV YPAUUATIKA MOG, OTTWG €ival Kal n @pdon a man shoots the woman.
‘Evag context free recognizer (avixveutng @pacewv adéOUEUTEG aTTO T
oup@paloéueva) civalr éva TTPOypauua TTOU KatnyoploTrolei Ta strings wg
EYKUPA 1 1IN £YKUPA YPOUMATIKA.

[MOAAEG @OPEG, O YAWOOOAOYOI Kal Ol ETTIOTAPOVEG TNG TTANPOPOPIKAG, OE
evola@épovTal uévo yia To €av éva string €ival ypauuaTiko f un, aAAd Kai yiarTi
gival ypapuatikd. MNa va eKppaoTOUUE PE TTEPICTOTEPN aKpIBeIa, ETIBUPOUNE
va yvwpiCoupe TI doun akpIBWG £XEl, Mia TTAnpo@opia TToU Pag TNV TTAPEXE!

AETITONEPWG TO parse tree. MNa TTapddelyua, 10 TTOpATTAvWw parse tree pag
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Ocixvel TO TTWG o1 Aégeig aTo string a woman shoots a man dévouv peTagu
TOUG, KOMMPATI-KOUMATI, YIO VO oXnpatioouv TNV @pdacon. AuTh n TTAnpogopia Ba
ATav TTOAU onuavTiky €Av XPNOIJOTTOIOUCAUE QUTHV TNV TTPOTACH O KATTOIO
EQAPMOYN Kal ETTPETTE v DWOOUUE TNV epunveia TnG (dnAadr) onuacioAoyikd).
‘Eva context free parser eival éva TTpOypapua TToU aTTOQOCiEl CWOTA TTOTE
éva string avikel oe pia yAwooa TTou TTPoKUTITEl atmd éva context free
grammar, KaBwg €1miong pag TANPo@opei yia 1o Trola €ivar n dour Tou.
AnAadn, ekei OmTOU €vag recognizer Ba pag €Aeye €dv TO string €ival

YPOUMOTIKG 0pB0 1} OxI, £vag parser Ba €XTICE TO CUOXETICOPEVO parse tree.

2. Auvapiki TpooOikn Katnyopnudtwyv o€ Proloq:

HpBe n oTyup va avagepBouue oTIC dladikaoieg dlaxeipiong  Tou
Tpoypdupatos. Me Tig O1adIKACiEG QUTEG MWTTOPOUPE va  dIaXEIPIOTOUME
yeyovota 11 KavOveG TOU TIPOYPAUMOTOS oav Opoug, VA EVOWMATWOOUNE
OuUVAPIKA OTO TIPOYpPAPUa VEEG TIPOTAOCEIG, 1 va diaypdyoune amd TO

TTPOYPOUMA YEYOVOTA ] KAVOVEG.

2TNV KATNyopia auTh avikouv oI aKOAOUBEG EVOWUATWHEVEG DIODIKATIEG:

e asserta(X): To yeyovog ) o kavovag X EVOWUATWVETAI OTO TTPOYPAUMO
TIPIV ATTO TIG TTPOTACEIG TOU TTPOYPAUUATOG WE TO idI0 KATNYOPNUA HE
KEPAAN

e assertz(X): To yeyovog 1] 0 Kavovag X EVOWUATWVETAI OTO TTPOYPAUMA
KAtTw atrd TIG TTPOTACEIG TOU TTPOYPAUMATOG HE TO idI0 KATnyopnua e
KEPAAN

e retract(X): To mTpwTo yeyovdg ) Kavovag Tou TTPOYPAMKATOG TTOU N

KEPAAL TOU TauTOTTOIEITAI PE TO X, BIAypAPETAI ATTO TO TTPOYPAUMA
O1 TrpoTdoeig TTou €l0GyovTal OTO TTPOYPAUMA JE TNV BorBeia Twv d1adIKaoIwy

QUTWV CUMTTEPIPEPOVTAI PE TOV iDI0 AKPIBWGS TPOTTO OTTWG Kal OAEG 01 AAAEG
TIPOTACEIG TOu TTpoypdpuatos. H Swi-Prolog —r yia ouvropia Swipl- Tadvw
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OTNV OTToI0 CUVTAXONKE N TTAPOUCa £pyaacia, ATTaITEl TTPIV TV XPNOIYOTToinoN

Tou assert i Tou retract va €xel dnAwbei To predicate wg dynamic.

3. H AtrokoTrn:

H autéparn ommoBodpdunon e€ivar €va amd Ta XOPAKTNPICTIKOTEPO
XOPAKTNPIOTIKA yvwpiopaTta Tng Prolog. AAG omoBodpopwvtag n Prolog
MTTOPEl va 0dnynBei o€ pn atmoteAeopaTikdOTnNTa. MepikéC @opég n Prolog
MTTOPEI va OTTaTAANOEl XPOVO DIEPEUVWIVTAG dUVATOTNTEG TTOU UTTOPEI va unv
odnyouv TTouBevd. Oa ATav euXAPIOTO VA UTTAPXEl KATTOIOG TPOTTOG EAEYXOU

QUTAG TNG TTITUXNG TNG CUPTTEPIPOPAGS TNG TTEPA aTTd TOUG aKOAOUBoUG BUO:

e aAAayn TNG O€IPAG TWV KavOvwy Kal

e aAAayn TNG OEIPAG TWV TTPOTACEWY OTO CWHA TWV KAVOVWV.

‘Evag GA\og TpOTTOG TTPAYMOTI u@ioToTal, UTTAPXEl Mid evOwMATWPEVN
Aeiroupyia otnv Prolog (pe ouUpBoAo 10 BaupacTikd) ! , TTou ovopddeTal
QTTOKOTTH. H QTTOKOTIA TTPOCQPEPEI VAV TTIO APECO TPOTTO YIA VA EAEYXOUMPE TO
TTWG Yaxvel n Prolog Tig AUoelg.

TiI akpIBwg €ival N atToKOTTA Kal TI KAvel; Eival ammAd éva €181ké aropo (atom)
TTOU MTTOPOUMPE  va  Xpnolgotroijooupe  OTav  ypAQOUHE  TTPOTACEIG.

Mapadeiyuatog xaplv,

p(X) :- b(X),c(X),!,d(X),e(X).

€Xoupe Tov TTapatmdvw kavova oe Prolog. Ooov agopd tnv Asimoupyia Tng
QTTOKOTTNG, KATAPXNV, €ival €vag OTOXOG TTOU TTAVTA TTETUXAiVEL. AEUTEPOV, KOl
TO TMO ONPAVTIKO, €xe€l Mo TTapevépyela. YToBéoTte OTI KATTOI0G OTOXOG
Xpnoigotrolei autAv Tnv TTPoTacn (KaAouue autdv Tov oTOXo parent goal).
KatoTtriv n atrokotry deopevel TRV Prolog o€ o1roleadnTToTE ETTIAOYEG EiXE KAVEI
aT1ro TNV OTIYUA TTou To parent goal evoTroiOnke Pe TNV aploTePr] TTAEUPA TOU

Kavova.
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- S

H AsiToupyia TG OTTOKOTTAG.

E&eTtaCoupe £va TTapadelyua yia va doUE TI oNUAivel auTo.

Apxikd e¢eTGCouPE TO AKOAOUBO KOPPATI KWAIKA TO OTTOIO DEV £XEI ATTOKOTTH:

Edav 6éocoupe Tnv epwtnon p(X) Ba TTapouue TIG akOAOUBES ATTAVTHOEIC:

1;
2;
3

X X X
I




Edw cival To &évipo avalntnong tou €nyei TTwg n Prolog Bpiokel auTég TIG
TPEIG AUoeIg. TMpétrel va omoBodpounoel Pid opd, KATI TToU yivetal éTtav o
OTOXOG EVWVETAI PE TNV OeUTEPN TIPOTAON Yia p/1 Kal  atmogacifel yia va

TAIPIAEEI TOV TTPWTO OTOXO PE TO b(1) avTi hue 1o b(2).

c(1),d(1),e(l)

ANG Twpa TTapePBAAAOUUE PIa ATTOKOTTH 0Tn €UTEPN TTPOTACN:

p(X) :- b(X),c(X),!,d(X),e(X).

Edv Béooupe Twpa TNV epwtnon p(X) Ba Tapoupe TIG akOAOUBES ATTaVTAOEIG:

X=1;

no

Bydloupue Ta akdAouba cuptrepdopaTa:

1. To p(X) apxIk@ avTIOTOIXEITAI JE TOV TTPWTO KAvVOvA, £TCI TTAIPVOUNE Evav
véo 0T1dx0, Tov a(X). AvtioTtoixiCovtag 1o X pe 10 1, n Prolog avTioToIxei 10
a(X) pe 10 yeyovog a(1) kai éxoupe Bpei wia Auon. Méxpr Twpa, autd

OKPIBWG OUVERN oTNV TTPWTN €KOOCN TOU TTPOYPANMATOG.
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2. 2uveyxiCoupe ETTeITa Kal Yaxvouue pia deutepn Auon. To p(X) avTioToIxEiTal
ME TOV OeUTEPOV  KAVOVA, €101 TIAIPVOUPE TOUG  VEOUG  OTOXOUG
b(X),c(X),l,d(X),e(X). AvmioToixiCovtag 10 X pe 10 1, n Prolog avrtioToixei 10
b(X) pe 10 yeyovog b(1), €To1 €xoupe Twpa TOUug OTOXOUG c(1),!,d(1),e(1).

AMN\G 1O ¢(1) eivan oTn Baon dedouévwy €Tal ouveyiCoupe oto !, d(1),e(1).

3. Twpa yia TN peydAn aAlhayri. Me Tnv a1roKOTI) | 0 OTOXOG MOG TTETUXQAIVEI
(6Tmwg TavTa) kal deopeUEl OAEG TIG ETTIAOYEG €XOUME KAVEL PEXPI TWPA.
EidikoTEpQ, cipaoTte deopeupévol oTo OTI IoXUel X = 1, KAl €iyaoTe €TTiong

OECUEUMEVOI OTN XPNOIYOTTOINON TOU DEUTEPOU KAVOVA.

4. AN\G 10 d(1) atroTuyxavel. Kal dev uttdpxel kavévag TpOTTog JE TOV OTTOI0
VO PTTOPOUPE  va EavaikavoTrolifooupde Tov oToxo p(X). BeBaiwg, €dv pag
EMTPETTOTAV VA OOKIJACOUME TNV 100TNTa X=2 BOa JImopoucaue  va
XPNOIMOTIOINOOUNE TO OEUTEPO KAVOVA YId VA TTapaydayoupe pia Auon (OT
ouvéBn oTnV apxIKr €KOOOT TOU TTPOYPAUMOTOG). ANG  guEiG dev PITTOPOUNE
va TO KAVOUUE auTO: N ATTOKOTIN pag €xel deopevuoel otnv €mAoynl X=1. Kai,
BePaiwg edv pmropoucape va dOKIWACOUUE TOV TPITO Kavova, Ba YTTopoUcauE
va Trapayayoupe tn Auon X=3. ANAG Ogv PTTOPOUME VA KAVOUME AUTO: N

TTEPIKOTTA MOG £XEI DECPEVTEI OTN XPNOIYOTIOINON TOU dEUTEPOU KavVOVQ.

E¢etalovrag 1o 6€vipo avalntnong, autd onuaivel 6T N avalnTnon oTapaTa
OTav 0 O0TOXO0G d(1) dev PTTOPEI Vva EP@AVIOTEN KOBWG aveRaivovTag To OEVTPO
dev 0dnyouuacTe o€ OTTOIOOATTOTE KOPPBO OTTOU [Ia evAAANOKTIKR ETTIAOYH €ivai
d1aBéoiun. O1 papkapiopévol KOPPBol oto dEvipo OAol gutTodiovTal yia Tnv

o1TIo00dpoOuNon Adyw TNG OTTOKOTING.
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X = G111

Cat oy > m\\b\\m\%@\\\\\&%\&M\\m

0111 = 1

[MpéTtrel va dWOOUNE TTPOCOXI OE €va ONUEIO: N ATTOKOTIN) Yag dECPEUEI HOVO
OTIG €TTIAOYEG TTOU YyivovTal A1TO TNV OTIYPR TTou o parental(=TTpwTapXIKog)
OTOXOG €VOTTOINONKE PE TNV aApIOTEPH TTAEUPE TOUu KavOva TTOU TTEPIEXEI TNV

atrokoTrr. [Na TTapddelyua, o€ Evav kavova TnG Jopeng

q:-pl,...pn,Lr1,...,rm

MOAIG @Bdooupe oTNV ATTOKOTIA, Mag OEOUEUEl OTN XPNOIYOTIOINON AUt TNG
1ID10iTEPNG TTPATAONG YIA TO ¢ KAl HAG OEOUEUEI OTIG ETTIAOYEG TTOU £yIvav KATA
Tov uttoAoyiopod  Twv  pl,....pn. EvrouToig, gipaoTe eAeUBepol  va
otrioBodpouocoupde PETAEU Twv r1,...,rm Kal €iyaoTte €TTiong €AeUBepol va
OTTIO000POUACOUNE PETAEU TWV EVOAANAKTIKWV AUCEWV yIa TIG ETTIAOYEG TTOU
gyivav TIpiv. @TAoOOUUE TOV OTOXO (.

(Avagopa:5.1,5.2,56.3 Learn Prolog Now! Patrick Blackburn, Johan Bos,

Kristina Striegnitz, Adventure In Prolog )

4. EowTepikn Aoy Twv oTOXWV ThC Prolog:

‘Evag o1oxo¢ otnv Prolog éxel TE0oepIc OUPEG  TTOU AVTITTIPOCWTTEUOUV Th
por} Tou eAéyxou péow Tou oTOXoU: call, exit, redo kai fail. MNpwTta 0 oTdX0OC
KaAeital (Bupa call). Edv emituxig vivetal £€£0dog (exit). Edv dx1 atmmoTtuyxavel

(fail). Eav o o1éx0¢ EavadokiuddleTal TOTE dIEPXETAI ATTO TNV BUpa redo, Pe TNV
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€i00d0 €vOog epwTtnuatikol (;). Ta oxAuaTa OTNV  TTOPAKATW  €IKOVA

TTapoucidlouv To0 0TOXO Kal TIG BUPES Tou.

Call — L . et

fqoal

fail = - redo

O1 BUpeg evog oToxou Prolog

O1 oupTTEpIQOopPEG 0€ KABE BUpa cival :

call
Avadnrei TIG TTPOTACEIG TTOU TAIPIAJOUV PE TO OTOXO
exit
Acixvel 611 0 0TOX0G €x€l IKavoTToINOEi, BETEI Evav deikTn Béong oTnv
TTPOTACN KOl OEOUEVE! TIG JETAPBANTES KATAAANAQ
redo
=avadOKIUACLEl TO OTOXO, ATTOOECHEUEI TIG HETABANTEG KAl
eTavaAauBavel Tnv avagAtnon EEKIVWVTag atrd Twv BeikTn B€ong
fail
Aciyvel 0TI Ogv UTTAPXOUV AAAEG TTPOTACEIG TTOU VA IKAVOTTOIOUV TOV
oTOXO
5. H Apvnon:

YTapyxouv evowpatwpéva predicates ToU  €XOuv  ETITITWOEIS  OTNV
otmoBodpounon. ‘Eva amd autd civar 1o fail/0, kai, 6Twg 10 dvoud TOU

UTTOVOEI, ATTOTUYXAVEI TTAVTA.

Edav 1o fail/O (to /0 onuaivel 011 dev dEXETAI KAVEVA OPIOUA) KAAEOTEI ATTO TA
apIoTEPA, APEOWG divel Tov EAeyx0 oTnv Bupa redo Tou OTOXOU OTA APIOTEPA.
Agev KaAgital TTOTE a1ro TA OECIA, ATTO TNV OTIYMN TTOU TTOTE OEV AQPRVEl TNV PON

va TTepaoel Oe€Id.
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call

fail =

EcwTepikni por) Tou eAéyxou Tou fail/0 predicate
(Avagopa:5.4,5.5 Adventure in Prolog

http://www.amzi.com/AdventurelnProlog/advfrtop.htm)

6.Mopadeiyuara eQapuoywyv eme€epyaocioc uoikng YAwooac ue Prolog:

‘Eva mmapdadeiypa 1Tou e€opolwvel TRV pop@oAoyia TNG AyyAIKRG yAwooag

BpiokeTal oTnv dieUBuvon

http://inertia.curvedspaces.com/Projects/NLP/Morphology/morphology.zip

Me T1O TIpdypapua autd TIPOooBETOUME KATAANEEIC OTIC AEEeig, i TIG

METATPETTOUME ATTO TOV EVIKO OTOV TTANBUVTIKO.

Mn.x.

?- gen_morph(dog,s,Word).
Word = dogs

?- gen_morph(peel,ing,Word).
Word = peeling

Emiong, éva dAaAAo TTapddelyya TTOU  TTpoépxeTal atmd Tnv idla  oeAida,

(TTpoépxeTal atrd TOV aKOAOUBO CUVOECHO)

http://inertia.curvedspaces.com/Projects/NLP/DCG/dcg.zip
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TO TTapAdelyua autd dnuioupyei TTpoTdoelg (e AON dOBEVTa OTO TTPOYPAUMA

apBpa Kai oucIacTIKA) TTOU APOPOUV TITACEIS AEPOTTAAVWV:

1:s

[np, [det, the], [n, passenger]]

[vp, [v, boarded], [np, [det, the], [n, plane], [pp, [p, without], [np, [det, a], [n,
ticket]]]1]

12: s
[np, [det, the], [n, flight], [pp, [p, to], [np, [pn, Adelaide]]]]

[vp, [v, had], [adjp, [ad]s, [ad], no], [ad]s, [adj, empty]]], [n, seats]]]

Sentence 12: Number of parses = 1

Emiong, otnv akdAouBn 1oTtooeAida (http://www.cs.cofc.edu/%7Emanaris/ai-

education-repository/nip-tools.html) utrépxer éva mpdypaupa, 10 SAX (Ta

apxIKa TrpokUTITouv atrd TIG AéCelg Sequential Analyzer for syntaX and

semantics). To mpdéypaupa karteBaivel pe ftp amd 10 akdAouBo link:
ftp://clr.nmsu.edu/CLR/tools/ling-analysis/syntax/SAX/ .  Aeitoupyia  Tou

TTPOYPAUMATOG ATTOTEAEI N OUVTOKTIKI avaAuon Twv DCG’s.

47



A. Mepiypa@ni Tou TTaIXVIOIOU

1. loTopia Tou TTaIYXVIBIOU

To taixvidl diadpapari¢etal To 800 p.X. o1o Innsmouth TN Néag AyyAiag.
Eivalr éva pikpo emapxiakd xwpld, 6mmou OAa KUAoUv guxdpioTa Kal Opopga.
To trauixvidl €xel TPEIG TTEPIOXES, TNV TTOAN, TO OKOTEIVO dACOG Kal TNV Babdid
Bdhacca. O xprioTng utrodueTal évav Npwa, O OTToiog ovopdadetar Tim. H
uTtéBeon Cekivd atrd To OTTITI TOU PWA, CUYKEKPIYEVA ATTO TO UTTVOOWMUATIO

Tou. MapakdTw diveTal o XApTNG TNG TTOANG.

General Store

Town Map o

salesman

haly
sEter

Heros Home

hedroom

fountain ;

hole

light
awitch [I

chest chest

anny

% Annys Home

AeCId BpioKeTaI TO OTIITI TOU PpWa, 0TOV Boppd PPIOKETAI TO KEVTPIKO payadi
TNG TTOANG, Kal oTo VOTO TO OTTITI TNG ANNy’s. 2T0 KEVTPO TNG TTOANG BpiokeTal
TO ouvTpIBdvi. ZTOV XAPTN €IKovi(ovTial TO CUPMETEXOVTA TTPOCWTTA €I TO
TTaIXVidl, KABWG £TTiONG Kal Ta OIAPOPA AVTIKEIYEVA TTOU UTTAPYXOUV O€ KABE
XWPO (TT.X. oevToUKIa K.a.). O XApTNG autdg QTIAXTNKE YIa VA DIEUKOAUVEI TOV
XpnoTn otnv voepn atreikévion Tou TTEPIBAAAOVTOG, KaBOTI TO TTaIXVidl

dladpauaTiCeTal o€ KOVOOAQ.
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Katd tnv O1dpkeia Tou Traixvidlou n uttdBeon eeAiocoetal Kal 0 Apwag
avolauBdvel va ekTTAnpwoel dIAPOoPES aTTOOTOAEG. To TTaIxVvidl ovouddleTal
Mystic Quest — MuoTiky AvalAtnon, Kal n Baoik aTrooTOAR Tou TTaIXVISIoU
gival va gvroTrioel o Npwag TNV adep®r Tou, Daphne. MNa va ekITANpwWaoel Tov
OKOTTO auTd, Ba TTPETTElI va KATAPEPEl va AUOEI TOUG BIAPOPOUS YPIPOUG TTOU
Ba ouvavrdel kard Tnv Oidpkeia Tou Traixvidiou. Or1  ypigolr auToi
TepIANaUBAvVOUV TNV XENOIPOTIOINCN AVTIKEIMEVWY TTOU PTTOPEI va KOUPBOAG o
XPNOoTNG, TNV €TTIOKEWN TTEPIOXWV Kal TIG ouvopldieg pe Toug NPC’s (Non
Player Characters), dnAadr] Toug TTAIKTEG TTOU dEV TOUG EAEYXEI O XPHOTNG Kal

KaTeuBuvovTtal atrd Tov H.Y.

2. MNarTi To TTOUYVidl cUVOEETAI UE TV ETTEEEPYATIO PUOIKAC YAWOTOC

To TTaixVvidl gival AppNKTa CUVOEDENEVO HE TNV ETTEEEPYATIA PUOIKNG YAWOOAG,
ylaTi 0 XpAoTNG KAAEiTaI va ypd@el TIPOTACEIG (ATTAEG eV, OUOIWOEIG BE) YIa va
eCehiooetal 10 TTaIXVIOI. O TTPOTACEIC AUTEG ATTOTEAOUV KAl TIG EVTOAEG TOU
TTaixvidiou. ‘Eva trapdadeiypa 1ETolag TTPOTAONG €ival N TTPOCTOKTIKA EVTOAN
«TTAPE AUTO TO QVTIKEIUEVO» I «KOiTagE yUpw oou» (take an object ) look,
QvTioTOIXA) KTA.

Av 0 XpAOTNG YPAWEI Hia EVTOAN TTOU a@opd £va AVTIKEIMEVO TTOU dEV UTTAPXEI,
T6TE TO TTPOYPaPua atravid avaloya (éAeyxog AaBwv €106dou), dnAadn o
XPNoTng KaAeitar va divel Eugacn oT1o TTEPIBANAOV TOU Kal va BETEl OWOTEG
Tpotdoeig. O1 TTpoTdcEIg TTou gival dIABECINEG OTOV XPAOTN EuPavifovTal e
TNV €vioA help. 'Eva &ciyua ekTéAeong TnG €VvTOAAG AUTAG @AiveTal OTNV

TTAPAKATW EIKOVA:
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1 SWI-Prolog -- c:/Documents and Settings/Mavayiwtnc/Empaveia epyaciac/@Prolog@/town. pl
File Edit Settings Fun Debug Help

Welcome to Mystic Quest! A
Mystic Quest ver 1.0.2>felp.

Vou can use the following commands:
look, -> Grves location information, and informs
the player of the objects that surround fifm.
goto ®lace -> Goes to thie specified place.
look_at Ttem -> Gives information about Something or Someone
inventory -> Opens tfie inventory.
turn_on Item -> Turns on the specified item.
turn_off Item -> Turns off the specified item.
open Item -> Opens thie specified item.
take Item -> Takes the specified item.
give Item -> Gives the specified Item.
talk_to Person -> Talks to specified Person.
quest ->Describes the current quest/s.
quit -> Quit the game - quest failed.

Mystic Quest ver 1. 0.2>|

O1rwg BAETTOUNE 01 B10B£0IuES EVTOAEG Kal n AEIToupyEia Toug ival n ENG:

e look — TTEPIYPAPEl TOV XWPEO OTOV OTT0i0 KABE OoTIyun BPIOKOUACTE, pag
TTANPOPOPEI yIa TOUG AVBPWTTOUG TTOU UTTOPEI va BpiokovTal yupw KTA

e goto Place — tmyaive o€ éva pépog. Metakivei Tov fpwa kai aAA&del Tnv
duvapikn Bdon Tou TTPOYPAPUATOG

e look_at Item — repiypd@el KATTOIO AVTIKEIMEVO

e inventory — TTEPIYPAPEI TA AVTIKEIYEVA TTOU KABE Qopd KouBaAdel padi
TOU O Npwag

e turn on/off Item — avoiyel/kAgivel avTiKEiyeva OTTWG DIOKOTITES

e open ltem — avoiyel KATTOIO AVTIKEINEVO

e take Item — TTQipvEl TO QVTIKEIYEVO, PE ETTIOPAOCN PUOIKA OTNV QUVAUIKN
Baon

e give ltem — divel TO avTIKEiuEVO 0€ OTTOIOV BPIoKETAI UTTPOOTA TOU KABE
oTIyuN

e talk to Person — uiAdel pe k&mmoiov avBpwTro

e quest — TTepIyPAPEl TNV TPEXOUOA ATTOOTOAN TOU fpwa

e quit — TepuaTiCel TO TTAIXVIOI
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‘Eva T€TO10 TTOIXVIOI PTTOPET VO XPNOIWOTTIOINGE yia TNV eKpAdnon WIdg &évng
yAwooag oe éva @povTiothpio. Autd cupfaivel yiati yia tnv €gENIEN Tou
TTaIXVIOIOU aTTaITEITal N Katavonon Twv Kelpévwy. ETriong, ye Tnv Ommapén twyv
ypiowv xpeidletal n dlavonTikn digpyacia Tou xprnotn. Adyw Tou OTI TO
TPOYpauua autd eival Traixvidl, ol padntég Ba dcixvouv TTEPICOOTEPO
evolapépov ammd o1l Ba €£deixvav 0e €va ammAd Tpoypaupa. H utréBeon

@pPOoVTICEl OE, va KPATA TO EVOIAPEPOV AUEIWTO.

3. Napadeivuata amrd Tnv £EEAIEN Tou TTAIYXVISIOU

Na va ammooa@nvioTei n xpnoigotoinon Tou Traixvidlou (dnAadry 1o user
input), xpeldleTal va dWwoouuE PEPIKA TTapadeiypaTa. To traixvidl ¢ekiva Ye Tnv
evioAn start. Otav o xprotng (agou é€xel kavel AdN consult To apxeio)

TTANKTPOAOYROEl TNV EVTOAN start, Ba deI TV akdAoubn gikéva:

{HSWI-Prolog -- c:/Documents and Settings/Tavayustng/Emipavea e pyaoiag/@Prolog@/town 7. pl g@g|
File Edit Settings Run  Debug Help

1 ?- start. A

"™ielcome to Mystic Quest ver 1.0.2™

This is a text adventure life the one in the 80's.
You are a young man named Timmy. You [fve in a village called
Innsmouth, in New England. The year is 8004.D. Now, you are
in your bedroom, trying to sleep. You fiad a forrible dream and
you want to go to the kitchen to drink some water. But you can't
See anything, ‘cause the lights are off. Above you is the lights
switch.
You can input commands to the game, life "look" "open" etc
Type "help" if you want felp for the commands available.

Press enter to com::'nml 5

H eikdéva auTh aTToTeAE TNV €1I0aywyr TOU TTaixXVvIOIoU, uag TTANPOYOPEi yia To
TTOTE KAl yia TO TTOU BpiokOuaoTe. ETTiong, pag mAnpo@opei Ot ue TNV €VTOAN
help BAEéTTOUPE TIG DIABECIEG EVTOAEG.
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Av 0 xpAoTnG TTANKTPpoAoyroel look, Ba dIATTIOTWOEN OTI dEV PTTOPEI VA KOITAEE!
yUpw TOU, YIOTi Ta QWTA €ival opnoTtd. MTTopei, WS va avoigel Tov dIaKOTITN

ME T @WTA. AUTOG €ival Kal O TTPWTOG YPIQOG TOU TTaIXVISIoU.

U SWI-Prolog - c:/Documents and Settings/Movanyiing/Empavea epyaciac/@P rolog@/town. ..
File Edit Settings Run Debug Help

Fie Edt Settings Run Debug Help

H evioAj look Aoimmrév pag TTAnpo@opei yio To TToUu BPICKOPOOTE, TTold

QAVTIKEIMEVA UTTAPYXOUV YUPW UAG KAl TTOU UTTOPOUE va TTaue. Katd Tnv Tropeia
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TOu TTaIXVIOIOU O ApwAg KOAEITal va XpnolyoTroifoel dIAQOopEeG €VTOAEG. H
OuVEXEID €TTi TNG 086vNG..!!

Mpétrel o€ AUTO TO ONUEIO va CNPEIWOOUUE OTI TO TTAIXVidI XPNOIKOTIOIEI HIa
duvapikr) BAon, n oTToia KPATA OTOIXEIO OTTWG N TPEXouoa BEon Tou npwa, Ta
QVTIKEIJEVA TTOU KPATd, KAl GAAa XpAoIua oTo TTaixvidl oToixeia. Etriong, Aégeig
TTOU &ekivav pe apiBuoug, TTPETTEl va cupTtTEPIAaPPBAvovTal Yéoa o€ povda

gloaywyikd, r.x. ‘2000°.

4. Npotdocsic via eEEAIEN

To traixvidl €xel QUOIKA TTOAAG TTEPIBWPIa £¢EMIENG. MTTOpOUV va TTpooTEBOUV
TTEPICOOTEPEG EVTOAEG, KABWG ETTIONG KAl PEYOAUTEPESG TTPOTACEIG, Ol OTTOIEG
MTTOPOUV va €xouv Kal opBoypa@ikO-cuvTakTIKO €Aeyxo. MTropei €tTiong 10
TTPOYPOUMA va TTPOTEIVEI Kal SI0oPBWOEIC CUVTAKTIKOU TTeEpIEXOMEVOU. AuTo Ba
KabioTouoe TMO €UKOAN TNV €KPABNONn pIag &€vng yAwoodg Kal Twv

YPOANMATIKWY KAVOVWY TTOU ThV OIETTOUV.
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NMAPAPTHMA

O KWOIKAC TOU TTaIXVIOIOU

% %% %0 %0 %o %0 %0 %o %o %o %o %0 %o %o %0 %o %o %o %o %o %o %o Yo %o %o Yo %o %o %o %o %o %o %o %o %o %o Yo
% %% % %0 %o %0 % %o %o %o %o %o %o %o %o %o %o %o %o Yo %o %o Yo %o %o %0 %o % Yo

%% We start our game be specifying the three regions it will have

%% These are "Town","Darkwood","Deepsea". The town is Innsmouth,

%% located in New England. It is year 800 A.D. There are four houses

%% in the town. North of town lies the Darkwood forest, a terrifying

%% place which noone likes to visit. South of town lies the Deepsea,

%% a sea with a very strange past.

%% We define the region\1 predicate, with each region as argument

region(town).
region(darkwood).

region(deepsea).

% %% % %0 %o %0 % %o %o %o %o %o %o %o %o %o %o %o %o %o %o %o Yo %o %o Yo %o %o %o %o %o Yo %o %o %o %o Yo
% %% % %0 %o %0 %0 %o %o %o %o %o %o %o %o %o %o %o %o Yo %o %o Yo %o %o Yo %o % Yo

%% As written above, the town has three houses-buildings:

%% -The Hero's Home, -Anny's Home, -A General Store.

%% The house\1 predicate is defined with each house as

%% argument

house(heros_home).
house(annys_home).

house(general_store).

% % % %0 % %o %o %0 %0 %0 %o %o %0 %0 %o %o %o %0 %0 %o %o %o %0 %0 %o %o Yo %o %0 %o %o Yo %o %o %o %o %o Yo
% % % %0 % %o %o %0 %0 %0 %o %o %o %0 %o %o %o %o %0 %o %o %o %o %0 %o %o %o %o %0 Yo
%% Start is the predicate that must be run at start (logical). The

%% start\O predicate describes the current version of the game, and
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%% tries to inform the player about the hypothesis of the game. It
%% also tries to give a first hint (about the light switch) to guide

%% the player. One useful action (maybe the most useful) of start is
%% that it initialises the dynamic database, a database which is

% needed the most during the game, affecting its flow.

start:-nl,
tab(15),
write(""Welcome to Mystic Quest ver 1.0.2""),
nl,
nl,
tab(3),
write('This is a text adventure like the one in the 80"s."),
nl,
write("You are a young man named Timmy. You live in a village called '),
nl,
write('Innsmouth, in New England. The year is 800A.D. Now, you are '),
nl,
write('in your bedroom, trying to sleep. You had a horrible dream and '),
nl,
write('you want to go to the kitchen to drink some water. But you can"t'),
nl,
write('see anything,"cause the lights are off. Above you is the lights'),
nl,
write('switch."),
nl,
write("You can input commands to the game, like "look","open",etc'),
nl,
write('Type "help" if you want help for the commands available.'),
nl,
nl,
write('Press enter to continue'),

get0(),
nl,
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initialise_dynamic_data,

command_loop.

% %% % %0 %o %o % %o %o %o %o %o %o %o %o %o %o %o %o Yo %o %o Yo %o %o Yo %o %o %o %o %o Yo %o Yo %o % Yo
% %% %0 %0 % %0 %0 %o %0 %0 %o %0 %o %o %0 %o %o %0 %o %o %0 %o %o %o %o Yo %o %o %o %o %o %0 %o %o %0 Yo
%% We define the dynamic predicates, by calling the in-built dynamic

%% function, followed by the predicates, having as argument the

%% anonymous variable, because we simply do not need to name one here.

:-dynamic(current_region(_)).
:-dynamic(current_place( )).
:-dynamic(current_room(_)).
:--dynamic(quest_state()).
:-dynamic(object(_,_, , )).
:--dynamic(stable_object(_, , , )).
:--dynamic(person(_, , , )).
:-dynamic(item_in_inventory(_)).
:-dynamic(door(_, , , , , , ,)).

:-dynamic(closed(_, , , )).

:-dynamic(in_object(_, , , , )).
:--dynamic(turned_off(_)).
:-dynamic(turned_on(_)).
:-dynamic(painting_state( )).
:-dynamic(holy_water_state(_)).
:--dynamic(anny_speech_state( )).
:-dynamic(map_state( )).
:--dynamic(monk_speech_state( )).
:-dynamic(can_go_darkwood(_)).

(
(
(
(
(
(
(
(
(
(
:-dynamic(opened(_, , , )).
(
(
(
(
(
(
(
(
(
(

:--dynamic(elder_speech_state( )).

% % %o %o %o %o %o %o %o Yo %o %o %0 %0 %0 %0 %0 %0 %o %o %o %o %o %o %o Yo %o Yo Yo Yo Yo Yo Yo Yo %o %o %0 Yo
% % % %0 %0 %o %o %0 %0 %0 %o %o %0 %0 %0 %o %o %o %0 %0 %o %o %o %0 %0 %o %o %o %0 %0 %o %o %o %0 %0 %o

%% The initialise_dynamic_data predicate asserts the following predicates
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%% into the dynamic database. Notice that all of the following predicates

%% should be defined as dynamic above.

initialise_dynamic_data:-

asserta(current_region(town)),
asserta(current_place(heros_home)),
asserta(current_room(bedroom)),
asserta(quest_state(0)),

asserta(stable_object(light_switch,town,heros_home,bedroom)),

(
(
(
(
asserta(stable_object(chest,town,heros_home,bedroom)),
asserta(closed(chest,town,heros_home,bedroom)),
asserta(turned_off(light_switch)),
asserta(in_object(chest,town,heros_home,bedroom,dagger)),
(

asserta(in_object(chest,town,heros_home,bedroom,'"100GP")),

asserta(door(door,town,heros_home,bedroom,town,heros_home,kitchen,clos
ed)),

% The next refer to kitchen.

asserta(stable_object(chest,town,heros_home,kitchen)),

asserta(closed(chest,town,heros_home,kitchen)),

asserta(in_object(chest,town,heros_home,kitchen,apple)),
(

asserta(person(mother,town,heros_home,kitchen)),

asserta(door(door_to_town,town,heros _home,kitchen,town,town,town,closed)

),

% The next refer to town.
asserta(stable_object(fountain,town,town,town)),

% The next refer to general store
asserta(object(painting,town,general_store,general_store)),
asserta(painting_state(0)),

asserta(holy_water_state(0)),

asserta(person(salesman,town,general_store,general_store)),

(
(
(
(

asserta(object(holy_water,town,general_store,general_store)),
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asserta(door(door_to_town,town,general_store,general_store,town,town,town
,opened)),

% The next refer to annys_home

asserta(map_state(0)),

asserta(person(anny,town,annys_home,annys_home)),
asserta(anny_speech_state(0)),
(

asserta(stable_object(hole,town,annys_home,annys_home)),

asserta(door(door_to_town,town,annys_home,annys_home,town,town,town,o
pened)),

% The next refer to deepsea

asserta(monk_speech_state(0)),

asserta(person(monk,deepsea,deepsea,deepsea)),

% The next refer to darkwood

asserta(can_go_darkwood(0)),

asserta(elder_speech_state(0)),

asserta(person(elder,darkwood,darkwood,darkwood)),

(

asserta(stable_object(parrot,darkwood,darkwood,darkwood)).

% %% %o %0 %o %o % %o %o %o %o %o %o %o %o %o %o %o %o %o %o %o Yo %o %o Yo %o %o %o %o %o Yo %o %o %o % Yo
% %% %% %o %0 %0 %o %0 %o %o %0 %o %o %0 %o %o %0 %o %o %0 %o Yo %o %o Yo %o %o %0 %o %o %0 %o %o %o %o Yo
%% %% %

%% We define the operators, so that the user can use a more friendly

environment

:-o0p(1200,fx,0open).
:-0p(1200,fx,look_at).
:-op(1200,fx,turn_on).
:-0p(1200,fx,turn_off).
:-0p(1200,fx,take).
:-op(1200,fx,goto).
:-op(1200,fx,talk_to).
:-op(1200,fx,give).
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:-0p(1200,xfx,to). % We will see if we use this

% % %o %o %o %o %o %o %o Yo %o %o %0 %0 %0 %0 %0 %o %o %o %o %o %o %o %o Yo %o Yo Yo Yo Yo Yo Yo Yo %o % %0 Yo
% % % %0 % %o %0 %0 %0 %o %o %o %0 %0 %o %o %o %0 %0 %o %o %o %o %0 %o %o %o %o %0 %o %o %o %o %0 %o % %o %o
% % % %

%% The main control loop

command_loop:-write("WWelcome to Mystic Quest!'),
nl,
repeat,
write('Mystic Quest ver 1.0.2>'),
read(Command),
do(Command),
nl,

end_condition(Command).

% %% %0 %0 %o %0 %0 %o %0 %o %o %0 %o %o %0 %o %o %0 %o %o %0 %o %o %o %o Yo %o %o %0 %o %o %0 %o %o %0 %o Yo
% %% % %0 %o %0 %0 %o %o %o %o %o %o %o %0 %o %o %o %o %o %o %o Yo %o %o Yo %o %o %o %o %o %o %o %o %o %o Yo
%% %%

%% The list of the commands which are acceptable by the game engine,
entered

%% by the main command control loop

o

o(goto(Someroom)):-goto(Someroom),!.
do(look):-look,!.
do(look_at(Something)):-look_at(Something),!.
do(inventory):-inventory,!.

do(turn_on(ltem)):-turn_on(ltem),!.

(

(

(

(

(

do(turn_off(ltem)):-turn_off(ltem),!.

do(open(ltem)):-open(ltem),!.

do(take(ltem)):-take(ltem),!.

do(give(ltem)):-give(ltem),!.

do(talk_to(Person)):-talk_to(Person),!.
(

do(quest):-quest,!.
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do(help):-help,!.
do(quit):-delay(1),write('Quitting.."),!.

do(_):-write('Invalid command. View help."),nl.

% % % %0 %o %o %o %0 %0 %o %o %o %o %o %o %o %o %o %o %o %o Yo %o %o %o %o Yo Yo %o %o %o Yo Yo %o %o %o %o Yo
% % % % %o %o %o %0 %o %o %o Yo %o %o %o %o Yo %o %o %o %o Yo Yo %o %o %o Yo Yo %o %o %o Yo Yo %o %o %o %o Yo
%% % %

%% Defines the end condition/s.

end_condition(quit).

end_condition(end).

% % % %0 % %o %0 %0 %0 %0 %o %o %0 %0 %o %o %o %0 %0 %o %o %o %0 %0 %o %o %o %0 %0 %o %o %o %0 %0 %o %o %o %o
% % % %0 % %o %0 %0 %0 %o %o %o %0 %0 %o %o %o %0 %0 %o %o %o %o %0 %o %o Yo %0 %o %o %o Yo %o %o %o %o %o Yo
%% %%

%% We define the look at item predicate, which gives us information

%% about the item which will be the argument. It is defined many

%% times, to react differently on different items. The last definition

%% with the anonymous variable, ensures us that the goal always succeeds

look_at(ltem):-current_region(Region),
current_place(Place),
current_room(Room),
stable object(ltem,Region,Place,Room),

item_properties(ltem,Region,Place,Room).

look_at(Item):-current_region(Region),
current_place(Place),
current_room(Room),
object(ltem,Region,Place,Room),

item_properties(ltem,Region,Place,Room).

look_at(Person):-current_region(Region),

current_place(Place),
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current_room(Room),
person(Person,Region,Place,Room),

item_properties(Person,Region,Place,Room).

look_at(Door):-current_region(Region), %State represents whether
current_place(Place), %a door is opened or closed.
current_room(Room),

door(Door,Region,Place,Room,Region2,Place2,Room2,State),

item_properties(Door,Region,Place,Room,Region2,Place2,Room2,State).

look_at(Door):-current_region(Region), %look at door re-written,
current_place(Place), %to establish connection
current_room(Room), %between the rooms that

door(Door,Region,Place,Room2,Region2,Place2,Room,State),

%the door connects

item_properties(Door,Region,Place,Room,Region2,Place2,Room2,State).

look_at(ltem):-nl,
write('There is no '),
write(ltem),
write(' here."),

nl.
look_at( ).
% %% % %0 %o %0 %0 %o %o %o %o %o %o %o %o %o %o %o %o %o %o %o Yo %o %o Yo %o %o %o %o %o Yo %o %o %o %o Yo
% % % % % % % % % %o % % %0 % % Yo

%% The item properties pred. gives us info on each item

item_properties(Door,Region,Place,Room,Region2,Place2,Room2,State):-

State=closed, %Must be re-written
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nl, %incase the place
changes
write("You can see a door connecting '),
write(Room),
write(' with '),
write(Room2),
write(', but it is closed."),

nl.

item_properties(Door,Region,Place,Room,Region2,Place2,Room2,State):-
State=opened, %Must be re-written

nl, %incase the place
changes

write("You can see a door connecting '),

write(Room),

write(' with "),

write(Room2),

write(', and it is opened.'),

nl.

item_properties(ltem,Region,Place,Room):-ltem=light_switch,
turned_off(light_switch),
nl,
write("The switch is within your reachable area,'),
write(' and it is turned off."),

nl.

item_properties(ltem,Region,Place,Room):-ltem=light_switch,
turned_on(light_switch),
nl,
write("The switch is turned on.'),

nl.

item_properties(Person,Region,Place,Room):-Person=mother,
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nl,

write("You can see your mother.'),

nl,

write('She seems she wants to talk to you."),

nl.

item_properties(ltem,Region,Place,Room):-ltem=fountain,
nl,
write("You see a wondrous fountain '),
write('in the middle of the town square."),
nl,
write('The water relaxes you with its delight.'),

nl.

item_properties(ltem,Region,Place,Room):-ltem=painting,
painting_state(0),
nl,
write("An image of a fairy riding a horse.'),
nl,
write('Strange,but you feel that you have

seen '),
nl,
write('this painting before.."),
nl,
retract(painting_state(0)), % The hero has
seen the

assert(painting_state(1)). % painting

item_properties(ltem,Region,Place,Room):-ltem=painting,
painting_state(1),
nl,
write('An image of a fairy riding a horse.'),

nl,
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write('Strange,but you feel that you have
seen '),
nl,
write('this painting before.."),

nl.

item_properties(ltem,Region,Place,Room):-ltem=painting,
painting_state(2),
nl,
write("An image of a fairy riding a horse.'),
nl,
write('Strange,but you feel that you have
seen '),
nl,
write('this painting before.."),

nl.

item_properties(ltem,Region,Place,Room):-ltem=holy_water,
nl,
write("You see a bottle full of Holy water."),
nl,
write('It"s price is 100 Gold Pieces.'),

nl.

item_properties(Person,Region,Place,Room):-Person=salesman,
nl,

write("You can see the old man warming his hands

nl,
write('above the fireplace. He seems
excited of "),
nl,
write('your visit."),

nl.
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item_properties(Person,Region,Place,Room):-Person=anny,
nl,
write('"Anny seems very happy of your visit, '),
nl,
write('but she is nervous about
something.'),

nl.

item_properties(ltem,Region,Place,Room):-

ltem=hole,
nl,
write(' You look thoroughly at the wall behind Anny."),
nl,
write(' You find out that there is a concavity in the'),
nl,

write(' shape of a rectangle. That concavity has a lighter "),

nl,

write(' paint color,than the rest of the wall."),

nl,

write(* Seems that something used to hang there.'),

nl.

item_properties(Person,Region,Place,Room):-

Person=monk,

nl,
write(" An old monk is standing in front of you.'),
nl,

write(" He seems to be talking to the sea.."),

nl,
write(' You hear him whisper: "Oh great sea of happiness and pain '),
nl,

write(' deliver us from darkness." '),
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nl.

item_properties(Person,Region,Place,Room):-
Person=elder,
nl,
write(' You are standing in front of the ELDER."),
nl,
write(' His presence makes you feel strange.."),

nl.

item_properties(ltem,Region,Place,Room):-
ltem=parrot,
nl,
write(' The ELDERS parrot seems hungry."),

nl.

item_properties(ltem,Region,Place,Room):-ltem=chest,
closed(ltem,Region,Place,Room),
nl,
write("You can see a fabulous chest and '),
write('you wonder what it could contain.’),
nl,
write("You have to open it, "cause it"s closed.'),

nl.

item_properties(ltem,Region,Place,Room):-ltem=chest,
opened(ltem,Region,Place,Room),
nl,
write("You have opened the chest."),
nl,
write('Inside it you find:"),
items_in_object(ltem,Region,Place,Room),

nl.
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items_in_object(ltem,Region,Place,Room):-
in_object(ltem,Region,Place,Room,Object),
nl,
tab(3),
write(Object),

fail.

items_in_object(ltem,Region,Place,Room).

% % % % % % % %o %0 %o Yo %o %0 %o %o %o %0 %o %o %o %o %o %o %o %o Yo %o Yo %o Yo %o Yo %o Yo %o %0 % Yo
% %% % % % %0 %o %o %o Yo %o %0 %o %o %o %o %o %o %o %o %o %o Yo %o Yo %o Yo %o
%% The open predicate opens an item, for instance a door or a chest

open(ltem):-current_region(Region),
current_place(Place),
current_room(Room),
stable_object(ltem,Region,Place,Room),

can_open(ltem,Region,Place,Room).

open(ltem):-turned_on(light_switch),
current_region(Region), %the doors might be a problem..
current_place(Place),
current_room(Room),
door(ltem,Region,Place,Room,Region2,Place2,Room2,closed),

can_open(ltem,Region,Place,Room,Region2,Place2,Room2,closed).

open(ltem):-turned_on(light_switch),
current_region(Region), %the doors might be a problem..
current_place(Place),
current_room(Room),

door(ltem,Region,Place,Room,Region2,Place2,Room2,opened),

can_open(ltem,Region,Place,Room,Region2,Place2,Room2,0pened).
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open(ltem):-turned_off(light_switch),
nl,
write("You cannot see nothing in the dark."),

nl.

open(ltem):-nl,
write("You cannot open the '),
write(ltem),
write('."),

nl.

open(_).

% %% % %0 % %0 %o %0 %o %o %o %0 %o %o %o %o %o %o %o %o %o %o %o %o Yo %o Yo %o Yo %o Yo %o Yo %o %o %o Yo
% % % % %0 % % %o %o %o %o %o Yo %o %o %o %o %o %o %o %o %o %o %o %o Yo %o Yo %o %o Yo
%% The can open predicate checks whether an item can be opened or not

can_open(ltem,Region,Place,Froom,Region2,Place2,Sroom,closed):-

door(ltem,Region,Place,Froom,Region2,Place2,Sroom,closed),

retract(door(ltem,Region,Place,Froom,Region2,Place2,Sroom,closed)),

assert(door(ltem,Region,Place,Froom,Region2,Place2,Sroom,opened)),
nl,
write("You have opened the '),
write(ltem),
write('."),

nl.

can_open(ltem,Region,Place,Froom,Region2,Place2,Sroom,opened):- nl,
write("The door is already opened.’),
write('."),

nl.
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can_open(ltem,Region,Place,Room):-closed(ltem,Region,Place,Room),

retract(closed(ltem,Region,Place,Room)),
assert(opened(ltem,Region,Place,Room)),
nl,
write("You have successfully opened the '),
write(ltem),
write("."),

nl.

can_open(ltem,Region,Place,Room):-opened(ltem,Region,Place,Room),

% % % %o %o %o %o %o %o %o %o %o %0 %0 %0 %0 %0 %0 %0 %0 %o %o %o %o %o %o %o %o Yo Yo Yo Yo Yo Yo %o %0 %0 Yo

nl,

write('The '),

write(ltem),

write(' is already opened.'),

nl.

% % %o %o %o %o %o %o %o %o %o %o %o %o %0 %0 %0 %0 %0 %0 %0 %o %o %o %o %o %o Yo

%% The turn on predicate turns an item on, like a lights switch

turn_on(ltem):-current_region(Region),

current_place(Place),

current_room(Room),

stable_object(ltem,Region,Place,Room),

turned_off(ltem),

retract(turned_off(ltem)),

assert(turned_on(ltem)),

nl

write("You have turned on the '),

write(ltem),

write('."),

nl.
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turn_on(ltem):-current_region(Region),
current_place(Place),
current_room(Room),
stable_object(ltem,Region,Place,Room),
turned_on(ltem),
nl,
write('The "),
write(ltem),
write(' is already turned on."),

nl.

turn_on(ltem):-nl,
write("You cannot turn on the '),
write(ltem),
write('."),

nl.

turn_on( ).

% % %o %o %o %o %o %o %o Yo %o %o %0 %0 %0 %0 %0 %0 %o %o %o %o %o %o %o Yo %o Yo Yo Yo Yo Yo Yo Yo %o %o %0 Yo
% % %o %o %o %o %o %o %o %o %o Yo %o %o %0 %0 %0 %0 %0 %0 %0 %o %o %o %o % %o

%% The turn off predicate turns an item off, like a lights switch

turn_off(ltem):-current_region(Region),
current_place(Place),
current_room(Room),
stable_object(ltem,Region,Place,Room),
turned_on(ltem),
retract(turned_on(ltem)),
assert(turned_off(ltem)),
nl,
write("You have turned off the '),
write(ltem),

write("."),
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nl.

turn_off(ltem):-current_region(Region),
current_place(Place),
current_room(Room),
stable_object(ltem,Region,Place,Room),
turned_off(ltem),
nl,
write("The "),
write(ltem),
write(' is already turned off."),

nl.

turn_off(ltem):-nl,
write("You cannot turn off the '),
write(ltem),
write('."),

nl.

turn_off( ).

% %% %0 %0 % %0 %0 %o %0 %o %o %0 %o %o %0 %o %o %0 %o %o %0 %o Yo %o %o Yo %o %o %0 %o %o %0 %o %o %o %o Yo
% %% % %0 %o %0 %0 %o %0 %o %o %0 %o %o %0 %o %o %o %o %o %o %o %0 %o %o %0 Yo

%% The take predicate tests if an item can be taken by the player,

%% and if so, it puts it into the player's inventory,

%% and retracts that item from the dynamic database.

take(ltem):-current_region(Region),
current_place(Place),
current_room(Room),
object(ltem,Region,Place,Room),

can_take(ltem,Region,Place,Room).

take(ltem):-current_region(Region),
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current_place(Place),
current_room(Room),
in_object(_,Region,Place,Room,ltem),

can_take(ltem,Region,Place,Room).

take(ltem):-current_region(Region),
current_place(Place),
current_room(Room),
stable_object(ltem,Region,Place,Room),
nl,
write("You cannot move the '),

write(ltem),

write('."),

nl.

take(ltem):-current_region(Region),
current_place(Place),
current_room(Room),
person(ltem,Region,Place,Room),
nl,
write("You cannot take the '),
write(ltem),
write('."),

nl.

take(ltem):-current_region(Region),
current_place(Place),

current_room(Room),

door(ltem,Region,Place,Room,Toregion,Toplace,To_room,Doorstate),
nl,
write("You cannot move the door."),

nl.
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take(ltem):-nl,
write("There is no '),
write(ltem),
write(' here."),

nl.

% %% % %0 %o %0 %0 %o %o %o %o %o %o %o %o %o %o %o %o %o %o %o Yo %o %o Yo %o %o %o %o %o Yo %o %o %o %o Yo
% %% % % %0 %o %0 %o %o %o %o Yo %o %o %o %o %o %o %o %o %o %o %o %o %o %o %o %o
%% The can take predicate tests if an object can be taken into the

%% Hero's inventory.

can_take(ltem,Region,Place,Room):-ltem\=painting,
ltem\=holy_water,
retract(object(ltem,Region,Place,Room)),
assert(item_in_inventory(ltem)),
nl,
write("You have taken the '),
write(ltem),
write("."),

inventory.

can_take(ltem,Region,Place,Room):-Iltem=holy_water,
holy_water_state(0), % The Hero has not taken the holy
water
nl,
write('Salesman:"Want the holy water,heh?" '),
nl,
write(' "It costs 100 Gold Pieces.. " "),

nl.

can_take(ltem,Region,Place,Room):-ltem=holy_water,
holy_water_state(1), % The Hero can take the holy
water

nl,
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retract(object(ltem,Region,Place,Room)),
assert(item_in_inventory(ltem)),

nl,

write('You have taken the '),

write(ltem),

write("."),

inventory.

can_take(ltem,Region,Place,Room):-Iltem=painting,
painting_state(State),
State\=2,
nl,
write(' Salesman:"| could give you the painting,"),
write(' if you find me a dagger."),

nl.

can_take(ltem,Region,Place,Room):-
ltem=painting,
painting_state(2),
assert(item_in_inventory(painting)), % Exchange dagger for painting
retract(object(painting,town,general_store,general_store)), %
Remove painting from
retract(painting_state(2)), % the wall
assert(painting_state(3)), % The hero has taken the painting
nl,
write("You have taken the '),
write(ltem),
write('."),

inventory.

can_take(ltem,Region,Place,Room):-
retract(in_object(_,Region,Place,Room,ltem)),
assert(item_in_inventory(ltem)),

nl,
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write("You have taken the '),
write(ltem),
write('."),

inventory.

% %% % %0 %o %0 %0 %o %o %o %o %0 %o %o %o %o %o %o %o %o %o %o Yo %o %o Yo %o %o %o %o %o %o %o %o %o %o Yo
% %% % %0 %o %0 %0 %o %o %o %o %0 %o %o %o %o %o %o %o Yo %o %o %o %o %o %0 %o %o %0 %o

%% The give predicate gives an Item to the person which is currently

%% in the same room. If the person accepts that Item, the necessary

%% changes in the dynamic database of the inventory will be made.

give(ltem):-current_region(Region),
current_place(Place),
current_room(Room),
Region=town,
Place=general_store,
Room=general_store,
ltem=dagger,
item_in_inventory(ltem), % We check whether the hero has dagger in
his inventory
painting_state(1), % The hero has seen the painting
retract(painting_state(1)),
assert(painting_state(2)), % The painting is ready to be taken
retract(item_in_inventory(ltem)),
nl,
write(* Salesman:"Thanks, you can take the painting now." "),

nl.

give(ltem):-current_region(Region),
current_place(Place),
current_room(Room),
Region=town,
Place=general_store,

Room=general_store,
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ltem="100GP",
item_in_inventory(ltem),
holy water_state(0),
retract(holy_water_state(0)),
assert(holy_water_state(1)),
retract(item_in_inventory(ltem)),
nl,
write(' Salesman:"Thanks, you can take the holy water now." '),

nl.

give(ltem):-current_region(Region),

current_place(Place),
current_room(Room),
Region=town,
Place=annys_home,
Room=annys_home,
ltem=painting,
item_in_inventory(ltem),
retract(item_in_inventory(ltem)),
retract(stable_object(hole,town,annys_home,annys _home)),
nl,

write(' Anny: "l cannot believe it! This is my painting! I"ve lost'),

nl,

write(' it somewhere in town.I"ll put it back where it was, '),
nl,
write(' covering the hole." '),
nl.

give(ltem):-current_region(Region),

current_place(Place),

current_room(Room),
Region=town,

Place=annys_home,

Room=annys_home,
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ltem=apple,
item_in_inventory(ltem),
retract(item_in_inventory(ltem)),
assert(item_in_inventory(map)),
retract(map_state(0)),
assert(map_state(1)),

nl,

write(' Anny: "You are so kind! | hope this would stop the stomach

ache.., "),

nl,

write(' Oh, I forgot!! Here is the map that leads to deepsea.’),

nl,
write(" Take it with you,it will be more valuable in your hands.'),
nl,

inventory.

give(ltem):-current_region(Region),
current_place(Place),
current_room(Room),
Region=deepsea,
Place=deepsea,
Room=deepsea,
ltem=holy_water,
item_in_inventory(ltem),
retract(item_in_inventory(ltem)),
retract(monk_speech_state(0)),
assert(monk_speech_state(1)),

speech(monk,deepsea,deepsea,deepsea).

give(ltem):-current_region(Region),
current_place(Place),
current_room(Room),
Region=darkwood,

Place=darkwood,
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Room=darkwood,
ltem=sandwich,
item_in_inventory(ltem),

retract(item_in_inventory(ltem)),
retract(elder_speech_state(0)),
assert(elder_speech_state(1)),

speech(elder,darkwood,darkwood,darkwood).

give(ltem):-current_region(Region),
current_place(Place),
current_room(Room),
item_in_inventory(ltem), % If the Item exists in the Hero's inventory
nl,
write(' "There is no reason to give that now." "),

nl.

give(ltem):-current_region(Region),
current_place(Place),
current_room(Room),
nl,
write(' "You don"t have such thing." '),

nl.

give(ltem).

% % % %o %o %o % % %o %o %o %o %o %o %o %o Yo %o %o %o %o %o %o Yo Yo %o %o %o %o %o %o Yo Yo %o %o %o %o Yo
% % % %o %o %o %o % %o %o %o %o %o %o %o %o Yo %o %o %o %o %o %o %o Yo %o %o %o
%% When "inventory" are called, it returns the list of

%% objects in inventory.

inventory:-nl,
write("Your inventory has:'),
nl,

item_in_inventory(ltem),
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tab(2),
write(ltem),
nl,

fail.

inventory.

% %% % %0 %o %o % %o %o %o %o %o %o %o %o %o %o %o %o %o %o %o Yo %o %o Yo %o %o %o %o %o Yo %o %o %o % Yo
% %% %0 %0 %o %0 %0 %o %0 %o %o %0 %o %o %0 %o %o %0 %o %o %o %o Yo %o %o %0 %o %o %0 %o %o Yo

%% The goto predicate,if it succeeds, it takes the character to another

%% location. The dynamic database is used to refresh the predicates

%% that represent the location, f.i. current_room.

goto(Town):-Town=town,  %this goto is for going to the town only
can_go(town,town,town),

look.

goto(House):-current_region(Region), %this goto is for the homes that are in
town

current_place(Place),

current_room(Room),

Region=town,

Place=town,

Room=town,

House\=deepsea,
house(House),
can_go(House),

look.

goto(Someroom):-current_region(Region), %must be renewed
current_place(Place),
current_room(Room),
Someroom\=town,

Someroom\=deepsea,
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can_go(Region,Place,Someroom), %the can_go predicate calls
the

look. %move predicate

goto(Deepsea):-current_region(Region),
current_place(Place),
current_room(Room),
Region=town,
Place=town,
Room=town,
Deepsea=deepsea,

can_go(Deepsea).

goto(Darkwood):-current_region(Region),
current_place(Place),
current_room(Room),
Region=town,
Place=town,
Room=town,
Darkwood=darkwood,

can_go(Darkwood).

goto(Someroom):-nl,
write("You cannot go to the '),
write(Someroom),
write('."),

nl.

% %% %o % %o %o % %o %o %o %o %o %o %o %o %o %o %o %o %o %o %o Yo %o %o Yo %o %o %o %o %o Yo %o %o %o %o Yo
% %% %0 %0 %o %0 %0 %o %o %o %o %0 %o %o %0 %o %o %0 %o %o %o %o Yo %o %o %0 %o %o Yo
%% The can go predicate tests if a character can go to the specified

%% place. If it succeeds, it calls the move predicate
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can_go(town,town,town):-current_region(Region), %the next 2 can_go
predicates refer to town
current_place(Place), %checking if we are not
Place\=town, %already in town
current_room(Room),
Room\=town,
door(Doorname,Region,Place,Room,town,town,town,opened),

move(town).

can_go(town,town,town):-current_region(Region),
current_place(Place), %checking if we are not
Place\=town, %already in town

current_room(Room),

Room\=town,
door(Doorname,Region,Place,Room,town,town,town,closed),

nl,

write("The door to the town is closed'),

fail.

can_go(town,town,town):-current_region(Region),
Region=deepsea,

move(town).

can_go(town,town,town):-current_region(Region),
Region=darkwood,

move(town).

can_go(House):-current_region(Region),
current_place(Place),
current_room(Room),
House\=deepsea,
House\=darkwood,
Region=town,

Place=town,
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Room=town,

move(House).

can_go(Toregion,Toplace,Toroom):-current_region(Region),
current_place(Place),
current_room(Room),
Toregion=Region, %same region,same place
Toplace=Place, %different room
Toroom\=Room,

Room\=town,

door(Doorname,Region,Place,Room,Region2,Place2,Toroom,opened),
%check door opened

move(Toroom). %only the argument that differs

can_go(Toregion,Toplace,Toroom):-current_region(Region),
current_place(Place),
current_room(Room),
Toregion=Region, %same region,same place
Toplace=Place, %different room
Toroom\=Room,

Room\=town,

door(Doorname,Region,Place, Toroom,Region2,Place2,Room,opened),
%check door opened

move(Toroom). %only the argument that differs

can_go(Toregion,Toplace,Toroom):-current_region(Region),
current_place(Place),
current_room(Room),
Toregion=Region, %same region,same place
Toplace=Place, %different room

Toroom\=Room,
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door(Doorname,Region,Place,Room,Region2,Place2,Toroom,closed),
%check door opened
nl,
write("The door to the '),
write(Toroom),
write(' is closed'),

fail.

can_go(Deepsea):-Deepsea=deepsea,
map_state(0),
nl,
write(' "You don"t know how to get there." '),

nl.

can_go(Deepsea):-Deepsea=deepsea,
map_state(1),
nl,
write(' "You"ve found the map, so let"s go!.." "),
delay(2),
nl,
move(deepsea),

look.

can_go(Darkwood):-Darkwood=darkwood,
can_go_darkwood(0),
nl,
write(' "You don"t know how to get there." "),

nl.

can_go(Darkwood):-Darkwood=darkwood,
can_go_darkwood(1),
nl,

write(' "You"ve the ELDER"s approval, so let"s go!.." '),



delay(2),
nl,
move(darkwood),

look.

% %% % %0 %o %0 %0 %o %o %o %o %0 %o %o %o %o %o %o %o %o %o %o Yo %o %o Yo %o %o %o %o %o %o %o %o %o %o Yo
% %% % %0 %o %0 % %o %o %o %o %o %o %o %o %o %o %o %o Yo %o %o Yo %o %o %o %o % Yo
%% We define the move predicate,which retracts the previous location

%% and asserts the new.

move(town):-retract(current_region(Region)),
assert(current_region(town)),
retract(current_place(Place)),
assert(current_place(town)),
retract(current_room(Room)),

assert(current_room(town)).

move(House):-current_place(Place),
Place=town,
House\=heros_home,
House\=deepsea,
House\=darkwood,
retract(current_place(Place)), % For instance,it would be something
assert(current_place(House)), % like town,home,home. Must be
renewed
retract(current_room(Room)), % in case a house has more than one
room

assert(current_room(House)).

move(House):-current_place(Place),
Place=town,
House=heros_home,
retract(current_place(Place)),

assert(current_place(House)),
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retract(current_room(Room)),

assert(current_room(kitchen)).

move(Toroom):-Toroom\=deepsea,
Toroom\=darkwood,
retract(current_room(Room)),

assert(current_room(Toroom)).

move(deepsea):-retract(current_region(Region)),
assert(current_region(deepsea)),
retract(current_place(Place)),
assert(current_place(deepsea)),
retract(current_room(Room)),

assert(current_room(deepsea)).

move(darkwood):-retract(current_region(Region)),
assert(current_region(darkwood)),
retract(current_place(Place)),
assert(current_place(darkwood)),
retract(current_room(Room)),

assert(current_room(darkwood)).

% % %o %o %o %o %o %o %o %o %o %o %0 %0 %0 %0 %0 %0 %0 %o %o %o %o %o %o %o %o Yo Yo Yo Yo Yo Yo Yo %o % %0 Yo
% % % %o %o %o %o %o %o %o %o %o %o %0 %0 %0 %0 %0 %0 %0 %o %o %o %o %o %o %o Yo Yo Yo Yo Yo %o Yo

%% As it name tells, it gives us information about our current location

location_info(town):-current_region(Region),
current_place(Place),
current_room(Room),
nl,
write('Current region -> ),
write(Region),

nl.
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location_info(deepsea):-current_region(Region),
current_place(Place),
current_room(Room),
nl,
write('Current region -> "),
write(Region),

nl.

location_info(darkwood):-current_region(Region),
current_place(Place),
current_room(Room),
nl,
write('Current region -> "),
write(Region),

nl.

location_info:-current_region(Region),
current_place(Place),
current_room(Room),
Place\=Room,
nl,
write('Current region -> "),
write(Region),

nl,

tab(8),
write('place ->"),

write(Place),

nl,
tab(8),
write('room ->"),
write(Room),
nl.

location_info:-current_region(Region), % We overload location_info
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current_place(Place), % in case the place and room
current_room(Room), % equals,because we don't want
Place=Room, % the room to be described
nl,
write('Current region -> "),
write(Region),
nl,
tab(8),
write('place ->"),
write(Place),

nl.

% %% %0 %0 % %0 %0 %o %0 %o %o %0 %o %o %0 %o %o %0 %o %o %0 %o %o %o %o Yo %o %o %0 %o %o %0 %o %o %o %o Yo
% %% % %0 %o %0 %0 %o %o %o %o %o %o %o %0 %o %o %o %o %o %o %o Yo %o %o Yo %o %o %0 %o %o %0 %o Yo
%% Maybe the most useful predicate. Look tells us where we currently are,

%% what objects surround us, and where we can go from there.

look:-nl,
current_region(Region),
current_place(Place),
current_room(Room),
Room=bedroom,
turned_off(light_switch),
write("You can see nothing, because it"s dark.'),
nl,
write('You touch the wall above your bed, and sense the light switch.'),

nl.

look:-current_region(Region), %this look is for the town only
current_place(Place),
current_room(Room),
Region=town,
Place=town,

Room=town,
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delay(1),
location_info(town),
%we overload location_info for the town
write("You can see:"),
nl,
nearby_items(town),
write("You can go to:'),
nl,

nearby_places(town).

look:-current_region(Region), %this look is for the deepsea only
current_place(Place),
current_room(Room),
Region=deepsea,
Place=deepsea,
Room=deepsea,
delay(1),
location_info(deepsea),
%we overload location_info for the deepsea
write("You can see:'),
nl,
nearby_items,
write("You can go to:'),
nl,

nearby_places(deepsea).

look:-current_region(Region), %this look is for darkwood only
current_place(Place),
current_room(Room),
Region=darkwood,
Place=darkwood,
Room=darkwood,
delay(1),
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location_info(darkwood),
%we overload location_info for darkwood
write("You can see:"),
nl,
nearby_items,
write("You can go to:'),
nl,

nearby_places(darkwood).

look:-delay(1),
location_info,
write("You can see:'),
nl,
nearby_items,
write("You can go to:'),
nl,

nearby places.

% %% % %0 %o %0 %0 %o %o %o %o %o %o %o %o %o %o %o %o %o %o %o Yo %o %o Yo %o %o %o %o %o %o %o %o %o %o Yo
% %% %0 % %o % %o %o % %o % % % %o

%% The nearby items return the items that surround us

%% We don't deal with doors while we are in town, to

%% avoid complexity

nearby_items(town):-current_region(Region),
current_place(Place),
current_room(Room),
object(Object,Region,Place,Room),
tab(2),
write(Object),
nl,

fail.

nearby_items(town):-current_region(Region),
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current_place(Place),
current_room(Room),

stable _object(Object,Region,Place,Room),
tab(2),

write(Object),

nl,

fail.

nearby_items(town):-current_region(Region),
current_place(Place),
current_room(Room),
person(Person,Region,Place,Room),
tab(2),
write(Person),
nl,

fail.

nearby_items(town).

%% We can avoid the above code,if in the nearby_items\0
%% we specify that doors are described in anywhere but

%% the town

nearby items:-current_region(Region),
current_place(Place),
current_room(Room),
object(Object,Region,Place,Room),
tab(2),
write(Object),
nl,

fail.

nearby_items:-current_region(Region),

current_place(Place),



current_room(Room),
stable_object(Object,Region,Place,Room),
tab(2),

write(Object),

nl,

fail.

nearby_items:-current_region(Region),
current_place(Place),
current_room(Room),
person(Person,Region,Place,Room),
tab(2),
write(Person),
nl,

fail.

nearby_items:-current_region(Region),
current_place(Place),
current_room(Room),
door(Doorname,Region,Place,Room,Region2,Place2,Toroom,State),
tab(2),
write(Doorname),
nl,

fail.

nearby_items:-current_region(Region),
current_place(Place),
current_room(Room),
door(Doorname,Region,Place, Toroom,Region2,Place2,Room,State),
tab(2),
write(Doorname),
nl,

fail.
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nearby_items.

% %% % %0 % %o %o %o %o %o %o %o %o %o %o %o %o %o %o %o %o %o Yo %o Yo %o Yo %o Yo %o Yo %o Yo %o %o % Yo
% % % % %o % %o %o %o %o %o %o Yo %o %o %o %o %o %o %o %o %o %o %o %o Yo %o Yo %o %o %o
%% The connect predicate checks whether two rooms are connected via a

%% door

connect(Region,Place,Room,Region2,Place2,Room2):-
current_region(Region),
current_place(Place),
current_room(Room),

Room\=town,

door(Doorname,Region,Place,Room,Region2,Place2,Room2, ).

connect(Region,Place,Room,Region2,Place2,Room2):-
current_region(Region),
current_place(Place),
current_room(Room),

Room\=town,

door(Doorname,Region,Place,Room2,Region2,Place2,Room, ).

% %% % %0 %o %0 %0 %o %o %o %o %o %o %o %o %o %o %o %o %o %o %o Yo %o %o Yo %o %o %o %o %o Yo %o %o %o %o Yo
% %% %0 %0 %o %0 %0 %o %o %o %o %0 %o %o %o %o Yo %o %o Yo %o %o Yo %o %o Yo %o %o %o %o Yo %o %o
%% The list_regions predicate returns all regions in the game, except

%% the one that we are currently in

list_regions:-current_region(Region),
region(Region2),
Region2\=town,
tab(2),
write(Region2),

nl,
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fail.

list_regions.

% % % %o %o %o %o %o %o %o %o %o %0 %0 %0 %0 %0 %0 %0 %0 %o %o %o %o %o %o %o %o Yo Yo Yo Yo Yo Yo %o % %0 Yo
% % % %o %o %o %o %o %o %o %o %o %0 %0 %0 %0 %0 %0 %0 %o %o %o %o %o %o %o %o Yo Yo %o %o Yo

%% The list_houses predicate returns all houses in town

list_houses:-house(House),
tab(2),
write(House),
nl,

fail.

list_houses.

% %% %0 %0 %o %0 %0 %o %0 %o %o %0 %o %o %0 %o %o %0 %o %o %0 %o %o %o %o Yo %o %o %0 %o %o %0 %o %o %0 %o Yo
% %% % %0 %o %0 %0 %o %o %o %o %0 %o %o %0 %o %o %o %o %o %o %o %o %o %o %0 %o %o %0 Yo
%% nearby places return the places that are connected to our current

%% place

nearby places(town):-current_region(Region),
current_place(Place),
current_room(Room),
Region=town,
Place=town,
Room=town,
list_houses,
write('Regions '),
nl,
list_regions,

fail.

nearby places(town).
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nearby places(deepsea):-current_region(Region),
current_place(Place),
current_room(Room),
Region=deepsea,
Place=deepsea,
Room=deepsea,
write('Regions '),
nl,
tab(2),
write('town'),
nl,

fail.

nearby places(deepsea).

nearby places(darkwood):-current_region(Region),
current_place(Place),
current_room(Room),
Region=darkwood,
Place=darkwood,
Room=darkwood,
write('Regions '),
nl,
tab(2),
write(‘'town"),
nl,

fail.

nearby places(darkwood).

nearby places:-current_region(Region),

current_place(Place),

current_room(Room),



Room\=town,

connect(Region,Place,Room,Region2,Place2,Room2), %!!!
tab(2),
write(Room2),

nl,

fail.

nearby_places.

% %% % %0 %o %0 %0 %o %o %o %o %o %o %o %0 %o %o %o %o %o %o %o Yo %o %o Yo %o %o %o %o %o Yo %o %o %o %o Yo
% %% % % %o %0 % %o %o %o %o %0 %o %o %o %o %o %o %o Yo %o %o %o %o %o %o %o
%% The delay predicate takes as argument the seconds that we want

%% prolog to sleep.

delay(Seconds):-sleep(Seconds).

% % % %o %o %o %o %o %o %o %o %o %0 %0 %0 %0 %0 %0 %0 %o %o %o %o %o %o %o %o %o Yo Yo Yo Yo Yo Yo %o %0 %0 Yo
% % % %o %o %o %o %o %o %o %o %o %0 %0 %0 %0 %0 %0 %o %o %o %o %o %o %o %o %o Yo

%% The help command describes the commands that a player can use

help:-nl,
delay(1),

write("You can use the following commands:'),

nl,
write('
nl,
write('
nl,
write('
nl,
write('
Someone'),
nl,

write('

look -> Gives location information, and informs'),

the player of the objects that surround him."),

goto Place -> Goes to the specified place.'),

look_at Item -> Gives information about Something

inventory -> Opens the inventory.'),

or
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nl,

write(' turn_on Item -> Turns on the specified item."),
nl,

write(' turn_off Iltem -> Turns off the specified item."),
nl,

write(' open Item -> Opens the specified item."),
nl,

write(' take Item -> Takes the specified item.'),

nl,

write(' give ltem -> Gives the specified Item."),

nl,

write("  talk_to Person -> Talks to specified Person.'),

nl,

write(' quest -> Describes the current quest/s.'),
nl,

write(' quit -> Quit the game - quest failed. '),
nl.

% % %o %o %o %o %o %o %o %o %o %o %0 %0 %0 %0 %0 %0 %0 %o %o %o %o %o %o %o %o Yo Yo Yo Yo Yo Yo Yo %o %o %0 Yo
% % % %o % %o % %o

%% Talk to a person, if a person is near you

talk_to(Person):-current_region(Region),
current_place(Place),
current_room(Room),
person(Person,Region,Place,Room),

speech(Person,Region,Place,Room).

talk_to(Person):-nl,
write('There"s noone near you.'),

nl.

% % % %0 % %o %0 %0 %0 %0 %o %o %0 %0 %o %o %o %0 %0 %o %o %o %0 %0 %o %o %o %o %0 %o %o %o %o %0 %o % %o %o
% % %o %o %o %o %o %o %o %o %o Yo %o %o %0 %0 %0 %0 %0 %0 %0 %0 %0 %0 % % Yo
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%% The speech of a person. If a quest is upgraded during a speech,
%% we must control the upgrade quest rule, so that, if we talk to
%% that person again, the upgrade will not be executed twice.We
%% accomplish this, by putting a flag into the program, which

%% represents the current quest state and putting it as a goal

%% in the speech which upgrades that flag.

speech(Person,Region,Place,Room):-
Person=mother,
quest_state(0),
nl,
write(' "Goodmorning son. I"ve seen you've woken up early."),
nl,
write('l can see you are tired.Here, take this sandwich.It"ll do you
good."),
nl,
assert(item_in_inventory(sandwich)),
write('Go and tell your sister to come here for breakfast.You will
find her"),
nl,
write(‘outdoors." '),
nl,
nl,
retract(quest_state(0)),
assert(quest_state(1)),
write(' "Quest Upgraded!!" Enter quest for info.'),

nl.

speech(Person,Region,Place,Room):-
Person=mother,
quest_state(State),
State\=0,
nl,

write(' "Goodmorning son. I"ve seen you'"ve woken up early."),
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nl,
write('Go and tell your sister to come here for breakfast.You will
find her"),
nl,
write(‘outdoors." '),

nl.

speech(Person,Region,Place,Room):-
Person=salesman,
painting_state(0),
nl,

write(' "Welcome child! Please inform me if anything in my store

nl,
write(‘could be helpful to you. By the way, have you looked at the
painting?" '),

nl.

speech(Person,Region,Place,Room):-
Person=salesman,
painting_state(1),
nl,

write(' "Welcome child! Please inform me if anything in my store

nl,

write('could be helpful to you. I"ve found this painting near the
fountain."),

nl,

write(‘Maybe someone had dropped it." '),

nl.

speech(Person,Region,Place,Room):-
Person=salesman,

painting_state(3), %The hero has taken the painting
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nl,

write(' "Welcome child! Please inform me if anything in my store

nl,
write(‘could be helpful to you.'),

nl.

speech(Person,Region,Place,Room):-
Person=anny,
anny_speech_state(0),
retract(anny_speech_state(0)),
assert(anny_speech_state(1)),
nl,
write(' "Oh, you cannot imagine how happy | am to see you."),
nl,
write(' But I"m afraid | have to tell you the bad news." '),

nl.

speech(Person,Region,Place,Room):-
Person=anny,
anny_speech_state(1),
quest_state(1), %in case quest is in the first state
nl,
write(' "Oh, ok. | guess you want to hear the news."),
nl,
write(" | was out playing with your sister at the dock '),
nl,
write(" which lies at the deepsea. But then my stomach '),
nl,
write(' started to ache, and | came home. But I"ve heard'),
nl,
write(" that your sister has not come back since." '),
nl,

nl,
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retract(quest_state(1)),
assert(quest_state(2)), % the quest now is to visit deepsea
write(' Quest Updated!! ",

nl.

speech(Person,Region,Place,Room):-
Person=anny,
anny_speech_state(1),
quest_state(0),
nl,
write(" Anny: "Have you talked to your mother??"),

nl.

speech(Person,Region,Place,Room):-
Person=anny,
anny_speech_state(1),
quest_state(2),
nl,
write(" Anny: "Did you find your sister? '),

nl.

speech(Person,Region,Place,Room):-
Person=monk,
monk_speech_state(0),
nl,
write(' "Hello young one, what wind brought you here? '),
nl,
write(' Excuse me,but | want to pray,so please leave '),
nl,
write(' me alone child."),

nl.

speech(Person,Region,Place,Room):-

Person=monk,
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monk_speech_state(1),
quest_state(2),
nl,
write(' "Oh thank you my dear child. | will throw this at sea '),
nl,
write(' so that the sea will be pleased and help you in your '),
nl,
write(" quest. Wait,she speaks to me saying that you are free'),
nl,
write(" to go to the darkwood,and meet the ELDER.He will tell'),
nl,
write(" you whatever you need."),
nl,
nl,
write(' Quest Upgraded!! ",
nl,
retract(quest_state(2)),
assert(quest_state(3)),
retract(can_go_darkwood(0)),

assert(can_go_darkwood(1)).

speech(Person,Region,Place,Room):-
Person=monk,

monk_speech_state(1),

quest_state(3),

nl,

write(' "Oh thank you my dear child. | will throw this at sea '),

nl,

write(' so that the sea will be pleased and help you in your'),

nl,

write(" quest. Wait,she speaks to me saying that you are free'),
nl,
write(' to go to the darkwood,and meet the ELDER.He will tell'),

nl,
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write(" you whatever you need."),

nl.

speech(Person,Region,Place,Room):-
Person=elder,
elder_speech_state(0),
nl,
write(' "Hello to thee,|"m searching for food to give to my '),
nl,
write(" parrot.'),

nl.

speech(Person,Region,Place,Room):-
Person=elder,
elder_speech_state(1),
nl,
write(' "Thanks,the parrot will be happy now. "),
nl,
write(" You are searching for your sister? Well,ok,"),
nl,
write(" | will tell you where she is.She was playing '),
nl,
write(" Hide and Seek with her friend,Maria.See is still'),
nl,
write(' Hiding here,Daphne come out.Your brother is looking'),
nl,
write(" for you.."),
nl,
nl,
write(' Daphne: Hallo,sorry for making you feel nervous.'),
nl,
write(" Hero: It"s ok,but don"t do it again.Let"s go home now.."),
nl,

nl,
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nl,
delay(5),
write('Congratulations!! '),
nl,
nl,
nl,
write(' Mystic Quest Ended.. Hope you enjoyed it."),
nl,
write(' Thanks for your time. '),
nl,
write(' Created by Tim.(E.T.)"),
nl,
delay(2),

end_condition(end).

% %% % % %o %o %0 %o %o %o %o %o %o %o %o %o %o %o %o Yo %o %o Yo %o %o Yo %o %o Yo %o %o Yo %o %o %o %o Yo
% %% % %0 % %0 %0 %o %0 %o %o %0 %o %o %0 %o %o %0 %o %o %0 %o %o %o %o Yo %o %o %0 %o %o %0 %o %o %o %o Yo
%% %%

%% The quest state represents, as logical, the current primary/secondary

quests.

quest:-quest_state(0),
nl,
write("You don"t have a quest at the moment.'),

nl.

quest:-quest_state(1),
nl,
write('Current quest: Find your sister and inform her for breakfast."),

nl.

quest:-quest_state(2),
nl,

write('Current quest: Search for your sister in the deepsea.'),
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nl.

quest:-quest_state(3),
nl,
write('Current quest: Go in darkwood,the darkest of forests.'),

nl.

BiAloypaoia - [Mnyéc

e Learn Prolog Now! Patrick Blackburn, Johan Bos, Kristina Striegnitz
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http://www.amzi.com/AdventurelnProlog/advfrtop.htm

e Prolog Lectures by Gareth Lullaby

e "Sleepy" -- A Sample Adventure Game in Prolog David Matuszek,
Villanova University

e Some Coding Guidelines for Prolog Michael A. Covington, Artificial
Intelligence Center, The University of Georgia

e SWI-Prolog 5.2 Reference Manual Jan Wielemaker

e Natural Language Processing Introduction
http://www.cee.hw.ac.uk/~diana/nl/I01sh Nikos Drakos, Computer
Based Learning Unit, University of Leeds.

e Logic, Language and Learning: Programming in Prolog Stefan

Kramer (original slides by Peter Flach)
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