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First-Order Logic t

PLANNER

Q&I Modules (Reactive Processing)

NLG

MAVIGATION

BASIC ACTIONS

l

Percepts (depends on which testbed)

ROUTINIZED ACTION

- ITS: proof snapshots and submitted proofs

SHALLOW NLP

- CHOGIC: chess/checkers configurations
- UNREAL Tourney: targets in field of vision
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Actions

- INT Gaming: information about suspects, etc.

-COMPLETED PROBLEMS
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