Rules of the Blind man’s buff game
The game is played in an environment where there is a rectangular grid of n x n spaces, each potentially containing objects. The boundary spaces contain wall, some spaces contain obstacle, others can contain person. The game is played by one agent whose task is to localize any person, if possible. At the start, the agent has in (bs-agent-body-grid agent-body) the position of walls, persons and obstacles in the grid, whose dimensions can be found using the standard function array-dimensions. The agent does not know its position neither the direction it is facing at the start.
Permissible actions of an agent

Moves – are accomplished provided that the goal space is empty: 



· forw – move one position forward in the direction where the agent is facing 

· left – move one position to the left from the direction where the agent is facing 

· right - move one position to the right from the direction where the agent is facing
· backward – move one position against the direction where the agent is facing
Stopping the game
· stop – if  no person can be localized
Structure of agent’s percept

The agent’s percept is a two-element list, whose first element is the agent-body. The second element is a proper agent’s percept of the external world. At the start, this percept is NIL, in every following step the percept reflects the previous action as follows: 

· NIL – if the previous action was successfully performed 
· BUMP – if the previous action was not successfully performed (the target space contains wall or obstacle)

If the agent moves to a space containing a person, the game is stopped. The task of the agent is to find a person as fast as possible or to find out that it is not possible (due to obstacles). The score of the agent is calculated as a negative number of steps needed to finish the game. If the agent stops the game incorrectly, the score is -1000.  

Files necessary for a proper work of an agent

1. The following files from the AIMA code should be loaded without any changes, only their home directory has to be specified accordingly:

(load "e:\\JUI\\AIMA\\utilities\\utilities.lisp")

(load "e:\\JUI\\AIMA\\utilities\\binary-tree.lisp")

(load "e:\\JUI\\AIMA\\utilities\\queue.lisp")

(load "e:\\JUI\\AIMA\\utilities\\cltl2.lisp")

(load "e:\\JUI\\AIMA\\agents\\environments\\basic-env.lisp")

(load "e:\\JUI\\AIMA\\agents\\environments\\grid-env.lisp")

(load "e:\\JUI\\AIMA\\agents\\agents\\agent.lisp")

(load "e:\\JUI\\AIMA\\agents\\algorithms\\grid.lisp")

2. The following file has to be completed and then loaded
(load "e:\\JUI\\AIMA\\agents\\environments\\blind-seek.lisp")

3. Test runs can be performed using e.g.

(run-environment (make-bs-world :max-steps 100))

