
Prolog Programming Assignment #1: Various Computations

Learning Abstract: In this Assignment, we will program exercises in Prolog that focus on

knowledge representation, search, and list processing. The first task was working by analogy

with a map coloring tool presented in class. Task 2 involves entering the Prolog code for the

floating forms world KB that was given in class. Task 3 required us to incorporate the

information base on Pokemon trade cards from class into our computational universe. In the last

work, we complete the "Head/Tail Referencing Exercises" segment from Lesson 5 on list

processing in Prolog.

Task 1: Map Coloring





Task 2: The Floating Shapes World



KB in Prolog









Task 3: Pokemon KB Interaction and Programming
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Task 4: Lisp Processing in Prolog








