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INTRODUCTION
Artificial intelligence (AI) is defined as intelligence exhibited by an artificial entity such a system is generally assumed to be a computer which is emerged as a computer science discipline in the mid 1950s. Since then, it has produced a number of powerful tools, many of which are of practical use in engineering to solve difficult problems normally requiring human intelligence. Although AI has a strong science fiction connotation, it forms a vital branch of computer science, dealing with intelligent behaviour, learning and adaptation in machines. Research in AI is concerned with producing machines to automate tasks requiring intelligent behavior. Examples include control, planning and scheduling, the ability to answer diagnostic and consumer questions, handwriting, speech, and facial recognition. As such, it has become a scientific discipline, focused on providing solutions to real life problems. AI systems are now in routine use in economics, medicine, engineering and the military, as well as being built into many common home computer software applications, traditional strategy games like computer chess and other video games.
CATEGORIES OF AI
a) Conventional AI;

b) Computational Intelligence (CI)

Conventional AI mostly involves methods now classified as machine learning, characterized by formalism and statistical analysis. This is also known as symbolic AI, logical AI, neat AI and Good Old Fashioned Artificial Intelligence (GOFAI).

Methods include a) Expert systems which apply reasoning capabilities to reach a conclusion. An expert system can process large amounts of known information and provide conclusions based on them and b) Case based reasoning etc.

Computational Intelligence(CI) involves iterative development or learning (e.g. parameter tuning e.g. in connectionist systems). Learning is based on empirical data and is associated with non-symbolic AI, scruffy AI and soft computing.

Methods include a) Neural networks which systems with very strong pattern recognition capabilities and b)Fuzzy systems which techniques for reasoning under uncertainty and has been widely used in modern industrial and consumer product control systems etc.
TYPICAL PROBLEMS TO WHICH AI METHODS ARE APPLIED
• Pattern recognition

o Optical character recognition

o Handwriting recognition

o Speech recognition

o Face recognition
• Natural language processing, Translation and Chatter bots
• Non-linear control and Robotics
• Computer vision, Virtual reality and Image processing
• Game theory and Strategic planning
OTHER FIELDS IN WHICH AI METHODS ARE IMPLEMENTED
* Automation.

* Automated reasoning

* Data mining

* Behavior based robotics

* Developmental robotics etc.

(A)Kismet is a robot made in the late 1990s at Massachusetts Institute of Technology with auditory, visual and expressive systems intended to participate in human social interaction and to demonstrate simulated human emotion and appearance.

(B) TOPIO is a bipedal humanoid robot designed to play table tennis against a human being. It has been developed since 2005 by TOSY, a robots firm in Vietnam. It was publicly demonstrated at the Tokyo International Robot Exhibition (IREX) on November 28, 2007.[1] TOPIO 3.0 (the latest vesion of TOPIO) stands approximately 1.88 m tall and weighs 120kg.[2]
CONCLUSION
It is concluded that if the machine could successfully pretend to be human to a knowledgeable observer then it certainly should be considered as an intelligent. AI systems are now in routine use in various field such as economics, medicine, engineering and the military, as well as being built into many common home computer software applications, traditional strategy games etc.

