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P RE V I O U S  L A N D M A R K  E X T R AC T I O N

 Previously, Hoffmann proposes two landmark algorithms LMRPG and LMlocal

LM RPG (Relaxed Planning Graph)

• Combines landmarks with a relaxed 
planning graph to extract more relevant 

and stronger landmarks

LM Local

• Improves heuristic guidance by 
considering local dependencies 

between landmarks
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L M  RP G  I N  S A S +  PL A N N I N G
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P S E UD O - H E U R I S T I C  L A N D M A R KS
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E X PE R I M E N TS  A N D  R E S U LT S
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C O M PA R I N G  T H E  
N U M B E R O F  TA S K S  
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N U M B E RS  O F  
L A N D MA RK S  A N D  

O R D E R I N G S
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R I C H T E R ’ S  L A N D M A R K- B A S E D  
P S E UD O - H E U R I S T I C  EXA M PL E
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Available Actions: 

• Turn on the kettle: Requires the kettle 
to have water

• Boil water: Requires the kettle to be 
on

• Pour hot water into the cup: Requires 
boiled water

• Add a tea bag to the cup: Requires a 
cup

• Steep tea: Requires hot water and a 
tea bag in the cup



I D E N T I F Y I N G  L A N D M A R K S  U S I N G  L M  R PG
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C O U N T I N G  U N AC H I E V E D  L A N D M A R K S

State Unachieved Landmarks Heuristic 
Value

Initial State 4 (Boil water, Pour, Add tea bag, Steep) 4

After turning on kettle 4 (Boil water, Pour, Add tea bag, Steep) 4

After boiling water 3 (Pour, Add tea bag, Steep) 3

After pouring water 2 (Add tea bag, Steep) 2

After adding tea 1 (Steep) 1

Goal state 0 0

The heuristic value is the count of remaining unachieved landmarks. The planner 
prioritizes actions that reduce the number of remaining landmarks, guiding the 

search effectively



H OW  T H I S  H E L PS  S E A R C H

 Richter’s pseudo-heuristic counts remaining landmarks instead of 

estimating cost. Improves search efficiency by reducing wasted 

exploration of states missing preconditions

 Guides planning by necessity ensuring critical steps are done early

 Combines well with other heuristics like FF to refine estimates. 



T H A N K  YO U

https://www.sciencedirect.com/science/article/pii/
S0004370219300013
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