Knowledge

Knowledge is the body of facts and principles.  Knowledge can be language, concepts, procedures, rules, ideas, abstractions, places, customs, and so on.  In philosophy, the study of knowledge is called epistemology. The philosopher Plato famously defined knowledge as "justified true belief."  However, no single agreed definition of knowledge exists, though there are numerous theories to explain it.
Knowledge is a familiarity with someone or something, which can include facts, information, descriptions, or skills acquired through experience or education. It can refer to the theoretical or practical understanding of a subject.  It can be implicit (as with practical skill or expertise) 
				Or
 explicit (as with the theoretical understanding of a subject); it can be more or less formal or systematic.
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Data

The data might concern numerical quantities of process elements that could include bottle weight, data about the soft drink colour. 
Only when these sets of data are put in the right order or in a more specific and more organized framework will they have a meaning.

Information
In this example information could be an excel data sheet that describes several production elements of a specific drink lot. 
For example, the title of the sheet could be: Weight of bottles for Coke, Lot No 12445, produced on 29/11/2013.
It is obvious that this sheet with organized information has a specific purpose (to control) and it is associated to a particular production element or object (Coke) and production event (bottles filled for lot No 12445 on 29/11/2013).

When the particular knowledge associated with the above data and information is discussed it could be easily realized that: 

1. Someone, who is expert in quality statistical control, must interpret the data sheet

2. In addition, this person, in order to make his decision, needs a framework for evaluating this information. The final decision of the quality manager could be to send the bottles back for refilling or to rank the lot as quality A or quality B and then decide to which markets the lot should be pushed to.

3. Only this expert was able to decide how the drinks lot in question varied from the past lots and from the quality standards and why this lot should be pushed to market A (more strict customers) or to market B (not so strict customers).
Wisdom
In this example the corresponding wisdom could be described as the ability of the quality expert or quality department to improve the whole quality control process by reviewing the quality standards again as well as by reviewing the required control process taking into consideration previous knowledge and experience. 
In any of the above-mentioned cases the company will improve the quality control process. 

Transfer of knowledge
Symbolic representations can be used to indicate meaning and can be thought of as a dynamic process. 
Other forms of communication include observation and imitation, verbal exchange, and audio and video recordings. Philosophers of language construct and analyze theories of knowledge transfer or communication. While many would agree that one of the most universal and significant tools for the transfer of knowledge is writing and reading, argument over the usefulness of the written word exists

Procedural knowledge
Procedural knowledge is compiled or processed form of information.  Procedural knowledge is related to the performance of some task.  For example, sequence of steps to solve a problem is procedural knowledge. In some legal systems, such procedural knowledge has been considered the intellectual property of a company, and can be transferred when that company is purchased.
One advantage of procedural knowledge is that it can involve more senses, such as hands-on experience, practice at solving problems, understanding of the limitations of a specific solution, etc.

Declarative knowledge
Declarative knowledge is passive knowledge in the form of statements of facts about the world. 
the type of knowledge that is, by its very nature, expressed in declarative sentences or indicative propositions.  For example, mark statement of a student is declarative knowledge.

Heuristic knowledge
Heuristics knowledge are rules of thumb or tricks.  Heuristic knowledge is used to make judgments and also to simplify solution of problems. 
It is acquired through experience. An expert uses his knowledge that he has gathered due to his experience and learning. experience-based techniques for problem solving, learning, and discovery that give a solution which is not guaranteed to be optimal. 
Where the exhaustive search is impractical, heuristic methods are used to speed up the process of finding a satisfactory solution via mental shortcuts to ease the cognitive load of making a decision.
Examples of this method include using a rule of thumb, an educated guess, an intuitive judgment, stereotyping, or common sense.

Organizing the Knowledge
· Representing the knowledge
· Frames
· Semantic Networks
· Rules
· Propositional and Predicate Logic
Frames
Frames were proposed by Marvin Minsky in his 1974 article "A Framework for Representing Knowledge." A frame is an artificial intelligence data structure used to divide knowledge into substructures by representing "stereotyped situations." Frames are the primary data structure used in artificial intelligence Frame languages.

Frames are also an extensive part of knowledge representation and reasoning schemes. Frames were originally derived from semantic networks and are therefore part of structure based knowledge representations. According to Russell and Norvig's "Artificial Intelligence, A Modern Approach," structural representations assemble "...facts about particular object and even types and arrange the types into a large taxonomic hierarchy analogous to a biological taxonomy."
Frame structure[edit]

The frame contains information on how to use the frame, what to expect next, and what to do when these expectations are not met. Some information in the frame is generally unchanged while other information, stored in "terminals,"[clarification needed] usually change. Different frames may share the same terminals.

Each piece of information about a particular frame is held in a slot. The information can contain:

Facts or Data
Values (called facets)
Procedures (also called procedural attachments)
IF-NEEDED : deferred evaluation
IF-ADDED : updates linked information
Default Values
For Data
For Procedures
Other Frames or Subframes
Features and Advantages

A frame's terminals are already filled with default values, which is based on how the human mind works. For example, when a person is told "a boy kicks a ball," most people will visualize a particular ball (such as a familiar soccer ball) rather than imagining some abstract ball with no attributes.

One particular strength of frame based knowledge representations is that, unlike semantic networks, they allow for exceptions in particular instances. This gives frames an amount of flexibility that allow representations of real world phenomena to be reflected more accurately.

Like semantic networks, frames can be queried using spreading activation. Following the rules of inheritance, any value given to a slot that is inherited by subframes will be updated (IF-ADDED) to the corresponding slots in the subframes and any new instances of a particular frame will feature that new value as the default.

Because frames are structurally based, it is possible to generate a semantic network given a set of frames even though it lacks explicit arcs. Furthermore, the structure of frames allow for easy analogical reasoning, a much prized feature in any intelligent agent. The procedural attachments provided by frames also allow a degree of flexibility that makes for a more realistic representation and gives a natural affordance for programming applications.

Example

Worth noticing here is the easy analogical reasoning (comparison) that can be done between a boy and a monkey just by having similarly named slots.
Also notice that Alex, an instance of a boy, inherits default values like "Sex" from the more general parent object Boy, but the boy may also have different instance values in the form of exceptions such as the number of legs.
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