
CSC 261 Lab 4: Adversarial Sear
h Fall 2011Assigned: Tuesday 20 September 2011Due: Monday 26 September 2011, 11:59 p.m.Obje
tives:
• Understand adversarial sear
h implementations
• Explore performan
e impli
ations of game heuristi
sCollaboration: This laboratory will be 
ompleted in pairs assigned by the instru
tor.1 Introdu
tionMan
ala is �
ount and 
apture� game dating ba
k to sixth 
entury Afri
a that is still played worldwide.While the rules are fairly simple, it does require sophisti
ated foresight to a
hieve su

essful play. In thisassignment, you are 
alled upon to 
reate an agent that will 
ompete against world Man
ala 
hampion JenKennings. How will you do it? The sear
h tree for optimal game play is hopelessly large and deep (at leastfor our MathLAN ma
hines), so something more 
lever is required. Fortunately, we've just learned about

α − β pruning for minimax sear
h algorithms. Now all we need is a solid implementation and a reasonableevaluation fun
tion for a game board state.1.1 Game playMan
ala is a two player game, where ea
h player has 6 �holes� that ea
h start with four stones in themand one larger hole 
alled the man
ala. Taking turns, a player removes all of the stones from one of his orher holes (ex
luding the man
ala) and deposits them one by one in other holes on the board in a 
ounter-
lo
kwise dire
tion. Along the way, stones may be deposited in the player's own man
ala, but the opponent'sman
ala is skipped. If the last stone is deposited in an empty hole belonging to the player, all of the stonesin the opponent's adja
ent hole are 
aptured (along with the singleton in the previously empty hole) andmoved to the player's man
ala. The goal of the game is to end up with the most stones in your man
ala(and potentially remaining in the other holes). The game ends when one player has no available moves.1
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( ) 0 1 2 3 4 5 ( )Photo Credit: http://www.flickr.com/photos/revgriddler/2736706261 (Used by permission.)The �gure above shows 
hildren in Cambodia playing a version of the game. On the right is a textualrepresentation of the board in
luding hole numbers and the two man
ala bins on the left and right sides.1In true man
ala play, dropping the last stone into the man
ala would garner another turn. Sin
e that makes minimaxsear
h somewhat more 
ompli
ated, we will ignore this rule, allowing stri
t alternation.1



2 Code and environmentFor this assignment, you will need to 
opy some starter 
ode from the MathLAN dire
tory:
~weinman/courses/CSC261/code/adversarial2.1 Game interfa
eIn order to promote 
ode reuse, the sear
h routine you will write takes a generi
 interfa
e we're 
alling a

game (de�ned in the �le game.scm.) The two pro
edures en
apsulated within a game value that you willneed for sear
h are
(game-successor-fun game) the su

essor fun
tion for a game state (giving the a
tions available tothe player whose turn it is along with the resulting states), and
(game-terminal? game) the terminal predi
ate for identifying when the game has ended.Other en
apsulated pro
edures in
lude
(game-win? game) a �win� predi
ate for identifying who has won the game,
(game-starting-state game) a starting state for the game,
(game-display-fun game) a display pro
edure for a game state, and
(game-play game player1 player2) a game play engine for pitting two de
ision pro
edures, player1and player2, against ea
h other.You may examine the the 
orresponding pro
edures do
umentation for greater details.We will be using the following example games:
barranca.scm, for whi
h it is reasonable to manually generate and tra
e an entire sear
h tree to verifythe sear
hes, as we have done in 
lass
tictactoe.scm, for whi
h it is 
omputationally feasible to run a 
omplete Minimax sear
h, and
mancala.scm, for whi
h alpha-beta sear
h with 
uto� is required.2.2 Adversarial sear
h2.2.1 Minimax sear
hThe �le minimax.scm 
ontains a 
omplete implementation of minimax sear
h. The fun
tion make-minimax-playeris simply a �fun
tor� (a pro
edure that returns a pro
edure) for 
reating a player pro
edure that takes a stateand produ
es an a
tion, whi
h is determined using minimax sear
h. The minimax-search pro
edure takesa game, the 
urrent state, and a utility fun
tion (for a parti
ular player), and it produ
es the optimala
tion by 
alling max-value. The pro
edure max-value takes a game and a state of the game. Itdetermines the best a
tion and its value, both of whi
h are stored in the returned pair. The best a
tionis determined by re
ursively 
alling min-value, whi
h behaves similarly. When max-value returns to
minimax-search, the optimal a
tion is given by taking the car of the action-value pair produ
ed by
max-value.Some built-in display 
ode that may be enabled by setting the value DO-DISPLAY at the top of the
minimax.scm �le to #t. This will allow you to see the utility of terminal states, and the a
tions and valuesfor ea
h max and min node in the tree. (It is not re
ommended you do this for ti
-ta
-toe, though.)The �le cutoff-minimax.scm employs the 
uto� strategy suggested by the text (
f., AIMA 5.4.2).This implemenentation is similar to the routines in minimax.scm ex
ept that they use a state evaluationheuristi
 fun
tion, rather than a utility fun
tion, and only sear
h to a given number of plies.2



2.2.2 Alpha-Beta sear
hThe �le alphabeta.scm 
ontains skeletons and spe
i�
ations for the two pro
edures you are to write.These are similar in nature to the examples in minimax.scm, and cutoff-minimax.scm with a few keydi�eren
es. Your re
ursive routines will require the α and β values, as well as keeping tra
k of the sear
hdepth, so that an evaluation fun
tion 
an be applied.Just like make-cutoff-minimax-player, the provided pro
edure make-alpha-beta-player 
re-ates a player that uses a parti
ular evaluation fun
tion and sear
hes to a depth of a given number of plies.The alpha-beta-search pro
edure begins the sear
h for a maximizing a
tion.You will 
omplete the de�nitions of alpha-beta-max-value and alpha-beta-min-value. Of
ourse, these are so similar that implementing one pra
ti
ally gives you the other.We will have more to say about how evaluation-fun examines a state and 
al
ulates a s
ore in amoment.2.3 Man
ala gameThe �le mancala.scm provides an implementation of the rules given above that meets the game interfa
espe
i�
ation. The only details you will need to worry about (eventually) are the displayed board formatshown on the �rst page (if you 
are to see how the game is being played) and the a
tual state representationin S
heme for writing an evaluation pro
edure.3 AssignmentProblem 1 - Creating an evaluation fun
tion [50 points℄Part AOur in-
lass lab looks at a board heuristi
 that is too simple; it ignores many important aspe
ts of the endgame until it is too late. Your �rst task is to write a better evaluation fun
tor best-mancala-eval
(define best-mancala-eval

(lambda (player)
(lambda (state)

...Things that you may want to 
onsider in
lude
• number of stones in your player's man
ala
• the total number of stones on your player's side of the board,
• the number of empty holes on your player's side of the board
• board 
on�gurations that 
an lead to large gains (or losses)
• or anything else you might think of.Experiment with several di�erent heuristi
s, systemati
ally testing them to determine whi
h seems to workbest. You 
an test these heuristi
s with the cutoff-minimax-search provided as well as the alpha-betapruning implementation you will 
omplete.Part BWrite a short essay about how you 
hose your evaluation fun
tion. What things did you try? What workedwell and what didn't? Explain how you determined what works well.The audien
e for your essay is your 
lass peers. That being the 
ase, you still ought to brie�y introdu
ethe problem and 
ontext. 3



Problem 2 - Implementing alpha-beta pruning [50 points℄Part AUsing the pro
edures in minimax.scm and/or cutoff-minimax.scm as potential guides, implement
alpha-beta-max-value and alpha-beta-min-value for alpha-beta sear
h as spe
i�ed in alphabeta.scmand des
ribed in AIMA Figure 5.7 Like max-value in minimax.scm, and cutoff-max-value in
cutoff-minimax.scm alpha-beta-max-value returns both the optimal a
tion and its value in apair.Remember that Minimax sear
h expands the entire sear
h tree. Sin
e we may not always be able tosear
h a game tree all the way to terminal states, we will need to impose a 
uto� test limiting the numberof plies that are sear
hed. Just as in cutoff-minimax.scm, every transition from a min node to a maxnode in
reases the depth (number of plies) of the sear
h.Part BYou will need to test your alpha-beta sear
h on something simpler than man
ala. Fortunately, you also havebarran
a and ti
-ta
-toe. Using either of these games, 
arefully test your algorithm by 
al
ulating the utilityvalues of various states, making sure your sear
h is returning the 
orre
t move and pruning the sear
h treeappropriately.Write a statement in
luding at least one example that illustrates your sear
h routines 
orre
tly prunethe sear
h tree.For example, 
onsider the example barran
a game (n = 4, k = 7) whose sear
h tree you will tra
e in thein 
lass lab; it is illustrated (in part) below.

3 , 8 4 , 6 2 , 1 2

1 2 3 4
2 3

3 4 2 44 3 4� 1 � 1 0� 1 � 1 0� 1 0
AB CDEPlayer 1 (max) has started by 
hoosing 1. At the max node labeled B, player 2 has found the result of
hoosing the number 2. After this, the min node labeled A should have updated β = −1. It then pro
eedsto 
al
ulate the max value for C, with β = −1. On
e the min node labeled D returns the value 0, node Cknows that the value it returns will be at least 0, but in fa
t 0 > β = −1. Be
ause the result is ne
essarilyhigher than the other option that the parent min node A already has, there is no need to examine the otheroption. Thus, we may prune the remaining su

essor of C, whi
h 
orresponds to 
hoosing 4.
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To write this up, one might add a display/printf statements to the 
ode that produ
e su
h aninformative output, su
h as:
...
MAX state (#t (1) (3) (2 4)) Entran
e for state C
MIN state (#f (2 1) (3) (4)) Entran
e for state D
MAX state (#t (2 1) (4 3) ()) Entran
e for state E
MAX value 0 Value of state E
MIN value 0 Value of state D
beta=-1.0: prune Dis
ontinuation in state C
MAX value 0 Value of state C
...Your statement should also explain what is happening, as in the example above and in the output annotations.You must 
hoose a di�erent example for demonstrating the 
orre
tness of your 
ode, though you mayuse any game you like. Signi�
ant 
redit will be attributed to the quality and 
larity of your explanation.Be sure you understand this example so you are able to produ
e your own.In your submitted 
ode, leave any display lines in pla
e but 
ommented out.Man
ala tournamentThough no part of your grade will be dependent on it, a tournament using your own man
ala players willbe 
ondu
ted. Somewhere in your submitted �les you should de�ne username-mancala-best-player1and username-mancala-best-player2 using your evaluation pro
edure best-mancala-eval andwhatever sear
h routine you 
hoose. However, ea
h 
all to your player must take no longer than 10 se
ondsnor sear
h deeper than 5 plies. Any player pro
edure that violates these 
onstraints will be disquali�ed. Thewinner will gain bragging rights and (subje
t to availability) some sort of prize.What to turn inYour submission should in
lude the following

• Your 
ompleted alphabeta.scm �le
• A .scm �le with your man
ala heuristi
 best-mancala-eval de�ned.
• A short driver program that demonstrates your pro
edures are 
orre
t
• A single PDF 
ontaining (merged)� Your S
heme �les� A trans
ript of your test driver program's output� Your evaluation fun
tion essay� Your α − β test explanation
Copyright 
©2011 Jerod Weinman. This work is li
ensed under a Creative Commons Attribution-Non
ommer
ial-Share Alike 3.0 United States Li
ense.
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