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Describe how your program runs as of this version.

I currently have a working program for an AI player. The primary algorithm is a standard minimax search with alpha-beta pruning. The board evaluation function uses several features: number of pieces, weighted squares, number of legal moves, frontier squares, corners, and squares adjacent to corners. The player picks a move by iteratively deepening the alpha-beta search, which allows it to better allocate time and, in the future, to improve searches with better move ordering

The player program takes input by reading the board state from stdin. Then, it selects a move and prints the move to stdout. This player program currently interfaces with Torbert’s referee through a small Python program, which runs the player in a subprocess and handles the communication with it. My program does not have input error handling because it only receives input from the referee and interface, not humans. If it somehow received invalid input, it would probably fail without crashing, which is bad, so I will probably add error handling in the future.

I have not done much testing, as it is difficult to test an AI player program. Bugs are difficult to find and track down, but if they exist, they appear to have a relatively minor impact. I have analyzed the performance of the player by playing it against AI players written by other students. It consistently wins over almost all players, usually by very large margins, except for one which it ties with.

What do you expect to work on next quarter, in relation to the goal of your project for the year?

I am currently working on a referee program and will continue at the beginning of next quarter. Then, I will work on several improvements on the AI player, such as:

· MTD(f), an enhancement of alpha-beta

· Using a transposition table to cache board positions that have already been evaluated

· Selective game-tree search

· Quiescence search

· Using machine learning to improve heuristics and move decisions

