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Describe how your program runs as of this version.

Referee

I first wrote a referee program for Othello to run the game. The referee keeps track of the board state and allow two players to play games against each other. The referee supports AI player programs written in multiple languages as well as human players. The referee is implemented in Python and makes use of Python's subprocess module to run each player program in a child process. Running the player programs in a child process allows the referee greater control over the player programs, such as the ability to enforce time limits, and allows them to be implemented in any language. The referee communicates with each player by sending it information about the opponent player's moves and when a game starts and ends. 

I have also implemented a graphical user interface for the referee in C++ with the Qt graphics toolkit. The GUI displays the board, animates the players' moves, and allows a human to play easily by clicking on the board. The referee runs the GUI in a child process, like the players, and communicates with it in a similar way. The referee's user interface is implemented in an abstract way that allows it to be easily modified.

The referee is highly customizable and supports a number of additional features, such as tournaments between several players and automatic statistical testing to determine whether one player plays significantly better than another. 

AI Programs

I have implemented basic minimax AI players in both Python and C++, in order to compare their performance, but most of the AI player development is in C++. See my paper for description of 

my work on the AIs.

