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Lecture 6: Search: Games, Minimax, and Alpha-Beta

description of the board — omucanne urpoBoro moJist

if-then rules — ycsioBHbIe TIpaBu/Ia (IpaBUa €CJIU-TO)

evaluation of the board — ornenka curyanuu Ha UI'POBOM II0JI€

possible moves — Bo3MOXKHBIE XO,IbI

static value — crarudeckuii mapamerp (4UCIOBas OlNEHKA BO3MOMKHOIO XOJIa)

linear scoring polynomial — onenounast jimHeiiHas kKoMOuHaIUs (DPYHKIHUST OT XapakTe-
PHUCTHK UTPOBOTO TOJIsl, UCHOJIb3yeMast JJisi OIEHKN BO3MOYKHOTO XO/[a.)

brute force — mosHbIi EPEOOP
tree of moves (== game tree) — 7epeBoO XOJIOB (== JIePEBO UI'DHI)

branching factor — koaddurenT BeTBIEHNsT (YUCTO UCXOAAINX PEGED B BEPIIUHE Jie-
peBa)

depth of the tree — riybuna mepesa
terminal (leaf) nodes — TepMunanbHBIH (JMCTOBOIT) y3e

minimax algorithm — asropurm MuHEMAKC (OCHOBaH HA MHHUMU3AIINE BO3SMOXKHBIX 110
Tepb KOTOPbIE UI'POKY HEJIb3s MPEJOTBPATUTE IPU PA3BUTUHM COOBITUN 110 HAUXY/IIIEMY
JJIsl HETO CIIEHAPHIO)

adversarial game — cocrazaTebHas urpa

crude measure — rpybast oleHKa (n3Mepemnue)

alpha-beta pruning — anbda-6era-orcedenne (ONTUMU3AIUSA AJTOPUTMA MUHUMAKC)
adjacent levels — cocemaue ypoHm

progressive deepening — mocrernentoe yriybsierue (MoCTelNeHHoe yBeIndeHne IyOuHbI
JiepeBa UrPbI JIJIs OTIEHKU XOJIOB)

anytime algorithm — asropuTym ¢ orcedenuem Mo BpeMeHu (Crocob6eH BbIaTh HAUTY dIliee
Ha JIAHHBI MOMEHT pellleHne B JII000e BpeMs )



