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Adversarial Search

© 1998 Morgan Kaufman Publishers

Two robots, \Black" and \White" can move in their adjacent cells.

The goal of White is to be in the same cell with Black. The goal of

Black is to prevent this from happening.
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White moves

White moves

Black moves
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Part of the First Stage of Search in Tic-Tac-Toe
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The MAX does not have to accept more than �1.
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Use expected average values in evaluation.


