Artificial Intelligence
Spring 2005
Proposed Schedule for Project #1:
Spend the first two days just thinking about it.  That will leave four weeks.

Week #1:

· Implement your data structures and your legal moves function.

· Provide yourself a way to specify any board position and whose turn it is, and test the function thoroughly!

· Create a function to display the board.

Week #2:

· Implement a function to apply a move to a position.
· Create a text base interface and have your program play a game!
· On the computer's move, choose between all moves randomly (or choose the one that maximizes a very simple heuristic).

· On the player's move, give the option of listing all the legal moves and verify that the player selects a legal move.

· Display the board after every move and check to see if the game is over.

Week #3:

· Implement the alpha beta search and iterative deepening!

· I suggest making a few changes to the book's pseudo-code.

· Make sure you are handling the alpha and beta parameters correctly.

· Make sure your program is handling the time limit correctly.

· Implement a semi-simple heuristic and test your program thoroughly.

Week #4:
· Experiment with your heuristic function and discover one that makes your program play great!  Remember that the heuristic function needs to be fast.

· If you have organized your program well, you may want to make it play itself using various heuristics against each other to see which ones perform best.

· Reread the project requirements and make sure you are not forgetting anything.

