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1 3EIENR

A5 H J2 UC Berkeley CS188 A T REIRIERIEE NI H, HRAE T XN PIHEER (Adversarial
Search), TEMIAE A, FA TR 95 12| Pacman RYETRE(R, (HHBEMEIECE# L EFYIAIE
Yy, A F5hEH Pacman FIEAR (Ghosts) HIIMEHATEI SN, LI KAV OEIE AR
Reflex Agent (RREIEHER) . Minimax (BRAMINETE) . Alpha-Beta BJA% PA M Expectimax (22
RAREIR), Wb, IETREIR &R ROk s S8 REMME A BRIR LA R R SRtk
Ko WIS AL, FATRAIRAFLME AR R, BIRIUIL DA RS2 BRI T S5 S B2,

2 ERANTE

RIRERNERZ T 5 MRLIEESS, BAEWT:

1. Q1: Reflex Agent: SCHL—/MREUMEIRYE L ARIRSHRFIE (e WIBE & My RAZED i Bl
I 5 N7 S S RE AR

2. Q2: Minimax: SZILIE FH () Minimax 59%, ffi Pacman A8 88 5 5 K R SR U A0 SR 8E (R
)R Jyik Pacman 1370 A% HITEOLT, BRI RICEAE.

3. Q3: Alpha-Beta Pruning: f£ Minimax FJ#&fili E5] \ Alpha-Beta B4, LAE/D AL E
M5 Sy e, IREMERAE, WIS ERE R,

4. Q4: Expectimax: 33 Expectimax 5%, AN FHERBHA R oo -, T2 H sy
BENLAT BRI F, E i TR RS 0 R KA a .

5. Q5: Evaluation Function: #it—> B KT R EL, 2557 18 2 Rl SoR S RHIE,
B REARTE I R IR EA IR A7) B vHE A PRAM =) T4 3R

3 LIEEK

AT HZRTE multiAgents. py XIFHIRIETE S [#h20HS, BOOERWT:

1. SCAHES: A CVHEEL multiAgents. py, FA SO (U pacman. py, game. py) AAHEL,
PR S5 H shvE g 31

2. SFEIE A SZELAT Minimax AT Alpha-Beta 532 A0S FAT B AR FTWA R (Min JZ) Al
{ERTRE S RIRE .

3. BURCIERAME: 76 Q3 H, WZNIEHSEIL Alpha-Beta BUAIZ 4R, ASEE AT w 1R 3 g ity
L% B8 getLegalActions IR [FIFIRA ), HASRESEATIE T2 EH I BIH,, PLsE & ULEL H
FIVEr ey R AR .

4. PEReFEAS: KT Q1 A1 Q5, BT PEAL bR H AUH Pacman 7EMIA ¢+ HHIA B — e 1 ik
Q1 FHiwAE 5 kLA F, Q5 FHAE smallClassic FAnfa4s# 10 ¥k H34r#8id 1000),
Hg A7 i 8] 75 76 80 Y BB A -
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4.1 Q1: Reflex Agent (T8 fefk)

SEHLE % . Reflex Agent AN THIE R, 2Rt HU/HLUEI’]E%WfE?Eii%ﬁWEO ﬁiﬂ‘]ﬁ
evaluationFunction I ITT | —ME ML A G D RS . FEHZEHNHE:
BT R R R B R EUE i) ; Eﬁﬂ%lﬂiiﬁ e H RS, W 2k T (Q/\%
ﬁijiﬂﬁ 1U

AT (multiAgents. py):

def evaluationFunction(self, currentGameState: GameState, action):
successorGameState = currentGameState.generatePacmanSuccessor(action)
newPos = successorGameState.getPacmanPosition()
newFood = successorGameState.getFood()
newGhostStates = successorGameState.getGhostStates()
newScaredTimes = [ghostState.scaredTimer for ghostState in newGhostStates]

# HERIRIE BV
foodList = newFood.asList()
if not foodList:
return 999999
minFoodDist = min([util.manhattanDistance(newPos, food) for food in
foodList])

# T fE S WA R
for i, ghostState in enumerate(newGhostStates):
dist = util.manhattanDistance(newPos, ghostState.getPosition())
if dist < 2 and newScaredTimes[i] ==
return -999999

# EvEor: HEAN + 'R
return successorGameState.getScore() + 1.0 / (minFoodDist + 1)

ke 2

python autograder.py -q ql
python pacman.py -p ReflexAgent -1 testClassic

4.2 Q2: Minimazx (W RM/NE)

SEPLEHE . Minimax FAME—BRIBEZERY, Pacman 14 MAX BBl & KALG 7, TrH
Ha R AE N MIN Z X Bl i /ME Pacman 7377 58— 28 IHAE —> Agent K173, %05
IMmmC%mw)ﬁ;ﬁEMlﬁ%%LE%ﬁAymﬁﬂ*%ﬁ*Eﬁﬁ,ﬁii%ﬁ
THHE R 2] Agent 0 BB INIR 40

}% 0K HS (multiAgents. py):

def minimax(agentIndex, depth, gameState):
if gameState.isWin() or gameState.islLose() or depth == self.depth:
return self.evaluationFunction(gameState)

# MAX Agent (Pacman)
if agentIndex ==
bestValue = float("-inf")
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for action in gameState.getlLegalActions(agentIndex):
succ = gameState.generateSuccessor(agentIndex, action)
bestValue = max(bestValue, minimax(agentIndex + 1, depth, succ))
return bestValue
# MIN Agents (Ghosts)
else:
bestValue = float("inf")
for action in gameState.getlegalActions(agentIndex):
succ = gameState.generateSuccessor(agentIndex, action)
if agentIndex == gameState.getNumAgents() - 1:
bestValue = min(bestValue, minimax(0@, depth + 1, succ))
else:
bestValue = min(bestValue, minimax(agentIndex + 1, depth, succ))
return bestValue

Mk FE 2

python autograder.py -q g2
python pacman.py -p MinimaxAgent -1 minimaxClassic -a depth=4

4.3 Q3: Alpha-Beta Pruning (Alpha-Beta Bt} )

S 7E Minimax B35 E4E PN B o MAX 7 551 R ) A1 8 (MIN 75 &8 B Y.
7 MAX 1 8, IR R I SCHE KT by, NIBTA; (RN MIN RQH S ANS:1%E); 76 MIN
A, WRFESSENT o, METE (MAX R AAZIEE).

% UAHS (multiAgents. py):

def maxValue(agentIndex, depth, gameState, alpha, beta):

v = float("-inf")

for action in gameState.getlLegalActions(agentIndex):
succ = gameState.generateSuccessor(agentIndex, action)
v = max(v, alphaBeta(agentIndex + 1, depth, succ, alpha, beta))
if v > beta: return v # Pruning
alpha = max(alpha, v)

return v

def minValue(agentIndex, depth, gameState, alpha, beta):
v = float("inf")
for action in gameState.getlLegalActions(agentIndex):
succ = gameState.generateSuccessor(agentIndex, action)
if agentIndex == gameState.getNumAgents() - 1:
v = min(v, alphaBeta(0, depth + 1, succ, alpha, beta))
else:
v = min(v, alphaBeta(agentIndex + 1, depth, succ, alpha, beta))
if v < alpha: return v # Pruning
beta = min(beta, v)
return v

Mk FE 2

python autograder.py -q g3
python pacman.py -p AlphaBetaAgent -a depth=3 -1 smallClassic
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4.4 Q4: Expectimazx (Wi K5VE)

LB B . Expectimax A P WA R a2 fe 0T T, 12 R EATEENLAT 3 (Uniform
Random). [A|It, Min 228/ | Chance /7, THETA GEUIRE[ 0 H-FIME GHEE). X
453 Pacman 1E [H %] 3 F 10 i R B BT 2K — 5 XU 25 3R BB s A 2

% UARHS (multiAgents. py):

def expValue(agentIndex, depth, gameState):
v =20
actions = gameState.getlLegalActions(agentIndex)
prob = 1.0 / len(actions)
for action in actions:
succ = gameState.generateSuccessor(agentIndex, action)
if agentIndex == gameState.getNumAgents() - 1:
v += prob * expectimax(0, depth + 1, succ)
else:
v += prob * expectimax(agentIndex + 1, depth, succ)
return v

Mk FE2

python autograder.py -q q4
python pacman.py -p ExpectimaxAgent -1 minimaxClassic -a depth=3

4.5 Q5: Evaluation Function (VEAER%L)

S B NTERRIREHRFIREBHIFRI, betterEvaluationFunction ZE T HE
FRAE . B 7 50040, AT 1% e & 22 5 (B +10), X R FE I 225 (BLE +20),
DL AT 5215 W R 1B A 225 (RLEE +100) o [E], EE T A 52 5 W R 25 F 55 31 (ALEE-1000),
FEAR H 7 S WA I e B 25 T HE ST,  PAIUA) Pacman RUERIE S LA .

%A (multiAgents. py):

def betterEvaluationFunction(currentGameState: GameState):
pos = currentGameState.getPacmanPosition()
score = currentGameState.getScore()

# HEERIE

foodDist = min([util.manhattanDistance(pos, f) for f in foodList]) if
foodList else 0

score += 10.0 / (foodDist + 1)

# v R HE
for i, ghost in enumerate(ghostStates):
dist = util.manhattanDistance(pos, ghost.getPosition())
if scaredTimes[i] > O:
score += 100.0 / (dist + 1) # Sz zids
elif dist < 2:
score -= 1000.0 #  /j G

# OBCRRRE G/ BREE, o2
score -= len(foodList) * 4
score -= len(capsules) * 20



return score
MHAFE 2

python autograder.py -q g5
python autograder.py -q g5 --no-graphics

5 SEIRLER

AIEBIFE 5 MEFEIE ISR, FHiEd 17 Hahi¥sras (autograder) HIFTA I,
RS T 2525 B 53 1St

Provisional grades

Question ql: 4/4
Question g2: 5/5
Question g3: 5/5
Question g4: 5/5
Question g5: 6/6

Total: 25/25

FEIMIALE R

1. Q1 (Reflex): & BEAREME A Ty R FFHZ R V), 1F testClassic HRINEE, 135
S3itEid 1000

2. Q2 (Minimax): B 1 Fra R R R AR RN, R S S b
Foe—8, EH T IESYE.

3. Q3 (Alpha-Beta): 7E{#£F 45 B 5 Minimax — SRR T, BEW0 T BT SEE.
1E smallClassic I, REEA 3 U4 R BENELEAR I (8] N 7€ il

4. Q5 (Eval): Bt B B ER B, Pacman 7E smallClassic [ 10 YREEALINAH 4
ERARNE,  HAPFI8 0 88 1000 73 HOER, UERH 1 RFIEIE B AR E 70 e i) A 2 .



6 KIWBLE

EEARESE, FIRAER TN HHRRBAR OB LA 2 B R RIS R R R

B, KM T Minimax 5%, BUE T FHIEFEH MAX 5 MIN T R B EHIZ) K R, BE
JG, 1EIE I Alpha-Beta 8957, BIRZIAZE] T BIRHAN THRIHER BRI EE E——ERE
BN RZORATRTHE T, TR M SRR, #15ERZAERBOVATEE,

HIR, Expectimax FIRHISEHIEBINRE, LA BENLEEARR PO TS, SRR
AENLE) Minimax BRI B &5, WRHEAIURIERERSY, BT PHERE. RFEZTWN
PREISIRS SO RHE AR BV, MRS, HEd Lt 51X ERER R
SIS, RAMNEL 7ARESEIEE S, E55 17X AEA TR E A ARHE TRERIRES.
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