Review of Dmitri Prozorov's AI project.


I thought that this project was excellent. The presentation given in class was good, the code is commented and clean, the descriptions of the competition and contest were detailed, and the website was even better.  The only real issue that I found and thought I could criticize was the method by which the mouse determines the shortest path.


The argument that the minimax procedure is capable of even determining the shortest path at all should have been explained more.  Of course this is a rough copy I am reading, and maybe there has been more added.  Even so, I was under the impression that the minimax procedure was imperfect in the first place, and secondly that it was used for games of at least two people.


Also, the minimax procedure described by Prozorov resembles the minimax procedure detailed in our 203 lecture notes, but only vaguely and in some instances I might not necessarily consider this a minimax procedure at all.  I think that the method described in this project more closely resembles a best first search or the Alpha-Beta procedure.


If using the Alpha-Beta procedure, it would be feasible to skip portions of the maze that if reached would automatically make the distance longer than an already found shortest path.  This would be beneficial in speeding up the time spent by the mouse finding a good path.


To me the maze appears as a graph, with vertices (rooms) connected by edges (doors).  I'm not totally sure, but I believe that given a large enough graph with many edges connecting each node the computation of a shortest path can become very cumbersome on a machine and in some cases not even computable.   However, this graph for the maze should be noted that no vertex has a degree greater than four, since each room can only be connected to a room north, south, east or west.


Because of this I do believe a shortest path could be found, but knowing that the maze can be represented as a graph, why not use some greedy graph searching algorithm that is guaranteed to find the shortest path, rather than rely on the minimax procedure described in the project.  Dijkstra's algorithm for example.


In any case, I'm probably missing the point and simply not understanding how exactly Prozorov's procedure is working.  The draft only posted on the 203 website is terrific and I think he definitely gave one of the better presentations, much better than mine.  I can't even imagine what he must have had to do to make the random maze generating program.

