Ulid Jirapatnakul

Reginald A Blow: Reinforcement Learning

Reginald Blow’s project on reinforcement learning with the stone game is an inherently appealing subject to me. I have always wondered about AI in games and game theory in general. This is why I believe this project could have benefited from a presentation. It would have been interesting to see the creator run the program as it is not necessary clear on how his method of reinforcement works. The code seems to punish or reward the computer player depending on whether or not it has won or lost, but the change is difficult to observe. It would have been helpful to have a sample output which clearly shows the program changing its strategy. There was also a minor problem getting the code to compile and run. I had to change two variables (cpuWin and gameWon) from the class Boolean to the primitive boolean. I also encountered a bug in the program. Here is part of the output I got when running:
There are 3 stones left.

How many stones do you want to take?

1

You have taken 1 stone.

There are 2 stones left.

Smart CPU takes 1 stone.

You have lost!

If there are two stones left and the computer takes one, then I should be able to take the last stone and win the game. The program unfortunately robbed me from my awesome victory. Other than that, the program does seem to run generally well.
I was also hoping to read his ideas on the wide possibilities of reinforcement learning. The program does not necessarily have to learn how to play better. It can also learn how to adjust its skill level according to the user. For instance, if the computer is winning too much then punish the computer so it loses once in a while. I would also like to see his take on the prisoner’s dilemma since there is a lot of research on reinforcement learning behind this game. I believe this is a very interesting program and hope he would like to enhance it further.
