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Adversarial Search / Game Tree Search / Minimax Search 

 

minimax(state,game,player): 

 if game.win(state,”me”) then return +1 

 else if game.win(state,”opponent”) then return -1 

 else if game.tie(state) then return 0 

 else if player=”me” 

  then max {minimax(s’,game,”opponent”) | a  game.actions(state) and s’ = child(a,state)} 

 else min {minimax(s’,game,”me”) | a  game.actions(state) and s’ = child(a,state)} 

  

  



 

  



 

  



 

  



 (xkcd on tic tac toe) 

 



 

 

  



 

Informed Adversarial Search / Game Tree Search / Minimax Search 

 

minimax(state,game,player,depth): 

 if game.win(state,”me”) then return +1 

 else if game.win(state,”opponent”) then return -1 

 else if game.tie(state) then return 0 

 else if depth=0 then return game.f(state) 

 else if player=”me” 

  then max {minimax(s’,game,”opponent”,depth-1) | a  game.actions(state) and s’ = child(a,state)} 

 else min {minimax(s’,game,”me”,depth-1) | a  game.actions(state) and s’ = child(a,state)} 

 

 


