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Inledning

Var uppgift ar att skapa en datoriserad spelare som spelare ‘Smugglarens dilemma’
mot andra datoriserade spelare. Spelgferéir siddana att man kan antingen vélja att
samarbeta eller luras. Om bada spelarna valjer samarbeta far bada 2 poang, om bada
luras far ingen nagra poang och om en luras och en samarbetar far den som lurades 4
poang medan den som samarbetade far -1 poang. Nar alla spelararanittavar den

som har flest poang vinnare. Programmet slat wkivet i ADA.

Abstract

We are to madxa computerized player that will play ‘Prisosatiiemma’ aginst other
computerized players. The rules of tlaag are such that you can choose cooperate or
defect. If both players choose cooperatg thath get warded with 2 points, and if

both defect thgget no points. Should one player choose cooperate and the other player
choose defect will the defecting player get 4 points and the cooperating player -1
points. When all players fia met each other will the one with the highest total score

be the winnerThe program should be coded in AD
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1.0 Speltaktik

Efter en spelad omgang ar det antal poang som réknas, inte antalet vunna Dateher
for galler det att spela efter att fA sa m@pgang som mojligt och ignorera om man
vinner \arje match eller ej.

Med de rgler som vi fick definierat sa paminner spelet om en softardchack dar de
flesta spelare har olika taktik. S& precis som i andra spel kaarddina att studera
motstandarens taktik i tidige matcher

2.0 Var spelae

2.1 Envis spion

For att \eta pa ett ungefar hur andra spelare reagerar pa var spetandenvi en
spion. Spionen fungerar sa att den spelar vara olika éaktikt motspelarna och spa-
rar resultatet i en fil. Sgefor stey gor den sa har:

1. Spionen sokr efter alla motstandares spelare och ser om deras filer finns tillgang-
liga for kompilering.

2. Fran en lista skapad vid tidige spionage jamfors fildatum for att se om filen and-
rats.

3. Om filerna a&ndrats eller vi e tidage mott spelaren laggs den in i spelarlistarevilk
sparas i resultatfilen.

4. Upp till 10 slumpmassey motspelare valjs ut (undekredan fardigstuderade spe-
lare). Generera en spelomgang daraldasspelarna spelar marandra (undvik
matcher som redan spelats) och mot\endaa taktiler.

5. Spela omgangen, om nagon spelare far CONSTRAINT BR&ler orsakar annat
fel utesluts den fran fortsatt spel.

6. Spara alla resultaten i resultatfilen (utférs vad ¥0e spelomgang).
7. Upprepa 4-7 tills alla spelare har médrandra och alla vara rutiner

8. Om det finns spelare som far battre resultat mot ndgon annan spelacen@gon
av vara rutiner ger osspbiera hela deras draglista ochya@m var spelare ocksa
far battre resultat om samma dragéamds.

Anledningen till att 10 spelare valjs slumpmassigt \ddesmatch ar att vissa spelare
‘lar sig’ efterhand, sa vi maste ge dem en chans arka igang’. Om nagon annans
draglista skall amindas maste den pas eftersom vissa spelarevander motstandar-
namnet for att bestamma sina drag.

Kallkoden till spionen kan ses pa WWW via http://wwaistud.chalmers.se/~f1pt-47.
Obs. Koden é&r till storsta delen sparsamtimenterad C++dd. P4 mang stallen har
olampliga lI6snin@r valts pa att det intednns tid att skapa féel kod (tillata and-
rande & katalognamn/placerirag etc).
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2.2 Systematisk spelayenerator

Resultatet fran spionen skall nu analyseras for att utréna hur pass bra vara olika rutiner
gjorde ifran sig. Att undersoka alla dessa resultat fér hand och sedan skgmpen n

lare skulle krag myclet arbete. Darfor har vi ett specialprogram som gor just detta, en
spelageneratarSpelargeneratorn fungerar enligt féljande:

1. Laser in resultatlistan som spionen skapat.
2. Skapar filen spelare47.adb och laggeramknentarer som forklaraed filen gor

3. Undersoler hur mang spelare vi mott och skapar en spelaaytyp stor nog att
innehalla information om alla kéanda motspelare.

4. Lagger till arraydeklarationen, évegariabler stratgi-funktioner samt var spelare-
funktion till spelare47.adb

5. Undersoler vilken stratgi som fungerade bast mot respe&tmotspelare och lag-
ger till intialiseringar i spelare47.adb och sparar pa sa satt vilka gieate skall
arvanda i spelaarrayen. Har sparas ocksa hur n&pgang vi forvantar oss att ha
fatt efter 20 drag.

6. Om vi eventuellt anédnder nagon annans draglista laggs den ocksa till
spelare47.adb

Alla spelarfunktionerdeklarationer ochdtmmentarer ar sparade som separata filer
som spelageneratorn @mbinerar till en fil, var spelare. Att ha alla funktioner som
separata filer gor det latt att a&ndra en funktion samt gabliek 6\er vilka delar
spelare47.adb bestar. a

Spelageneratorns och spelarens kétlkkan ocksa beskadas via http://
www.mdstud.chalmers.se/~f1pt-47aing for \acker c++lod. ;-)

2.3 Spelaen

Spelaren undersék flera sakr under en spelomgang. Under forsta matchen raknas
antalet drag sa viet hur mang drag restenvamatcherna @mmer att @ara. Utifran
motstandarens namn valjs stgitesom spelajeneratorn @mmit fram till skall ge bast
resultat. Kanns inte namnet igen spelas en standardrutin som alltigfgmrrhed

podng. Om vi spelar enligt en speciell stgate@ntrolleras efter 20 drag att poangstall-
ningen oerrensstammer mead vi forvantat oss. Skulle var poangvtilsamre eller
motstandarens poang battre an forvantat byter vi genast till var standardrutin. Detta for
att undvika att vi spelar daligt om motstandaren bytt gfrate

3.0 Vara strategier

Om man studerar betalmatrisesnkmer man snabbt fram till att fér att kunna fa

mycket poang maste man samarbeta nastan hela tiden (om man inte har en valdigt god-
trogen motstandare). Sa nastan alla vara gteatbygger pa attara ‘samarbetsvillig/

och samarbetar darfor stérre delemzatchen. Gietvis provas aen nagra ‘elaka’ ruti-

ner for att undersoka om det finns ‘godtrogna’ motspelare. Nagrara stratgier ar

foljande:
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« TitForTat - Spela &d motstandaren spelade i fgéende drag

« TitFor2Tat - Samarbeta forutom om viVitilurade de tva senaste dragen.

* Logikspelare - Amander statistik for att bestimma om vi skall samarbeta eller luras.

* Monsterigenkéanning - Letar monster i tidig drag. Om monster hittas foredk
spelaren forutse nasta drag. Om inget monster hittas spilasTat.

« Galna spelare - Ariinder antal drag, motstandarnamn och nagra aadebler for
att pa ett ‘ofdrutsagbart’ satt bestamma néasta drag.

» Immitera annan ‘battre’ spelares drag.

4.0 Turnering

Detta &r resultatet efter en turnering med 999 drag och séartigé@nglica spelare

som mojligt.

1 Leland Gaunt 47 259947
2 Einstein 15 256454
3 The Staff of Law 72 248643

4 Jason 4 236261

5 My little pony 41 235649
6 El Zorro 3 235610

7 Brecht DDF3 75 235584
8 johndoe 5 235580

9 Looser 6 235574

10 Badger 60 235553

11 Akilles_ny 29 235547

12 File not found 64 235543
13 Bert-Knut 40 235530

14 Nu javlar! 21 235495

15 **Dark Avenger** 63 235487

16 A 56 235462

17 Mitt namn ar Nej 49 235431
18 Picard 7 235407

19 Becky 16 235376

20 Madde Albright 50 235375

21 Mohammad 11 235368

22 mishformash 80 235354

23 SET_PAGE_LENGTH 13 235166
24 Ville Vessla| 42 235159

25 Nurse Ratched 45 234806

26 Uffe Ekman 9 234795

27 You Bastard 57 233998

28 Nerd-patrol(lam) 32 233620

33 Mithrandir 24 232401
34 TitforTat 81 232364
35 Tant Gredelin 25 232044

36 Skalman 44 231381
37 Kanonenoen 35 231089
38 K3 18 229204

39 Jansson 30 227787

40 Si solutions-55 55 221865
41 Bluff &bag 51 221746
42 Hekla_o_Cajo 27 221318
43 Kinkyboy 31 219964
44 Bramserud 8 219592

45 JAS 52 218839
46 Fallos 53 217932
47 John Silver 46 216612
48 Mulo 43 215621
49 Fluortanten 65 215327
50 ????7?? 33 215156
51 Nisse 39 212510
52 Grymme!! 38 212224
53 Ey_Paco 17 208975

54 Buttersmurfen 1 206800
55 angvalten 22 206337

56 LOKET 26 199763
57 The champions 2 198641
58 Gud 69 194334

59 I 23 187345

60 Rotary pub 12 182242
61 Kjell_Kriminell 76 119731
62 Ohoj Postbanken! 34 56948

29 Flossy 28 233595 63 Xerxes 71 55114

30 Wedge Antilles 20 233566

31 Groover 59 233497

32 Numb 62 233163
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5.0 Slutsats

Det ar svart att s@gexakt hur bra var stragg ar innan alla motspelare ar fardimen
resultat fram till nu antyder att vi ligger bra till. Att gora en spelare som ar bra mot alla
motstandare ar myek svart nar man bara spelar tva ronder ragevannan spelare.

Med sa lite information kan man inte pa nagoestigatt férutse hur motstandaren
kommer att spela i nasta match. Hade man daremot spelaa muimatgr (>10) mot

varje annan spelar@ke det mojligt att pa ett intelligent satt andra sin spelargtrate
under matchens gang.

6.0 Spelae47.adb

-- This briefing is from FILE spelare47.adb
-- CLASSIFIED

-- TOP SECRET

-- SUBJECT is Leland Gaunt.

-- Ams 1- attack player with the most advanced Al-implementation in the
-- system today.

-- It's been created somewhere in the western wildernes by development
--team flpt-47 - f1pt-47 has promised to reveal the code only after the
-- project is closed.

-- We suspect that Spy, an unofficial GameEngine of the agency that
-- built Leland Gaunt, is secretly helping Mr Gaunt in return for his
-- services.

-- Generated in COMBAT-mode: This is the version whose object-code is
-- public.

-- With Leland and Spy operating as a team - with effectivity rivalling

-- the brightest politicians, backed by unmatched firepower, Leland
-- Gaunt is too dangerous to be left in unenlighted hands. - Keeping
-- it secret is your first priority. EOF

package body Spelare47 is
-- Global variables part 1

type TacticsArray is array(1 .. 2) of Integer;
type ExpectArray is array(1 .. 2) of Payoff;
type OppSpecsRec is record

Name : PlayerNameType;

Tactics : TacticsArray;

Expect : ExpectArray;

MatchNum : Integer;
end record,;

type MoveArray is range 0..(2**32-1);
type Movelist is array(1 .. 2,0 .. 31) of MoveArray;
type MoveSpecsRec is record
Name : PlayerNameType;
List : MovelList;
end record,;
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-- auto-generated
type OppSpecsArray is array(1l .. 59) of OppSpecsRec;
type MoveSpecsArray is array(1l .. 6) of MoveSpecsRec;

-- Global variables part 2

OpponentSpecs : OppSpecsArray;
MoveSpecs : MoveSpecsArray;

TotalNofMoves : Integer := 1000; -- remove or change if necessary
TotalNofMovesThisMatch : Integer := 0;
MaxNofMoves : constant Integer := 1000;

type MoveRecord is array (1 .. MaxNofMoves) of Move;
MyMoves, OppMoves : MoveRecord; -- moves in this game

MN : Integer,

ON : PlayerNameType;
OL : Move;

OS : Integer;

MS : Integer;

CurrentOpponent : Integer;
CurrentMoveSpecs : Integer;
UseTactics : Integer;

-- Patternmatching with variable patterns
-- try patterns length 25 downto 5 moves.
-- If no pattern or not 10 moves yet play TitForTat

function TitForTat return Move; -- forward declaration

function Default return Move is

Pattern: MoveRecord,;
PatternLength: integer;
I: Integer;
Foundpattern: Boolean:=False;
-- Return smallest value.
function Min(x,y: integer) return Integer is
begin

if x>y then return y;

else

return x;

end if;

end Min;
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begin
if MN >10 then
PatternLength:=min(MN-1,50); -- How long pattern should we
start with?
while (PatternLength>19) loop
Pattern(1..PatternLength):=OppMoves(MN-PatternLength..MN-1);
I:=MN-PatternLength-1;
while(1>0) loop -- Find pattern
if Pattern(1..PatternLength)=OppMoves(l..I+PatternLength-
1) then
return OppMoves(I+PatternLength);
end if;
l:=I-1;
end loop;
PatternLength:=PatternLength-5; -- If no pattern found
try shorter pattern
end loop;
end if;
return TitForTat; -- If no pattern or not enough
moves yet play titfortat
end Default;

-- Plays old TitForTat

function TitForTat return Move is

begin
if MN = 1 then
return Cooperate;
else
return OL;
end if;

end TitForTat;

-- Plays against TitForTat players.
-- Try for extra point at end.

function HandleTitForTat return Move is
begin
if MN = 1 then
return Cooperate;
elsif MN = TotalNofMoves then
return Defect;
else
return OL;
end if;
end HandleTitForTat;
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-- Always cooperates

function AlwaysCooperate return Move is
begin

return Cooperate;
end AlwaysCooperate;

-- Always defect

function AlwaysDefect return Move is
begin

return Defect;
end AlwaysDefect;

-- Plays inverse TitForTat
-- Only works good on very very nice players

function InverseTitForTat return Move is
begin
if MN = 1 then
return Cooperate;
elsif OL = Cooperate then
return Defect;
else
return Cooperate;
end if;
end InverseTitForTat;

-- Plays a pattern 35 moves long
-- Trying to be nice :)

function InSomeOQOrder return Move is
begin
case MN mod 35 is
when 3 .. 4 => return Defect;
when 9 .. 12 => return Defect;
when 19 .. 22 => return Defect;
when 29..31 => return Defect;
when others => return Cooperate;
end case;
end InSomeOrder;

-- Plays in a crazy pattern
-- Can maybe fool some patternmatching

function CrazyPlayer return Move is
Choice : Integer;
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begin
Choice := MN mod 10;
Choice := CHoice + (100+Integer(Character'Pos((ON(ON'First)))-
Integer(Character'Pos('0"))) mod 10;
if OL = Cooperate then
Choice := Choice + 5;
else
CHoice := CHoice - 1;
end if;
if OS > MS then
CHoice := Choice - 4;
end if;
if abs(Choice rem 10) < 7 then
return Cooperate;
else
return Defect;
end if;
end CrazyPlayer;

-- Another crazy player.
-- Also trys to mess upp patternmatching.'

function CrazyPlayer2 return Move is
Choice : Integer;
PD: Integer; -- Player Dependant
begin
for 1 in ON'Range loop
PD:=PD+Integer(Character'Pos((ON())));
end loop;
PD:=(abs(PD)mod 10 )-5;
Choice:=PD+MN/20;
if OL = Cooperate then
Choice := Choice - 5;
end if;
if OS > MS then
CHoice := Choice+2;
end if;
if (Choice<1) then
return Cooperate;
else
return Defect;
end if;
end CrazyPlayer2;

-- Defect all even moves

function DefWhen2 return Move is
begin
if (MN rem 2)= 0 then
return Defect;
else
return Cooperate;
end if;
end DefWhen2;
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-- Defect every fifth move

function DefWhenb5 return Move is
begin
if (MN rem 5)= 0 then
return Defect;
else
return Cooperate;
end if;
end DefWhenb;

-- Defect every eigth move

function DefWhen8 return Move is
begin
if (MN rem 8)= 0 then
return Defect;
else
return Cooperate;
end if;
end DefWhens,;

-- Returns move depending of how other player
-- played last ten moves. Uses TitForTat.

function Logicl return Move is
NDef: Integer;
begin
if MN >10 then
NDef:=0;
for I in MN-10..MN-1 loop
if(OppMoves(l)=Defect) then NDef:=NDef+1; end if;
end loop;
case NDef is
when 9..10 => return Defect;
when 6..8 =>
if OppMoves(MN-1)=Defect then
return Defect;
else return Cooperate;
end if;
when 3..5 =>
if ((OppMoves(MN-1)=Cooperate)
and (OppMoves(MN-2)=Cooperate)) then
return Cooperate;
else return TitForTat;
end if;
when others => return Cooperate;
end case;
else
return TitForTat;
end if;
end Logicl;
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-- Returns move defending of other players
-- last 10 moves. Cooperates a lot.

function Logic2 return Move is
NDef: Integer;
begin
if MN >10 then
NDef:=0;
for I in MN-10..MN-1 loop
if(OppMoves(l)=Defect) then NDef:=NDef+1; end if;
end loop;
case NDef is
when 9..10 => return Defect;
when 6..8 =>
if OppMoves(MN-1)=Defect then
return Defect;
else return Cooperate;
end if;
when 3..5 =>
if ((OppMoves(MN-1)=Cooperate)
and (OppMoves(MN-1)=Cooperate)) then
return Cooperate;
else return Cooperate;
end if;
when others => return Cooperate;
end case;
else
return TitForTat;
end if;
end Logic2;

-- Returns move depending on other players
-- last 10 moves. When in doubt cooperate.

function Logic3 return Move is
NDef: Integer;
begin
if MN >10 then
NDef:=0;
for I in MN-10..MN-1 loop
if(OppMoves(l)=Defect) then NDef:=NDef+1; end if;
end loop;
case NDef is
when 9..10 => return Defect;
when 6..8 =>
if OppMoves(MN-1)=Defect then
return Defect;
else return Cooperate;
end if;
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when 3..5 =>
if (OppMoves(MN-1)=Cooperate)
and (OppMoves(MN-2)=Cooperate)) then
return Cooperate;
else return Cooperate;
end if;
when others => return Cooperate;
end case;
else
return Cooperate;
end if;
end Logic3;

-- Try to find patterns with length 10 moves
-- If no pattern play or not more then 20 moves
-- play TitForTat

function Patternl return Move is
Pattern: MoveRecord;
I: Integer;
begin
if MN >20 then
Pattern(1..10):=OppMoves(MN-10..MN-1);
I:=MN-11;
while(1>0) loop
if Pattern(1..10)=OppMoves(l..I+9) then
return OppMoves(1+10);
end if;
I:=I-1;
end loop;
return TitForTat;
else
return TitForTat;
end if;
end Patterni;

-- Find patterns with 5 moves
-- If no pattern or not more than 11 moves
-- play TitForTat

function Pattern2 return Move is
Pattern: MoveRecord;
I: Integer;
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begin
if MN >11 then
Pattern(1..5):=OppMoves(MN-5..MN-1);
I:=MN-6;
while(1>0) loop
if Pattern(1..5)=OppMoves(l..I+4) then
return OppMoves(I+5);
end if;
I:=I-1;
end loop;
return TitForTat;
else
return TitForTat;
end if;
end Pattern2;

function TitFor2Tatl return Move is
begin
if MN = 1 then
return Cooperate;
elsif MN = 2 then
return OL;

elsif OL = Defect and then OppMoves(MN-2) = Defect then

return Defect;
else
return Cooperate;
end if;
end TitFor2Tat1;

function TitFor2Tat2 return Move is
begin
if MN = 1 then
return Cooperate;
elsif MN = 2 or else OL = OppMoves(MN-2) then
return OL;
else
return Mymoves(Mn-2);
end if;
end TitFor2Tat2;

-- Use predefined pattern

function PredefPattern return Move is
begin
if

MoveSpecs(CurrentMoveSpecs).List(OpponentSpecs(CurrentOpponent).Match

Num,MN/32)/2**(MN mod 32) mod 2 = 1 then
return Cooperate;
else
return Defect;
end if;
end PredefPattern;

Leland Gaunt
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function Player47 (MoveNum : Integer;
OppName : PlayerNameType;
OppLast : Move;
OppScore, MyScore : Integer) return Move is
DoMove : Move;
begin
MN := MoveNum;
ON := OppName;

OL := OpplLast;
OS := OppScore;
MS := MyScore;

if MoveNum = 1 and TotalNofMovesThisMatch /= 0 then
TotalNofMoves := TotalNofMovesThisMatch;

end if;

TotalNofMovesThisMatch := MoveNum;

if MoveNum > 1 then
OppMoves(MoveNum-1) := OppLast;
end if;

if MoveNum > TotalNofMoves-1 then
return Defect;
end if;

if MoveNum = 1 then -- new game started, reinitialize
UseTactics := 0;
CurrentOpponent := OpponentSpecs'Last;
while CurrentOpponent >= OpponentSpecs'First
loop

exit when OpponentSpecs(CurrentOpponent).Name = OppName;

CurrentOpponent := CurrentOpponent - 1;
end loop;
if CurrentOpponent /= 0 then
if OpponentSpecs(CurrentOpponent).MatchNum < 2 then
OpponentSpecs(CurrentOpponent).MatchNum :=
OpponentSpecs(CurrentOpponent).MatchNum + 1;
end if;
UseTactics :=

OpponentSpecs(CurrentOpponent). Tactics(OpponentSpecs(CurrentOpponent)

.MatchNum);
if UseTactics = -1 then
CurrentMoveSpecs := MoveSpecs'Last;
while CurrentMoveSpecs >= MoveSpecs'First
loop
exit when MoveSpecs(CurrentMoveSpecs).Name = OppName;
CurrentMoveSpecs := CurrentMoveSpecs - 1;
end loop;
if (CurrentMoveSpecs < MoveSpecs'First) then
UseTactics := 0;
end if;
end if;
end if;
if TotaINofMoves < 20 then UseTactics:=0; end if;
elsif MoveNum = 21 and UseTactics /= 0 then
if MyScore <
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OpponentSpecs(CurrentOpponent).Expect(OpponentSpecs(CurrentOpponent).
MatchNum).Playerl or
OppScore >
OpponentSpecs(CurrentOpponent).Expect(OpponentSpecs(CurrentOpponent).
MatchNum).Player2 then
OpponentSpecs(CurrentOpponent).Tactics(2) := 0;
UseTactics := 0;
CurrentOpponent := 0;
MyMoves(MoveNum) := Cooperate; -- try to start a friendly game
return Cooperate;
end if;
elsif MoveNum > 25 and then (MyScore < MoveNum/2 or MyScore < -
5) and then CurrentOpponent /= 0 then
OpponentSpecs(CurrentOpponent).Tactics(2) := 0;
UseTactics := 0;
CurrentOpponent := 0;
MyMoves(MoveNum) := Cooperate; -- try to start a friendly game
return Cooperate;
end if;

case UseTactics is
when 1 => DoMove := Default;
when 2 => DoMove := TitForTat;
when 3 => DoMove := HandleTitForTat;
when 4 => DoMove := InverseTitForTat;
when 5 => DoMove := Patterni;
when 6 => DoMove := Pattern2;
when 7 => DoMove := Logicl;
when 8 => DoMove := Logic2;
when 9 => DoMove := Logic3;
when 10 => DoMove := TitFor2Tatl; -- need 2 defect to defect
when 11 => DoMove := TitFor2Tat2; -- need 2 similar to change
action
when 12 => DoMove := DefWhen2;
when 13 => DoMove := DefWhenb;
when 14 => DoMove := DefWhens;
when 15 => DoMove := AlwaysCooperate;
when 16 => DoMove := AlwaysDefect;
when 17 => DoMove := InSomeOrder;
when 18 => DoMove := CrazyPlayer;
when 19 => DoMove := CrazyPlayer2;
when -1 => DoMove := PredefPattern;
when others => DoMove := Default;
end case;

MyMoves(MoveNum) := DoMove;

return DoMove,
end Player47,

begin
OpponentSpecs( 1) := ("Buttersmurfen ",
(11,11),((40,40),(40,40)),0);
OpponentSpecs( 2) := ("The champions ",
(12,12),((45,20),(45,20)),0);
OpponentSpecs( 3) .= ("El Zzorro  ",(5,5),((40,40),(40,40)),0);
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OpponentSpecs( 4) :=("Jason "(1,1),((40,40),(40,40)),0);
OpponentSpecs( 5) := ("johndoe "(6,6),((40,40),(40,40)),0);
OpponentSpecs( 6) := ("Looser "(5,5),((40,40),(40,40)),0);
OpponentSpecs(7):=("Picard  ",(19,19),((42,37),(42,37)),0);
OpponentSpecs( 8) := ("Bramserud "
(13,13),((48,28),(48,28)),0);
OpponentSpecs(9) := ("Uffe Ekman ",(2,2),((40,40),(40,40)),0);
OpponentSpecs(10) := ("Mohammad  ",(1,1),((40,40),(40,40)),0);
OpponentSpecs(11) := ("Rotary pub  ",(9,9),((37,42),(37,42)),0);
OpponentSpecs(12) := ("SET_PAGE_LENGTH ",
(7,7),((40,40),(40,40)),0);
OpponentSpecs(13) := ("Einstein
(13,13),((48,28),(48,28)),0);
OpponentSpecs(14) := ("Becky "(1,1),((40,40),(40,40)),0);
OpponentSpecs(15) := ("Ey_Paco ".(6,6),((40,40),(40,40)),0);
OpponentSpecs(16) :=("Wedge Antilles ",(6,6),((40,40),(40,40)),0);
OpponentSpecs(17) := ("Nujavlar! ",(8,8),((40,40),(40,40)),0);
OpponentSpecs(18) := ("angvalten ".(4,4),((78,-17),
OpponentSpecs(19) := ("I "(-1,-1),((29,44),(29,44)),0);
OpponentSpecs(20) := ("Mithrandir "
(-1,-1),((44,34),(42,37)),0);
OpponentSpecs(21) ;= ("Tant Gredelin ",(6,6),((40,40),(40,40)),0);
OpponentSpecs(22) :=("LOKET  ",(-1,-1),((24,29),(24,29)),0);
OpponentSpecs(23) := ("Hekla_o_Cajo
(12,12),((60,10),(60,10)),0);
OpponentSpecs(24) := ("#Flossy "(2,2),((40,40),(40,40)),0);
OpponentSpecs(25) := ("Akilles_ny ",(8,8),((40,40),(40,40)),0);
OpponentSpecs(26) := ("Jansson "(6,6),((41,36),(41,36)),0);
OpponentSpecs(27) := ("Kinkyboy
(12,12),((60,10),(60,10)),0);
OpponentSpecs(28) := ("Nerd-patrol(lam)",
(6,6),((40,40),(40,40)),0);
OpponentSpecs(29) := ("Ohoj Postbanken!",
(18,18),((32,37),(32,37)),0);

OpponentSpecs(30) :=("Kanonenoen ",(1,1),((40,40),(40,40)),0);

OpponentSpecs(31) := ("Dr Jylke  ",(6,6),((40,40),(40,40)),0);
OpponentSpecs(32) := ("Bert-Knut  ",(3,3),((40,40),(40,40)),0);
OpponentSpecs(33) := ("My little pony ",(5,5),((40,40),(40,40)),0);
OpponentSpecs(34) :=("Ville Vesslal ",(2,2),((40,40),(40,40)),0);
OpponentSpecs(35) :=("Mulo "(12,12),((60,10),(60,10)),0);
OpponentSpecs(36) := ("Skalman ".(3,3),((40,40),(40,40)),0);

OpponentSpecs(37) := ("Nurse Ratched ",(6,6),((40,40),(40,40)),0);

OpponentSpecs(38) := ("John Silver ",(9,9),((40,40),(40,40)),0);

OpponentSpecs(39) := ("Mitt namn &r Nej",(6,6),((40,40),(40,40)),0);
OpponentSpecs(40) := ("Madde Albright ",(1,1),((40,40),(40,40)),0);

OpponentSpecs(41) := ("Bluff&bag ",(1,1),((39,39),(39,39)),0);
OpponentSpecs(42) :=("JAS "(-1,-1),((60,10),(60,10)),0);
OpponentSpecs(43) :=("Fallos  ",(-1,-1),((45,20),(45,20)),0);
OpponentSpecs(44) := ("Si solutions-55 ",
(19,19),((40,40),(40,40)),0);
OpponentSpecs(45) :=("You Bastard ",(2,2),((40,40),(40,40)),0);
OpponentSpecs(46) := ("Groover "(3,3),((40,40),(40,40)),0);
OpponentSpecs(47) := ("Badger ",(8,8),((40,40),(40,40)),0);
OpponentSpecs(48) := ("Numb "(5,5),((40,40),(39,39)),0);
OpponentSpecs(49) := ("**Dark Avenger**",
(10,10),((40,40),(40,40)),0);
OpponentSpecs(50) := ("File notfound ",(2,2),((40,40),(40,40)),0);

Leland Gaunt 18 december 1996

18



OpponentSpecs(51) := ("Fluortanten ",
(16,16),((60,-15),(60,-15)),0);
OpponentSpecs(52) := ("spelare68
(16,16),((40,-10),(40,-10)),0);
OpponentSpecs(53) := ("Gud
(16,16),((80,-20),(80,-20)),0);
OpponentSpecs(54) := ("Xerxes ".(6,6),((40,40),(40,40)),0);
OpponentSpecs(55) := ("The Staff of Law",(6,6),((40,40),(40,40)),0);
OpponentSpecs(56) :=("psycho  ",(-1,-1),((39,29),(39,29)),0);
OpponentSpecs(57) := ("Brecht DDF3 ",(8,8),((40,40),(40,40)),0);
OpponentSpecs(58) := ("Kjell_Kriminell ",
(1,1),((40,40),(40,40)),0);
OpponentSpecs(59) := ("TitforTat  ",(2,2),((40,40),(40,40)),0);
MoveSpecs( 1) := ("Il
((4158619134,2113396605,3749574623,4158619127,
2113396605,3749574623,4158619127,2113396605,
3749574623,4158619127,2113396605,3749574623,
4158619127,2113396605,3749574623,4158619127,
2113396605,3749574623,4158619127,2113396605,
3749574623,4158619127,2113396605,3749574623,
4158619127,2113396605,3749574623,4158619127,
2113396605,3749574623,4158619127,125),
(4158619134,2113396605,3749574623,4158619127,
2113396605,3749574623,4158619127,2113396605,
3749574623,4158619127,2113396605,3749574623,
4158619127,2113396605,3749574623,4158619127,
2113396605,3749574623,4158619127,2113396605,
3749574623,4158619127,2113396605,3749574623,
4158619127,2113396605,3749574623,4158619127,
2113396605,3749574623,4158619127,125)));
MoveSpecs( 2) ;= ("Mithrandir ",
((4160224254,1844305659,3681400539,1840700262,
3681400539,3067833782,1840700269,3681400539,
3067833782,1840700269,3681400539,3067833782,
1840700269,3681400539,3067833782,1840700269,
3681400539,3067833782,1840700269,3681400539,
3067833782,1840700269,3681400539,3067833782,
1840700269,3681400539,3067833782,1840700269,
3681400539,3067833782,1840700269,91),
(4294966270,4294967295,4294967295,4294967279,
4294967295,4294967295,4294967295,4294967295,
4294967295,4294967295,4294967295,4294967295,
4294967295,4294967295,4294967295,4294967295,
4294967295,4294967295,4294967295,4294967295,
4294967295,4294967295,4294967295,4294967295,
4294967295,4294967295,4294967295,4294967295,
4294967295,4294967295,4294967295,127)));
MoveSpecs( 3) ;= ("LOKET
((24574,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,
0,0,0,0,0,0,0,0,0,0,0,0),
(24574,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,
0,0,0,0,0,0,0,0,0,0,0,0)));
MoveSpecs( 4) := ("JAS
((1431655764,1431655765,1431655765,1431655749,
1431655765,1431655765,1431655765,1431655765,
1431655765,1431655765,1431655765,1431655765,
1431655765,1431655765,1431655765,1431655765,
1431655765,1431655765,1431655765,1431655765,
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MoveSpecs( 5) := ("Fallos ,

MoveSpecs( 6) := ("psycho ,

1431655765,1431655765,1431655765,1431655765,
1431655765,1431655765,1431655765,1431655765,
1431655765,1431655765,1431655765,85),
(1431655764,1431655765,1431655765,1431655749,
1431655765,1431655765,1431655765,1431655765,
1431655765,1431655765,1431655765,1431655765,
1431655765,1431655765,1431655765,1431655765,
1431655765,1431655765,1431655765,1431655765,
1431655765,1431655765,1431655765,1431655765,
1431655765,1431655765,1431655765,1431655765,
1431655765,1431655765,1431655765,85)));
((1431655764,1431655765,1431655765,1431655749,
1431655765,1431655765,1431655765,1431655765,
1431655765,1431655765,1431655765,1431655765,
1431655765,1431655765,1431655765,1431655765,
1431655765,1431655765,1431655765,1431655765,
1431655765,1431655765,1431655765,1431655765,
1431655765,1431655765,1431655765,1431655765,
1431655765,1431655765,1431655765,85),
(1431655764,1431655765,1431655765,1431655749,
1431655765,1431655765,1431655765,1431655765,
1431655765,1431655765,1431655765,1431655765,
1431655765,1431655765,1431655765,1431655765,
1431655765,1431655765,1431655765,1431655765,
1431655765,1431655765,1431655765,1431655765,
1431655765,1431655765,1431655765,1431655765,
1431655765,1431655765,1431655765,85)));
((3222273848,4294967295,2147483407,0,0,0,0,0,0,
0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,
0),
(3222273848,4294967295,2147483407,0,0,0,0,0,0,
0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,
0));

end Spelare47;
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