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Unknown Environments
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Abstract: On the one hand, in the domain of imperfect information games, agents often traverse a game
tree and use its transition rules to calculate a strong strategy profile in a large imperfect information games in
methods developed in recent years like counterfactual regret minimization or DeepStack. On the other hand,
in the domain of reinforcement learning, agents do not use the transition rules but learn from interaction to
the environment to calculate a policy in a stational single-agent game.

In this paper, we propose a model for solving a multi-player imperfect information game without knowing its
transition rules in advance like reinforcement learning. We also apply some existing methods to the model
and compare their results. The contribution of this paper is to model a task to calculate a Nash equilibrium

LDERETE

in a multi-player imperfect information game without knowing the rules for the first time.
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1. EL&HIC

ANTHIBED B OIS LT, 7—4h AT DEAICH
WoNTWS., ZTOEBO—DIF, EFORMBEIZ\WER
D NTHIBEDHEAM 2 H U THEMROMEIIEMT T
FinRER (A IVA =) Z3lid 5 DA HEE & 72
578, TEIOHEFIREMM A & DL — LB IZED Sh
T2 = LB WTHM R MESL U, 2 MR T — LR RE
NEHREBITTEHZ LT, EMiESREIIEDTWL 7
OTHD. #->T, BREOHEREIZ L VIEVWATELER
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T=LzEzWREL, @WHERERETL T LAV EESZ
EMTENE, ERMEADANLRIBEEA D It O ] sefk: %
RKELERTEZZLEEZONS.

RERNERT — L DR TIL, Texas Hold’em &\
A== =L E{EME LUTHWSNS. Bowling 5
I%, Texas Hold’'em @~ h%EE% Hl[R U 7z heads-up limit
Texas Hold’em (HULHE) Of# %, counterfactual regret
minimization+ (CFR+) [1] 2 WS FEEZAWTRDBH Z &
IZHH U 7= (essentially weakly solved) [2]. & 7z, Moravéik
5%, HEOF2INE LU 7RO M AR E = o —
Ny b7 =2 TFHIL T CFR+% A\ % DeepStack [3]
WS TITY X LEREL, HULHE & b G407 —
LT & % heads-up no-limit Texas Hold’em (HUNL) (23
WCTHDR=H =T A VIR L. ZIERKI,
Brown 5%, MR/ L727 — L2 BREUTHFOFIZHL
T — L2 ERLU CFR+Z2HWTHEL 2 & Tk % 15
%, mnested subgame solving [4] LIFFENZ TN TV X L%
BEL, ZOTNVITY XL%EHW Al TH S Libratus 1
HUNL iZ2BWTTHDR—=I—T L1 YIZBRI L7z [5].

IN6DTINITY ALE, WINET —LADKRERERT
5 Z L THIEERDDFILTHS. LiznioT, Thod
FHEEBEHT 2121, agent B’H 5P L HT —LDHNER
REEBHAZ 2 TH > TEBERD 5.

0, FHENZT —LDOHAZ R > TEPRITNIER S
MW WSEFIEHWRW AL PR LTWBH & L
T, Atari 1T 5N 5. Atari 2600 13 1 AHOE T A7 —
LTHDY, Mnih o1&, BiFEHE ) 0O—FTH5 QF
# (Q-learning) [7] IZEEFE 2 U 7z deep Q-network
(DQN) [8] LIFEND FIRIZ & T, FANZT —LDIL—
WeMs ek, BEDAEATIE LTR—DETIVT,
Atari 2600 IZEEND 49 DT —LIZBVWTHWAIT &
e Z 2T L.

Z D & S pigf b EE OFE TlE, Markov decision process
(V3 7 REBERE, MDP) TRINAEREIZN LT, agent
DB S B & Wi %2 Z THY, BT LTT v a
VERITD L TREORENER TS, LWV OHNERD
K ZeTr—uadtrbhd. ZOK, 7—L0REER
AN agent 12463 LEBIRMIZIZEZ 51T, agent AY
HOTEEHLUTWLSRZREN LD —ITHS. BIEORE
AT 2I2HzoTH, MEOANRREBESHAIL 4
THMP>TVWBHEWVWIRIIFEZIZ< L, DQND LI
KA OB L FHEAEH U7 A 5 agent AVRAGER HIH %
BLTWS S BRECHBZ L 2 LA TE 2 FENE
iN5.

INSDI ENSAMIETIE, EBRADRELWEHYT —
LIZBWTEKRADEREE T agent B FEETS 2 WO FEHG
ANEREL, ©@MbT2. /2, KfwxXTEZ D TEAE
SN FEHOPEA] ZHEUTETIVEIES.
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K1 RBREETIVDOIULAE
1 AT =4 | 2 A EDTY—A
ETIVH MDP [T TN
REGN oD B b
PDER —amTwm | e CFRY
ESAH | wiER BEESL
KHIDEREE
2 CEm e | Q ¥E

AW TIRETHET VDN LMEEZRK 1 IZRT.

ZDEFIVIZIE, CFR4+* DeepStack 2 IZZDEET
WEATERW. kDY, CFR+BQREZHEHAT 720
T — L OREER AP BETH O, FEHY OB
Tl agent IZZDOHAIZHIS 2 WiroTH S, 72, DQN
REDECFEOFIES TOEETIIHAT LI LA TE
. RS, WBEOMAEE TIRREE EHN RV
J7PREBERESZEMHEL TWBD, SHEOFHFETIE agent
PHEBANNCIREH R R E % b, BRIEETEN
THBELEARERNDRLTHS.

IDETNEML LN TEDZLWVWS ZLiE, hadb
MO (F—LRZEEMBRTERN) F—LTH-T,
= LHIZH D agent S UDEHITE RV & S 2l
WA T 2L LT, HIZ T LT ehTcEhd
R ZeMTEDZL VWS THD. F'—L Al 2HED
MIEIZIGAT 212H 72> T, EMEOREBEBHANXS <
DHEEDLNS RN, ZOETNVEML Z L IFEHERX
AT THDEERD. HlzIE, HFEMBIZBITEE5 - &
BIZBVTIE, VIV OB R BRI TndDb
TR, HPEICL > TSR £ D 5720, CFR 74
EEAWTHEZRDZ ZLIFTERV. LrLARYS, A
IR~ T E GG 28 DR T 5 B2, HFEOHEREHE
DRV HRDEREZER S HEEHIZE T TN, 20D
ETIEEHEDOALTEEMT —LDOETVMHARTED Z
DE D BRBUNEVRETH 5.

Heinrich 5 1%, CFR+7% ¥ @ regret matching % A\ 7=
FEZINOT T8 —F TARERERT — LIZHD A,
TRALFE THF ORI 5 G E g 25 L T2
NEHED O FEHTEE LT B LIz kD F v ¥ a9l
W%k 5, fictitious self-play (FSP) [9] & FEIEN 5 F-ik
ERELZ. ZOFETE, F—L20REERHRZ %
WS Z i Hiig %2 RD B DT, REFFETID S #&E
WCHIDOFEEZZDOEZHEMATEHILATES. LALR
o ZDOFEER, CFRAHZREDFHEEHARTPERMEL,
INRAGDUEIEE F v & 2 95h 5 i E < o T L £ 5.

¥ 7z, Lanctot &%, CFR OIUEM%EHESDOH VTS
VY7 %175, Monte Carlo CFR (MCCFR) [10] & FFIX
N5 CFR # R L= FHEEZRE L. 2ORHKETH S
outcome-sampling MCCFR T, £ agent (T D\ THE#E
EEELTHY T VT2V, BoNLRINIDONTD
AEEETSI LT, F—LOREEBHAZH NS Z &

—
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x 2 HEDOH—

Tk WY | ARREWmT— 4 | AR
7= L% ER agent player agent
agent DR BE itk B W
IZ N B ffESR A (policy) (strategy)

agent KT % e RIESS .

S (reward) (utility) i

< CFR L A% LD %KD B Z LI LT WS,
U LA S, ZOFEFZHREIZS L THIED T — 7V
EHLOMEND B0, KBRS —MMZIEHATE 0
WS ENDH L.

AEL T, RADEANBARZERERT —LITBWT
agent WEBFEITHIEWVWIETIVEREL, ZOETIIZ
HWHAREZ L ZZ 6N 2 EEOFKIZOWVWT, /MR
ABHDT — LB WTHIRERZITS. RFEOHBRE
LT, 2 ABARELBHRT — LI OWTT — L DIREER
FAIZ HANCH WD Z 2K F v ¥ a g % ko % &
AT %, HxDHBBOHDTETNMMELZZ EDZEITS
nas.

2. BEEMRE

2.1 HEOH—

AKX T, BAEFHELZR2ERT —L 20D 200D
BB R E 72030 Tz 475 728, 7RO R4
LHFEVRN O0BIGT 5. BIELZ#IT 5720, KRigxXT
R 2 DB ICHEEZH L THVS., EXRICBIT5%&
FHFED BRI E KT hR T 5.

2.2 MDP

MDP &, Markov chain (<)L 2 7#8H) 2 agent DF7H)
WM EIMAZETNTHS. MDP IXIREES S, 78
B£E A, REEBER T, MBI R DA 572D, agent
PWRE s € SIZBWTHBac AZMB L, REEsLa
2o TT(s,a) THEASNDMEHRDAMIZU 720> TR
By ecSITEBL, skalldoTR(s,a) THZONS S
FIZ U2 Tl » € R 2% agent 1252 515, MDP
ZHEWTIE, REERBER T &ML R IXERTOIRE
s ATHl a DAITHKIF L, FNLARTOIREDLFTH), B4l
CIIHMREZEL R\ (Va7 HEE D).

MDP (25 W T, agent Dkl o 2, RE s ITHLTE
DAREED 5 1478 0 € A % 3BINT SR A 2K TR L
3 5. agent IZLAFOAXNTRI NS ZEHWIMZE HKLT 5
ZrZHNETS.

E =E (1)

o0

t
E YTt
t=0

ZIZT, tIZRFZTHY, ~F#H53 (discount factor)

Z 7t R(St, at) ‘atwa(st)
t=0
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CIFIEND LU TFOEDEBTHS. Kt =0125WT
REEDIREEBIX 59 TH D, agent DHME o 1268 > THIGH ¢
TIT8) ay BT 5 2 & TEREDRENER L TV L.

MDP TIFREE s & agent DREEREITH W S0 5 BIHI
(0(0,a) IZBIT 25 o) BE—HFHINTWED, BREZERIC
WX TE 72 WE TV & LT partially observable Markov
decision process (F84r &1l ¥ )L 2 7 i€ @fE, POMDP)
PHWSNSZ L HS. POMDP TiE, MDP IZMAT
BIHERBIE O 23 v, IR s (2B 1T 28I o (ZHERD TR
O(s,a) \Z U= > THRT 5.

2.3 BPEE

AL E &1, agent VBRI EAHEAEH U D D mil 2R
BzZEHIT2ETILVTHD [6). EANLEEEEOET
V1] T, BREEEIIRE s 2FH, s ICBIRT 2800 o
A agent (252 65N, agent 1 o %S TITH) a 2R
U, ZOTENIG L TERE & IXIRBER 21T\, agent (2
W r 2525, TNEHEVIRL, agent 3B o » 51T
Ho Z2ERTHHIKc DO 5, BFEHMZRZAMETS2ED
REETALEZ L 2HIET.

ZOXRIZ BT B b FE TlE, agent OFFIZH WA
L agent BEHMTE B 0,00, DATHDB. Thbb,
BB DIRBEER R T C|mIBEE R 2GIcms 2 &
FTET, EBTT — L&A1 o 728D & it 7 Mg %
FETHI LIRS,

EALEEHOBRIE L LT, ek MDP & %6\ & POMDP
BHWSND Z ALV, LeLERARS, TNS6DETIV
Tk, REER L EVRLNIKGF T 28EL250Rd 528
NTERVEVWSENDH 5.

24 Q%E & DQN

Q¥E [7] 1, MDP Zi{b¥EOFE T FEDO—
DTH5B. QFHETIE, REs &fTH o lTHLT, ZOWK
B ol78) a 217\, TORBELITEZITR>7GED
R EHEET D X5 I¥EP%ETS. Thbb,

Q*(st,ar) = E | R(st,ar) + va max R(St4r, Gryr)
Attr

=1
(2)

LB QF EERTHI L EHIET. WKW, %
I N7z Q(s,a) TR LT, Q(s,a) ZEKITT S a DA
R1TERNTEEIZT 5.

Mnih 5%, Q ZFICHEEFEOFLEEZEH L 7Z DQN [8]
ZREL. DQN T, QFHEIIBITS Q(s,a) 2=a—
TNy NI =T EFHAVWTCEMT S Z 2T, REEMZ
F=TINTHRHOZENTERWE S R ARy — L2t
LT QFEEZHEHATESLIITR>TWVWS,
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25 ZABT—LERRART—A
251 1AT—LEZABT—L

AEE TTIEAR/72 MDP 2 EDEF VL, W E agent
W1ANTEEBREZTIETIVTH- T2,

BRD agent BWERE LA LRPSHWANTETr—LTH
L, £ TD agent DIREE - ITHZEMZ2#ITAEDEZ 1A
D agent ZIMET B 7 — L& A72T Z & T MDP IZi#
IRBIENTED [12) A, HED agent HHZIZITES
5 (ERELELRY) I —LThHhIEE, % agent 1SR
2B L MDP 12372 570w, ¥ s, Mo agent 234K
o %#ZEHT 5L, HlD agent D6 B7-ERIEDIRFEERE
BT HEHEIND Z LT, BEVPRLIIIN L CERT
B 2o ThHb. LihoT, ZAUEDTr—L4%
EABDEGE, NOETFLRBEL LD,

2.5.2 AREFRET—A

ARREFET T — 2y (finite extensive-form game) I, #%(
AD R =V RIDARTERERT — L%k T2ETVTHS.
AIREEE S — L% agent DES N, THOES A, K
RRIZXT IS 5 JEIE (history) DS H, #44i/EE (terminal
history) D& Z, BREIIH L TED R —VIZITET 5
agent # 5.2 5 P, FY A/ —FOMRNH%2 5 X
L f., % agentic N OFRMBEIE U;,, = LU TIHRDE|
(information partition) Z; 572 % [13].

77— LBERE ST, BIE A IXES h=c ThHD. KERE
he€ H\ZIZ8WT, agent i = P(h) € NU{c} 13178 a %
—DEIRTB. /272U, P(h) = c DRIZHERSA f.(h) 12
U7z oTadNEBIREI NG, F—LDEEIZ N = ha 12E
Bd5. MinBEL=2¢c Z IZRELZEEG, T LE
JEDER IZITDNT, % agent I[THB U, (2) B52 6505,

RERWHHRT — L L BRERT — LADEWIE, REs
BT — 221N T DD agent S KHTE W/ — K
PEETHLEVWDIZETHD. ZDO LS5, agenti D5
RTEHITE W/ — FOEEZ, HRES (information
set)I; € T;,I; C H LI,

2.5.3 Kuhn Poker

AEEEHRT —L0HlE LT, K=h—r—LO—FT
% % Kuhn poker [14] Z AW T#HIHAS 5. Kuhn poker T
i, 2 AD agent & 3 WDHRLBHFVREINILA—F
(ZZTH1,2,3293), & agent TEMDOF v 72 HE
T5. 7, Kagent FHFEILSAABRVESITh—N%
1T D8l E, Fv %G1 8BATOMFET S, agentl
EF v TERENT S (Bet) 22, Bt %R 25 (Check) % R
3 5. agentl 7% Check % ER U 72154, agent2 & [FBkD
EIRZ1T\, [ agent A% Check # EIRT 5 & 75— L3k
T95. /D agent »° Bet &R U 7256, D agent
W 1THAOF Y TEBMTHIET 5. 5 HHD agent i
ZDWEITIZHEESD (Call) T — L% %D 5 (Fold) % &R L,
EBbOLEBATET —LIIKRTTE. 7L KTT5
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&, Fold ZEIRL TWiA\ agent D55, lbFFoTWnb
H— RDBRE W agent DGO ETDF v T2ZITHS. i
ZIE, Fagent DA — R (2,3) THH, 7ZEDEHE WK
i@ DY (Check, Bet, Call) TH - 72354, agentl 1% 2 #
MNDF v TEE\, agent2 1% 2 BN OF v 72155,

ZDT = LTHWT, HIZIEE agent DA — R (2,3) T
HoYEL, (2,1) THBHE%E, agentl POXIITEZ &1
TERW. U7io T, BIZIXERE h = ((2,1), Check, Bet)
& W = ((2,3),Check, Bet) I, agentl {Z & > TIXF UIH
WEAG L BT D (he 1, € )M, agent2 2 5T
SR SHEAITIRT 2 (he I, € I, I # IL).
2.5.4 HE&RE ;v ol

BRI — 2281 54 agent D HIZIE, HEHESIZ
NUTHTEOMENNEZ G A D8 0,(1) 2EZ, LR
NTRIND RN EZ R ARILT 5 L5 BRI E RkD 5 Z
ETHh5.

=) Uiz

2€2

7272L, ZZ7Tpo(h) &% agent BEIK 70T 7 1)L o I
o TITEIL- L ST he HIZEET LMERTH D, MK
a7 74N o ={0;|i€N}EH& agent DHIK o; % H
AEDELLDTH 5.

ZORPTIE, KRR D agent DI IZHRAFE L T
WA DT, agent i IZDWTDORMEZHIKIE—RICEE 5%
W, bbb, HFOME o, % EE § VI 2R

ui(o) = 2)p° (2) (3)

(4)

bi (0—;) = o] = arg maxu; (0;,0-;)
i

BRDDZLITTEDD (Z DM b; ZHEHE o, 12T 5
B8 5 Bk (best response strategy) & EX), agent i
T QWM 2B BT E 20O T, BV ERETH S
MEIP] B—RITEZ SR,

o T, MIEOR#EMEE —RIZEDDDIT, —ET —
L2 NTHBEAREL T, THPITHT 2B Hod it 2 i |
T 2R & R LT 5 KO Mg % TBod] THBH &
T5. Thabb, W&o 2 TRl THBLld

*
0

= bi (b—i (07)) (5)

MNROILDZ e THBLT S, LrL, ZOEHKIL agent
P3N EICR o728 ERLD 2R (—i BEBAERT
£O570). 22T, [EDagentj£Aie NH, —j
VRS B Il A R & B > T B &S 2R REE e T 7 A
VTR B REINEEIEE TRl THHET5. T4
bbb,

o; = bi(02;),

—1

= oy ={0j |Vj#i, o5 =bj(c";)} (6)

YiBESkor & (Rl BEMTHE LT B, HSH
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12, X (6) 134 agent IZDWTHFRT,

Vie N, of = bi(o,) (7)

CESHEES. BWIRTH T Ao P ERENT L E,
RS 70 7 7 A )L o1& Ty ¥ 29§ (Nash equilibrium) T
BHBEFD. AEEEWRT —LIBVTE, Fv ¥ atfl
W% KB L BHND DL ks, ¥, & (T) D&
PE2fErL 72

Vie N, of +e=bi(c")) (®)

EHIE T BT Ao Wi TEE, KT 0T 7 AV o
We-FyvaliTchsL3FD.

WG 70 T 7 ALy v a s E NS R WD R E
BRI L UT, WHEHUGR (exploitability) [15] 233
5. —BD (3 A EDT —LbEE) BNRZRERYT —
LZBIT D, HEET O T 7 1) o ITRT B A HEEGEIZIRA
THHETE 5 [16].

e(0) =) uilbi(o-4) 9)

iEN

FTbb, ZOEIEX HHFED agent D¥EREZ[EE L 72 &
E, TOMFELS ENZIHENT 2N TEE0] &K
LTW3., WiEREe(o) >0k o B F v atglitdhd
LE, FZTOLEIZWEY 0D, £/, AHENED €
UFRTHhHEEO0HBETa 7y Vbl d eFy
Valfiilind. fEo T, AEIEDY 0 ITEWIFEE D
B7a7 7 ANEF Y Y a B nw e § 2 5.

2.6 CFR

Q FE» MDP %t FEOZRECHM FETH D LS
(i, CFR [13] IXJEBARL S — L % 7 — L OARBEE R B A 73
EEETHVTIVHEDILTHS FILTHS. CFR I
regret matching L MEEN B FiEEITLIZLTED, 7 —L4D
ARz 2BRL TEHERESIZHB I 5 counterfactual regret
EHR/METEEDICFPEEITI I LT, 2KD regret &
BMET 2 ZEeNTE, ZABNT—LREITBVWTTHY
> a VHIE & KD B T e BT E B,

Lanctot 6 2%2% L 7z MCCFR [10] I¥, CFR IZ&1 2
counterfactual regret DElHEZ V> T V72 HWTITR S
£ UEFETHS. ZTO—FETH % outcome-sampling
MCCFR T, ¥ 7V v Il SHEIGEE - € Z %
HRL, TORIBEREIZDWTDAFHEEZITS sampling
counterfactual regret 7 O MAFHE E [7] 2% CFR IZH1F %
counterfactual regret r [IZFE L <25 Z %2R U, 7 2H/ND
63250 HETS LT, F—LRLKREHRT S
el Fy v a gl E RO B Z LN TE S,

% 7z, Tammelin |&, CFR % ® KR U7z CFR+ [1] & W
XN 2 FEEZRELZ. ZOF¥EIL Johanson & DWW
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public chance sampling CFR [17] ® regret D& IZ B
ZMAHDT, CFR EHANTPHROEEVENTNS.

2.7 FSP

REREHRT — L &M< B OFHEIZ, fictitious play
(FP) [18] 2% 5. FP T, FHIMIKIZ N3 5 il in %
BRI 2 R &, T F TITRD 7 Bl n 5 g O 1y & S
gL 95, CWOBEZROIRST I T, T
NZABNT =L EI2EWTT v ¥ 2 HEHRIE IR
5. ZOFHITEHRR T — L LIFIEN B RS — 4
CIRRBDZETNETITSFRTH LD, K—H—72
EDT—LNTHEAT 2 IZEMEDRH o 72 (RO R
T — LIRS — L CRBT BN TESD, £D
BOREEEDS T — A ARDBE I IZK U T ing 5 72
&, FEHBTIEAR D o 72). Heinrich & 1% Z O R % A7k
U7z full-width extensive-form FP (XFP) [9] Z#&%EL, &
512 % D Fk % sample-based IZZEH L 7= FSP 2 ZxE L
Fo. FSPIZ=a—J)xy b7 —2%jEMH L7 neural fic-
titious self-play (NFSP) [19] i, R—H—F —LDO—FT
& % heads up limit Texas Hold’em (HULHE) IZ&5W\WT,
BEAAO TN T ) ZLIZVEECT B PERE 2 FEHE L 72,

FSP I3, sl E IR DFHED 720127 — LR 2R % PR
LR NER S0 E WS XFP DR S %R L, HULHE
DEDBRT—LREEEAEVIZERE S Z L0 L WKE]
BTy —AZBVTHBEZHRETE S &S ICLFIRT
HBH. LnrLahs, REICEHKOFEICRILESEZ,
MR DEHRUIZ BT H V FEE W Z & T, BRI
PORRGEIZE DN T LU E 5T W5,

REETIN

ARWZETlx, MDP * POMDP TH X1 5 EHF RERBIZ
B bEBICHIETAET NV E LT, BRBS —LT
KINDIEANBAZRERT —LIZBTBETIVERE
5.

MDP 12 513 2 #ALF# L, ¥BET LTV XL Alg &8
BE=<S,AT,R>ZE2HCTRDLS IZEAMETE 3.
T, B S INIMREsc S E2EFLTEY, FHET L
TY XL Alg i € DITEIEA ADAERH>TWVWS. £k
WEBIRAE s 2 O EHE I NS MER DT R(s) 12 L72h > Tk
M r 2K L, AlgiZs,r 225, Algldac A% EIZ
EEL, EXHERMNAE T(s,a) I U720 o TIREE s/ 1258
B35, AlghHIZZDTELERIE, THES A LR
B (s¢,7m,a:), TLUTENMDP TEREDZLDATHS.
Alg DRI BRI, RE s o178 A LOMERS %
HEZ5¥l o D5b, BBz &R T25D%FEET
52ZeThd. ZOETNVOMAME, X 1ITRT.

ZOREM, 2 ANBATRE®RT — LIBT3
BiLFEERO LIS CERMET S, £F, B E, = <

3.
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s SRR 5 m

e EEsA
(MDP#A &) BEOETIL
= REEs
fi#ha I l i
Agent L
=TT R R A B
7L

1 R E OEAX

E=v-npoiE
BB Agent(EEN
(REBARYT — L) THESA
BEOETIL

EREST
78a I 1 il
Agent l[ Agent l[ Agent R
- - F v 22 ETEEE
73y X L
2 REETFINVOEAX

N, H AP, f..T;, Z,U; > lZNEBREh c H 2RFELTEH
D, 7T—LBIRRFIZBEWTIXZ R IZES e THD. ZET IV
IV X4 Alg T, & DITEIES A & agent DES N
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