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Quixo Is Solved

SEBASTIEN TIXEUIL2®  YASUMASA TAMURAL'®)

SaTosHr TANAKAD®  FraNcors BoNNET!P)

Abstract: Quixo is a two-player game played on a 5 x 5 grid where the players try to align five identical
symbols. Specifics of the game require the usage of novel techniques. Using a combination of value iteration
and backward induction, we propose the first complete analysis of the game. We describe memory-efficient
data structures and algorithmic optimizations that make the game solvable within reasonable time and space
constraints. Our main conclusion is that Quixo is a Draw game. The paper also contains the analysis of
smaller boards and presents some interesting states extracted from our computations.

1. ELC®IC

Quixo 1E 5 x5 D7V v K ETTb b Z AEHMEE
2ERT—LTHY, BT VA Y —DPREIITHEL S
R—VHlr—LTHB (1], 2. RI1IZRTEIIZ, XB&
CODY—ITRINEZE TV VY —DRBHZ#K Eiz
BlE L, WHRHME - B - RloonThhr 15 (5 v R) %
HEDY =27 TRIZT=-TV A Y —0HEL %5, BRGNS
FHEEWRPOxZ — 4 (Tic-tac-toe) & 58 LT\ 73,

1: R=Rev—If&Fa—T7THEINS Quixo.
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T—=LWERDFRETRTTEZ BRI NN, Lz
Mo T, ARSI EREHERT IV IV X L7 E T Quixo
EIRRTER,

AL Quixo DIRfENRE HINE U, TRXTOREIZE
A Bl ER T EED) 2ETET VIV XLk
£I 5, —RNR 5 x5 D Quixo TH - ThH T DIRERIL
AR (1.7 102 F2EE) TH D, AW TIRRBRE O Kl
fbizinz, BBEHOBEFEROERAIEOTR, 7Y
A LBEERDEFEETFS 28T, BERIZZY IS &
UAE)ETOHEEZFEHT 3.
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AIFED ELRERUIPA T D@D TH B, 1) 5x5 D Quixo
FHHREBIZBWTH ER U THEZ LRSI L.
2) 5 x5 IZMA 4x 4B XU 3 x3DHFEHIZDWVT Quixo
EERFER L. 3) 4 x4 BLUT3x3DEAIZDNT, A
IR EFORFEBRFIEZIH S 2 U7z, 4)5x5 £ T
D Quixo ZHEMN LK - ATV ETHRTATNVITVX
VN = AUNER

2. BEEMR

Nim [3] X> Poker [4], PHE: [5] 72 &7 — L ORZEIFEE A
TonTwa. EHETE, HEPFHHEZSIZEWT, v
Va—Z2BAED b~y 7T VA Y —=LPAEOMS %53 55
PHREINTVWD. — AT, Hex IZEF TV 1 Y —DESFI
PEFEHNZFERI X 1 [6], Connect-Four [7] % Gomoku [8]
TR L D EFOBANPREINERY, 77— L2105
BN G B H TN T WS, AKiFZEIE Quixo 12D\
THREDT TH—F2L2HDTHS.

=85, VY R YA X% nxn (neN) IZ—fkL
72 Quixo IZDWT, EFEMMEM DB S EXPTIME 52
BIRT— LI NB I L Z2EHL TV [9. Zhix
n>5DEAELWMOWETHZHY, BMEMt%Z 5 MU ED
Y—2% 1HIICHiIZAZZ L LTWD. £z, RKEDIRE
2B 2 BN EHS 22T 55D TIEAR.

JREBEAHY Quixo & [FFEE TH % Connect-Four 1 30 424
EHTIZ Allen & Allis IZ& o TR ENTWB A (7], 7 —
LOMED Quixo & 1ZF74 5. Connect-Four 1, — &
EINZHPBET S0, ART—LTH5.

3. Quixo

Quixo 1 1995 412 Thierry Chapeau 12 & - TEEFE 1
= ATHY (1), 2, TA VA [10], [11], [12], [13] ® 7
Z VA (14], [15] TELKDEEZZHELTWS. Quixo (2134
ANTVAY—=DT = LBFET 20, AWK TIE2 ATV
Y —DF—LDHREES.

3.1 Quixo DJL—)b

Quixo &5 x5 7 Vv NETITbhb. ThEThD< A
IR B 0, Fizid {X,0,blank} © 3 FEEEO M HFAE
T 5. FIHIRETIZTRTOE blank £ 72> TW5.
BTVAY =D HEIZEEE2L, #E - # - fRloong
N 1 FNEETHS DY —2 (Xor O) 2 5 iz 5 &
Bsblihsd, MADY—2 DFINERIZTETCLE -7
&, BREOT 7V avEiTolT LAY —DaT RS,

B2 iZBo#E» L Fo—flzRd. FEOSL AV —
&, DU (16 ¥ ) IZAZiE S HD DX — 2 % blank D
B %8NS 5. BIRUZBZIND L, blank DBFEIEH
DDY—2IZEZ, BRULEYAZMOETHD S L 512
BN S 7 LIAD,

(b) B %A HIIC & LA
ATBDOREE. FHFIT X.
blank D¥il% O IZZEZ T2
LIAATWS,

(a) 5% B § BT O IR AE.
FEIE 0. LR AR
DB, KAITRT 3
@

B2 Bl B2 2 BeH, BAAMOREBNATEA.

3.2 Quixo ICBIFBREE “F—LK?

Ny REOBORE: FEOMAZREBLERT
5. Quixo TIXRFM & EIRRIZE Ul E CTFHDO AR
DRUBBVFZ2720, FRIZLDXANPBETH .
Byl 5 x5 =25fTad v, {X,0,blank} O 3l H D%
o, ZHIZMATEEN 2B H D720, 2RI
3.2~ 1.7 1012 2725,

Quixo TIEXFOETHIZEIVEUREBIZER T HZ 2N
HY, —BHNLAECTIPREER 2RI TE V. 22
T, YA ONVEHFRELEART T 7L L TT — LADREE
BEERL, ZN%E Quixo 282 “r—LK LEHT 5.
ZDrE, HHREDTF/ —FEiE, TORE,LS1FT
BB HERIRNTORETHD. KTRE (HbE~Y—20
R o 72 HIDTFAET BIRFE) D 5 ITIRDIRFBIZER TE A
728, MTIRREBIZT/ — RIEFELRV. B/ — Nid7T3
BROYTHYD, HHIREIZFTL 1 FAiOREEZERT. AU
READER L, HIREORM ) —NPEHHLELL
25 XD IIRREERS] (V1 o) 2EIKT 5.

TARTORBIZITE T LAY —i2 & > TORAESMfE
(value) H® D, ZHiE {Win,Loss,Draw} DWW 3Ol
LB, HBHRED value IE, D EeH120F/—F
» Loss DEFEIZ Win, TRTOF/ — KDY Win D&
Loss, TNIUNDIEGE L Draw & 725,

3.3 X

FAE: » [[RRIZ, Quixo IZBWTHOEREDO A% AL
SR EH7RAEX 90° [H]FE S B 7 REED value 1FF L K &
578, TNHDOREBIIFAUCREBLART N TES,
Mk, PHEZ2VEL, B EOX ¥ 0 DHEZ ANEX -
IRFED value BRI U274, REEE L CH—#HTE5. Z
D & 5 BR—BPageiREEOH 2 ¥ 3 12RT

AL TIELA LOWEZFHAL, FEHEN X ORED A
EFERBDILT, BlBETRERERZ 3P ITHET 5. —
H, BE%Z BRSO KSR R X 7RI —
T, TnETNHOREE UTEHET 5. ZnIEEEE O K
R E SIRINZHET A Z LR L WD TH 5.
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Active player: X

(a) fRFRIREE (s)

Active player: X

(b) s % 90° WHIE] D (2 14

Active player: O

(d) s DFFZ Y

Active player: X
(c) s DFEA % Kz
3: value A3 A —12 72 B AR DH

4. RERMEE

ARWFELIRET 5 Quixo DR TIEIX, Value Itera-
tion (4.2.1 ) & UF Backward Induction (4.2.2 1) 75
FOID., RETIEINSDFIRIZHLILD, Quixo 2EH
172 A €Y BTHYT 5 720 DRIERE B & OFHHIBRD
REFFEZOWTHAT S, £-2T7VTY ALERLEZD
5, FEHMNZGEIERMTOMIE LSS 2178 A U 7z &
EFHEIZOWTHIFT .

4.1 T—Y9EEOREL
4.1.1 REXRBEOZEL

Quixo IZEWVWTHE Y AL {X, O, blank} O 3 @D D%
57z, 2y NTREAETH S, LW->T, 5x5
Uy RTIE1RE%E 2.-25 =50 ¥y N TREWEEE &2
D, 64 Y MEK 1 DIZ1IREBEHNIGOTEZ LR TE
5. ZO &I BAEF—MIZE Y bR— K (Bit board) &
IEh, Ao F o AREITEITARERT L LTAL
Aouohntngd., BERKZREEREZK 4 12RT. 22T
BEHEOZHIZX BLTOIZDO2VWT 32y T iz
UTEELTWSD, N5 IR EHALTEEDbRV.

ZO&SIREREOFMICE Y, HINCHELZEY
ey hX&Z—r ey MEE (shift, and, or, not) % {#
HT2Z2T, REBERE LUK THEZ SEIZHET S
ZENTEDL, HlEUTH 5 IZRTIREs ¥y hoSx—
VA B, CEEZD. ZDEE, siIX 2aIlmTIRERK
HU, A 3R EBICAIET S X OMOMEZIET Y
FXZ—>, BBEXU CIEN 2 ITRTIRBBBIEIE 2 EBH
FTB5-HOEY hIRXER=VTHD. ZNoDEy M {H
AT5Z8T, RESIZOVWTRIZRTHELZ Yy MK
TRETE 3.

XL ODHMYEZ: s << 32| s> 32
BIDFEHE: s & A 1= 0

FETIRBBYIE: s & A ==

REER:

Erofi~(((s & B) << 1) & B) | (s & "B) |

Lok~ (((s & B) > 1) & B) | (s & “B) |

EMPSTA:(((s &B) >>5) &B) | (s & "B) |

TS EAN:(((s & B) << 5) &B) | (s & "B) |
BB D~ — 7 1Rk A7E 3 Rk O 8 5 % 58 FH AT RE.

A, B, CILEHT HIEICE U TRAEZNAZ—VHRHL
S5N5H, FKRBERILEASAX —ZZNIFEL IER
W, REBEBEREIR, IROREBAD (1) EBZIT TR
73<, HIDREAD (1£77) EBBFERKIZGIHETRTSH 5.
4.1.2 HEROGREAREOREL

T = LERIRRT 5720, TRTORED value % ~1F
THNEND B, value I£ {Win,Loss,Draw} DW\T DD
Bz eb2H2 Yy hTREMETHS. REEZHRET S
72DIZIE 50 ¥y METH B7-0, REL ZD value %
v NTREFET B5E, TIREBIZHLTARSESE 52 Y
MR ELE RS, 1IREE ZD value % 64 ¥y MEEH (8
NA b)) TRES 256, RIREBL ZD value Z{RIFT 5
1Z1E 8 x 3% ~ 6.8 x 10'? ~ 6.2 TB DFLIEAERA N E & 72
D, THNIFTENITZL L AEY BTIERLV.

Z 2T, REBIMRFE T, value Z I 27T 2855%2 %
Z5. valueZ 2w b (2/831 M) TIRIFT 5 &, 2RED
value ZR-1FT 57201212 2/8 x 3%° ~ 2.1 x 10! ~ 197GB
BEKELRS. 72770, THIXTRTO value % HIZ
RAM EIZEBALTELHETHS. AHFEITEWTHHE
Fi9 % Backward Induction (4.2.2 IH) Tl%, » 5RED
value % — ¥ DBEE S A IRFED value D A D> S ILEFGET
HB. ULizhoT, REEMEZDEIL, BERIREED value
DHE RAM EICEHT 22 2T, 3EKO (72571 7)
ATV EZHIET 5. Quixo 2B} BIREERIL, X HD
WX O DBMB 1A —AH W IEHICE X an
T—AZRETE L7280, RAMETIE X LT 0 oHu
Ko TREZ DEIT 5 Z & TIREBER IZBE T 4R %
HId 57 7un—F%2 2 5. AKEOFIEIE, Schaeffer 512
EBF 2y H—DFPIZENTHWSNT WS [16]. #HHA
ZIEEAL T 57280, TP X o l, O 2o lFEHET
SIREDELE C,, ERFLTH. 72720, FEREIEIZX
THh5 (3.3H) ZLITHERET 5.

value DA% RFT 23556, REL value DI IRBIRZ
BNEBT 2B ENEL L. REBIEZZOREGENSRD
SN TOHZENEHHIZWEETH 5728, value & 53
8T BEHNRFEL, VT v 7 A SREBADEHS %
RS % 2 & TCIOMBIZHLY 5. 720, AT
{X, O} OBUZ & D IREZEMZSEILTWBRD, Cpp i
EENDTRTORE? SEE{0,..., (2;) . (25_I) -1}

o
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25bits to store X locations

25bits to store O locations

00 00(0000000000000000000000000j00 OO0000000000000000000000000‘

H/—/

unused

H/—/

unused

X 4: 64 v MERUE FIWOREERB (A2 FLE Y M), 155 25 € MPEBOBOLETHS L EO O IXHsL, O
PEETDHEE LIZ, FELBRVWEE0IZRS. AKIZ33 557y M X OMEIZHIGT 5.

s=00 00/0000001000111010100000100j00 000011000100000101000001000‘

A=0000000111110000000000000000000000000000000000000000000000000000

B=0000000000001111100000000000000000000000000011111000000000000000

c=0000000000000000000000000000000000000000000010000000000000000000
5: [X 2a DARAE L& TRABHIELRBER ICMHHT 2 ABXUB, C. A X P EBICTHZ R TrE2HET 572012
T % (s & A == A). B& CIZX 2am 5 2b ~DIREEB ZEHH 5 ((((s & B) > 1) & B) | (s & "B) | C).

NDORBEPFEERT D HEIRDH S.

MUTF, REPSA VT v 2 A% ETE2HE27T. 64
Yy hDREERBDS 25 ¥y bTOD Sy & Sp 2185,
DL E, Sx 1325 X ADRIT X DBEET DG 2R
LU, So Iz X BWEETEYAZRNEZ 25—z T AIZBWT
O BEMAETZEMERT. DD SplE Sy iZBVWT1H
NOMiERFED B DIZHA. K 612 Sx & So O—fl%E R
T. Sx,S0 ZEHWT, Cpp iCEBENIRENSA VT Y
I ANDEBIITDO LS IZEHZIND.

ord(Sx) - (250* x) + ord(So), (1)

ZZT, ord(") WRIUNI VI EAEREDIREICN UNEE
REHTDHMCTH S, ord(Sx) B (7)Y, ord(So) A%
(*-r) @y DA EREOEIMET sz e T, R (1) 1R
RO VT Y IANDERR 2525 ek 5.

1Y Ty I ARSRERZRDD L E, TORED X &
O DEEMBBENDHD., TIT, IO (NI VIEA)
%R B pop(-) ZEHEL, pop() &N (1) DY DFHAEE
TBHILT, 1Ty IADROREERFRET S, pop(-) B
BE ord(:) BBOHIZR 1125,

REL A 2Ty 7 ADHEALBIT D W THEITHEE Z 7]
LEXE270, pop(-) & ord(-) DEIEZ H 5 A UDHITWV,
TN UTHERET 5. pop() DERIZ 25, ord(-) D E
Bk () <232 &bz, WHES 32 €y MERTH
BARETH D, pop(-) & ord(:) ~NDEMT — T )L % {£FF
T25DITHFIT2% x32x2=26MB 9 5. %
7z, pop(-) & ord(:) 5 DWEEZTT S 72T, pop(y) &
ord(y) DEDRTIZKNT 5 y DEEHRFTS. y<2?® T
HB7D, ylE3R2y VEETETSICRFETRETH D
B, IREBRBUZADLETIZTE 64 ¥y MERTHRAET
5. pop(-) & ord(:) DIEDRTIZ 22 B Y & 57280, pop(y)
Eord(y) o y NOWEMT — TNV ERFET 27201

& 1: x 12X 5 pop(z) & ord(z) DHI. pop(z) 1& 1 DE,
ord(z) 1% pop(z) WELWEDOEGIZEB T BIEF DB

x pop(z) | ord(x) x pop(z) | ord(x)
00000000 0 0 00001100 2 5
00000001 1 0 00001101 3 2
00000010 1 1 00001110 3 3
00000011 2 0 00001111 4 0
00000100 1 2 00010000 1 4
00000101 2 1 00010001 2 6
00000110 2 2 00010010 2 7
00000111 3 0 00010011 3 4
00001000 1 3 00010100 2 8
00001001 2 3 00010101 3 5
00001010 2 4 00010110 3 6
00001011 3 1 00010111 4 1

T 2% x 64 =256 MBI 5. ALK D, pop(r) &
ord(:) ~NDZEWE KW BB O R 2 (RS 2 720155
TH512MB DA€Y 2{HHT 5.

4.2 BEFAMGRRETFNITY XL

Quixo DRFERUL 1.7 x 10 FE L w57, ThTh
DIRRED value % FHH 9 5 Value Iteration (4.2.1 ) &4k
&% /3#E| U CTEHA T % Backward Induction (4.2.2 1H) % i
AU TH#NT 5. ZD7®, Value Iteration TIEAEY D
AU CEHETRRICRS.

AR EFMB L 727 T u—F 2 LT, ZE#EN (Retro-
grade Analysis) [17] 2% 5. HIIERMAETZH NS Z &
T, RBEH 9.7 x 10" BED 7 —LIZBWT, TRTOF
FiEfEE RAM LICIERA U CRIBMMT 217 - 72 [18]. 7
Romein 5 1%, JREEHA 2.04 x 101! FRED T — LT3 L
RAM 7213 T7 < iRl % E 2 ff % 2 iR B IC T
BRI 2 AT o 72 [19]. BRMENT T TIREE (BB PE
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00 000101001100000110000110000j00 000010000000110000100001000

filtered O: 0 1 00

00110

X: 0101001100000110000110000 = Sx
O: 0010000000110000100001000
0100 1000
shifted O: 0000000001000011001001000 = So

6: Cs5 ICEENDRELEZD6A LY PRIB LT Sy & So. Sx & So 3 A VT v I A%EFET 27201 fHEINS.

Algorithm 1 Value Iteration (VI)

1: for all states s do

if there is a line of Xs in s then

outcomel[s] < Win
else if there is a line of Os in s then
outcome[s] < Loss

3

4

5

6: else
7 outcomel[s] < Draw
8

9

: repeat
for all states s such that outcome[s] = Draw do
10: if at least one child of s is Loss then
11: outcome([s] < Win
12: else if all children of s are Win then
13: outcome([s] < Loss

14: until no update in the last iteration

Algorithm 2 Backward Induction using VI internally

1: for n =25 to 0 do
2: for z =0 to [n/2] do
o+ n-—zx
if n < 25 then

Load outcomes of classes C; 041 and Co z+1
Compute outcomes of classes Cy , and Co,, using VI
Save outcomes of classes C;,, and Co, 5

Unload all outcomes

U7=IREE) I o RR 2 U 7 OBl & 72 B R B % HIZ fi# by
FTBHDITH U, RWFFEIZE 1} 5 Backward Induction Tl
R =7 DEPLRED SHEREBBL, ¥~ — 27 DM 1
DAIRVIREEZ EIZfiF# T 9 5.

4.2.1 Value Iteration

=Y 7 AEDWIHDIRED S BER A AT A DITxf L,
Value Tteration TII#& THREE, §74b B EEMAUE L 724K
RED value ZHE L, value BSPRE L TWARWIRREE 3.2 fffi
DEFRIZME->TEHT L. value DEFHNRLRDETHE
HEBOERTZ T, TRTOIRED value BWIREIND.

T 3Y X L%E Algorithm 1 (2R, 1-7{7TClE~Y—72
B> TWBIRAED value 2 Win £ 72 1% Loss IZHRE L,
¥ — 27 Do TWARWIREED value 1% Draw & LT\ 5.
FENX LRDPREOAEZERL TS, X hio
TWADERIHE,rD S, 2Tk, WO~ —2HH
Riichiio 728 &, BMBIIFEREZ LT LVA VY —PaTs L
W=V &7 9. 8-14 17 TIEAERAMNHR T 5 £ THMr
ZAEDIRT. BfEYIZ Win F 72 1d Loss D&M %72 X 72
VWIRBED value I& Draw £ 72 5.

4.2.2 Backward Induction (%:RIZWE)

Quixo TIX 1 FTHXE2Y—208IT 110 THB. K
METEHFFEOI X X LRELTVWE-OEZ 5
=3I X &b DED Cpp DT Cor UCopt1
&b, TbB, Cuor1UCoupt1 DIRFED value D A D
5, CouxlUCoyp DIRFED value D EHEAIREL 72 5. Tz,
T+0=25RBRELSIET— I DAL Z LIFRV.

FIT, x+0=25 LB REBESHNS value KD B Z
LT, REBEEZIEL THET 5.

AEVIZHRET 2IREIE Cuo UCoe UCu 001 UCopt1
EY, x =80=80DrEmKNenb. 7L, E
BROERTIE s = 0D &, Cpp & Cop FRIUESIT
570, KA TICEHATETHS. Css DIRMERIL
(285> * (258_8) ~ 2.6 x 1010 L7425, 1JRFED value % /17
T577-DI228y MEAT 27208 6.1GB D AT HH
Frd, MUY A XDEENNUDH 5 7-HEG THRAKN
244GB DAEYDBRBREIZRD. ZHNITMATO0.5GB ff
Hi2aREL YTy 7 ADEME (4.1.2 i) 2R 7FT 5
BEND S, AW TIE 32GB O RAM 2fH L 72720+
NEEAREL R 5.

Value Iteration (Zfll X T Backward Induction % L
7273V A% Algorithm 2 (2R 9. ZHZE D TART
DIREEZ MR AT BE & 72 253, BFEM KM &Iz
%7217 4.3 Bl R @E L2175,

4.3 BREINEBRRTILITY XA
4.3.1 HOEH

RBED value 2¥ Win 12725 & &0 H 1 DDFH
Loss TH 5. WX 1IE Loss DEIFHT Win & 723
7=, Loss DR R Do 72 & EIZHD value % HIFEIZ
Win [ZBEH L TH L. ZOFEL Romein 5 [19] 4
LTWwWa. Ziuz &b Algorithm 1 ® 10-11 {7 HZ &M T
&, TOBEIZ12-13TOTATOFA Win 2R 25
DDA D., ZDeE, FOHIZALILE1DTH
Win TRWIRED HITEERZ FIEEIZHK T LTI nzo,
FHAEHEDO KNI L2 RAD S, Cpp DR TIRENLSD
FEHIERD DT IV T Y X L% Algorithm 3 IZRT.
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Algorithm 3 Update outcomes of C,, using terminal

states

1: for all states s € C,,0 do

2: if there is a line of Xs in s then

3: outcome([s] - Win

4: else if there is a line of Os in s then
5: outcome[s] < Loss

6: for all parents p € Co, of s do

7 outcome[p] +— Win

4.3.2 WinOrDraw DR

value X 2 ¥ v P TREINTEDL, &K
{Win,Loss,Draw} ® WIFNhrDEIZIREIND. 28y
N TlERK 4 DD value 2RI TE 57280, FHEDGEFIZH
7273 value & U C WinOrDraw % & A9 5. WinOrDraw
WX EAEHIZ Win £721% Draw &2 5 RETHBH I L2 E
KL, WX 5L Loss 1272 5 WIRETH B, WinOr-
Draw [ZHEH I N5 DI, HH A Draw (F1Z Loss & & &
W) THD, TOFIZARLE—DD Draw BFEHET
5LETHSD.

TRTOREE —EIZFET 52BN T, REN
Draw T» % P EHEHABPRT 2 EThr o630, Ll
AR TIZREEZ DEIL, ~— 27 DML NVIRED S fifthr
LTWb7, ¥~— 27 OEBL \VREBIZD\WTIE Draw T
HEPDPPELTWSE. BIRIIZIX, Cp o DffNTZ LT
L&, Coupr1 DIREBDIEIFHKTLTWVS.

Value Iteration DFEH & MRS 5 72D IZIXIRED I N T
@%%%ﬁ?éﬁ%#@é(A@mmm1®10ﬁ3;012
7). THREBIZIZT TIZ value BTSN TV B REL, F
IR S NTOWRWIRBPEET 5. BARKIZIE Cpo D
fEMTZLTWBEE, FidCop £ Copp1 5. Cop
DOHIZIFEZMRT I NTWRWIRENREENEDY, Courn
DFANTOREIIFRICET TN TN S

WinOrDraw %3 A3 % Z & T, Algorithm 4 12/ 9
Cout1 PO DHEFHEMEE —~EITZIL, ZTDHKC, 1 DEHER
BT BBENENT LR FIZRET. 5 € Coo ® Copyr 2
EENDTITDONWT

o D H—DD Loss LR BIRENH D L X, sIFH
JBEIZ Win & 725,

o TRTDIREN Win TH 5B & F, sl Draw (IZFHL
INDE. DFED sDTFTCop IZHEENDIRED value
DHIZ & 5T s »* {Win,Loss,Draw} O\ D IZ
RHEMPEIND.

o D dH—D0D Draw & 72 B IREAIFEIEL Loss &
RAHREVFELELRVE Z, 51E WinOrDraw & 72 5.
SDFTCop ICEENDIREDOHFT—DTH Loss &

RHRENRHNIL s 1E Win 720, £S5 ThIFhE

Draw & 72 5.
Algorithm 4 @ 6 fTHIZEWTED value A Draw THh 5
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Algorithm 4 Update values of C,, using inductively-

computed values of Cy y41

1: for all states ¢ € Co,z+1 do
= Loss then
for all parents s € C,,, of ¢ do

2:  if outcomel[c]

outcome[s] «+ Win

else if outcome[c] = Draw then

for all parents s € Cy,0 of ¢ s.t. outcome[s] = Draw
do
T outcome[s| — WinOrDraw

Z e EMERLTWADIE, T TIZ Win TH 5 HH WinOr-
Draw (275 Z & %2t F 572D TH 5. Algorithm 3 D 6
TEHTI, $RXTOH/ — NH Draw £721% Win TH %
ZEPRIEINT WA 72, Z0 &S RHERAUENALET
H5.

422HTIR—EIZ4 DOREEARZ ATV ITRFT S
WBEEDIH - 72D, WinOrDraw OEAIZ & D —FEIZHK 2
DOREBELGZRTTHZIITHENTEEL 5. B
2, Cuo & Cow DIRITZEITD EF, Copp1 D5 Cpo D
BEHZITW, #REA PV —VIREFET S, T Chorr B
5 Cop DEFMETY, FEREA MV —VIZREFET S, B2
12 Coo & Cop DIENTZATAE, —EIZAEVIZEHT S
REEAITTKRK2DLERS. 717’: L, RFFETIEA RV —
VIZRET AR AR 5720, 4 DOIREEL % A

RET 2 EEZBRALTWS
4.3.3 RET7NLTY XLDOLKE

ARFSET Quixo Z R T B7-DIZH L 2% T IV
a9 X% Algorithm 5 (2789 . Value Iteration $ & ¢
Backward Induction (ZfillZ, =#/LEEE & U CTBIOFEHT,
WinOrDraw #8H L T\ 5.

RET N TV X LITIEFHE 2 Wb 0 87235 53 AAFEAE
U, ¥t fHESEREZoNS. EHOHE LD
ZCIREET LD, arXivIiZEEL 7L 7Y > Ml [20]
(HX) TIE, WHFEHEIZODWTHEFREEZMATVS.

4.4 REBANFH

Algorithm 5 12 & D TR TDIRAED value BFHEAHE &
20, THIZED 5 x5 LAFD Quixo DIRMEIR % AT S HEfH
MTEH. LL, ZERAEIZHAICE >T Win 745
REIZEBLUTRELTH, V1INV AB LD T2 E
OB 27— L3 T LW, L2 - T, BRI HE
U 728 A & FEER O SRR FRIZ 2§ 2 BARK 2R 8B
FZEMHT 272D0121%, BEIZT —L0%87 9 2 IREER
5% 8IS ISR B E L 705,

YA 2N TERS UK 2RIEZ T 2655 hikE U
T, HAZE 5T Win & R 5BMFOHN S T 2 X LITIR
D1FEERTZHEVHD. TRTO Win & 725 KE8
POREDPBR Lo T =LA TT2RELZTON
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Algorithm 5 Complete algorithm used to solve Quixo

Algorithm 6 Value Iteration with steps to Win or Loss

1: for n =25 to 0 do
2:  for z =0 to [n/2] do

3: o n-—zx

4: for all states s € Cz,0|JCo,» do

5: outcomel[s] < Draw

6: Update outcomes of Cy,, using terminal states (Algo 3)

7 Update outcomes of C, , using terminal states (Algo 3)

8: if n < 25 then

9: Update outcomes of C; , (Algo 4)

10: Update outcomes of C, , (Algo 4)

11: repeat

12: for all states s € Cy 0 |JCo,» such that outcomels] =

Draw do

13: if all children ¢ € Cy,,|JCo,2 of s are Win then

14: outcome[s] < Loss

15: for all parents p € Cz,0JCo,» of s do

16: outcome[p] + Win

17: until no update in the last iteration

18: for all states s € Cy,0|JCo,» such that outcome[s] =
WinOrDraw do

19: outcome([s| < Draw

1: for all states s do

2:  if there is a line of Xs in s then

3: outcome([s] <— Win

4: step[s] - 0

5:  else if there is a line of Os in s then

6: outcome[s] < Loss

7 step[s] «— 0

8: else

9: outcome[s] < Draw

10: 71

11: repeat

12:  for all states s such that outcome[s] = Draw do
13: if at least one child of s exists whose outcome|c] is Loss

and step[c] ist — 1 then

14: outcome[s] + Win

15: step[s] < 4

16: else if all children of s are Win then
17: outcome[s] < Loss

18: step[s] < max(children steps) + 1

19: i1+ 1
20: until no update in last iteration

AMBIFAET 27D, TARVAT Y THn TIZHD
R p CTHA TP TESL. noso0&Tdep—1l
LR, WONIBHTEZ LN TES.

T VR LTATE % RIS 2T ATy THICE L T
R HREE TR\, £ 2T Win RED S i FETHA
I HREERFZROIIBZLeT5. ZOLEa&ITHM
DERETENE, HEFERTATLIFORIRE LS. B
MFEEGHAET D720, BAREBETDORAT Y THE R
T EER (step) ZEAT 5. step IFUTIZEREINS.

o MTIREBIZBEWT, step 0,

o Win REEIZHE VT, step id Loss 75T D step D

B/ME+HL,
o Loss JREBIZE T, step i Win £725F D step D
BRAEA+L

AR T mEBALTFEZ R 5121%, EAN LR
FT7 LTV X LD Value Iteration #4312 step 2D EH
ZIMANIER\. ZFEHEO Value Iteration #43D 7L T
A 1% Algorithm 6 (2R, 10f7HD i IZAT v THER
T i KORSARAT Yy ST HEMLH S L E Win D
EHFTORN. 259528 T Win iCEHINS / —
RD Tz Loss £725 /) — RHAUZFHELTH, FD Loss
7%/ —NDstep i AETH B Z & BRI, Win
£725 7 — NIXIEL step ICHEFTEN5.

Algorithm 6 (2 4.3 fiCTHAL zm#ELE2MAZ2Z & H
ARETHS. —HT, BEBHFROFREEIAE) X
CHEDRH L. RTIREBETDATY 728y FTREL
TEBLRELTH, Cgs DIRFEESD value & step {7
735720128 6.1+6.1x4=305GBHELARD (4.2.2
H), INZ2EHRAM RIZER UK S Z 38U W,

£ 2 FNTFhDOY A ZIZB T 50REORYO T L 1
Y —D value L TIREEEZ TO AT v 7THE L OFHEFHE.

value | steps | computation time
3x3 Win 7 ~0.1s
4x4 Win 21 13.4s
5X5 Draw '] ~ 19500 min
5. fa®

FREMREE N T, Quixo DT RTORRBIZE T S {Win,
Loss, Draw} 2589 5. GEHIOHE L2 2 TIXEHEESRKS
ROBERTH, arXiv EOT VLTV v MR [20) 1I2TE D
PRl R 2 G LT W 5.

AHFFETIE, MBI 5 x5 O Quixo 721 T4 <, 4x4
BEUO3X3IZOWTHMR2/To72. TOLE, FHHEIC
1% Core 19 9960X CPU, 32GB RAM % #i#k L 7= Ubuntu
18.04LTS ¥ — N2 L 7.

FNTNDR— N D29 BIREMIEIC X 2 5HEE
RER2IZRT. RPD value ZHHRER LTI L1
¥ —i2¥& 5T {Win, Loss, Draw} OWFNTH 2 n%E &
U, step ZBER TV AV —%RKE LRI — LT £
TIWZET 57N FH, computation time I&> > 7 VAL v
RCEE 2T - -BOIRERMZ2RT. Bl T L1 v —
CiE, Win RETITREFETEOF, Loss IRETIIRE
FHTAT B F, Draw IREETIL Draw JREEZEZ ¥+ — 73 5
FrBBRNT LTV Y —2EKT 5.

# 2 &0, AN 5 x 5 O Quixo IXHHPREIZB W
T Draw THEHZ L ZHSMZ UL, Lo T, LA
Y =P HEWIZEE R %2 © N Draw REEDIL— T2 72
DT =L T URWTZD, stepldoo &b, 5x5D
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%3 BB, B, 51E0 T ORER (5 x 5)
i7:358 aly EIR-:00i
441,815,157,309 | 279,746,227,956 | 125,727,224,178

(a) X Db L BREOH (b)) z & o DEHFE—T, X
TH o BHBDBRVEDD DENVT &R BREOTTE -
—D. EHENRDINEDD—D.

7: 5 x 5 Quixo DM LREE. FFKIT X.

FHAIZ I 19500 4 (9 325 ) 2L TH Y, Zhik
Ax4BLV3Ix3 EHBLTHSPIZEW., 71T X
LO—EEMFULL, 32 ALy ROWFIEHEE L IZGEI
&, TR 1900 43 (K9 32 IRefll) £ CHRIMETC & .
Ax4BEU3Ix3IZOVWTIE, FIHPRENETIZE ST
Win THEZ 2SN ULE. 20L&, 44 /IR T
HHEZE O REBHNTRERD L ZENTE, ThEThE
FEDEYD iR otz E£72, IHIRERSEFET LA Y23
RIEFETHRT 572D DEAKNRFIELIHSNZLTW
LM, AETIXEETS.

5 x 5 Quixo DFFHMARMT

HELEZITRTOREDS B, b, &Al), 5l&a0e
BN AR 3ITRT. PIPRERIZE TR, B E
S DIREHRDE ST 15% LT T, BB E->TW5
RIEDHNE NI EDbhb.

X 7 IR IR < R AR B A R . X Ta 13
AR EL TWBREDRNLTH 22— DDA
WIREED —DTH B, ZORBIZHET 5FTIZ O IXH
DD =2 BRI RNFEHZLTWS., T5IT, C 12
GENDZTRTORET X VBT L edbhrolz. —
7, B 7h EBEWIHSDOY— 2 2P LT T, &
THREVAITIRETH S.

6. Ihim

AWFZETIETZAT LA D Quixo D FEA T RE AR EE
EECTRNTOREBOME LML, #IHIREIXS] &5
B RUZ. 72, HIHREBICE < BEEDSRE L
TWVWBHRELREWL O ORI R Z IR Lz, 5
2, 4x4 DY A XATREFVRE 21 ATy TTHAL,
3x3DYVAXCTRETENTATY TTHANTEZ L 2R
U7-.

AWZETIX 5 x5 L RDY 1 Xi2HB 1% Quixo % HifiF

BLUED, nxn OV 1 XX N7z Quixo IZH1F 5
n > 5 DFEEIFHS L TIERY. nflD<—2 DF %Kiz
Bl n D RELBRDIIONTH LI RBEEZILND
W, TOHHXSHBOFETHS. /2, nxn DY XT
S5MED~—2%KA 5 ZEHNAEENTEH IS N TIEAR .
Quixo DFERZMEAA L 7223, ARV @ A7 L1
THZLIIKRELUTHLW., 5 x5 DY A1 XTIEFERN
BlERIT LB H, TRTOIREIZE T 5 5E 2 Hil % 5
WTHZLEIBESLATRETH S, AHVHEMTE HH;
BAEFRATEILELE5BOFETH 5.
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