Playing Twixt

Table of contents

1 The Computer OlYMPIA........ccuoieiirierieereeeeee et s b e 2
2 Current TWiXt-playing PrOQraIMS........coeeriererreereeeeeseeseeseesseesseseesseessesseessesnsssesssesnsesses 2
BRUIES ...ttt b bbbt ae bt eaeens 2
. Lo = 1 o] 1SRRI 3

B IMOTE EWIXEEO [INKS....ceeeee oot e e e e e e e e e et e e e e e e e e e e e e e e eeeeeeaaannees 3




Playing Twixt

1. The Computer Olympiad

Thisismy text asit was published some time ago on the Challenges-page of the 7th
Computer Olympiad (2002) in Maastrich:

Twi XT is a two-player abstract board game, invented by Al ex
rI?andol ph. A short introduction to the rules can be found
ere:

http://ww. nsowor | d. com m ndzi ne/ news/ proprietary/tw xt/tw xt1. htm.
As for Go, it is hard to wite a programfor Tw xT al t hough
the rules are quite sinple. The nunber of possible noves is
| arge and judging a board position is fairly difficult.
Currently no programfor Tw XT exists, at |east not to ny
know edge.

This is acall to wite Tw xT-prograns for the Conputer

A ynpiad 2003, | plan to finish ny own Tw xT- program by t hen

In the meantime several Computer Olympiads took place, without any attending
Twixt-program. So hopefully, there will be a Twixt-contest at one of the next Computer
Olympiads. See you there!

2. Current Twixt-playing programs
A list of current programs can be found on a separate page.

3. Rules

Remarks on rules we should agree on for new Twixt-programs:

e The convention for coordinates: The rows are numbered 1 to 24, and the columns are
lettered A to X.

« The player playing top-bottom makes the first move.

e Wesshould use the pie-rule. (Explanation by David Bush: "After the first player (Red)
makes the first move, the 2nd player has the option of responding normally as Black, or
swapping sides. If sides are swapped, the player who moved first as Red is now Black,
and makes the next move. Sides may be swapped only once per game. If the 2nd player
chooses not to swap after Red's first move, then sides may not be swapped at all that
game.")

« For the normal move, ‘automatic linking' is used: Any links which can be added to this
peg, without removing other links, are automatically added.

e It hasto bediscussed if 'Unlinking' and 'non-automatic linking' has to be implemented for
the first Twixt-programs.
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http://www.cs.unimaas.nl/Olympiad2002/
http://www.cs.unimaas.nl/Olympiad2002/
programs.html
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4. Notation

Currently two systems for notation of moves exist, the one used in Germany and the one used
in North America. They differ in the syntax for 'Unlinking' and ‘non-automatic linking'.

American notation:
The notation for movesis described (and used) in gamerz.net.

An asterisk *' can be used for "automatic" links, but thisis optional.
German notation:
Dashes '-' are added after the coordinates, one for each "auto link" played.

If alink isremoved, thisiswritten down in brackets (e.g. (U8-T10) means that the link
between the pegs U8 and T10 is removed).

Thereis no syntax for 'non-automatic linking' known to me.

5. Moretwixted links

Mark Winands added a Twixt-page to the website of the | CGA - International Computer
Games Association: http://ticc.uvt.nl/icga/games/twixt/
Deutschsprachige Informationen zu Twixt: http://www.hussmanns.de oder beim

Hiespielchen.
Twixt Community
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