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Beaver-contest

Thanks to Lithuania!
We did a test with 177 students
on 3 age levels




National Olympiad

Nederlandse Informatica Olympiade

First round at home (Sept-Jan)
(long term)

Second round at the university (March)
(exam)
Training program for top 10 newcomers

Third round at one university (exam)

|OI participation
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The Codecup competition

Final task of the first round is to program a
player for a game

For the Olympiad most of the credits can be
earned by writing a player that makes no
errors (80 out of 100, automatically tested)

There is an extra award for the winner of a
competition for all playing programs (and 20
out of 100, based on the ranking)




What was new In these game tasks

1996: First game task; solitaire game
1997: Two players game

1998: Tournament report on the Internet
1999: Demonstration with an applet

2003: CodeCup:
submit facility;
test competitions

2004: Swiss tournament

2006: Software to play a tournament at home




Turn Right (Codecup 2006)

Easy to write a basic program

Not an easy way to calculate your
moves

Not a 100 % win or loss
No obvious winning strategy

A better programmer needs to achieve
a lot to make It into the final round

No chance to win by luck




Programming skills

Storing and maintaining different board
positions; datastructures, properties, 10

Generating all possible moves
Maintaining the game history, game tree

Evaluation and selection of game
positions













Future wishes

More than two players in a game

Possibility to offer a draw (and to
accept or surrender)

More participants

Training material for new
participants

Interactive helpdesk for participants
Better connection with the schools




Games at the 10l.

Always a task, not a project.

A typical 10l-game has always a known
algorithm to win the game.

The goal of the task Is to discover such an
algorithm.

Some tasks can be looked at as solitaire
games.




Two-personsgames at Ol

1996: A row of numbers

1997: A game of hex

2001.: |Ol-Wari,
Score

Rectangle




Solitaire games:

The clocks (Rubik)

Wires and switches

Magic Squares (a la Rubik)
Polygon

Two Rods

Guess (which cow)



Codecup-like games in 101?

his would imply relative scoring

(like XOR In 2002 of Reverse in 2003)

e Elements of luck?

 How to select proper working programs?
And what if they ruin your competition?




Codecup-like games in |Ol!

« \Writing a proper program is an implicit
proof of your abllity to handle some
algorithmic problems.

* Finding a good yet unknown solution is a
real challenge (project).

« A tournament is a nice way to compete
(but alas, especially for boys).




