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We reproduce the abstract 
"The standard complexIty classes of complexIty theory do not allow for dIrect classIficatIOn of most of the 
problems solved by heunstIc search algonthms The reason IS that, almost always, these are defined m tenns 
of ImpiIcIt graphs of state or problem reductIon spaces, whIle the standard defimtIOns of all complexIty 
classes are speCIfically taIlored to exphcIt mputs 
To allow for more precIse compansons WIth standard complexIty classes, we mtroduce here a model for the 
analysIs of algonthms on graphs gIven by vertex expanSIOn procedures It IS based on prevIOusly studIed 
concepts of "succmct representatIOn" techmques, and allows us to prove PSPACE-completeness or 
EXPTIME-completeness of speCIfic, natural problems on ImpiIcIt graphs, such as those solved by A·, AO·, 
and other best-first search strategIes" 
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We reproduce the abstract 
"ThIS artIcle has three mam contnbutIOns to our understandmg of mmImax search 
FIrst, a new fonnulatIOn for Stockman's SSS* algonthm, based on Alpha-Beta, IS presented It solves all the 
perceIved drawbacks of SSS*, finally transformmg It mto a practIcal algonthm In effect, we show that 
SSS* = Alpha-Beta + transposItIon tables The cruCIal step IS the reahzatIOn that transpOSItIOn tables contam 
so-called solutIOn trees, structures that are used m best-first search algonthms lIke SSS* Havmg created a 
practIcal verSIOn, we present perfonnance measurements WIth tournament game-playmg programs for three 
dIfferent mmImax games, YIeldmg results that contradIct a number of publIcatIOns 

Second, based on the mSIghts gamed m our attempts at understandmg SSS*, we present a framework that 
faCIlItates the constructIOn of several best-first fixed-depth game-tree search algonthms, known and new 
The framework IS based on depth-first null-wmdow Alpha-Beta search, enhanced WIth storage to allow for 
the refinmg of prevIOUS search results It focuses attentIOn on the essentIal dIfferences between algonthms 

ThIrd, a new mstance of thIS framework IS presented It perfonns better than algonthms that are currently 
used m most state-of-the-art game-playmg programs We proVIde expenmental eVIdence to explam why thIS 
new algonthm, MTD(t), perfonns better than other fixed-depth mmImax algonthms " 

I The full text of thIS Research Note IS aVaIlable at http Ilwww elseVIer nlliocate/artmt by followmg the hnks 
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