COMPUTER SYSTEMS RESEARCH 
Running Version of Your Program, example report form 2008-2009 

1. Your name: James Mannion, Period: 3 

2. Date of this version of your program: 10/29/08 

3. Project title: “The implementation of artificial intelligence and machine learning in a computerized chess program”

4. Describe specifically what files are needed and the command(s) necessary to run your program 

    How to run your demo: There are only two files: chess.py and chessboard.py.  To run the program from the command terminal, go to the directory in which the source code files are saved and type “python chess.py” (without the quotation marks) and hit enter.

5. Your program is running, now what? List test input(s) for the user to interact with your program. Specifically what should the user expect to happen? 

      Input(s): The program prompts the user for a move.  To make a move, enter it into the command line in this fashion (They do not need to be these exact letters/numbers, this is just an example):

a2 a4


This will move the pawn at a2 to the space at a4.  To quit, simply type “quit” (without the quotes) into the command line.

      Program's expected response(s): The program should not let the user execute and illegal move.  If the user enters an illegal move (or a string that is not in the correct format) the program will simply prompt the user for a different move.  When a move is executed, the board will be reprinted with the specified piece moved to its new position.  Also, if it was white’s move before, it will change to black’s move, and vice versa.        

6. What about user input errors? Are there incorrect user input(s) that your program handles? 

The program should handle any incorrect user inputs.  It simply reprints the board and allows the user to input a different move.

7. What is the programming doing, demonstrating, or analyzing? What is the user looking for in order to understand what you've been studying and developing with this project? 

Currently the program allows two humans to take turns entering moves into the program.  They can capture, castle, and perform an en passant.  I have not yet made it so that the program looks to see if the king is in check before allowing a move (I am working on that) and the program does not end with a checkmate.  Other than that, however, it is fully functional.  Since I have programmed a functional infrastructure for a chess game, I can go on to the next step during second quarter and make it so that the computer can play a human in chess.

8. By the end of this school year, what do you hope to have as a final version of your program in relation to this current version? What will you demonstrate during your final presentation? 

Hopefully I will have written a computer chess player that learns after ever game and gets better.  During my final presentation I will show the data from test runs of an AI player with machine learning vs an AI player without machine learning, which should show that as more games are played, the machine learner will win more often because it learns from its mistakes whereas the regular AI player does not.

