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A-Game System
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F=biZBiT3 —iv) b T8 OMEREEELLV. FOEDICF—AORELS LB
BllLoTRBATA. —) & T LWokB3MBBIEHEEILR TS LD,
AREWIFEICHMETERDTZ EITLY Th—) L TERE) DORCH 5 operator & operand
WS BEEMSRAN, TTANL—ARBEELTCWEUADOLOLEERLE LTHEZAL SRS, Th
D OBKRIIA—MZTFEHL, V=ABTx2HBELTWEh->7=FB%2EB5 2 LIRS, =
DEIBRRBEETNALL, TOEDY —LDORTFEHRTS
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1.1 EEB&R®D open-endedness & JL—JLOD openness

F=b LT VA DEBENEBZD. SRS —ABH Y, BT LA Y1 —L 05
ETHEMORNTEDERKENBSOMBERKICTE,2E L, BRL, thISUEfIEE2E
5. —F, TITERZWT A e, FHROBVDE IR LD THY, 2 T —Mid—ik
FoTWVBIETROER, VA TEHBEINTROVH LNEEA KL LA EN, okt
TA—NVEBEICHERT A Z LI Lo TERTHLRAL DT LA BN TV DTHS.

led 2, FRIZS— 0L RITEIR L D2 L, B AL TRTORRIZBNTIZ Z
TT v A LS X 572 interaction 2 L TWBDOTRNWES S . FIZIZCRATA. ZhiiF—A4
NI 33 DFIEITHI TT R TRERDLINDI LD THEHA, FHO U ATFABNTE, F—
FaF " —ZRFICRAL THPLEREEHTHALLFORIC, BVELOUSATATIK
BHULMAEBEIT—EIZOATRE LWl g—I N — AN ELELEREENS.

ATAMBOBFRICEB O THLS — L2 BT 5 BRSO open-end RELIZTBEERT—<THDH, =
EFTHLEEOHFRNRRINTE = [10]. Lo ULL—ARNrigid ICREY, FORPTOEERT
BYRTFTET 2 D725 open-end ZRFEIRBZ EARFRETH YV, H & ITED DI, AR BEs
BHDHDIEN AEOGEERCFERDIBBON THAENLZ ZITBFEL L2, W) BTz
2oTLED. £ZTEL D open-end RFFHFE /D MR TIE, BEEDOZEBIC openness % (FF
FWICRE SN HT) BA LKL, Thidd sEITERKICRBIT 5REOE S (7, 11)) TH Y,
ERBEEDOOL ZHFOETNVORESLX ([8,9,13]) THomb Li-.

Lo LW F I — W & BB % open-end ICHEB I EDZHMAHD L WI BN HD. Zhit
DEYNL—ID open ThHDHZ & Z % HPEBED open-endedness Z4EHHT EWIHIIMIFTHB. F)
A, HRCBITBL—LEVI DIIEL DS, BASHECTRREINTEY, BREEFTHIIT
b HAAURITEP N TV E DS, BEOCHAICBIT IBRBIIZHETHV 2 HLELS. L—
@ openness % #EA L 72E 7 /L CHE, #)% 1% Howard @ meta-game theory D X HICNADT L v
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<ZBWT (HREMERATIRORLBHAL, HRENAEYLZRZRLABEYDS] ol —b
WWERT S A X ER%E (one-shot TYH) #F 9 L5 a9 [5, 6], 5DV iX Hofstadter 23
@4 Ui Nomic &35 #— A ([4]) D & DT _RTOA—AEHROI AREFCES, ThEE
FLTWL =% BEXVT5ZLMTbhb.

1.2 BIREEH

T — D openness £ WI DT ED X HIZLCAREIZARDDTHA D . L— /WTEIEDE
ERERE L TENSOHICHT BRBEREL, £7 1A Y —IiI—/LOERIROFEN ORI
THEBOER#ELERS. Z0OX5REATENT, ZITEXTVWAL S —AIZBITHL— /L LKL
WHDIE, BIRETHROLIREBRICHD VAR LD, T (ERER) ik LB (v—) ORE
TAHERBROMIH S Z LT TERWL, Bk Ov—) b ESIKONO AT (HEE) X LTIk
H(BR) ZEZDHTZ LIXTER.

—%, A TIRESEABEIHINTWED T, L—/MIEBEOHAD AT L THHAE RS
2 THEHWIT RV, ZZTERINTVE0H, EREEBEFTICEARANCHLTLLEY S
ATREHEETHEZRTHD. TODICEEREO 7 7 ABRBHEAGD 7 FALR L WA
<, BT, TRbb/L—LLERE, 23FE U format TENN TV type-free 726 D TRITH
i e,

IITRS—AERERT SO AN FHEEZEATS. AR type-free RETEERTHY, T
DZEFTRDERUARBEZLEERO LI AN Z EEZERLTWS. £ AGET
B —LOFERETIBT HDOICKELREB/BER I X, BREERDT LN TED.

T THUZDO LRI X 52 AN RO/ E#D duality IZHEB L TENECERISIZBIT 55
F o duality W@ R U= A4 728512 Fontana & Buss @ Alchemy 23% % (3, 12].

2 Model

2.1 Efafl, ifX, BRAE

AR T, EBHE, 3 BREEUTOXIICKRRTHIZENTEDS 2. (bbAAIND
EASEICES if XRHBARBORED I LDV ESTHY, ZTRHUNDOKRBELARETHD. )

e Boolean values
T = Azy.x F = \zyy (D

e Conditional
“if ¢ then P else Q" = Az.zPQ (2)

Mr.2PQ)T—-TPQ— (Azyz) PQ— (\.P)Q — P
(M.zPQ)F - FPQ — (Moyy) PQ— (M\yy)Q — Q

e Numerals(Barendregt)

0 = Mz (=1), (3)
n+l = A\r.zFn, | (4)
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succ = Mzyy(Azyy)z (= Azy.yFz), (5)
pred = JMzz(\zyy) (= Az.aF), (6)
iszero = JAz.z(izyz) (= Az.zT). (7)

2.2 )\-game system

Fig.1(a) D X 5 %25 — L DFFER % FF> one-shot DMAD VL v~ SF—L%EX 5 [1]. 22T
C.DIXEhZThHHALETNVARDLTVS. ZI T —LDONL—/LIERENRTWA I LT, &
TrA Y —OBBEOBICH LT, ThHEZRE L TEREROBEITE U THIBRICHE- - 308 &
TIETHD. TROLF—ADOL— VL Figlb) DL ST X2 2EED Z L IC Lo TET L
AY—DEREXHL, BESTELT, ThTROFBERELTWVS.

T TAE CEALLEBELE->T, C(HHA) & T(= \sya) T, D(EYIY) % F(= Azy.y)
TRETDHLTHZLIETH. T5LF1B%KET game master D A X G i, FIBDBREE
Barendregt 8 TR L, AIEiD if W “EIIMHED Z LIZX > TUTOR (8) ITEIT B (ARDAH»
TRFTEVTHDEFIEERICIL Barendregt D A RBAS. £k BAEMIZEN 0N (9)

ThD).
G = Mz(Alyy35)(\yy01) (8)
= I.z(Ay.y(Az.2F(Az.zF(\z.2FI)))
(Az.2F(Az.2F (\z.zF(Az.2F(\z.2F1))))) (9)
vy I
(Az.2FI))

2ODEE Soetf, Sopp WEADNIZL &, TNENOEEED X BFUEHL, GIZZAD Seelfs Sopp
ERATHZETRLNG.

GSsetfSopp — GQBUS'OPP — Reward gy, (10)

GSoppSsel] - G;ppssclf - RewaTdself (11)

BIZIED & CHRAELIZE 2D D 0FIBIE, GTF — (\y.y35)F — 5 LEHEIND. ok

DMIZHFLTH, GTT -3, GFT -0, GFF — 1,729, Z® game master(G) 2% Fig.1 @
FIBRERDLLTWVNAZ EBbM5.

S if S1is
St ° C D y V
Cl133(05 if S2is if S2is

C C
D 5 0 11 (3,! \(SS) (5,/0) (11
() (b)

1: Two person one-shot prisoners’ dilemma game
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3 Numerical Experience

128 TR~ X 91T, A FHEIL type-free 72 {6R 72D T, Rifi TEF L7- game master G (1%
B T, F LA CHOEBOBE \R) 22T 52 LA TES. 27 CHEITT VF AL A
KEERLT, TRAODARPRZOF— LBV TER L LTEDL S RIEENET500%H
e, ARDERDLELIIUTOBY THS.

1. Generate new A-terms(L) by randomly combining atom elements.

¢ atomic elements
={z1,...,%m, T,F,I(= Az.7), S(= Azyz.z2(yz)), V(= Azyz.zzy)}.

e \-term is composed of n times (here: 1 < n < 20) application or abstraction of atomic

elements recursively.
2. New A-term L is reduced to a normal form S.

e \-terms which do not acquire a normal form within a preset limit (here: 1000) are

removed from A-strategies.

EHIF =L LTHMT 57005 ME LT, TR/ —L0EKTHS T, F LAZBHICKLT
13%% (Barendregt DEKRT) ZIBI RN EWTRVWEWIHIKEMZ S, $T7hbb (GST), (GTS),
(GSF), (GFS), (GSS) @ 5 2433 T Barendregt #1272 6720 A FUTEREE & L TERH ARV,
UEDEHEOTTHREBE T VF A AREER LIZbONS, WL 20DHF)% Table 1 1Z7R
F. T &R LT (4,4) THAMLAEY, (6,0) THERLEY, X523 D ExLT(2,1) THo
72 Y L TDRIBRIZRVRIFOT 2 AL HE TR REEABE I, Zh b OB A R
7% game master D if XEFPFT 5 LIk oT, EVHZ S L game master D if XDOHFEHT,
TNEEETAIILICEST, ZOXH)RBEEZBTVS.

# 1: Examples of strategies

examples of A-terms vs. T vs. F s self G’
1 Azy.z (=T) 3,3 0,5 3
2 Azy.y (= F) 50 1,1 1
3 Az1.21(Az2z3.23F22) F(Az4.71) 5,3 0,5 5 Type I
4 Az1.z1(ATox3x 40576 F(2425))SSI 5,0 2,1 2
5 Az1.(z1(Az2.S)VFVF) 6,0 2,1 2
6 Ax1zo. zoTF 0,0 0,0 0
7 | Az 132 (zl(Az3zs. (va(Azszezrzs . (23FS))z3))z2F)) | 2,0 1,0 0 Type II
8 Azyzo.(z1(z2(Az3. (z3(AzazsTez7 - (259)))))))) 0, 2 0, 2 2
9 Az 122 (22(Az3zs.(3(AT5.71 FS)))) 0,4 0,4 4
10 Az1%2.(21(22IF)Sz271)) 3,3 0,0 3
11 AL1Zo.T2(Az3.23(ATazsT6T7Ts . TsF(T677))T) T 4,4 0,6 5 Type III
12 Az (z2(Az3. (z3(Azazs. (7175 (2575) (T475)))))) 4,2 0,0 2
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4 Analysis

RIETCR LN L D72, TORBRIZRVVERDORT %5 25332%@ game master @ if 3L &
EOEIIETFHELTHWDONERS.

4.1 WHFORRZEFHETD
FHRE A R Syorp PHBFOBREFHET B L 2 OR (10)
GSselfSopp - Glselfsopp — Rewardopp

IBNT, Sy BET G ERISEL T 2BRPOANRG],, KEETSH. DG, ZASHAE

sel

FORREHBETOILEITHAFIIHLTEIWVWIBEL L >TVIDORERDLTNDENLD.
G ITIIUTD 3205 A 75 5. Type Lix Gy, Bif XONZHELTNEHDT, TAD
F—ATHREINTIEKTHSL T,FB 25D ZDF AT THY, TUFATO o1 ARK
TH =2 L LTORIFEZNT DL DX 8 BILLEAM Type 127272, Type ILIZEHBEEK T, BF
DOEIICBERR DDEHEE5 XD, Type IORICEZEAREINT VFAZAEREINTZARD D
L1 BB 0¥ A 7 THD. Type LTSN THS.

e Type I (conditional form)
G ' =Alz.zmn m, n : Barendregt numeral

“if you are z, then I will give you m points, else I’ll give you n points”
Examples : Az.2z01, Az.z35, Az.xl5, Ar.z21, ---

e Type II (constant function)

G' = JAz.n n : Barendregt numeral
“ I always give you n points”
Examples : Az.0, A\z.2, Az.5, ---

e Type III (others)
Examples : Az.(zF(\yz.yz)(z01)), Az.(zF2)(z01), ---

4.2 BHHD/RREZHETS
B O/RAERET S L& (11)
G SoppSsety = GippSsety — Rewardgery

opp

TERHEEINDR, ZTHIMEFOO D G, IKEKFT 5. Ll Type I BHEFOHEITITB SO
AR Ssarf BT TH-TH, THRBEBELRSBESABRLEZERBASOBEICRS. TI T
Ti¥ Type | O#RS & XT3 2884252 5.

ZOBE, FEKARIT2SOBEETIf TITRAESNS.

1 AFO/AEHETH L E. game master(G) RASNT G, #2< 5.
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2. BOOBREFETLIEE. FDOHSLB G KRAINTESO/AEIERT.

opp

ZZTOHXEEFR(2) TERSNZ Az.sPQ (= “if z then Pelse Q") D0 7= b LI AKX TH
5. IRNOOFERET, bol bEMLREKTHD TRFIX, fXOMELE 2 >OEREON
B(PQ) HAHDZ LT, TOPHERERIAFERSLETTHE (UTT+IHMEED ARE
RKHT).

(M .zPx)T — P
Az .zxQ)F — Q

%h&:ﬁ LT, @"JX‘_‘j: Table.l1 D 4 @éﬁ% /\1‘1.1L'1(/\.’132(173(174(175336.]5‘(584:1}5))881 (: S) fi, E%Zﬁ
RAEND U XORBTEHTUTOEICIREVWEEZISZZLNTE S,

A.z(Az.zxx)Q)S — Q (12)
Az.z (M.z) QS — (AzyyFz)Q (=succQ) (13)

DFEY ZOEEEANRIL “if z then Pelse Q D PRI XTHAINELITIULOBRETHS
BEP=Mzxx) ITQZEZZDEEIRL (R (12)), L PR 0DHFA (P = \z.x) 1T if b
succ(R (5) TEE) 22 o T QIMEHEEHZ L THEMIZQ+1 22K A LEEKRLTY
% (X (13)).

% L T game master(G) 1 2 ED if XAZ2DTK (12) OFAITHY L, FIZIEF Lxt# L THFE
DL % G Ax.z01 OFFIRA (13) OBEICHET L. Ko TIOHEMIE, MFOR/SEHET
HEFHIBESID G,y & LT Az201 (= “ifz then Oelse 17) 2 > TF DX O IRED —FH T
BRORREFET ST D G, D if 3 (“if = then 0 else 17) DHRICH I HEBRIFL TEE
KEMTVWA LIV L EZOBEEB/RDIZLEARRICILEDOTHS.

5 FL&H

ZEIE A RL, ThThBLRoEBE TR L NTRAINRS L0 F—LDHIF DT T,
BAaRINLLORASNIENEN T XOFELDZLEVIETIEXLEFHELTWS. ThbbEA
BRIV HRAIND OB game master(G) RDD, L bHMFENROL 272 G, ROMEE
ANZHBTL T, TENETIICERRSTRIGET 5 Z 212 X 5T game master RAE L7zt x 0F|E
RIZROE S RFIREZEB/BLTNS.

E DI DD OEBEHE game master ILRAEND & 21X, BHD G, L LTHMAZF Ok
DICHFITIRE S f XAEL, MEROL ok G, Bif XDOFAIE, 0 if XD AR1S
M R27 (succ)] EWVIBEEESR LT, TIIREPNL TVAEFICH L TREZIZEZILTID
BAOBEZTBHEVWIZLICE->T, BOFBEETWS.

IDEITANFHEL WD type-free RAERTH —LETBRT BT 212X, L—LLEKREWD
RIGOTZPERBIZH DL DOMBRE L format TEPND Z &IZRY, TO/BRE LT, BEIL—LE
FH L Tcheat THZLNAREL 2oz,

& XHR
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