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Problem 1. Let C, S and f be given. A target x was selected from C, and a guess b  ∈
C was made by an adversary. After each of our guesses ak, we can retrieve the 
value of f ({a1, ..., ak}). The goal is to make a guess an such that f ({a1, ..., an})  0. ≤
Design an algorithm that returns a set S of guesses {a1, ..., an}  S such that f (S)  ⊆ ≤
0 and minimizes n

Variant of the game
● Two players A and B
● We suppose the player B already has made all its guesses

Let                                be a set of guesses.

 



  

First points
Claim 1. At least one of a2, a3, a4 is closer to x than a1.



  

A5, A6



  

Last point



  

n <= 5

Expected performance of this strategy is  4.5≤



  

Different strategies – Lower expected performance
● Random
● RandCircles
● RandVoronoi
● RandVorCir
● Apollonius
● MedoidVorCir
● MedoidVorCirApoll



  

Turn-based version 



  

Conclusion
● One dimension version
● Spherical region
● Higher dimensions
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