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Language domain:

• card games with optional bets,
• using one standard French deck,
•with round-robin order of moves.

Features:
• games generated by a context-free grammar,
• grammar-guided genetic programming can create and modify games,
• embedded artihmetic and boolean operations,
• embedded domain-related concepts (card, suit, number, etc.),
• concise, human readable game code.

CGDL (Font, et. al. 2013)

CGDL game example (Blackjack) ⇒⇒

Game
CGDL code GDL-II code

predicates rules
Players TableLocs stages rules base all base all

Uno 3 1 2 8 10 61 39 254
Blackjack 3 0 5 12 10 63 43 361
Blackjack 3 2 5 12 10 63 43 365
Poker 3 2 13 30 10 68 61 426
Poker 4 2 13 32 10 68 63 437

For every CGDL game G, presented translation provides a valid GDL-II
game description with equivalent semantics.

Theorem 1

The number of created GDL-II rules is linear in terms of the original CGDL
game length and the number of created predicates can be bounded by a
constant.

Theorem 2

Results

Language domain:

• every finite game,g
• turn-based,g
•with simultaneous moves.g

Features:
• logic programming-like syntax,
• strictly declarative,
• no predefined concepts,
• lenghty, hardly readable game code,
• used in GGP competitions.

GDL-II (Thielscher, 2010)

GDL-II description output
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