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Background 

Evaluating game tree nodes can be expensive. 
Alpha-beta pruning finds the correct minimax value 
without evaluating every node. 

Consider the game tree shown below. △ are 
maximizing nodes and ▽ are minimizing nodes. In 
this small tree, we will use alpha-beta pruning to 
find the minimax value of the top node without 
accessing every terminal utility (□ nodes). 

Tasks 

• First, fold up the bottom of the sheet to cover 
the terminal nodes (□). Tear oO parts of the flap 

to reveal terminal utilities only when queried by 
the  algorithm. 

• Execute the alpha-beta pruning algorithm, 
following the pseudocode provided. Start by 
calling MAX-VALUE on the top node with ⍺=-∞	
and	β=∞. 

• Fill in and update the values of v, ⍺	and β for 
each node as you go. 

• Mark pruned nodes or subtrees with an X. (You 
should end up pruning three times.) 

• At the end, reveal all the terminal nodes and 
confirm that you found the correct minimax 
value. 

Fold up at the dashed line to conceal the terminal utilities (□). 
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Tear o6 parts of this flap to reveal terminal utilities only when queried by the alpha-beta pruning algorithm. 
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