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Ratgeber

Worauf es uns ankommt

Ratschläge für die schriftliche Ausarbeitung



Schriftliche Ausarbeitung

I Die schriftliche Ausarbeitung ist ein eigenständiger Bericht

→ verstehbar ohne Originalliteratur oder Vortrag

I Daher notwendig:

→ Kürzung
→ Aufbereitung des Materials, z. B. durch Beispiele, Grafiken

I Ausarbeitung hat wissenschaftlichen Bezug

→ sachlicher Stil
→ präzise Formulierungen
→ fundierte Argumentation, belegbare Aussagen

I Insbesondere: keine bloße Übersetzung der Originalliteratur

→ Formulierung mit eigenen Worten



Anfertigen der Ausarbeitung

Ausarbeitung wird in 3 Schritten angefertigt:

1. Aneignen und Verstehen des Stoffs

2. Inhaltliche Gliederung

3. Ausformulierung der Kapitel und Abschnitte



1. Aneignen und Verstehen des Stoffs

I Intensives Literaturstudium

I Inhalte gründlich erarbeiten, vollständig verstehen
I Tiefes Verständnis ist wichtig

→ für vernünftige Stoffauswahl
→ um Fragen beantworten zu können

I Selbsttest: Fragen ausdenken und beantworten

I Bei Problemen: weitere Literatur beschaffen, mit Betreuer
sprechen



2. Inhaltliche Gliederung

I Trennen von Wichtigem und Unwichtigem

I Wesentliche Punkte extrahieren

I Kernaussagen und Ziele der Ausarbeitung festhalten

I Aufbereitung des Materials: Beispiele, Grafiken

I Gliederung erstellen, mit Stichworten anreichern

roter Faden muss erkennbar sein



Gliederung der Ausarbeitung

I Orientierung an folgendem Schema:
1. Einleitung
2. Grundlagen, wenn benötigt
3., 4., . . . Abschnitte für einzelne Kernaussagen bzw. Haupt-

aspekte
n. Zusammenfassung, ggf. Kritik, Ausblick

Literatur

Tip

Vor dem eigentlichen Ausformulieren:
Gliederung mit nicht zu knapper stichwortartiger Beschreibung der
geplanten Absätze mit dem Betreuer durchsprechen.



3. Ausformulierung der Kapitel

I In die Situation des Lesers versetzen:
I kennt Thema bzw. Themengebiet in der Regel nicht
I muss Argumentationen nachvollziehen können
I muss Kernaussagen als solche erkennen können

I Daher:
I Sachverhalte motivieren und genügend ausführlich erklären
I Zusammenhänge darstellen
I wichtige Aspekte ggf. durch Wiederholungen betonen
I einfache Formulierungen, leicht verständlicher Stil;

Wortmonster, Schachtelsätze vermeiden
I Absätze zur Gliederung verwenden



Form und Umfang

I Umfang der Ausarbeitung: 8 bis 10 Seiten

I Schriftgröße: 10pt bis 12pt

I Serifenschrift für Text, z. B. Times-Roman

I Ränder nicht zu klein

I Wahl des Textverarbeitungsprogramms ist freigestellt:
LATEX, OpenOffice, MS-Word, . . .
Aber: Abgabe als PDF-Datei!

I Rechtschreibprüfung nutzen



Äußerlichkeiten

I Titelseite: Titel, Name, Abstract; evtl. Datum, Anlass

On Selection Strategies for the DPLL Algorithm

Morten Irgens1 and William S. Havens1,2

1 Actenum Corporation
2 Simon Fraser University

Abstract. This paper discusses selection strategies for constructive
search algorithms. Existing selection strategies have been based on a
belief that it is better to search where solutions are more likely to be,
or that it is better to search where the search space is smallest. While
we give evidence for both strategies, we also show that they are likely to
give modest results. We introduce the utility strategy, show that utility
heuristics are superior, and that there is an optimal utility balance. We
have focused this work on how the Davis-Putnam-Logeman-Loveland
algorithm (”DPLL”) uses heuristics in solving satisfiability problems.
Empirical results are given to justify our conclusions.

1 Introduction

A number of branching heuristics have been proposed for satisfiability (sat) and
constraint satisfaction problems (csp). In this paper we want to identify the
often unstated search strategies underlying these heuristics, and challenge some
commonly held assumptions. For instance, it is not necessarily given that the best
place to search is where the probability for finding a solution is highest. Neither
is it necessarily given that the best place to search is where you get failures early.
Assume the following hypotheses and their corresponding selection strategies:

– ’Does Not Matter’: Hypothesis: Branching rules do not have any significant
performance difference. Strategy: Select randomly.

– ’Satisfaction’: Hypothesis: Other things being equal, a branching rule per-
forms better when it creates subproblems that are more likely to be satis-
fiable [12]. Strategy: Select the subtree with the highest associated solution
probability.

– ’Simplification’: Hypothesis: Other things being equal, a branching rule per-
forms better when it creates subproblems with smaller search spaces. Strat-
egy: Select the smallest subtree.

– ’Refutation’: Hypothesis: Other things being equal, a branching rule performs
better when it creates subproblems that are less likely to be satisfiable.
Strategy: Select the subtree with the smallest solution probability.

The main result of this paper is a refined understanding of how to create
branching rules and why existing rules behave as they do. We investigate the
strategies above and their associated hypotheses empirically, and we discuss why
they behave as they do. While we support both the satisfaction and simplification

A.Y. Tawfik and S.D. Goodwin (Eds.): Canadian AI 2004, LNAI 3060, pp. 277–291, 2004.
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Äußerlichkeiten

I Kapitelnummern, Seitenzahlen

468         R. Coleman and M.A. Johnson

tically more stable by about 1 db when subjected to additive white or uniform noise

which has constant power spectral density and to additive pink or 1/f noise which has

power spectral density that decreases with increasing frequency. [Schroeder 1991]

The motivation for using white and 1/f noise was primarily to contrast the strategy

responses in the –40 db to –1 db range using the noiseless game returns as experi-

mental controls for the B/S versus several instances of the most promising LV(k)

class, namely, k=1. There is also evidence that 1/f fluctuations, which have been

identified many different chaotic phenomena of nature, also play a role in human

cognition and psychiatry [Pressing 1999], although the implications for Blackjack are

an open research issue.

2   Related Work

Griffin (1999) gives a game theoretic analysis of noiseless play opportunities in

Blackjack. Griffin includes various mathematical approximations and simulation

results as well as references to scholarly studies, including those of Baldwin (1956)

and Braun (1977) who first developed the Optimal Basic Strategy. Griffin does not,

however, contemplate machine learning nor additive noise applications. It seems the

earliest references in the A.I. literature to machine-learning techniques for Blackjack

appear to be genetic in nature due to Gryk (1993) and Yun (1997). However, accord-

ing to Caverlee (2000) these early efforts were “hampered both by computing limita-

tions and inadequate problem specification.” Thus, Caverlee developed a clearer

problem specification centered on the idea that a gene could represent a single player

decision, d={stay, hit, double, split}, conditioned on the player’s hand and the

dealer’s upcard. There are h × w such genes forming a genome (or chromosome) of h

player hands by w dealer upcards representing a global strategy of all possible player

decision configurations. The approach then uses a standard (i.e., non-hybrid) genetic

algorithm to search the global space of Blackjack strategies, optimizing ~300 player

decisions simultaneously for maximum mean return. While global search is relatively

straightforward to set up, it suffers from combinatorial explosion as the search space

consists of approximately 10
220

 possibilities. Indeed, even Caverlee faced computa-

tional barriers and in any event, did not find solutions whose mean returns were com-

petitive with B/S. These efforts didn’t consider stability in noisy settings.

3   Methods

3.1   Blackjack and the Game Simulator

The game simulator plays N games assuming an infinite deck. The dealer stands on

soft 17 or higher and no doubles after splits are allowed. Surrender and insurance are

not allowed. Blackjack pays 1.5:1 and all other bets pay 1:1. The simulator uses a

programmable strategy table of 420 decisions: h=42 player hands by w=10 dealer

upcards. However, since 21 must stay, only 370 rules can be programmed. The B/S in
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Schriftliche Ausarbeitung

Gute Ausarbeitungen

I sind gut gegliedert

I lassen roten Faden erkennen

I sind leicht zu lesen

I sind einfach zu verstehen

I sind ordentlich aufgemacht



Reviewing

Hinweise zum

Reviewing



Gegenseitige Begutachtung – Reviewing

I jeder liest die Ausarbeitungen von zwei anderen Teilnehmern

I leistet konstruktives Feedback

I Fragebogen zur Orientierung
I einige Aspekte:

I Struktur, Sprache, Stil, Klarheit
I Motivation des Themas, erkennbare zentrale Aussagen
I angemessener Detailgrad der Information
I Herkunft der Aussagen, entsprechende Verweise auf die

Literatur
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