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F—HhIZBITB —i) & T8 OBMREEE LIV, TOEDIZS—AOKEL* 1§
BInL-TRETS. —v) & TEEE) LWoBRAMBILHHEEXLNTVNS LD,
AREVIOIRICHMETEDT I LITLY Th—n) & TERg ORIz 5 operator & operand
EVISBEBERN, TAL—ABPBEELTWAEUADLOLERRE LTEXLSL RS, Th
5 DRI —MI T L, L=ABtx HELTWE N fB 5252 2 LRFRIZRS. =
DL RRREEFALL, TOBOSF—LORTEHRTD

1 [FL®IC
1.1 E{R&®D open-endedness & JL—/L D openness

F—DET VA DENEBZTD. AR TZV—ARHY, BT A ¥ —iL—/L 3R
ETHEBOLNPTEOBKRN B OFIFERRKIZT I EE L, BIRL, THIZS CFIEEE
5. —FH, TITERI=WT VA L, FHROBUCDL S L DTHY, £ TiEIA—/MI—ISR
FoTWBIXTROEDN, L —ATRHBEIN TRWHT LOEEER KL EAEESh, ThicL
TNA—NVEBENFRT D52 EIC Lo TENTHRAL DT LAIEHRKN TN DTHS.

feb i, FHRIZS—2DE I TBE L 5T L3, BEALTRTORRIZBNTIZ
T LA LS K 572 interaction L TWADTRWES I 2. FIZIELRATA. TS — 2
AL 33 DFIFEATH T X THRRDLENDI LD THEHD, FHOCLATARBWTIE, 7/—
FaxRN—kFEFICRE L TODOEREEHTIHFDRFORIL, BUVBELOULAITATIE
#BHUMEBEIT—RISORARITREE VST a—IN N — AN EALEAELHEIND.

ATABOIFFTIZB W TILT — MBI DERE D open-end REMITEE 2T —<THY, Zh
FCOLHEOHFRBZINTE[10]. LOULAL—ADBrigid IKRED, TORPTORBERIT
EYTFETET D D72 5 open-end RFFEIRBR ERFRTH Y, HEITFHED OIX, ARYiTHoE 28I
RHDDENABOEBEECHERABEOLN THANLE ZIZBFEL X2, W) BRERETIC
2oTLED. £ZTHL D open-end 2FFMFEE /D MR TIL, BEKEOZEMIC openness % (I
BIRESNIZNEHT) EBA LKL, Zhikd 5T REERKICBIT 2REBOEX ([7,11]) THY,
FREEEDO O ZHFEOETNVORE LR E ([8,9,13]) Tho7/bh Lz

Lo LI — e & FBiRE % open-end ICHB IHBFELBHH L WIRENRHSH. Zhik
DF Y — R open TH D Z & T ZNREEKD open-endedness #4AHHT EWVWIIHFETHS. 4
i, HREBTIEIL—LEVIDIEELDBE, BREHFCRORINTEY, BREFTHIIL
L HAAUBRIIEI N TS G, BEOHASITBITIBREIIZHETHI XD LEXD. L—
@ openness % E A L7/=E 7 /L CiX, #1x1¥ Howard ® meta-game theory ® X HIZNAD T L
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CRBNT (bRt BRAT 220 bBAL, bAREIEDNSZLMLENS] L of—L
WERT DA ZEKE (one-shot TH) 9 L 5 p#BE A= b [5, 6], &5\ il Hofstadter 73
I L7z Nomic &9 7' — 4 ([4]) D& DT RTOL—LEPFHICBREFCEE, ThERE
FLTWLF—LEEBEZ LV THZ LTS,

1.2 BIREEH

T/ —/L D openness LW DX ED L S LTHEEIZRZDTHA D M. L— ) /WIHKIEDE
FEERE L TENL OIS T BFIBERE L, &7 VA Y—id—/LOEFIKOFEFHN O KRS
THIEBORKELERS. Z0XI2ECBNWT, ZZTEZTWLF—AIIBITHL— /L LKL
WIHDIE, BELEROL I RERICHD E VR LD, I8 (BER) 13k L TR (v—) ORE
THERBOMIHS Z LI TERVWL, B (v—0) bERBOS O AT (HES) i3t UTEH
H(BR) BEZRDZLITTERU.

—%, A THESEIBEINTWEDT, L—IUIEBBEOADANIH L THHAEIRS
R THEWDIT RV, ZZTERINTWDEON, EEBEBEETTICEARANIHLTHLE LD
ZTIHHAZEBETHRRTHD. TODIIERBZO 7 7 ANREHBEDI FRALFERLL BWA
<, BT, Thbbl— LR, 23F U format TEMNN TV type-free 72 b D TRITH
=AY RSN

TR —LERRT DDA FREAEATS. ) FHEI type-free REEEFRTHY, Z
DZ LT TARLLRELANRBBEEEEHKOELLILARNEZEEERLTWS. £ AFET
=L OFEREZTRT DOICMNELRER/BERIIL, BREERDT LN TE 5.

IZTHUEOLRU L Y AROB#/EHD duality 12iEB L TENELERGICBIT 5%
T duality W U7 F 4 7285812 Fontana & Buss @ Alchemy 2% 5 [3, 12].

2 Model

2.1 EffE ifx, BARE

ANEE T, BB, i, BRBEUTOLI KRBTSR TES (2. (bbBAIND
BB B i SRARKORED S bOVLSTHY, “hbUADRBELTETHD. )

e Boolean values

T = Aoy F=)\zyy (1)

¢ Conditional
“if z then P else Q" = Az.2PQ (2)

(MzPQ)T —->TPQ — (Azyz)PQ— (\y.P)Q — P
(MazPQ)F - FPQ - (\zyy) PQ— (Ayy)Q@ — Q

¢ Numerals(Barendregt)

0 = Azazx (=1), (3)
n+1

1]

Az . zFn, (4)
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B
succ = Azyy(rzyy)z (= Azy.yFz), (5)
pred = JAzz(lzyy) (= Iz.zF), (6)
iszero = Mrz(Azyz) (= Az.zT). (7

2.2 )\-game system

Fig.1(a) D X 5 725" — LA DFIBRE KD one-shot DNADT V< —hEEZXD (1. ZZT
C,DWEETNTNHREEGVERDLL TV S, ZIZTHF—L0L—IERINTHWAZ 1T, &
TrAY—OBBOBIZS LT, TNLLEZENLTENENDOBEILS U THRRIZHE S - 85K
TZETHD. ThbLS—L2DOL—NVIEFiglb) DLIICUXE2EEI ZLIZL-TET L
A Y—OEIEERIL, HBEXTELT, TNTHOFBEREL TWS.

ZZTHIE CTEA LIEB/ELEST, C(HHA) & T(= My.z) T, D(EEY) % F(= Azy.y)
TRIMTHELTDHIEICTH. T5HLHF%KRT game master D A X G I1E, FIFOBRE%:
Barendregt # TR L, A0 if & ZHEICHED Z LITL > TUTOXK (8) i2F T 5 (A Xien
TRKFTEVTHHHEFILEBRICIE Barendregt 20 A XBAS. Thz EFMICEVZOBR (9)
TH?D).

G = AMz(A\yy35)(\yy01) (8)
= A.z(Ay.y(Az.2F(Az.2F(\z.2F1)))
(Az2.2F(Az.2F(Az.2F (\z.2F(\z.2FI))))) (9)
(Myy I
(Az.2FI))

2 SOEE Ssetfs Sopp BHZ BRILE X, TRNENOBIED & H5FIBHE, GIZING Seatss Sopp
FRATHZ L TRLNS.

G SseifSopp — Gl 1Sopp — Rewardopp (10)

GSoppSself g G;ppsself — Rewardself (11)

BIZIED & CHMEL-E ED D DOFIEE, GTF - (\y.y35)F — 5 LHEINS. Lo

DRIz L TH, GTT -3, GFT -0, GFF — 1 &¢72Y, Z O game master(G) 2 Fig.1 ®
FIBEREZRDLTWVA I EBbM5.

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

C C
D|50j11 (3,{ \gm <5.{) (11)
() (b)

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

128 TR~ XK 912, N EHEREIX type-free ZRER 2D T, i TEZ L7~ game master G (XK
BT, FUATHEEOEE AR) X IJMFTAZNTES. ZZTHEBTIVFAITA
KEERLT, ThAODARPR IO — LBV THERER L LTED LI RIBENET D00 %H
N, AROERDAEGIIUTOBEY THS.

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

¢ atomic elements
={z1,...,%m, T,F,I(= \z.z),S(= Amyé".&:z(yz)), V(= Azyz.zzy)}.

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

elements recursively.
2. New AM-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.

AL —LE LTHRIMLT A7DDOFESE LT, TOF—LOEKTHS T,F LEZBHIILT
133 (Barendregt OEWRT) ZiRI WV EWT RV E WS HIPEMAS. +4b% (GST), (GTS),
(GSF), (GFS), (GSS) @ 5 2139~ T Barendregt #1272 5 72\ A RUTEEE & L TERD2N
DEDFHEDOTTHER T VF L AREZER LIZLDOND, WL 22DF % Table 11277
F. T EXEL T (4,4) THALZY, (6,0) THERLAEY, I5IIED &8, LT(2,1) THo
720 L TOFIBRIZRVRIBORT 2 AL M T LR REBEIBIE I N . 2 b OBEE A RiTh
72 game master D if L& FHTEHZLiLoT, EVHEX S L game master D if XOFEHRT,
FThEBETAIILICEST, ZOXHIRBEEBTCNS.

#® 1: Examples of strategies

examples of A\-terms vs. T vs. F s self G’
1 Azy.xz (=T) 3,3 0,5 3
2 Azy.y (= F) 50 1,1 1
3 Azy.z1(Azaz3.23Fz2)F(A\zs.21) 5,3 0,5 5 Type 1
4 Az1.21(AT273742526. F(2425))SSI 50 2,1 2
5 Az1.(z1(Az2.S)VFVF) 6,0 2,1 2
6 Az1x2. 2 TF 0,0 0,0 0
7 | Az (zl(Az3ze. (za(AT5z6T728 . (28F'S))23))Z2F)) | 2,0 1,0 0 Type II
8 Az1z2. (21 (z2(Az3.(23(A2az5T6T7 . (259)))))))) 0,2 0, 2 2
9 Az1Z2.(z2(Az3z4.(23(A25.21 FS)))) 0,4 0,4 4
10 Az129.(21(22IF)Sz021)) 3,3 0,0 3
11 A1T2.T2(Az3.23(A\TazsT6T7x8 . T3 F (2627)) T2 4,4 0,6 5 Type III
12 | Azize.(z2(Azs.(z3(Az4zs.(z125(T575) (2475)))))) 42 0,0 2
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4 Analysis

RIETCR LN L 572, TOFBRIZRWVEEDAT & H- %2 58X game master O if X &
FOES5ICFHELTWLEDOLETERAS.

4.1 WMFORSZHETS
BEEE A R Ssep PWEFOB/BREFHET 5 L EOK (10)
GSselfSopp - G;elfSOPP - Rewardopp

BT, Sey BET G URGLTOKDBRTFDOAKRG), KEBTD. 0 G, l3BHA
FORBEHETDILEEZITHFIIFLTEIWVWIBELZ LS TVDIDRE2RDOLTNDHEWVES.
G IZIILTD 3 20F A 75 5. Type Lid Gl BN XODHE LTS HDT, TAD
F—ATHEINTIEETHD T,FR2XB3DLZDFALTTHY, FUFAZHL o= AKX
TH—2¢ LTOHINEZMTOL DL 8 BILLED Type [z 572, Type IT iZEHBEKT, BF
DOEMIZBEERL B EHEE XD, Type lORICEL ARENT VFAICERESRIZARDS
LR 1BEBRZDF A7 ThHD. Type HIIZENLINTHS.

e Type I (conditional form)
G' = )z.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.201, Az.x35, Az.xl5, Ax.z21, ---

e Type II (constant function)

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

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

4.2 BHORRZHETS
BAOR/RREFET S L &R (11)

GSoppSself — G;ppsse[f — Rewardself

THHEEND R, ZIEFOOL B G, KEFT 5. Lo L Type I MAFOHAITITAL O
AR Ssery BMATH-TH, THICEFRRSBFRIRBELZEENBHOB/ACRS. £2TZZ
T Type | OEBE & BT 255458 2 5.

T OEE, FEES AR 2 oOEEm T I UTRAEINS.

1. MFEOBREFETH L . game master(G) IZRAINT Gloy E2< 5.
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2. BHDBEEHETAILX. HEDHSLBH G/

opp CRASN TR DB RERT.
ZIZTOHXEEFR(2) TERINZ Az.2PQ (= “if z then Pelse Q") DN /eb i LI ARTH
5. TRNOHDOERET, bol bEMREEKTHL TRFE, UXORELRE 2 ODORRKEOAN
B (PQ)2HDZ Lidil, TORFIEBERIAFERSIETTHD (LT TxIHMEED ARE

£b1).

(M .zP¥)T — P
(M .zxQ)F — Q

%h‘:;d‘ I/T, '@Ji‘i Tablel D4 @&% /\1111.331(/\.’L‘QIE3IE4IL‘5$G.F(£E4£I)5))SSI (Z S) ‘i, E 53\7}§
RASNS I XDONEEHTUTOL ) IREVEEXDZLNTES

M. z(A\z.zx%)Q)S — Q (12)
(A.z (Az.z) Q)S — (Azy.yFz)Q (=succQ) (13)

SEYZOEIEARIL “f z then Pelse Q” D PR if X THINELITLIULOBRETHS
BAP=) rzx*) i Qi2F*DEFIRL (X (12)), b L PR 0 DHFA (P = Mz.x) T if X b
succ(X (5) TER) 22 o T QIFHIVEIZ L THREMZQ+1 %22 BT EEEKLTY
5 (R (13)).

% LT game master(G) 1% 2 ED if X2 D TR (12) DHEITHY L, BIZIEF Lt L THF
DL B G 1 Az.z0Ll ORI (13) DFAICHY TS, Lo T OEEE, BFOBEEHET
HEFIATD G,y & LT Aza01 (= “if z then Oelse 17) 2 > TF DX IR —FH T
BoOR/RREFET SFHIRFED G, © if 3 (“if z then 0 else 17) DPICH I BEBRELTED
WEMMTNAE LV L ELDBREBLIZERZARBRIZLEDOTHS.

5 F&EOH

B AL, TNThERSTEHBETRR S UUIRAINS W) F— 2 DHIFKIDT T,
BONRINDHOLRAINDZEZNEN U XDORELZD EVWOIETUHXLFHLTWDS. T2bLHE
DRI HRAZND DA game master(G) 22 DA, THE bAFEROL o7 G, RODEE
ANCHEET L C, TNTNICER SR ET D Z L2 L - T game master RHAE L1zt x OFE
RICZVE S AR EREL TV S.

& BITV L OHDOEESIT game master IKRASND & &1, BHD G, L LTHMARF OX
COOIARFIIRE S U XEEL, MERSL ok G, B if XOBEIT, O X0 AX»1DL
M 2% (succ)) EWIHIBEBEAKLT, TIREPN TVBEFIH L TERIEZIZEZ LT D
BOOBRETHENI I LT, BVFIBEHFETHS.

IDXITAFEE VD type-free RAR T — A ZTBRTBZ 2ICLY, L—ILELEKEKE WD
BhoBEECHD bOMNFE L format TEMPNDZ L1722, TORRE LT, BEEXL—1LE
FH L Tcheat THZ LRAREL 72 o7z,

S5 ik
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