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Briefly, my research is an data analysis of a model of player for the Tetris game that learns from an evolution process. That model can be defined as a player that choose it next board using a several features that measure the goodness of all possible boards, and each feature is defined as an iterative process within an state machine whose input is the board description and an array of data that uniquely defines one possible feature. That array of data of course is the trained using an evolution process having as survival goal to make the player that use that feature insert a certain number of pieces inside the board before losing the game.

My research concern the analysis of the speed of evolution (the increase of the number of inserted pieces by one population) according to multiple possible parameter/functions of the state machine which is used by every feature like: ending criterion, number of states for the machine, type of transition function, function of the observed path inside the machine to output the goodness of the board.

The interesting point of my research is that this model can mimic the theoretical model of the Visual Attention. Every step of the machine can be translated into an attention shifting step by having each step to look in the board with some offset and let then the player have access to a fixed in size region of the board which is considered to determine the next state that will be reached. Then the evolution process is fact trains attention shifting mechanism in order to evaluate an given board under certain constraints limiting the number of possible observations.

Further, if a population of player is trained in order to get the best expected accuracy limited by given number of attention shifting steps, it would be nice to pretend that the population is ready to be given more attention steps to effectively, without useless thinking, evaluate a board. That could be true since at the current last step of the process, the most important patterns in the board are already captured so that every states, which can be reached through certain paths, maintain some memory about the sequence of state that lead to that state that choose the next step. That memory, which is limited by the number of states of the machine, would help to determine the function of the seen input which determines the next step thought the evolution process. So, an additional step would have access to most of the useful information so that this step known, through learning, what is left to be concern about. If that turns out to be true, I could consider an progressive evolution process of players, where a slowly increase the number of steps to increase the speed of the evolution. 

