
2010 PSYCHOLOGICAL GAME

Suppose you are writing  a program to play a game with a psychological 
component, such as poker, where players may have hidden strategies and bluffs.  
How would you go about writing the part that plays the game for the computer?  
You are free to mention anything  you feel would be relevant, such as algorithms 
and time / space considerations.  Do not focus too much on the specifics of the 
game itself.
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