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1. lack of Go context
❖ didn't fully address some game concepts that are important for context

➢ could have reworded it to be more clear without prior knowledge
➢ could have easily explained  it with a diagram



1. lack of Go context - continued
❖ one eyes

❖ two eyes



2. unexplained design decisions



2. unexplained design decisions - continued
❖ repetitions

❖ rules don't imply 8 time steps are necessary



3. unclear terminology
❖ unclear use of word "leaf"
❖ "and finishes when the simulation reaches a leaf node s_L at time-step L."



4. vague analysis
❖ would have been nice to describe characteristics of gameplay or what sets 

AlphaGo Zero apart from humans

❖ paper only vaguely describes differences
➢ "may be learning a strategy that is qualitatively different to human play."



5. emphasis on time
❖ why use training time as opposed to iterations?


