192.168.23.255 ff-ff-ff-ff-ff-ff-ff static.
B: Electrum server can customize messages to appear in the user's electrum light
wallet software, giving hackers a chance to broadcast phishing messages.
Lesson 1: Third-party Electrum servers can link your two transactions together. This
can be avoided by running your own Electrum server, supported by your own full
node.
According to The Next Web, the attackers even implemented their own Electrum
servers, which hosted the attacked Electrum.
Qtum Electrum synchronously updates electrum-related code.
Electrum tweeted today about the incident, saying it was "a persistent phishing at
tack on Electrum users" and imploring users to check the effectiveness of the resources they
log on to.
Electrum Wallet is one of the most popular Bitcoin wallets and has been around for several
years. However, Electrum wallet users often rely on electrum servers, which presents some
security and privacy trade-offs. If you use an Electrum personal server, Electrum wallet users
can connect locally to their own private servers, enjoying the convenience of Electrum
without any trade-offs.
FF is selling 5,400 acres of land in Las Vegas to ease the FF 91 production dilemma.
In addition, there have been new developments in the wi
despread concern about FF 91 mass production. FF said in a statement that preparations for FF 91
mass production and mass release are under way and that the landing of the FF 91 China project is
also progressing.
Wallet, Coldlar, Electrum, Huobi.
34B0: .................. D. FF FF FF F0 02 00 00 08 01 80 FF 5C 00 44 00
Assuming working on a local area network, the switch parses the data frame and gets the target MAC
address of FF-FF-FF-FF-FF, and the switch automatically broadcasts and sends the data to each device
in the local area network.
In addition, Jia Yueting is not completely out of FF, under the previous agreement b
etween Evergrande and FF, Jia Yueting can buy back Evergrande's 32% FF stake within five years,
which means he still has the hope of re-entering the FF.
In addition to this strictly conditional $500 million financing, Evergrande Health will continue to have
financing consent rights at FF in the future, according to FF. This is completely different from what
was said in the FF statement.
FF provided evidence of Evergrande Health's breach of its commitment to FF funds and won this
emergency relief arbitration, paving the way for FF to seek compensation and ultimately terminate its
agreement with Evergrande through arbitration.
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Chapter 5
Scalability of HyperPlay
This chapter explores the claim from a previous chapter the HyperPlay-II is a "resource pig"
and does not scale well. As a nested player it is anticipated that it will scale at O(n2 ).
This is tested experimentally across a number of common GGP-II games and the original
claim is supported accurately by the experimental results. Additionally the games used in the
experiments are representative of a set of games that satisfy certain properties in such a way
as to begin a topological examination of imperfect-information in all GGP-II games.
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Chapter 2
General Game Playing with Imperfect Information
This chapter formalises the basics of General Game Playing with Imperfect-Information with
particular emphasis on nomenclature verging on pedantry. The famous Monty Hall game is
used as a running worked example to illustrate each of the technical sections. Finally an
imperfect-information game is defined as the mathematical foundation for the proofs and
experimental findings presented in later chapters.
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C.1 Design of Experiments
Experiments were designed to answer two basic questions:
•

Does HP-II perform better than HP at this type of game, and at what computational
cost; and

•

What is the impact of up-sizing the game on the computational cost for HP-II to achieve
the same level of performance.

C.1.1 Game Play
For single player games there is no issue with game play, but with two player games there
needs to be a consistent opponent to make some useful measurements. To this end, an
opponent is instantiated who uses the HP technique and is adequately resourced so as to be
competitive. Since a comparison is being made between different instantiations of the player,
the experiments will not be overly sensitive to the performance of the opponent.

C.1.2 Measuring Performance
It is common in GGP to simulate the game play of a competition by giving each player a time
budget for each move. However, there have been very few GGP-II competitions and the idea
of a time budget has less meaning. Also a time budget is very dependent on the hardware
being used for the computations.
Therefore the number of states visited by the player in playing the game is used as the
measure of computational resources, being careful to measure this across the multiple samples
of the information set and to include the states visited in the backtracking of invalid samples1 .
So the measure includes both the states visited in creating the samples plus the states visited
in the playouts.

C.1.3 Player Configuration
For the HP player there are two resource parameters: the size of the bag of models,2 and the
number of playouts per legal move. For example, HP(4, 2) maintains 4 models of the game
and uses two playouts for each legal move to make a choice. That would mean in a game

1

This may consume half of the resources in some games.

2

Models are samples of the information set.
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knowledge as well as that of the other players.
This work is extended by Schiffel and Thielscher by focusing on the reasoning challenge
for general game playing agents using the new language. They present a full embedding of
the extended GDL into the Situation Calculus and prove that this is a sound and complete
reasoning method for agents’ knowledge.
From the field of applied theoretical economics Hart (1992) presents definitions and
examples for games in extensive form and games in strategic form, with pure and mixed
strategies and equilibrium points. Rasmusen (2007) deals with non-cooperative game theory
and asymmetric information and presents the latest ideas on game theory and information
economics showing how to build simple models using a standard format. In a similar vein
Leyton-Brown and Shoham (2008) present a short introduction to the field of game theory
covering the basics that are common to the many disciplines using the theory. They aim to
meet a perceived need by providing a summary of the main classes of games, their representations, and the main concepts used to analyse them.
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