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Pig Rules:
• Roll a 6-sided die until you either hold or roll a 1 (pig)

• First person to reach 100 points wins

• 61A Variant: When scores sum to 7, roll a 4-sided die instead
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Force your opponent to roll a 4-sided die
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Combine strategies together

• Each idea can be parameterized by a few constants

• Finding just the right set of constants can help a lot 
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Lots of entries were awesome! Great work.
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Figure 3. Two views of the roll/hold boundary for optimal Pig play policy.
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