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“Programming computers to play games is but one stage in the development of an
understanding of the methods which must be employed for the machine simulation
of intellectual behavior. As we progress in this understanding it seems reasonable
to assume that these newer techniques will be applied to real-life situations with
increasing frequency, and the effort devoted to games ... will decrease. Perhaps
we have not yet reached this turning point, and we may still have made much to
learn from the study of games.”



