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SCG Overview

• Two players take turns:

• Proposing / Strengthening claims about a 
specific domain.

• Refuting / Supporting claims through a 
refutation protocol.

• Refutation protocols involve the exchange 
of problems and solutions.
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SCG for Software 
Development

• Software development process for optimization 
problems.

• Project leader defines:

• Language for writing claims, problems, and 
solutions.

• Quality of solutions.

• Teams develop their avatars.

• Nightly builds involve a contest between avatars.
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Benefits of Structured 
Communication

• History can be used to figure out:

• Avatar strengths/weaknesses. 

• Avatar sophistication.

• Hard problems in the domain.

• How serious are the contests.

• Probably other information.
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Statistics

Detailed 
History
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Contest Benefits

• Makes the process fun as there is a chance 
of winning either the contest or the 
feedback.

• Motivates teams to analyze the domain and 
develop evolvable avatars.

• Can be used for team evaluations.
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SCG Avatar

• Four components:

• Challenger: challenge existing claims. 

• Offerer: propose new claims. 

• Provider: provide problems in support of 
claims.

• Solver: solve problems in defense of 
claims.
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SCG Avatar

• Challenger: limits of the provider.

• Proposer: limits of the solver.

• Provider: cross testing of solvers.

• Solver: desired project outcome.
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Web Admin

• Avatar registration.

• Results.
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