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Abstract

ABSTRACT

Computer Game is the aim of game fields for long, and is the one of the
challenging topics in artificial intelligence research. With the computer's
high-speed computing power and Well-structured algorithms, the performance of
computer can be very “smart” in Man-machine chess.

Though we have chess like “Deep Blue” which shocked the world, the more
complicated Chinese Chess levels are far behind.

The implementation of Chess game program shall be divided into two parts:
interface (program assist) + engine (artificial intelligence). This article will
introduce how to implement a Chinese Chess Game program. About: search
Algorithm. Research of Situation Assessment. HashTable. Historical inspiration.
Situation Library and Mid-Cap Research. Make Situation. Recovery disk as the

realization of functions such .

Key Words: Chinese Chess; artificial intelligence; Gamne Tree; PVS search

Algorithm; Research of Situation Assessment;
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FAL R SCIR I S B

EANFEHFERKZMBIRANERINIE S THITHAALIERRBH
BIRAR. ERAM, BT XPHHMFERBOH TS, RXPFEEH
EABZERRIBEINHAARR, EFEEARE_FEXE SHBEENY
B AL SRIE BT AR .. 5R—FLENREX AR SEER Rk
EERITE T HRKREH R

ruiexrass F5:. CR srAm wi £ 028 98

AL SCRRAUE AR AP

RSB IERLTREEASLAREE. EHLERTHMAE, HRR
B 36 1 E R SR TS R S SLEV AR, Ao VF I OB RS
EAENEEAZ TR LTINS BRBANERAT RBEERTRE,
AR, FOREHEEHTRIRE. CREASMAX., AN HER
R BHATRRLEALKRE (FELEBTLXMERE), FBLM
A& A NIRE RS

R AR AT S IE A A BAE)
ERIEEES (FH: T H. 'Eﬁﬁz<$§»é;@zé?
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FBI1E 57

F1E 5]

Jifl;

1.1 i+ EHUE R

WEHIBZE R A TE 2R RO T IR Mz —. BMAHENL
WEDK, WEEREEHLGEY L TX -SSR TE. HENZRG - &
&2 (Won Neunann) #iig il T A THEIEHH AR/ DEBRY, FERRMNAIBAFTKR
(Claude E. Shannon) ##%, N4 H TR AR/DEZEH, 20 THENZZKTZ -F
R (ATuring) HEHBOIPLEEEMTHARY. HEETEIEGN CERRE,
Alpha-Beta BYR HiERR W, /R FIERY, SR KERZEHEBE, ERF
1L SBAR SR, ER(EENLRIEAEE T KE#E. Ll IBM “HE” ARRME
AR, REFTENNEHEICELTUMALRBERE. s, BEEEDE
BA— MY TEE. B KBI@HEAMASE, BEEEFTHMREER
B, HHNEEEE REEER—FRIEIES), MEEHRERAAFEM, HIE
RETFROZRFFAMNE HXHE, HEBX—FRNEBILRES, LHAES
E k. PLEEZREATHENFERN—N 03, EREEAMERMBRR T HAE
e, WAL, RER. BHIE%. EIATHMZR “Ri8” ©, JlaE
R TR TF AL R 30, HAF R B R e MR I 3R &

1.2 it HA R E TS

R& B MBI EVKERS/EE T ALK, wEESH, BT
BN MBS B AR RN, SRANAREEE=, FATENNEREE
EARKIIEE . TSR PEARERMTEIEERE, whERH. BAKHEm
B, FRMEZAMKED,

HENEAEEELR TE2E BNEIANE. WA RMUERY
WHEE, THRMFUEMNESR, METHEMFETRTERNNER. REX
FARERBUOE EH . B, BEELEERN. LT LR R IF—
FURTE £, HETFTHEROEERBRIX—IR. BHAASENE. 6L
BMAHHHITHRHEER, NTRBITITRIERE, B4 SiTHEE.

OpE/R8 5§48 [PPT/OL], Tomas Hunt Morgan and drosophila
http://basic.shsmu.edu.cn/jpkc/Marx_philosophy/yxyzx/256,1,Thomas Hunt Morgan
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¥1E 5|5

B, WHEIMWEREDRTENE KFOEZEGI. L, AKEKRR
BRI AR, BT RS RIKEN . AMIREXAMITE, NLEROEIL,
FEMBELMNERR. MREOR. RS, THRE.

BARB AR, BR8N EEER BB LML, HhaEHRA.
By, HRAMEENRDSEE. RENEIEEHTTLEREMFHMTR, 7
DREHFHAER. A TENEFHNRITSRER, EFEERNS HERNE
RN, WEERES. HFUE., WA E, SEABINHER
MR HRE,

MR ATERBEEN T A, SRMUEEHAER AL
R, MEARZEZEMN. BXEA. BIIHE . EHPEE-RITR. TR
HAT SRR T 50, TR T AR 2 T E A A BRI K L AC.
HREENEFEENEX T EREEZ TR,

BREERILE “BE” PO, BEERER, BENRIF, &S
RMEMBEAER. WEMRREREE, BESEHRTENES.

IEES, BRI E. RO LLE. HMTrESEEFELIMMEERR, |
TEMBFRBEEILE S, A MRS B BKFBEIRRAE,




%2 % PREZBLEHIHT IR

F2E YEKEETENFHRT

2.1 BEAThEEER

PERMBELVFH LR, WEEBRIRLREMRENE. FIFHL
GG P — A BA PRI T B S BLF L, MBS B,

(Giezsms= BRI k) x|

2.0 B A
i, RAITGEFART LUT LA A h ek
s WA RS
private void InitGame()

InitGame() 51 % (1) & i R A VI AL . BATIER Kb B LB E BB M 2a S 12K
ETIXRM. MERHOAFERE: | SR ABMAXRZENRL (BER
TALE (BEREAD, SHarTFBTFRE. EPBriRE. W, sUaidi
A% 2. MBI MBI HXEAOMSL (BEXN LD T2
MRE SR, BURBEIRIIRIERRE.
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F2E PEEMAETHHFHIRE

=, ZEIES

void DrawQP() void DrawKuang() void DrawValue()
{ { {
} } }

- DrawQP() B #Uf! DrawKuang BRI AT R BFAANLE . FEXEERR
B, MTHER, THEHGAENBR B IR THEN SR,

TR A TS AR UM BT RA . BT LIZE DrawQP( & 5
BT T E B RENAE |

FET RN R b T E R GIF SRS B NS B3 AR TER
FETI B A R B R4 TR, BT R E SR OES S LR F—haa
AT RO . B, BT OO R R T EEd — & 57
YRR BRERRHRELTHYR. EXEEHAET —& API B W
CreateCompatibleDC (). TransparentBlt (). SelectObject () . HIMK T X H
B FIFE, EEERE—AFEHRTE, EBEHREM (Color M%) i
F% RGB {H. _
. DrawValueQF ¥ 0 BRI RSP RBE K0 ER, THBIELHEES
—AMFHESBEERFOTIH LEERREASE. ZHEFERIIMEETE
BB, SREM SR TR, WA RRERe
FREBSHE. XtEEFPEEN— HBIEES.

=.ATHERS CRAREETR)

TR TR B M R BUFRZERLAE (panel_qipan £54F) bRy a5 ScBNAY,
RATH EEAFE MBI OME, TEImTEL:

private void panel_gipan_MouseClick(object sender, MouseEventArgs e)

.
.......

HAPEEAEARGET RN EFRS AR LR ECRETAE. K
FEZASH e RERMNERFTHERRN, BAHT ARREL T BRirEH
X T AR E LR . BIEXIX—F B THRBNTURMAKEE, 3
HiRAR RN R P Wiz EER T &k,

4



%2 E PESMEAHNTHETR

7E MouseClick B HURE BATAH LT UM AR :
~ AP

v TiE%

B

« RS

. PETFR

. EBE

ERZHER P, FERRIEN:

1. MRAFAERIFINEREC T T L, RRHPES TEET,
TR BHATFHITER BARAP TSRS EESHAIMIET, B2
X—#ES X TR TERRBEENRT).

2. MRZHWAFBELEISTHT, BAR—KNAT (MBERRAIEEY
%ﬁ?ﬁ?mﬁ)%ﬁT%F%_ﬁﬁﬁﬁﬁoEW@WF%?%%@%EE,
BAVEHABZEERT & (REHEFESEAWERMUD, wmREE, Wik
ITiZFi%. with, 7E MouseClick R, TATLI T HRFIERIER S (ARTE
—iItH, REFERAALERECREREERERIERD,

L E=34F IR T IMA A, MIVESRIMKEFE VIHRX
Ay WANEEHEHANERFRLLAT LD, hiniE s . gRSEER
&, BERKDSZHAAA.

A W B W N
ra

22 1 ERT

HEN T EAGIREEILTEVEE S, FrigiLtE, BN XS E
BT MEIBEE EHRE (R EETROMEL URTETFENS—FE
. AMEAERNFER —EHIRLEWRERIME LN RE U REE.

LW EEERMHEERE: —RHEMERA, H—MEHE. AHEER
VIR ERFZH(8*8, RIEF 64bits) AN, HEBERKMRAHEEESNEHERES
FETE . FTURSEEFRETEAMMBEAERNEIEEY . EHEZH
£ 10*9 A, THAMEER R, XEXHTREANRMERAFERH
B, A 10*9 FEAERAHEE ENER, BENE /N TEFH
| EHNALERFME T IR RAEERGIT REERERLRE). 1
e B VIR T T R



%28 PESFHET T HESR

public byte[,] ChessBoard = new byte[10, 9]

{
{11,10,12, 13,14,13, 12,10, 11},
{0, 0, 0, 0, 0, 0, 0, 0, O },
{0, 9, 0, 0, 0, 0, 0, 9, 0 },
{8, 0, 8 0, 8 0, 8 0, 8 },
{0, 0, 0, 0, 0, 0, 0, 0, O },
{0, 0, 0, 0, 0, 0, 0, 0, O },
{1, 0, 1, 0, 1, 0, 1, 0, 1 1},
{0, 2,0, 0, 0, 0, 0, 2, 0 },
{0, 0, 0, 0, 0, 0, 0, O, 0 },
{4, 3, 5, 6, 7, 6, 5 3, 4 }

¥

Hrp “0” RRELHEF; “1”7 RRBE, 27 ZrBA, “37 R-EL, “4”7
- RERE, “57 RREBR, “6” RnBL, “77 RRBH; “§” Rxrdk, “9”7
ToRAM, “107 RRLUL, “117 RRLAE, “127 RJLME, “13”7 Rp4it,
“14” RTUM. | |
WA HA LR T RN A HAT T 0E 2.1 irER, FATLH
By THENLE.
NFEHEENERR, RIMNEREARERAN TIRRIERELNESTER
R BEFRAAMTFERE, URERERCT. CHEMATF, BRIESEEEHFIH
iR X5 B AR B A R ANBIRRE. BEEHEXWT,
HAPEEETMEENLBNMLRE, UMEEEERZN “BHEBR” i
M. '
public struct chessPoint/fB{ FALE L public struct chessMove//#i T E £ K4

{ {
public int x; public chessPoint from; /2 5.
public int y; public chessPoint to;  /EARm .
} public int score; //i%E ERI T £ 55
}



%2 E FEZHETEITHARR

A TXHEBREMEENR TR, BFA S TEHU TRE:

1. ERPTE AR

2. BATHEE. MBEEE,

3. HXIR— BT

B, #MERRFHLEENMEF GHEHTHEEIERD) Kbk, ZEE
RIBRAE#R LR H AL |

2.3 Wi (2R

AL R R RGP B ARASNThAE . BB RIhRE, HAER
- ATIE B B (E B 2 B R A LB BT BT (A
ERNPIBEFPEETOTER:

public int stepNum, tempNum; IR B &&P BB
public byte[] stepQZ = new byte[]MAXNUM]; IREFFE S g

public chessMove[] mList = new chessMove[MAXNUM]; //ic FHL & §9iS FE ¥ 8

EXFEE RS, B—EERIIFAEEE BIRE R mList HH K stepQZ $ 4
o, CMBUELERTE. 3 H7E stepNum ZRFERLHOMRSBE. 550%83
AV SRR R SR E, MR B IR T B 2 IR B IERAIRH R R E
AT 1 IKEE.

P ERATEETR T IR TE:

1. THPRE

2. M mList 0 stepQZ FHH T E—FISHEBER, KEBG—H
I

3. #BARERBIRIIFIRIE T MR G HEEL R,

T ZEIE IR P AT NI i A AR AE S

1. THEEEREM—;

2. M mList $2HH0 stepQZ BAFHHE T —HEWHBER, KERE—H
[P

3. B RBEELREFRMBFIRES.

PA_EfE A LRLE R Dh B BT SE A B4 4E, HABESRBEAL—LHT—
PSR . W, RIBFREROAR AR FEAA.
BHEER), XWMRHMLEETXBHERX A,
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2% FEGHAEHINTHRT
24 REF (17 #EF

MR — AR OER, HEETR AN G R i R A E R,
HETERZHBITIRE TR, XEEE R0 REE ST TN
ZEHERIDREHEHBNLEEE, MREEEZH—ENTIEE. KT
BoAVE 5 5 FR PP N 6 18 R P 10 T 5 e VR 5 ok DR S BILZE S WL B0 B B SR
XATFRRER RSB MR AW, FLGE T 2M0EE.

HMETREL ML RBRUTRRTRE A, BEATBE, &
158 X T LA — L0 4 45 40 e 50 -
public byte[,] BeginBoard = new byte[10,9]; = /{RiEHE S HEA

public string[] tempstep = new stringf MAXNUM]; Ve=Exn Yool Gling ¢!
public string([] step = new stringl MAXNUM]; IRE R R S REA

EPATRIFRIER, {LHBIRRAETEIRTFZ BeginBoard 4+, 34
BB FEEA mList FRBAGHEERFAER R (WFE3 F4, 23 D REF
3| step A, REHVIHETHET, VA BeginBoard 4, HEHISE step
Ry S e HEYNET PO VAR A Gl

EPATIT I (EHD) BER, AR 4P E BB HERESRER
BeginBoard 4, I RIS FE{RTF R step FAH X H BT BRI B RE
| mList 5, REEL E—T. T PR ERCMEHAITIREE.

RS, RF (3TTD) R E A M —/N %78 ChessFile 28R,
FHOR R BUER LA AL 7 BR B TE AFAE

2.5 T, hEHR

BRU—A2EEFEFREERNFT —MEEENTFRAREHE —HE AL
AT, MBHMRBNEE TEREMAIMIMIFEREL. FERRS
Z W2 RIFREASRYE, ERRFPRIGM TSI, Y EMRE DM
TR BORBIE .

BESMR £ LB ERA KM VA 3181 KR £ 3 BL R R FE Sl — AN HETR
PAHSR A W7 R R BB R BRI o BT LRI T — AR SRR EHR
AR R USRI P AR, e RHER 5 2 2R 0 R BT AL 4R SR o

ERN R th REBEFFEENRMIFT A RESSEFORRERIE
AT LR T RIS R B S

8



F3E BERTSER

E3IE HEARIHTEZRH

3.1 HFEM

FEZEAA M g g T MR L A VR R AV o X9 B AR POX 1R 18] 81 (i L F#:

AT R ERLEENE TR BXTERECRE, FESEH, 2EHSE
—RINEZH M.

HENERRZRE T —PEENEE, BARCESHLSFIRE A 7L
EREE. ERFERMNGEANSIRIMETE (BhreEar), REEd
XA R EE TR, SSETANRKMAE, P9HE &z
LMRFF . X TFREIRKYL, | FEPTHES T ERE LR 40~60 F. %
BEGHENERNFEE THEEZETE, KA T — chessMove Z#H — 44
AT FF%: public chessMove[,] moveList = new chessMove[8, 100]; H & 8 &
KEREH, 100 RESHBE 100 MMM TE. KHRGIETEFRLE
H 5% . AE5/REBTE MoveGenerator 28R 5CH.

EIFEERREFEFP MU E RN BERZHE N MR, Nl R
BF HO O 5 M AT DA B 3 (SR AR R

3.2 FmEiEE

FEPERA PR FENFATE. N THEIRE, BERBAEIHEER
HIREERFRIF ARG BR T BRI P R o] AT SR A4, oAb A BT
WRAMBIRR . MAETEIMEETRIERRR, ARASHEIBETSE
MBREETEBRESNERILGHREN 5~7 BZ)E. XEHERERTE
B, @K, EHERTEHEE-MIFEFRENREENIER. £2EEFP T
RRBRFER O, AREIENEF: BAREIFERRERMN. AFIEER
B ASAT AR . AR RE RS REPEEREN TN,

B, SNMA—THEREOFETREEZENRER. NRKEETREEEERHN
@?%ﬁ%ﬁ ATEZEFTHELSRBURESNIANERCRET 5 A.

~ BT HERNME
@?%%$ﬁﬁm%§ HYAESGHEFARNE. BE0HRE—IHETE

9



BIE HERHETH

{05, B, FHE 500 53403E, FOTHETIHMA 350, HME 100 B&. B
EP S RTN, RATEEEZERTHOTH SR, KnaFiE 54
MEDS, THEFREREEMND, W H YR 51,

2. MFMEHIREHE
BB, RIEE—TIRT R LRSI G AR GERD.
Bl BN, SR, DRI S MBS IRT R ERE, MERN: T
BT, EHENREENHTRERE, fHEME,
3. HTFMRIEENE

BT R R ISR R T ORI, BIo. GG NENRE, 5
DLBATF LU R . FIREBH DRI DHLEIE B2 (HF— P R REER
BT, ATCLARIMEIMRE). BT REHRE, 0.

4, BURAME

BB B R BT 2 W MR LA PG AR TR A PRt PRI, 3
Tt R AR AR B RCR, .

s, MTMHLXR (REKSE BIE XRREP BEP X5

X— AR AL, EA— AT SHETFLNAEFESEXR, f
A T T X MR B it 2. R Sk 7 602 9 L2 B 2L
47, R T 4 M 5 ST S

RIS, GERKRFERNES—FHRANEE AR
B2 LRI LA BT 4 A,

X F T MR EIT S REHK TS, RERHIE, LBRRTE
R EE TN HTRANEE” M RXROMER”, WA
BT BMEN AT CRELEM BB RESE T HAMRRSHE T &S04SR
173 97 AR P T AR 5 et 0SB 0 BB S (85 24 (880

T REHITS, BERHEMT ARG EOMEE, KEHREL T
ORI R B 45 2 — Fh A I — AR B A 5

XTI 6 R LR UG 4, Rt ST 10 F B3 R ML ATHE

bytel[, ,] attackQZ = new byte[10, 9, 5); | 115evt Z BB (B F R
byte[, ,] defenseQZ = new byte[10, 9, 5]; 115t Z B R {R P (BT K RY)
int[,] attackNum = new int[10, 9]; I1EEvH 5% B B IR 3

int[,] defenseNum = new int[10, 9]; N ZRIRRTIRE

10



B3E FERHSEN

chessPoint[, ,] attackPoint = new chessPoint[10, 9, 5]; /ZE|HIBMH M FALE)
chessPoint[, ,] defensePoint = new chessPoint[10, 9, 5]; /5 R RIRIP (ML F AL E)

BB 4 2% FE 2L ik o LA T e i B R A A R DY AN B AR — AN TR
B, WEAB=HTIREN S FEM1IFEER (EEIEER I,

L —EE Y R, BEANEIT S BHIREITHmR T 280 L5
B TIRRFALRT THXEI . 25, FiREXREYRA SR TR
BRRMMRE, #ITMMETS. xR

e, M EMBGRP NGB HRAIMERE, BANENRPEFEMEY,
— B EW MRS R T o 3 B — SRR B E M AR e CInSUE 4%
EB%E.

HIR, X—MNEEETFHAT I REEE DT LA 6 &

1. JFRBETHFTH HFERSTH.

2. WL ART, HBEHEFHZIAPFREBEGEEF 2N, E
BT Fl: —ANEEEZ—NMAHEE, BAEASERRPEBEREEX
—XNHEESBEA RGN,

3. BFPREREZRBIG AT EHESKBENIERNER (R
HERITTEAESERILEHE, REERS (HFEL HEARZEW. Flw:
EREENIGRAES 5 B, TES 6 EilaLmIi—  MHIENRME. |

g LRTR, RN EFEEHRENHEDIR. 5 KRN BAFERE
FRETEERIE. EREERNEE, e F i SBEUE A, ThA
XHERETTEREEEREMARMAH. SENERERNELENEEN
B —Rokit:

. Performance (#£fE) =Speed (GHE) X Knowledge (F1iH) ©

Hh, PHEREPERMSEN R EIRRAUKREE. BER LKA

AR 5 & AP 2 LSEHIE .

33EHEE

BRABERTHSIZENEOZ—. CUIREFFAOE, BIEZENMEF. 8
BREFENF R E R WE R RATHORE . T a 8 v EALZE BB ) A se R
A EMEEREE—MEREBIFINNFE.

®  D.Machie F 1977 4424} (A Theory of Advice,Machine Intelligence 8,1977) . §% 8% % 3C#K[38]
11



o538 BT SEH

K THZERF P IR ILTE, WIABZTEM T (1) Alpha-Beta® . PVS®, SSS*®
FRAMIGREEE CEARZ RE. BREZ). ST HWRMMIRMES.
6] KD EEPEARBIHERR LT FIFPLEAZEK, FENZ i A STk A 5E%,
FIUERIOEF T EEAET PVS MRFHIFR S H XM B8 REFRATF
Bro SURRIEEAEEF.

L SRS
H

@ EREMIIALR
@ ZERAMLR
B 3.1 R

EFEZBREBAT AR “HZER” (—8R n X)) RBRTHALE
(W —P T ARERME LR —AN /), MNE—ARIEARRNEEN™
AARRBF A, MEEHEERTEERRAEE (BRSEHR). BFFERNER
W 3.1 FiR, BATTLIEH GEREY SMEBREEEFE FARMBFETER
7)) R

WA EIRTE, BN YNER— UM e AR EE (BEIFEEhE
M. BEREFENTERLE “KE” S—HaTR0EE, HRENF>
ERRRER, RENFERAS AN B CRAE RN R,

SARTTEATUFR BRI VR, ABAIRATAT LU LR i 43 A ) K/ R F i R
mth%. BEFZHEFTH, PHEMORBERE —MEXHE (—MEXHELD,
Moz RmEmHERE—RAME (BRREOAE, MK ETINESE (L2
HEFERAE). Wk, JRIFEMRMN SRR BT EMHER, Mk
B ZEMEHMb 2 R AT fE i /i LR AE D . RERBIBIW L, R RIE
BRABER RN FLEM, BUERTRIAZHEM. Do TRAFHEME
EESERATEER, WEBKE EBMNSPOEMEBR KM S (BERERFT AR

® Alpha-beta $i%, WHILRMOUCE BN ZM =R %K Newell, Shaw and Simon T~ 1958 ZE4 1.
® A.Reinefeld ERAE+ 1982 4R 748, FEEERTFFOY A% H LU T Alpha-Beta Wik,
® Srockman I FIH Y SSS*HEk{H fF{F— LB, Campbell F1 Marsland %t SSS*M ik T — 2442 iF.
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¥3E JERHSEN

BEF— S EOBERE, RKRTFHMRBRAMER). R, BT2
FAREME EM O ERATED, BAETHE LRNSEFNMERDHTE. X
PR “HP-RK” (Minimax) CHEA B, XS RBHEMEREIHET
AUBSETHEEFESEER (BD) BTR, ERRBERESERD (BX)
M S 77 AR R A AR R IR A RERREHLA K ERRRIREG —
MR,

MRIMAEMRZ, MEMALER RIEENEK), HMERREERLANE
BN R—EHELARENOTE. XTHERSZENS, SSHEEEERAR 40~60
e, ERN 40 FhiiE, MAWER4BFEITH 250 TA TR, #ESBER
A E 1A, R ETFENE 401! FEHR, Alpha-Beta R
ERBMNBEETERHEREENTR T ARRDO TR,

Alpha-Beta SARIEAEAR . FUFmInRME R4 H— MR
BREETRARH BREFEANE, WNZSSLZEFIESEFR T RB040
(InRig# 7T EM LB 2B =) XHE— X@Tufﬂﬁﬁf_‘%f*tff&)
BERNIEE, REHERUE, EHA “HIBTE”,

/ .

A

'0 —5 2 _8 ? ? ece LYY

E¢E%%§m¥ﬁﬁ¢%%ﬁEJD%%Em¥%ﬁ¢%%¢E
F 3.2 Alpha-Beta BI %

® «ig -tk (Minimax) %52 # John von Nuoma (1903-1957, FERTHBEFK) 7 60 BEMEE
EiipuioP

1. &&ﬁﬁﬁﬁﬁﬁﬁfﬁ KM TFR (BRIRABKE) 28, REMTFE BADFE) 28, R
HERAM, WM rRR, FRAREKRESL, WERRENMESL BAREEANSES

2, ﬁkzmﬁﬁmﬁmmEHMMWﬁ(wﬂimw¢ﬁk)

3. BAAFHESEROHERERIFS BIREILMESFEA); |

4. BEEEA2LER, BONGERILEREX 8§ S RARKEE.
13



F3E SRS

TR 3.2 kit— LUt “RIBIRL 7. AT 8, S EIERHAT T Btk (B
IMHRAFEANZ. BERE EMBERREETHARA, RERILTER.
B RIMNERANAMTHAB. BWAENTWRPHEME. KIKE
HEBPWAKENTFHE, BEENHSE. RITSRIM B WANE— N FH AR
10, E-AFHLRE-5, B=ATHARE 2, U B ¥ A—FLEFEEE
A5 RIBAT R BIR A WAEET=4E B WRKERE, BAT—%, BHA
RSB FHERHEBRESAMMER-5 PN SRR D
BIBERINTATRHIBATEIRC CHREBWAAB—Z, BKA
ERFVATREMLI, KREETR CHENFANE, HE-AFWAER-
BT -8 X BERAUDHREZH CHANFRTF AT, BARE CHAMN
FRTFHRBEENME, EREEER-8 HELL-8 F/ME. MERTHEL 0
T B WA E-S MR, B A TRENTFNAPHEKRE, ERERE
BEEI-SWAE. Ll C TREEASHIAE, BHMERELERERE. i,
BRIV EAEHERFENIR TE#ETHR “TMEN” CTHRFRTHIALN
T, NI ETRKENE, AERENSEETHZELZNERIRE T /TR,
“RN-RK” BIEBAEEME “WEETE”, XHE Alpha-Beta R E LM
Lr. Alpha-Beta SEMZEARBITF:
int AlphaBeta(int depth, int alpha, int beta)
{
if (depth==0) return Evaluate(); /2R M F7 5 NR FE{E{E
CreateAllMove(); /F=AFIB&EEE
while (each move m) /& JFi Fifs & i
{
MakeMove (); /AT EEFAFTRH
int score= -AlphaBeta(depth - 1, -beta, -alpha); /@A FAAE R RE
UnMakeMove(); /A& EWE 25— B iE '
if (score > alpha)  alpha=score; /REHRKXME
if (score >=beta)  break; //BIF;
}
return alpha; /iR [BI#k KE

14
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PVS (¥ /& O Minimal Windows Search) 25 % 2 Alpha-Beta f— -
Pk, WEEETUOTRR: REF—FPREENTE, BERHLSH%E, 5
TR —N R, BB FETAT, F—NIEBUTEED (ab) FHTHE
RHFE—ME v, BHEOSUU—MPIIED () #ITEER. W%
MBAEAAAERE (failhigh), BEEMFELL (v+1b) AEOHTHEER, WRFEN
£ (faillow) WBTH:; FEUERRFAUGF. DHREBESEEEROBER. PVS Hik
HERREET
int NegaScout(int depth, int alpha, int beta)

{

if (depth==0) return Eveluate();

CreateAllMove(); MakeMove(); _

best = -NegaScout(depth - 1, -beta, -alpha); /LT R EE NS

" UnMakeMove();
for (each move m)
{ .
-if (best < beta) /i1 RAGE Beta BIf;
{
) if (best > alpha) alpha = best;
MakeMove(); .
score = -NegaScout(depth - 1, -alpha - 1, -alpha); /iR & H# &R
if (score > alpha && score < beta)//fail-high
- best = -NegaScout(depth - 1, -beta, -score); /EFHE &
else if (score > best) best = score; /A HIF &+
UnMakeMove();

}

return best;

15



B 4T MK

F4FE BE0MK

i AT I R SRR TS, RIS LLAL L0 A 2 i
B EURAE LR N T BT, AU AL K BT S AR
.

4.1 BERNHA
ﬁﬁﬂ&ﬁﬁﬁﬁ*m‘ﬁﬂﬁﬁ. e 4.1:

e S PR TR =
MEFRATILAA th: M A 42T, HRHABE (B WM C H2D. B
16



HB4FE FEHRKL

FEXEFEFHAD CHEETFHRE EBETFDWANGFEFTAF, EF
BHEETUEG WEFNGER—E, HIXERME2MERNEE. XAEAT
R GHANMEREEATURAHACEHERLH F TEANER, MEFLERR
BHEEHHEE—IK G.
KMELHRIMTAGERRFER, EURFNHRIREPEERTHITE
%, WMRLBTWEEFRZE, EAZNIEERER. TUREEROE.
BB EREITEEERTRMR (BUEETMER), BRER
B—MIRIFHERE. HEREZWT:
int AlphaBeta(int depth, int alpha, int beta)
{
score =SearchHashTable();//Z|MEHFRFER ZFEET LIS
if {8 &4a4r+) return score;
if (depth == 0)
{
AddHashltem(score);//#s 45 R BB H R A
return Evaluate(); /4 R VFE BB BOR [E] 4 E

.......

AT REERE AT RHAFERMER, F—MERT RN ZEBIIER
. CHPH AR HashTable KA LAMER, WATEMREEZ: WATRE
THELYRERBERPICE. AMEEXT —A 32 f7#] 10*9 ZFHAM—4
64 fLf 10%9 Z4Ed 4R, EAIMEEHBENREF= 4, Bt 3 32 A1 = 5 13t
HEINZTEERHRRPWO TR, BEIX 64 i —EHAMTHHER —NEIE
W, MEYRSRHELEMA. EREALES, 8 M ERINTSHIEES
REDRARPE, MERRVAZHNAEERTER - TEHTEAREHE: W
RGEE, HENHER: TUEE#ER.

42HER%

EERBREET, AHERAEENENETRILEROSBENERITR
PHEER (BTED. TIBIREIAER L E2BUR T3 S H SR . 7277 s AR5

17



F4E FEmiid

FAFEADIRA T, Alpha-Beta 385 805 B T8 I 1% s MU 55 458 5 4 A %
FHROFELEL. ERERME—REASE S EREEEES | LA,
R 4 FRARIRA T Alpha-Beta 2% RETLEHL 2 A &8 Ok B MGE IR
T 5000 48). WA AT S RIRUT R I2E 1 RECRI LR,

ATTAT LUK — B AR RO BER AR B, Bl HRSeBITE DT 4 1
W, RARITHE BTN AS%, EX—FEEEEd— RS
2y 34Ut o

BATREAT LA 508 & (History Heuristic) #HTHWEHF . % EHE
TP R AR I R RSRET, SRB—AMFEE, BRgi%EEt
L6055 SR A SN . R — MR KR AWHOATIERSE, R EASA%E.
MR R AR, BRI RS PR BB M — N,
TR S R B SR LSS B . SFREISAT BUE X F

1. BEFEMYESIRT .

2. BB ATBFMERE

E— 7 LB S LT AT AR P A ) B

B, W —AN LR 2 B M ? BRI ENFHMRE 10
17 9 BRI BoR, FATE DU AR LAR B AR BFFE A BUX A BA T AN Tz, X
PER R 90490 f— A “4EMA BT,

B—AEER AR E S R B HRE? BRERS—MNFHEEERT
B, MAZAEMELSEER? —RM S, Q%W REERY SR, B
N REACAEE RS, SERANNEERRTE. FUERFRRESAN

depth
CAMFEERA T EANME 2 (depth BHFTERD.

4.3 FREEREE

PEEZHETTEFMEENERE, BRLTE TEIGNEAEHR. ik
BMNWAEEEFOARS, dTERIEZEERNEZN, BRURMORESEE
RS ZBEE. FRHREITRMERE. MRBIGEHXLEITFTRFENR[DFR
IEASIA, FTBARKHR &S E R E .

REHHOERBET R FHERANITRTR. BRELMIFREER
BREPRE, RIVATUEL—A 5~10 PHIFREILE. BN R LSE
EFFREF KRR, HZRAHEE, WRFROEENTE.

18
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TFREMBIRERDRK, AT UERPFEHSE L REIE B
MR AEURN N EE. FEE-ROEESHAENEE, KB
LHBE—RFITRERIAN—A, WHEEEMIERE M, BRMESENEZA
PR EIERE. XA LURRE— AN — B HEE . SLAMERT LS n— RS F
B, BESARITRIMER B IEFERDEREHTTE.

RESTFRAR, RBKBEBE DR HATE LR35 R 2T LU E 5 5
B (Retrograde Analysis) HITEER— M EIEE. ¥HE 6 F (6 TLUT) BE
MERRGFEREES . EHEMNIEP—ELHATHEHFHELTHET 5 MY
R, BeUBEREETREEELNSER. IFEROBERARNERS, B
BT AR B R — L/ RIS R. B 7 F (7 TUL) REEZFETE
MR EEWEEFR R T, B, '

BRPEH ARSI EARRATLME R ABOR. M— RRKERAH R ERN
BENLEAA N A B B RFERRET, ERFEIINAFLERZEA, MENMN
PER B S o IXPEEIE RO RS o A RS T B BE R R e P R AT B0 R TR AR 2

D
= o0
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BSE HEIMEHE

HESE HEamShR

ERFEAETRF R, 45 250 Windows N FE 7L £ N %k £ 5 i
ERER CICHIEE . CHITRIMBAEIBITER LI VCHIFRAIRER L. 4
A AR (Pentium(R)4 CPU 2.80GHz+512M W 7F), 7E CHIRE TR 7 FAT
MATEE 235, {H CHnet KB T HEEH 30~40 B XEBRMBEFILIEIRE
FRBRITEE. RS5.1 2/LHERIIEAETTRNERARERERFHT S5

£5.1 HEESHE

1 2 3 4 5.
Alpha-Beta % 45 523 10689 | 72954
PVS 1L 45 552 5302 | 46361
SGAERE 45 164 1567 | 6895 | 55623

HRAEER AR, HEEREET, BRI SEXARD
T 171%ER. T BB TEEFDRM T ZMHHBTFBRARMKHE R, LR
TEVEAS B ARG . 00 TT R I AR BS IT J5 Pt REHERR B 2 X IT R

B FRXTE CHEA WindowsAPI REHIA RS, FRREN T LHBITIEE
W T KEMEAE . EMRESITTEVGIERMEER— ST
AR . TP 2E2% > (Machine Learning). f7#£# (BitBoard). & INH

(Iterative Deepening) /KP4 (Horizon Effect). JFATIEZREG M4 BARIZR
BT R AR MEM, EROEFTHRSR. XE—SBELEHT
EFPIIZATEXE.

TR AR N Z Hm A 2 BEMNRMMEH. B TFEARWE
SRS REPET Y —O0 RAEARRERI AR, EfN—ITHRRILR B Oz
AR QIR kESRBE. BITIFRER, XE/ba a1 4k F m mxt
ZBHEFNEET, BRASHATIPHETEE ‘24”7, XHRERN—KE
. '
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FeE FivLRE

EeE HLit5RE

6.1 &it

HAESMEROHET, REWFKITRF. BMEFE 5000 175,
NEL RALE e A e UK IT & CAN HIEF i — BB sniR. Tt RER
Pl bk RS L E R AT T RBRIL M. X ITR SE R A R R T 4
AL R AR RS R RN AR . FFA R SRR ESIT R P R R
AR, HR 1 BT TE AR vk B E R — MBS S PRI N AR . B A T X
5P ESENZEEF, BYATEGEE T —MREmPAR— N EUEE
—WEIERBIAN T HERGET —EHNSH. W, RELERTH CHREERD
Windows NZFFEFF, K4 Ja NBRIUM AP A ER T —ERHEIEM.

6.2 H— TIERIAE

AXMAABRRBT IS HRE, HRREEET, MEELEEE—5
WABATIOFISL IR, BIRNAEEQRUT=ANE: |

1. REFNTEREENR: 2. BEWHFTLOEFROTR: 3. 45
E AR BE RE AR MERANAL, RETEE.

ERFNELSTEFRSRTRASR T ENRENRE, AETTRE. B
PR, XEEMERARATE TREHE, HhEETREFHEAE. 6 TR
BREEEXT 106 MR REEO—TFRN AL ST R
IS, DB R TR SR RO B R A2 .

FoN, TTLLIR R AL IR S8 R O G AR R ST R T AR AT,
HRERNIFTEIGH — KB, — R/ NEAURS B AHES S M, A
BARERE, TUEHASGUIKETRELE, JRARESBESLER
W, BHTHENTIE R E. : .

peab,. ER VORI R REERNERF. MNERMSHE, EhEX—1
BUT 3, REIRAE N BAMEDET R, DR A/E R . WIS
TE25 (3 % b 3o T A L M R B R
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i

IHERNEEBHRE¥ICR —H+oEEKENE, EXXEHNR, RE
BT R, RATENEFANBETIRHAT PN —LZHF, RAFN
BXBREBRETRIIANRE. |

ERXERZF, %, EHIRHHERNBHaMNERZR. REKGEY
WiF RRAX, EFAFRHARAESEH g, BB EHIF! o

HR, ERUNKBHTNEACERENT. EEARENHE, FIOEET
KRZOBEMEL, RS- FTETENFRN D REKER.

WAL ERBMFERAETIRK, EHEHPIL, EBARKARARCHE
Y. UBRTHRGBRD T —LERIHELHE, RAAESHHEEETERRE
KX

BEHAZERE, HEERNEREATFTRBEAGFE . LREENFA Y
ZHFEATFIntE, KEEFHhER., AXBhAEH—Fi, 8FFT!

BRERMALALIT. HERXFEEARE. WHRNETEZIFHERF
B RMREF, RAGRERGBERF FHEM bug, Ri# WWW.CSDNNET #3x
FREKREFA, BRALYRBA AR EEE —HEERGFNAHE..

Z %

2009 4 10 A
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MR A BREFEZENAD

namespace ' EZ A H2E{

class NegaScoutEngine : SearchEngine/{8 R 5B IR4 K AR PN E O R51 L

{

public override int SearchAGoodMove(ref byte[,] position, ref byte qz, ref
chessMove qzMove, ref string step, int now)//48 2 B8 ${ {

int qzZNum = 0;

for (inti=0; i <=9; i++)

for (intj = 0; j <= §; j++)

if (position[i, j] = 0) qzZNum++;/45 i+ HL T4 ¥

MaxDepth = SearchDepth; /% B REH

if (qzNum < 20) MaxDepth++;//#t FE /> if B S8 niE ZixE

if (qzZNum < 10) MaxDepth++;//8-F /> B B 338 i3 RiERE

int score = NegaScout(ref position, MaxDepth, now, -9999, 9999);

if(score==9999 || score == -9999) { System.Windows.Forms.MessageBox.Show("
EHRG TR ") retum 1; Y/IHARLER

qz = position[bestMove.to.x, bestMove.to.y];//# "z 2 B F 4%

step = new ChessFile().ParseStep(position[bestMove.from.x, bestMove.from.y],
bestMove.from.x,  bestMove.from.y,  bestMove.to.x, bestMove.to.y, new

MoveGenerator().IsFront(position,  position[bestMove.from.x, bestMove.from.y],

bestMove.from.x, bestMove.from.y)); /5 1% 0 & 15 A PRAERS 4% B

qzMove = bestMove; I BAE LA ]
MakeMove(ref position, bestMove); IME B E S £
return 0;}

protected int NegaScout(ref byte[,] position, int d, int now, int alpha, int beta)
/IPVS &R R ek Hn HEEEMF 4 A EE{

int score; VTl aE S
int count; VELIIaIay 2735858
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byte nowQZ; JHRTERAERIE T

int best; IR ZE R 5

score = [sGameQOver(position, now);

if (score 1= 0) return score;//#L J7 45 3R, IR [ 4R K/H% /ME

if(d==0) /MT&5 BE—/E#ZE return p_E.Eveluate(position, now);
count = p_MGCreateAllMove(position, d, now);

nowQZ = MakeMave(ref position, p. MG.moveList[d, 0]); /7= 45—/ i
best = -NegaScout(ref position, d - 1, 3 - now, -beta, -alpha);

UnMakeMove(ref position, p_MG.moveList[d, 0], nowQZ); ‘

if (d = MaxDepth) bestMove = p_MG.moveList[d, 0]; /R &5 i 17 B LV
for (inti=1; i <count; it++){

if (best < beta) /4 R4t Beta BIAL{

~ if (best > alpha) alpha = best;

nowQZ = MakeMove(ref position, p MG.moveList[d, i]); /= E%ﬁ)ﬁiﬁ

score = -NegaScout(ref position, d - 1, 3 - now, -alpha - 1, -alpha);

if (score > alpha && score < beta){

best = -NegaScout(ref position, d - 1, 3 - now, -beta, -score); //EFHE R

if (d = MaxDepth) bestMove = p_MG.moveList[d, i]; MR R F R AEE L
else if (score > best){

best = score; //ZE B R R awP

if (d = MaxDepth) bestMove = p_ MG.moveList[d, i]; /iR 3B (R FE B A E 1
UnMakeMove(ref position, p_ MG.moveList[d, i], nowQZ); /MK 5 & XA}

return best; } } }
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namespace F [E R A {# 25

{
class Eveluation MG {EZ O FEE
{

int[] baseValues = new int[15] { 0, 150, 400, 350, 600, 300, 250, 1000, 150, 400,
350, 600, 300, 250, 1000 };/HLFHIE AU B $4H

int[] moveValues = new int[15] { 0, 5, 3, 5, 3,2, 2, 10,5, 3, 5, 3,2, 2, 10 };/#LF
B R EHEE A

int[,] PositionValue_B = new int[10, 91//5%: M HE+1~5, WHILEHME+S

{IEF R BRI A S A

{0, 0, 5 5 10, 5 5 0, 0 },
{5, 10, 21, 30, 42, 30, 21, 10, 5 },
{4, 8, 18, 26, 37, 26, 18, 8 4 },
{3, 6, 10, 17, 22, 17, 10, 6, 3 1},
{2, 4 7.8 12, 8 7, 4 2 },
{1, 2, 4, 4 17, 4 4 2 1},
{0, o, 1, 0 2, 0, 1, 0, 0 },
{0, 0, 0,-0, 0, 0, 0 O 0 }
{0, 0, 0, 0, 0, 0 0 O 0 },
{0, 0o, 0, 0, 0, 0 0 O 0 }
|5

int[,] PositionValue P = new int[10, 9)/#1: WEWNHE-5, FECRBR 2 HE-2,
TERMERTAE-3 R HRIBMEF2, T P9 #2505 I i 2B+

{

{0 0 -3 -3 0 -3 -3, 0 0 },
{0, 20 2 32 0 2 0}
{ 3,0 0 -3 -3 -3 0 0 -3},
{02 0 2 0 2 0 2 03},
{0 0 -3 0 0 0 -3 0, 01,
(o 0 0 1, 1, 1, 0 0 0 },



N

«

»

ol P SRS
f

0,

>

0
0

-

0,

int[,] PositionValue_M = new int[10, 9]//5: L I54ME-5, ERHE-5, RAL
TALME-3, FEHOSRRME-2 SRSMME+10, B HRRSMER2, BKFLES
{B+5, A INESE+

{

e T e T N e T T
. \

b4

int[,] PositionValue_C = new int[10, 9}/%:

10,
22,
15,
17,
10,

15,
20,
20,
20,

-8, -

12,
22,
17,
22,
15,
1,

10,

-4,

15,
7,
20,

'75 '4’
-6,
-10, -10,

TR EFGIESER, WEANME

5, FHORRAME2, FHARRSE2 REEAME-3, B LEMESS,
WA MME+10, ZEARHE-10

15,
15,
12,
0,

10,
10,
0,

e N N N e T e e T T

15,
17,
15,
2,
10,
10,
-2,

12,
15,
15,

b4

2

10,
0,

17,
22,
17,
17,
25,
26,
14,

20,
17,
17,
15,
25,
26,
14,

17,
22,
17,
17,
25,
26,
14,

15 .
15
12

10, 10
10



F %

0,
0,

{ 0, '2’
{ -1 0’ O,

I8

-10

10, 10, O,

10,

int[,] PositionValue_X

new int[10, 9}/%

0, 0 }

0,

0,

0, 0, O,

{0,

0, 0, 0 },

0,

0, 0,0 0 20, 0, 0, 0,-10 },
0,

{-10,

0, 0 },

0,

0, 0,

{0,
b

new int[10, 9)/%

ue S

int[,] PositionVal

0},
0},

O, 0, 0, 0’ 0’ 0’ 0’

{o,
{0,
{0,
{o,
{0,
{o,
{0,
{o,
{0,
{0,

b

0o, 0, 0, 0, O, O,

0,

0},
03},

0o, 00 0, 0, O, O,
03},

0,

0, 0, 0, 0, 0, O,

0,

0o, 0,0 0, 0, 0, O

0,

0},
0}’

0, 0, 0, 0, 0, O,
03

0,

o, 00 0, 0, O, 0O,

0,

0,0 00 0, 0, O, O,

0,

0, 0, 10, 0, 0, 0, 0},
0,

0,

0, 0, 0}

0,

0, 0,

0,

= new int[10, 9)//%%

int[,] PositionValue K
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{

{0, 0, 0, 0, 0, O, 0, 0, 0},
{0, 0,-0, 0, 0, 0, 0, 0, 0},
{0, 0, 0, 0, 0, 0, 0, 0, 0},
{0, 0, 0, 0, 0, 0, 0, 0, 0},
{0, 0, 0, 0, 0, 0, 0, 0, 0},
{0, 0, 0, 0, 0, 0, 0, 0,0},
{0, 0, 0, O, 0, 0, 0, 0, 0},
{0, 0, 0,-15, -10,-15, 0, 0, 0},
{0, 0, 0,-10, -20,-10, 0, 0, O},
{0, 0, 0, 10, 30, 10, 0, 0, 0}
s

public int[,] valueBoard = new int[10, 9]; EY TS

private byte[,] tempBoard = new byte[10, 9]; IR R A
private int grade = 3; //E{E%@i(l:’f‘ﬂé&ﬁ{ﬁ 2: P RAEE 3: = PAEE)

public int black, red; /2RI 15 43
private int nowTurn; Ve a2

private chessMove cm = new chessMove();/ic 3k KX R F R B

public int[,] baseValue = new int[10, 9]; HEERYE
public int[,] posValue = new int[10, 9]; IR IBHHE
publié int[,] attackValue = new int[10, 9];  //BEHHH1E
public int[,] defenseValue = new int[10, 9]; /&I Hir{E
public int[,] moveValue = new int[10, 9]; R EVENE
public int[,] appendValue = new int[10, 9]; /&M Nt &

public int[,] old_baseValue = new int[10, 9]; IEEARYE
public intf,] old_posValue = new int[10, 9]; /I IEAE
public int[,] old_attackValue = new int[10, 9]; /B EHHH{E

public int[,] old_defenseValue = new int[10, 9]; /{RFHHE
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public int[,] old_moveValue = new int[10, 9]; /| REENE
public int[,] old_appendValue = new int[10, 9],  //BLIEHE &

byte[, ,] attackQZ = new byte[10, 9, 5]; /45 it BB T (L T HR)

byte[, ,] defenseQZ = new byte[10, 9, 5); /4 i+ BIFIR I (BETHKEY)

int[,] attackNum = new int[10, 9]; I Z 3BT IR

int[,] defenseNum = new int[10, 9]; 1188 B R IR B

chessPoint[, ,] attackPoint = new chessPoint[10, 9, 5]; //32 B X T (M FAL &)
chessPoint{, ,] defensePoint = new chessPoint[10, 9, 51; /5 BIHHEY T B)

//public void setGrade(int g) { grade = g; } I BEESSR

public void GetValueBoard(ref int[,] valueChess) { valueChess = valueBoard; }
1R UE{E 1R 53 B A

public double attackGrade = 1.0 / 15; //IEH X RE

public double defenseGrade = 1.0 / 20;//Bi ISR A H

public int Eveluate(byte[,] chessBoard, int now) /{2 {& g8 %({

tempBoard = chessBoard; nowTurn = now;

Array.Copy(attack Value, old_baseValue, 90);
Array.Copy(defenseValue, old_posValue, 90);
Array.Copy(attack Value, old_attackValue, 90);
Array.Copy(defenseValue, old_defenseValue, 90);
Array.Copy(moveValue, moveValue, 90);
Array.Copy(appendValue, old_appendValue, 90);

baseValue = new int[10, 9];
posValue = new int[10, 9];
attackValue = new int[10, 9];
defenseValue = new int[10, 9];

moveValue = new int[10, 9];
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appendValue = new int[10, 9];

attackQZ = new byte[10, 9, 5];
defenseQZ = new byte[10, 9, 51;
attackNum = new int[10, 9];
defenseNum = new int[10, 9];
attackPoint = new chessPoint[10, 9, 5];
defensePoint = new chessPoint[10, 9, 5];

valueBoard = new int[10, 9];

int @zZNum = 0;

for (inti=0;i<=9; i++)

for (intj = 0; j <= §; j++)

if (tempBoard[i, j] != 0) qgzNum++;//45 i T3

if (qzZNum < 20) { attackGrade = 1.0/ 10; defenseGrade = 1.0/ 15; }
if (qzZNum < 10) { attackGrade = 1.0/ 15; defenseGrade = 1.0/ 10; }
for(inti=0;i<=9;i++)

for (intj = 0; j <= 8; j++) /X JEEFT 5 HF R FEHA valueBoard F {
if (tempBoard[i, j] = 0) continue;

baseValue[i, j] = baseValues[tempBoard[i, j]];

switch (tempBoard([i, j]){

case 1: Value_B_B(j, j); break;

case 2: Value_B_P(i, j); break;

case 3: Value_B_M(j, j); break;

case 4: Value_B_C(j, j); break;

case 5: Value_B_X(j, j); break;

case 6: Value_B_S(i, j); break;

case 7: Value B_K(i, j); break;

case 8: Value_R_B(j, j); break;

case 9: Value_R_P(i, j); break;

case 10: Value R_M(i, j); break;

case 11: Value_ R_C(, j); break;

33



B

case 12: Value_R_X(i, j); break;

case 13: Value_R_S(, j); break;

case 14: Value R K(i, j); break;

default: break;} }

SortValueArray(ref attackQZ, ref attackPoint);

SortValueArray(ref defenseQZ, ref defensePoint);

for (inti=0;i<=9;i++)

for (intj = 0; j <= 8; j++){

if (tempBoard[i, j] = 0) continue;

appendValuefi, j] += GetAppendValue(i, j); /4t it 4

attackValue[i, j] = Convert.ToIntl6(attackValue[i, j] * attackGrade);

defenseValue[i, j] = Convert.Tolnt16(defenseValueli, j] * defenseGrade);

valueBoard[i, j] = baseValue[i, j] + posValue[i, j] + attackValue[i, j] +
defenseValue[i, j] + moveValueli, j] + append Value[i, j1;/85H 4 F 84}

black = 0; red = 0; /& it HHE 245 4

for (inti=0;i <=9; i++)

for (int j = 0; j <= 8; j++){

if (tempBoard[i, j] >= 1 && tempBoard[i, j] <= 7) black += valueBoard[i, j];

if (tempBoard[i, j] >=8 && tempBoar&[i, j] <= 14) red += valueBoard[i, j];}

if (nowTurn == 1) return black - red; else return red - black;}

private void Value_B_B(int i, int j) /%% 347 B 4 B 5= BATHHE VP44 {

if (i< 5) B EEN, BEREMA{

if G -1>=0) { cm.fromx = i; cm.from.y = j; cm.to.x = i; cm.to.y = j - 1;
GetRelationValue(cm); }

if § +1<=28) { cm.fromx = i; cm.from.y = j; cm.to.x = i; cmto.y =j + 1;
GetRelationValue(cm); }}

{ emfromx = i; cmfromy = j; cmtox = i - 1; cmtoy = j;
GetRelationValue(cm); }/#8EKAT

posValue[i, j] = PositionValue_Bl[i, j1;}
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private void Value_R_B(int i, int j) /X340 B B L0 AT TFAE {

if (i>=5) IERBBER, WRENL{

if G -1>=0) { cmfrom.x = i; cm.from.y = j; cm.to.x = i; cm.to.y = j - 1;
GetRelationValue(cm); }

if G +1<=8) { cm.fromx = i; cm.from.y = j; cm.to.x = i; cm.toy =j + 1;
GetRelationValue(cm); }}

{ ecmfromx = i; cmfromy = j; cmtox = i + 1; cmtoy = j;
GetRelationValue(cm); }/#E &/

posValue[i, j] = PositionValue B[9 -1, 8 - j1;}

private void Value B _P(int i, intj) /%3340 E i BIFEAT O (E VR4 {

intx,y, f;

for f=0,x=i-1;x>=0; x--)//[) L #8%

if (tempBoard[x, j] = 0) { f=1; break; }

else moveValuefi, j] += moveValues[tempBoard[i, j]];

if(f==1)

for (x--; x >= 0; x-- )/ FRHHE R

if (tempBoard[x, j] != 0) { cm.from.x =i; cm.from.y = j; cm.to.x = x; cm.to.y = j;
GetRelationValue(cm); break; }'

for(F=0,x=i+1;x<=9; x+)//A FEZE

if (tempBoard[x, j] 1= 0) { f=1; break; }

else moveValue(i, j] += moveValués[tempBoard[i, il

if(f=1)

for (x++; x <= 9; x++)/MER FHEHE

if (tempBoard[x, j] != 0) { cm.from.x = i; cm.from.y = j; cm.to.x = X;.cm.to.y = j;
GetRelationValue(cm); break; }

for(f=0,y=j-1;y>=0; y-Y/[A LR

if (tempBoard[i, y} 1= 0) { f=1; break; }

else moveValue[i, j] += moveValues[tempBoard(i, j1J;

iff=1)

for (y--; y >=0; y-- )/ 1@ F R EHHE R

35



B%

if (tempBoard([i, y] = 0) { cm.from.x = i; cm.from.y = j; cm.to.x =i; cm.to.y = y;
GetRelationValue(cm); break; }

for(f=0,y=j+ 1, y<=8; yH)V/AAEER

if (tempBoard[i, y] '=0) { f=1; break; }

else moveValue[i, j] += moveValues[tempBoard[i, j]];

if(f=1)"

for (y++; y <= 8; y++)//k@31§1?ljza3—&%

if (tempBoard([i, y] = 0) { cm.from.x = i; cm.from.y = j; cm.to.x = i; cm.to.y = y;
GetRelationValue(cm); break; }

posValue[i, j] = PositionValue P[i, jI;}

private void Value R_P(int i, intj) /%547 B B4 3T I E VRS {

intx,y,f;

for(f=0,x=1i-1;x>=0; x-)/j] L&

if (tempBoard[x, j] 1= 0) { f=1; break; }

else moveValuefi, j] += moveValues[tempBoard(i, j]];

if(f=1).

for (x—; x >= 0; x-- )BT HE R

if (tempBoard[x, j] = 0) { cm.from.x =i; cm.from.y = j; cm.to.x = x; cm.to.y =j;
GetRelationValue(cm); break; }

for=0,x=i+1;x<=9; x+)/lA T &R

if (tempBoard[x, j] 1= 0) { f=1; break; }

else moveValuefi, j] += moveValues[tenripBoard[i, il

if(f==1)

for (x++; x <= 9; x+H)/JARFREER

if (tempBoard[x, j] = 0) { cm.from.x =1i; cm.from.y = j; cm.to.x = X; cm.to.y =j;
GetRelationValue(cm); break; }

for(f=0,y=j-1,y>=0, y-)/MEEER

if (tempBoard[i, y] !=0) { f= 1, break; }

else moveValue[i, j] += moveValues[tempBoard[i, j]};

if(f==1)
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for (y--; y >= 0; y--)/MIFGF M HIE R

if (tempBoard[i, y] != 0) { cm.from.x = i; cm.from.y = j; ecm.to.x =1{; cm.to.y- = y;
GetRelationValue(cm); break; }

for(f=0,y=j+1;y <= 8; y++)//MEHEER

if (tempBoard[i, y] !=0) { f=1; break; }

else moveValue[i, j] += moveValues[tempBoard[i, j]];

iff==1

for (y++; y <= 8; y+H)//B T HEEER

if (tempBoard[i, y] != 0) { cm.from.x = i; cm.from.y = j; cm.to.x = i; cm.to.y =y;
GetRelationValue(cm); break; }

posValueli, j] = PositionValue_P[9 - i, 8 - j];}

private void Value B M(inti, intj) /% 347 B H) B D 3T Y E 1F A {

if (i- 1>=0 && tempBoard[i - 1, j] == 0)/11 £ 1 &K [ &

if(i-2>0&&j-1>0) { cmfromx = i; cm.from.y = j; cm.tox =1 - 2; .
cm.to.y =j - 1; GetRelation Value(cm); }

if(-2>0&&)+1<=8) { cmfromx = i; cm.from.y = j; cm.to.x =1 - 2;

cm.to.y =j + 1; GetRelationValue(cm); }}

if (j- 1>=0 && tempBoard[i, j - 1]==0)//10 £S5 8 &5 [$E &

if(i-1>0&&j-2>0) {cmfromx = i; cm.from.y = j; cmtox =i - 1;
cm.to.y =j - 2; GetRelationValue(cm); }

fi+1<=9&&j-2>=0) {cmfromx =i; cm.fromy = j; cm.tox =i+ 1;
cm.toy =j-2; GetRelationValue(cm); 3]

if(i+1<=9 && tempBoard[i + 1, j] == 0)/7 5 5 AFHBEE{

if(+2<=9&&j-1>=.0){ cmfromx = i; cm.from.y = j; cmtox =i+ 2;
cm.to.y =j - 1; GetRelationValue(cm); }

fi+2<=9&&j+1<=38) {cmfromx =1i; cm.from.y = j; cm.to.x =1+ 2;
cm.to.y =j + 1; GetRelationValue(cm); } }

if (j+ 1 <=8 && tempBoard[i, j + 1] == 0)//2 A1 4 S AHEE{

ifi-1>0&&j+2<=8) { em.fromx = i; cm.from.y = j; cm.tox =i - 1;

cm.to.y =j + 2; GetRelationValue(cm); }
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if(i+1<=9&&j+2<=28){cmfromx =i; cm.fromy =j; cmtox =i+ 1;
cm.to.y =j + 2; GetRelationValue(cm); }}
posValueli, j] = PositionValue_M([i, j1;}

private void Value R _M(int1i, intj) /XFAL B LSBT O 1R {

if (i- 1 >=0 && tempBoard[i - 1,j] == 0)//11 S/ 1 FJ5 A%

ifi-2>=0&&j-1>0) { cm.from.x = i; cm.from.y = j; cm.tox =i - 2;
cm.to.y =j - 1; GetRelationValue(cm); }

if(i-2>=0&&j+1<=8) { cmfromx = i; cm.from.y = j; cm.to.x =i - 2;
cm.to.y =j+ I; GetRelationValue(cm); }}

if j - 1 >= 0 && tempBoard[i, j - 1] ==0)//10 51 8 HHF AR E{

cif(i-1>=0&&j-2>=0) { em.fromx = i; cm.from.y = j; cm.tox =i - 1;

cm.to.y = j - 2; GetRelationValue(cm); }

ifG+1<=9&&j-2>=0) { cmfromx = i; cm.from.y = j; cm.tox =1 + 1;
cm.to.y =] - 2; GetRelationValue(cm); }}

if (i+1 <=9 && tempBoard[i + 1,j] == 0)/7 A1 5 H AR R{

fG+2<=9&&j-1>=0){ cm.from.x = i; cm.from.y = j; cm.tox =1 + 2;
cm.to.y =] - 1; GetRelationValue(cm); }

if(+2<=9&&j+1<=8){cmfromx =i, cm.fromy = j; cm.tox =i+ 2;
cm.to.y =) + 1; GetRelationValue(cm); }} |

if (j + 1 <= 8 && tempBoard[i, j + 1] == 0)//2 51 4 S F AR

ifi-1>=0&&j+2<=8) {cmfromx =i; cm.fromy = j; cmtox =1 - I;
cm.to.y =j +2; GetRelationValue(cm); }

if(i+1<=9&&j+2<=8){cmfromx =i cmfromy=j; cmfox=i+1;
‘cm.to.y =j + 2; GetRelationValue(cm); }}

posValue[i, j] = PositionValue_M[9 - i, 8 - j];}

private void Value B_C(int i, intj) /X347 B B EFITME M-
intx,y;

for (x=1-1; x>=0; x--)/[0] - #8&

if (tempBoard[x, j] = 0) moveValue[i, j] += moveValues[tempBoard([i, j]];
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else { em.fromx = i; cm.fromy = j; cmtox = x; cm.toy
GetRelationValue(cm); break; }

for(x=i+1;x<=9;x+)/M FTEE

if (tempBoard[x, j] = 0) moveValue[i, j] += move Values[tempBoard([i, j]]; -

else { cmfromx = i; cm.fromy = j; cmtox = x; cm.to.y
GetRelationValue(cm); break; }

for(y=j-1;y>=0; y-)/RAEHEE

if (tempBoard[i, y] = 0) moveValue[i, j] += moveValues[tempBoard[i, j]1;

else { cmfromx = i; cmfromy = j; cmtox = i; cm.to.y
GetRelationValue(cm); break; }

for(y=j+ L,y <=8 y+)//HAER

if (tempBoard[i, y] == 0) moveValue[i, j] += moveValues[tempBoard[i, j]];

else { cmfromx = i cm.fromy = j; cmtox = i; cm.to.y
GetRelationValue(cm); break; }

posValueli, j] = PositionValue C[i, j];}

private void Value_R_C(int i,intj) /XA B RO FEHITME A

int x, y;

for (x=i-1;x>=0; x--)/F _E#E R

if (tempBoard[x, j] == 0) moveValue[i, j] += moveValues[tempBoard[i, j]];

else { cm.fromx = i; cm.fromy = j; cmtox = X; cm.to.y
GetRelationValue(cm); break; }

for (x =i+ 1; x <= 9; x++)/[F] T &

if (tempBoard[x, j] = 0) moveValue[i, j] += moveValues{tempBoard([i, j1];

else { cmfromx = i; cm.fromy = j; cmtox = x; cm.to.y
GetRelationValue(cm); break; }

for(y=j-1;y>=0; y-//FMAEE

if (tempBoard[i, y] = 0) moveValuel[i, j] += moveValues[tempBoard([i, j]];

else { cmfromx = i; cmfromy = j; cmtox = i cm.to.y

GetRelationValue(cm); break; }
for(y=j+1;y <= 8; y+H/RAEEER
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if (tempBoard[i, y] == 0) moveValue[i, j] += moveValues[tempBoard(i, j]];

else { cm.fromx = i; cmfromy = j; cmtox = i cmtoy = vy;
GetRelationValue(cm); break; }

posValueli, j] = PositionValue_C[9 -1i, 8 - j];}

private void Value_B_X(int i, intj) /X334 B I B S AT B AN {

if(i-1>=0&&j-1>=0&&tempBoard[i- 1,j - 1]==0)//A L HFHEER

if(i-2>5&&j-2>0) { cm.fromx = i; cm.from.y = j; cm.tox =i - 2;
cm.to.y =j - 2; GetRelationValue(cm); }

if(i-1>=0&&j+1<=8 && tempBoard[i- 1,j+ 1] =0)//A L T AEE

if(i-2>5&&j+2<=8) {cmfromx =i; cm.from.y = j; cm.to.x =i.- 2;
cm.to.y =j + 2; GetRelationValue(cm); }

if(i+1<=9&&j-1>=0&&tempBoard[i +1,j - 1]==0)/Z FF A8 ZE

fG+2>=5&&i+2<=9&&j-2>0) {cm.fromx = i cmfromy-],
cm.to.x =i+ 2; cm.to.y =j - 2; GetRelationValue(cm); }

if(i+1<=9&&j+1<=8&&tempBoard[i +1,j +1] = 0)//15?7%‘7%%

f+2>5&&1+2<=9&&j+2<=8) { cm.fromx = i; cm.from.y = j;
cm.to.x =i+ 2; cm.t0.y = j +2; GetRelationValue(cm); }

posValueli, j] = PositionValue_X[i, j];}

private void Value R_X(int i, intj) /%3347 B BILLAHHEITE VAL {
if(i-1>=0&&j-1>=0&& tempBoard[i - 1, - 1] == 0)/Z& L F %R
if(i-2>=0&&i-2<=4&&j-2>=0) { cm.from.x =1i; cm.from.y =j; cm.to.x
=i-2; cm.to.y =j - 2; GetRelationValue(cm); }
if(i-1>=0&&j+1<=8&&tempBoard[i-1,j+1]=0)//A L FHAEER
f(-2>0&&1-2<=4&&j+2<=38) { cmfromx = i; cm.from.y = j;
cm.to.x =i - 2; cm.to.y = j + 2; GetRelationValue(cm); }
if(i+1<=9&&j-1>=0&&tempBoard[i+1,j-1]=0)//E F AR
if(i+2<=4&&j-2>=0) { cmfromx = i; cm.from.y = j; cm.tox =i+ 2;
cm.to.y =j - 2; GetRelationValue(cm); }
if(i+1<=9&&j+1<=8&&tempBoard[i + 1,j+ 1] =0)//A T HHEER
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if(i+2<=4&&j+2<=8){cmfromx =i; cm.from.y = j; cm.tox =i+ 2;
cm.to.y =j + 2; GetRelationValue(cm); } -
posValue[i, j] = PositionValue_X[9 -1, 8 - j];}

private void Value B_S(inti, intj) /%54 E R BT HME TR

ifi-1>=78&&i-1<=9&&j-1>=3&&j-1<=5)/kELFAEER

{ ecm.fromx = i; cmfromy = j; cmtox =i - 1; cmtoy = j - 1;
GetRelationValue(cm); }

ifi-1>=7&&i-1<=9&&j+1>=3&&j+1<=SWALHFREER

{ em.fromx = i, cmfromy = j; ecmtox =1 - 1l; cmtoy = j + 1;
GetRelationValue(cm); }

fA+1>=7&&i+1<=9&&j-1>=3&&j-1<=5VETHAHE

{ cm.fromx ='i; cm.fromy = j; cmtox = i + 1; cmtoy = j - 1;
GetRelationValue(cm); } _

fi+1>=7&&i+1<=9&&j+1>=3&&j+1<=S//ATHAEER

{ em.fromx = i; cm.fromy = j; cmtox = i+ 1; cmtoy = j + 1
GetRelationValue(cm); }

posValueli, j] = PositionValue_S[i, jJ;}

private void Value R S(inti, intj) /X341 B KL HBEATMME TR {

ifi-1>=0&&i-1<=2&&j-1>=3&&j-1<=5/ELFMER

{ em.fromx = i; cm.fromy = j; cmtox = i - -l; cmtoy = j - 1;
GetRelationValue(cm); }

ifi-1>=0&&i-1<=2&&j+1>=3&&j+1<=5)//ALFHRAEE

{ cm.fromx = i; cmfromy = j; cmtox =i - 1; cmtoy = j + 1;
GetRelationValue(cm); }

FA+1>=0&&i+1<=2&&j-1>=3&&j-1<=5/ETHAEE

{ em.fromx = i; cmfromy = j; cmtox =i + 1; cmtoy = j - 1;
GetRelationValue(cm); }

ifi+1>=0&&i+1<=2&&j+1>=3&&j+1 <=5/ AT HAEER

{ em.fromx = i; cm.fromy = j; cmtox = i + 1; cmtoy = j + 1;
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GetRelationValue(cm); }
posValuel[i, j] = PositionValue_S[9 -1, 8 - j};}

private void Value_B_K(int i, int j) 115 BBAG AT B VP4 {

for (int x = 0; x <=2; x++)

if (tempBoard[x, j] = 14 && new MoveGenerator().IsValidMove(tempBoard, i, j,
X, J))

{ cmfromx = i cmfromy = j cmtox = x; cmtoy = j;
GetRelationValue(cm); } /¥ I &

if(i-1>=7&&i-1<=9)/ LHmEE

{ em.fromx = i; emfromy = j; ecmtox = i - 1; cmtoy = j;
GetRelationValue(cm); }

if(i+1>=7&&i+1<=9)//THAER

{ cem.fromx = 1‘, cm.fromy = j; cmtox = i + 1; cmtoy = j;
GetRelationValue(cm); } .

if(G-1>=3 &&j-1<=5)/EFREE

{ cm.fromx = §. cmfromy = j; cmtox = i; cmtoy = j - 1;
GetRelationValue(cm); }

ifG+1>=3 &&j+1<=5)/IEHEE

{ cm.fromx = i’ cm.fromy = j; cmtox = i; cmtoy = j + 1;.
GetRelationValue(cm); }

posValue[i, j] = PositionValue K[i, j];}

private void Value R_K(int i, int j) 13T EL I BEAT BB VF A {

for (intx=7; x <= 9; x++)

if (tempBoard[x, j] = 7 && new MoveGenerator().IsValidMove(tempBoard, i, j,
X))

{ emfromx = i cmfromy = j; cmtox = X; cmtoy = j;
GetRelationValue(cm); }/¥ <

ifi-1>=0&&i-1<=2)// EFREE

{ cmfromx = i; cmfromy = j cmtox = i - 1l; cmtoy = j;
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GetRelationValue(cm); }

ifi+1>0&&i+1<=2)//THABER

{ cm.fromx = i; ecmfromy = j; cmtox = i + 1; cmtoy = j;
GetRelationValue(cm); }

ifG-1>=3&&j-1<=5)//EFHEER

{ cm.fromx = i; cmfromy = j; cmtox = i; ecmtoy = j - 1;
GetRelationValue(cm); }

if(+1>=3&&j+1 <=5 /A MEER

{ cmfromx = i; cmfromy = j; cmtox = i, cmtoy = j + i;
GetRelationValue(cm); }

posValue[i, j] = PositionValue K[9 -1i, 8 -j];}

private void GetRelationValue(chessMove cm) _/EREBHEFRIXAMERE
T, Bk, BifEE){

int i = cm.from.x;

int j = cm.from.y;

intx= cxil.to.x;

int y = cn.to.y;

byte qz1 = tempBoard[i, j];

byte qz2 = tempBoard[x, vl

if (qz2 == 0) { moveValue[i, j] += moveValues[qz1]; return; } //R ¥ ¥ 4 E 1% i

if (new MoveGenerator().IsFriend(qz1, qz2)) /77, BifatE s (a1 hn{

if (qz2 1= 7 && qz2 != 14)/IRPEIMTEE X {

if (baseValues[qz2] > defenseValue[i, j])// IEREFHEBE KT T

defenseValue[i, j] = baseValues[qz2];

for (int k = 1; k <= 4; k++) // Hbr#l Fid X Z BRI R F

if (defenseQZ[x, y, k] == 0){

defenseQZ[x, y, k] = qzl1;

defensePoint[x, y, k].x =1i;
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defensePoint[x, v, k].y =j;

defenseNum([x, yl++// B ¥ril Fid R Z BRI RE
break;}}}

else /BT, Btk MERSHN{

if (baseValues[qz2] > attackValuel[i, j])//& R K HHIBR KT H
attack Value[i, j] = baseValues[qz2]; -

for(intk=1;k<=4; k++) /HHEHTFIECRZINHEH
if (attackQZ[x, y, k] = 0){

attackQZ[x, y, k] = qz1;

attackPoint[x, y, k].x =1i;

attackPoint[x, y, k].y =j;

attackNum([x, y]++;// B # B F it K Z B H B i Ik 3
break;}}}

private int GetAppendValue(int i, intj) /KB HFAIH I {EHBL )
if ((tempBoard[i, j] == 7 || tempBoard[i, j] = 14) && attackNum[i, j] != 0) {

if (new MoveGenerator().IsBlack(tempBoard[i, j]) && nowTurn == 1 || new
MoveGenerator().IsRed(tempBoard[i, j]) && nowTurn == 2)/%F|H & T {
intk, I;

for (k=1; k <=4; k++)

if (attackQZ[i, j, k] = 7 || attackQZ[i, j, k] = 14) /k ¥ I &1

return baseValues[témpBoard[i, i/ 3;

for (k= 1; k <= 4; k++)

if (attackQZ[i, j, k] =2 || attackQZ[i, j, k] == 9) break;/k =52 F| M X i
if (tempBoard(i, j] = 7 && k < 5)// A BB % {

if (i = attackPoint[i, j, k].x)//7KFE 5% 2| Bk

if (j > attackPoint[i, j, k].y)/Zc Ul 52 B B f

for (1 = attackPoint[i, j, kl.y + 1; 1 <j; I4++){

if (tempBoard[i, 1] = 9) /MK ZE {

for (int m = 0; m <= 9; m++)
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for (int n = 0; n <= §; n++)

for (int s = attackPoint[i, j, k].y + 1; s <I; s++)

if (tempBoard[m, n] >= 2 && tempBoardim, n] <= 6 && hnew
MoveGenerator().IsValidMove(tempBoard, m, n, i, s))//8 F o] $5(JEHAIE])  return 0;

if (!(new MoveGenerator().IsValidMove(tempBoard, i, j, i + 1, j)) && !Y(new
MoveGenerator().IsValidMove(tempBoard, i, j, i - 1, ))) /%At L T3 {

if (attackNum{attackPoint[i, j, k].x, attackPoint{i, j, k].y] = O)//{8 & 23| B

return -base Values[tempBoard[i, j]] / 3;/#4 %t

else{

if (defenseNum|attackPoint[i, j, k].x, attackPoint{i, j, k].y] ==0)  return 0;

if (defenseNum/[attackPoint(i, j, k].x, attackPoint[i, j, k].y] 1= 0)

return -baseValues[tempBoard[i, j]] / 4;}}

else return -baseValues{tempBoard[i, j]] / 5;}

if (tempBoard[i, 1] = 10) /{8 T ZE

 for (int m = 0; m <= 9; m++)

for (int n=0; n <=§; nt++)

for (int s = attackPoint(i, j, k].y + 1; s <l; s++) '

if (tempBoard[m, n] >= 2 && tempBoardfm, n] <= 6 && new
MoveGenerator().IsValidMove(tempBoard, m, n, i, s))//8 F Al 4/ [E]) return’0;

if ({(new MoveGenerator().IsValidMove(tempBoard, i, j, i + 1, j)) && !(new
MoveGenerator().IsValidMove(tempBoard, i, j, i - 1, j))) /A FE L T B 3){

if (attackNum[attackPoint[i, j, k].x, attackPoint][i, j, k].y] == 0)/#8 % 52 2| Bk {

for (int m = 0; m <=9; m++)

for (int n=0; n <= §; n++)

for (ints =1+ 1; s <j; s++)

if (tempBoardfm, n] >= 2 && tempBoardim, n] <= 6 && new
MoveGenerator().IsValidMove(tempBoard, m, n, i, s))/8 T W #4(5 4 &) return 0;

return -baseValues[tempBoard][i, j]] / 3;/# £}

else{

if (defenseNum[attackPoint[i, j, k].x, attackPoint[i, j, k].y] = 0) return 0,

if (defenseNum{attackPointfi, j, k].x, attackPoint[i, j, k].y] !=0)
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return -baseValues[tempBoard([i, j]] / 4;}}

else{

if (j - 1==2) return -baseValues[tempBoard[i, j1] / 3;// % J5 &

else return -baseValues[tempBoard([i, j1] / 5;}}

if (tempBoard[i, 1] = 11) /T E {

if ({(new MoveGenerator().IsValidMove(tempBoard, i, j, i + 1, j)) && !(new
MoveGenerator().IsValidMove(tempBoard, i, j, 1 - 1, j))) /44 A L T 3){

for (int m = 0; m <= 9; m++)

for (intn=0; n <= §; n++)

for (ints=1+ 1; s <j; s++)

if (tempBoardim, n] >= 2 && tempBoardim, n] <= 6 && new
MoveGenerator().IsValidMove(tempBoard, m, n, i, s))//A8 F 7 4

return -baseValues[tempBoard[i, j]] / 4;

return -baseValues[tempBoard[i, j1] / 3,/ F 44}

else return -baseValues[tempBoard([i, j]] / 5;}}

else //AMZE|LHE

for (1=j + 1; 1 < attackPoint[i, j, k].y; H+){

if (tempBoard[i, I] = 9) /B /K % {

for (int m=0; m <= 9; m++)

for (int n =0; n <= §; n++)

for (int s =1+ 1; s < attackPoint[i, j, k].y; s++)

if (tempBoardim, n] >= 2 && tempBoardim, n] <= 6 && new
MoveGenerator().IsValidMove(tempBoard, m, n, i, s))//%8 ¥ A £45 (/X2 8]) return 0;

if (!(new MoveGenerator().IsValidMove(tempBoard, i, j, i + 1, j)) &&.!(new.
MoveGenerator().IsValidMove(tempBoard, i, j, i - 1, j))) /¥4 8 L T8 5h{

if (attackNum[attackPoint[i, j, k].x, attackPoint[i, j, k].y] == O)/X81&H Z 2B

return -base Values[tempBoard[i, j1] / 3;//% %t

else{

if (defenseNum{attackPoint[i, j, k].x, attackPoint[i, j, k].y] == 0) return 0:

if (defenseNum{attackPoint[i, j, k].x, attackPoint[i, j, k].y] != 0)

return -baseValues[tempBoard[i, j1]/ 4;}}
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else return -baseValues[tempBoard[i, j]1/ 5;} -

if (tempBoard[i, 1] == 10) /{8 4 % {

for (int m = 0; m <= 9; m++)

for (int n = 0; n <= §; nt++)

for (int s =1+ 1; s < attackPoint[i, j, k].y; s++)

if (tempBoard[m, n] >= 2 && tempBoardim, n] <= 6 ‘&& new
MoveGenerator().IsValidMove(tempBoard, m, n, i, s))//H F W 4 (S E) return 0;

if (!(new MoveGenerator().IsValidMove(tempBoard, i, j, i + 1, j)) && !(new
MoveGenerator().IsValidMove(tempBoard, i, j, i - 1, j))) /¥ L FB3h{

if (attackNum[attackPoint[i, j, k].x, attackPoint[i, j, k].y] = 0)/X8 5k 2 B B {

for (int m = 0; m <= 9; m++)

for intn=0; n<=§; nt++) -

for(ints=j+ 1; s <l; s++)

if (tempBoard[m, n] >= 2 && tempBoardim, n] <= 6 && new
MoveGenerator().IsValidMove(tempBoard, m, n, i, s))/8 F Al $5(5 &) return 0;

return -baseValues[tempBoard[i, j1] / 3;/#% %t }

else{

if (defenseNum[attackPoint[i', J» k].x, attackPoint[i, j, k].y] = 0) return 0;

if (defenseNum{[attackPoint[i, j, k].x, attackPoint[i, j, k].y] != 0)

return -baseValues[tempBoard{i, j]1 / 4;} }

else{

if (1 - j == 2) return -baseValues[tempBoard[i, j1] / 3;/ %5 &

else return -baseValues[tempBoard[i, j]] / 5;}}

if (tempBoard[i, 1] == 11) /¥ ZE{

if (!(new MoveGenerator().IsValidMove(tempBoard, i, j, i + 1, j)) && !(new
MoveGenerator().IsValidMove(tempBoard, i, j, i - 1, j))) /%A L F#3){

for (int m = 0; m <= 9; m++)

for (int n = 0; n <= §; n++)

for (ints=j+ 1; s <I; s++)

if (tempBoardim, n] >= 2 && tempBoard[m, n] <= 6 && new
MoveGenerator().IsValidMove(tempBoard, m, n, i, s))//8 ¥ 0] %4
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return -baseValues[tempBoard[i, j1] / 4;

return -baseValues[tempBoard[i, j]] / 3;//Fc ¥ " =i}

else return -baseValues[tempBoard[i, j1] / 5;} }

if (j == attackPoint[i, j, k].y)/& B Z 2| K &

if (i > attackPoint[i, j, k].x)/_E 75 2 B W

for (1 = attackPoint][i, j, k].x + 1; | <i; I++){

if (tempBoard[l, j] = 9) /{84144 Z {

for (int m = 0; m <= 9; m++)

for (intn=0; n <= §; n++t)

for (int s = attackPoint[i, j, k].x + 1; s <1; s++)

if (tempBoardim, n] >= 2 && tempBoard[m, n] <= 6 && new
MoveGenerator().IsValidMove(tempBoard, m, n, s, j))//8 77 #4 return 0;

if (!(new MoveGenerator().IsValidMove(tempBoard, 1, j, i, j + 1)) && !(new
MoveGenerator().IsValidMove(tempBoard, i, j, i, j - 1))) /EABE LB B E){

if (attackNum[attackPoint[i, j, k].x, attackPoint[i, j, k].y] = 0)/} & H Z 3 W F

return -baseValues[tempBoard[i, j]] / 3;/44 7t

else{

if (defenseNum[attackPoint[i, j, k].x, attackPoint[i, j, k].y] == 0) return 0;

if (defenseNum/[attackPoint[i, j, k].x, attac-kPoint[i, j, kl.y]l 1=0)

return -baseValues[tempBoard[i, j]] / 4;}} -

else return -baseValuesftempBoard([i, j1] / 5;}

if (tempBoard[l, j] == 10) /1B S # ZE {

for (int m = 0; m <= 9; m++)

for (int n = 0; n <= §; n++)

for (int s = attackPoint[i, j, k].x + 1; s <1; s++)

if (tempBoardim, n] >= 2 && tempBoardim, n] <= 6 && new
MoveGenerator().IsValidMove(tempBoard, m, n, s, )/ F [ #4(/8[8]) return 0;

if (!(new MoveGenerator().IsValidMove(tempBoard, i, j, 1, j + 1)) && !(new
MoveGenerator().IsValidMove(tempBoard, i, j, i, j - 1)) /AR GE LA BB {

if (attackNum(attackPoint(i, j, k].x, attackPoint[i, j, k].y] == 0)//4 K 52 B BT {

for (int m = 0; m <= 9; m++)
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" for (int n = 0; n <= §; n++)

for ints=1+1; s <i; st++)

if (tempBoard[m, n] >= 2 && tempBoardm, n] <= 6 && new
MoveGenerator().IsValidMove(tempBoard, m, n, s, j))/8 F A £4( 5% 1f]) return 0;

return -baseValues[tempBoard[i, j]] / 3;/4 %t }

else{

if (defenseNum[attackPoint[i, j, k].x, attackPoint[i, j, k].y] == 0)/{ 32 B| M =, XT
BB EHE LR return 0;

if (defenseNum[attackPoint[i, j, k}.x, attackPoint[i, j, k].y] != 0)

return -baseValues{tempBoard|[i, j1] / 4;} }

else{

if (i - 1 == 2) return -baseValues[tempBoard[i, j1]1/ 3;/ 5 512

else return -baseValues[tempBoard(i, j]] / 5;}}

if (tempBoard[l, j]== 11) /BZEHE {

if ({(new MoveGenerator().IsValidMove(tempBoard, i, j, i, j + 1)) && !(new
MoveGenerator().IsValidMove(tempBoard, i, j, i, j - 1)) /M4 A BEEL BT {

for (int m = 0; m <= 9; m++)

for (int n = 0; n <= §; n++)

for (ints=1+1; s <i; s++)

if (tempBoard[m, n] >= 2 && tempBoardim, n] <= 6 && new
MoveGenerator().IsValidMove(tempBoard, m, n, s, j))/5& ¥ 7] 4

return -baseValues{tempBoard[i, j]] / 4;

return -base Values[tempBoard[i, j]] / 3,/ F 6l 4}

else return -baseValues[tempBoard[i, j]]/ 5;}}}

if (tempBoard[i, j] = 14 && k < 5)//4L I MK ZE {

if (i == attackPoint[i, j, k].x)//KFZ B K 7

if (j > attackPoint[i, j, k].y)//2c (U % B Bz

for (1 = attackPoint(i, j, kl.y + 1; 1 <j; IH++){

if (tempBoard[i, I] == 2) /X % {

for (int m = 0; m <= 9; m++)

for (int n = 0; n <= §; n++)
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for (int s = attackPoint[i, j, k].y + 1; s <1; s++)

if (tempBoard[m, n] >= 9 && tempBoard[m, n] <= 13 && new
MoveGenerator().IsValidMove(tempBoard, m, n, i, s))//% F Rl #4(41J81E)  return 0;

if (!(new MoveGenerator().IsValidMove(tempBoard, i, j, i + 1, j)) && !(new
MoveGenerator().IsValidMove(tempBoard, i, j, i - 1, ))) /# Rt L T3 {

if (attackNum{attackPoint[i, j, k].x, attackPoint[i, j, k].y] == 0)//8&H = 3| Xt

return -base Values[tempBoard[i, j1] / 3;// 3L

else{

if (defenseNum{[attackPoint[i, j, k].x, attackPoint[i, j, k].y] == 0)/#f8 52 B %5, Xt
WHIWE LA return 0;

if (defenseNum{attackPoint[i, j, k].x, attackPoint[i, j, k].y] !=0)

return -baseValues{tempBoard[i, j]] / 4;}}

else return -baseValues[tempBoard[i, j1] / 5;}

if (tempBoard[i, 1] = 3) /KK % {

forintm=0; m <=9; m++) '

for (int n = 0; n <= §; n++)

for (int s = attackPoint[i, j, k].y + 1; s <1; s++)

if (tempBoard[m, n] >= 9 && tempBoard[m, n] <= 13 && new
Move;Generator().IsValidMove(tempBoard, m, n, i, 8))/B F A $H(HHMIE])  return 0;

if ({(new MoveGenerator().IsValidMove(tempBoard, i, j, i + 1, j)) && !(new
MoveGenerator().IsValidMove(tempBoard, i, j, i - 1, j))) /S AFE_L TS {

if (attackNum([attackPoint[i, j, k] x, attackPoint[i, j, k].y] == 0)//X8 & 52 B 3k {

for (int m = 0; m <= 9; m++)

for (intn=0; n <= §; nt++)

for (ints=1+1; s <j; st++)

if (tempBoardim, n] >= 9 && tempBoardim, n] <= 13 && new
MoveGenerator().IsValidMove(tempBoard, m, n, i, $))//F T 7] #5(Z ¥ [8]) return 0;

return -base Values[tempBoard[i, j]] / 3;/% %t }

else{

if (defenseNum([attackPoint[i, j, k].x, attackPoint[i, j, k].y] = 0) return 0;

if (defenseNum{attackPoint[}, j, k].x, attackPoint(i, j, k].y] !=0)
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return -baseValues[tempBoard[i, j1] / 4;}}

else{ '

if (j - 1==2) return -baseValues[tempBoard[i, j11/ 3;// 5 G 18

else return -baseValues[tempBoard[i, j]]1 / 5;}}

if (tempBoard(i, 1] == 4) //ZE4BIF ZE {

if (!(new MoveGenerator().IsValidMove(tempBoard, i, j, i + 1, j)) && !(new
MoveGenerator().IsValidMove(tempBoard, i, j, i - 1, j))) /45488 L T %3 {

for (int m = 0; m <= 9; m++)

for (intn=0;n <= §; n++)

for (ints=1+1; s <j; s++)

if (tempBoardim, n] >= 9 && tempBoardim, n] <= 13 && new
MoveGenerator().IsValidMove(tempBoard, m, n, i, $))//H F oI 4

return -baseValues[tempBoard[i, j]]/ 4;

return -baseValues[tempBoard[i, j1} / 3;/Fc F AJ $4}

else . return -baseValues[tempBoard[i, j1]1/ 5;}}

else /AMZBKE

for (1=j + 1, 1 <attackPoint[i, j, k].y; I++){

if (tempBoard[i, 1] == 2) //XUEH F {

for (int m = 0; m <= 9; m++)

for (intn = 0; n <= §; n++)

for (int s =1 + 1; s < attackPoint(i, j, k].y; st++)

if (tempBoard[m, n] >= 9 && tempBoardim, n] <= 13 && new
MoveGenerator().IsValidMove(tempBoard, m, n, i, s))//H F A #5(4E/E) return 0;

if (!(new MoveGenerator().IsValidMove(tempBoard, i, j, i + 1, j)) && !(new
MoveGenerator().IsValidMove(tempBoard, i, j, i - 1, j))) /¥ E T #35H{

if (attackNum[attackPoint[i, j, k].x, attackPoint[i, j, k].y] = 0)//¥1 & H 2 3|

return -baseValues[tempBoard[i, j]] / 3;//4 %E

else{

if (defenseNum{[attackPoint[i, j, k].x, attackPoint[i, j, k].y] = 0) return O;

if (defenseNum{attackPoint[i, j, k].x, attackPoint(, j, kl.y] 1= 0)

return -baseValues[tempBoard[i, j]] / 4;}}
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else return -baseValues{tempBoard[i, j]} / 5;}

if (tempBoard[i, 1] == 3) /5 844 % {

for (int m = 0; m <=9; m++)

for (int n = 0; n <= §; n++)

for (int s =1+ 1; s <attackPoint[i, j, k].y; s++)

if (tempBoardim, n] >= 9 && tempBoard[m, n] <= 13 && new
MoveGenerator().IsValidMove(tempBoard, m, n, i, s))//B F A/ #4(/8 5 8)) return 0;

if (!(new MoveGenerator().IsValidMove(tempBoard, i, j, i + 1, j)) && !(new "
MoveGenerator().IsValidMove(tempBoard, i, j, i - 1, j))) /4 A fig L F B3 {

if (attackNum([attack Point(i, j, k].x, attackPoint[i, j,-k].y] == 0)/HI K Z B { -

for (int m = 0; m <= 9; m++)

for (int n=0; n <= §; n++)

for (ints=j+ 1;s<l; s++)

if (tempBoardfm, n] >= 9 && tempBoardm, n] <= 13 && new
MoveGenerator().IsValidMove(tempBoard, m, n, i, 5))//% F /] #4(Z¥8)) return 0;

return -baseValues[tempBoard([i, j]] / 3;//¥ 5E}

else{

if (defenseNum{[attackPoint[i, j, k].x, attackPoint[i, j, k].y] = Oj return 0;

if (defenseNum[attackPoint[i, j, k].x, attackPoint[i, j, k].y] !=0)

return ~baseValues{tempBoard[i, j]] / 4;}}

else{

if (1 - j == 2) return -base Values[tempBoard[i, j]] / 3;/ & 518

else return -baseValues[tempBoard[i, j]] / 53}

if (tempBoard[i, 1] = 4) //EBHE

if. (!(new MoveGenerator().IsValidMove(tempBoard, i, j, i + 1, j)) && !(new
MoveGenerator().IsValidMove(tempBoard, i, j, i - 1, j))) /# A s - F#3h{

for (int m = 0; m <= 9; m++)

for (int n = 0; n <= §; n++)

for(ints=j+1;s<l; st++)

if (tempBoardm, n] >= 9 && tempBoardm, n] <= 13 && new
MoveGenerator().IsValidMove(tempBoard, m, n, i, s))//& T A 4
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return -base Values[tempBoard[i, j]1] / 4;

return -baseValues[tempBoard[i, j]]/ 3;/ X F W #4}

else return -baseValues[tempBoard[i, j]] / 5;}}

if (j == attackPoint[i, j, k].y)/ B HZ 3 ¥

if (i < attackPoint[i, j, k].x)// T /5 5 B B 5

for (1=1+ 1; I < attackPoint[i, j, k].x; I++){

if (tempBoard[l, j] == 2) /XK % {

for (int m = 0; m <= 9; m++)

for(intn=0;n <= 8; nt+t)

for (int s =1+ 1; s < attackPoint[i, j, k].x; s++)

if (tempBoard[m, n] >= 9 && tempBoard[m, n] <= 13 && new
MoveGenerator().IsValidMove(tempBoard, m, n, s, }))//8 704 return 0,

if ({(new MoveGenerator().IsValidMove(tempBoard, i, j, i, j + 1)) && !(new
MoveGenerator().IsValidMove(tempBoard, i, j, i, j - 1)) /R 2G5 3 {

if (attackNum{[attackPoint[i, j, k].x, attackPoint[i, j, k].y] = 0)/#&E % B K &

return -baseValues[tempBoard[i, j1] / 3;//#% %t

else{

if (defenseNum|attackPoint(i, j, k].x, attackPointfi, j; k].y] =) return 0;

if (defenseNum{[attackPoint[i, j, k].x, attackPoint[i, j, k].y] = 0)

- return -baseValues[tempBoard[i, j]] / 4;}}

else return -baseValues[tempBoard[i, j]] / 5;}

if (tempBoard[l, j] == 3) /B ¥ % {

for (int m = 0; m <= 9; m++)

for (intn=0; n <= §; n++)

for (int s =1 + 1; s < attackPoint[i, j, k].x; s++)

if (tempBoardm, n] >= 9 && tempBoard[m, n] <= 13 && new
MoveGenerator().IsValidMove(tempBoard, m, n, s, )/ F Al (1 [E]) return 0;

if ({(new MoveGenerator().IsValidMove(tempBoard, 1, j, i, j + 1)) && !(new
MoveGenerator().IsValidMove(tempBoard, i, j, i, j - 1))) /4N e £ BB F) {

if (attackNum][attackPoint[i, j, k].x, attackPoint[i, j, k].y] = 0)//48 7 5% B B {

for (int m = 0; m <= 9; m++)
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for (intn=0;n<=§ n++)

for (ints=1i+1;s<l; s++)

if (tempBoardim, n] >= 9 && tempBoardim, n] <= 13 && new
MoveGenerator().IsValidMove(tempBoard, m, n, s, j))//H& %ﬂ%’i(—%"@@) return 0; -

return -baseValues[tempBoard[i, 1] / 3;/4% }

else{

if (defenseNum[attackPoint[i, j, k].x, attackPoint[i, j, k].y] = 0) return 0;

if (defenseNum[attackPointfi, j, k].x, attackPointfi, j, k].y] 1= 0) -

return -baseValues[tempBoard[i, j]] / 4;}}

else{

if (1 - i == 2) return -base Values[tempBoard[i, j]] / 3;/ 5 /5 /8

else return -baseValues[tempBoard[i, j]1/ 5;} }

if (tempBoard[l, j] = 4) IEKEE {

if ({(new MoveGenerator().IsValidMove(tempBoard, i, j, i, j + 1)) && !(new
MoveGenerator().IsValidMove(tempBoard, i, j, i, j - 1)) /B AEE R B F) {

for (int m = 0; m <= 9; m++)

for (intn = 0; n <= §; nt++)

for(ints=i+1;s< 1;'s++)

if (tempBoardim, n] >= 9 && tempBoardim, n] <= 13 && new
MoveGenerator().IsValidMove(tempBoard, m, n, s, j))//8 T A #4

return -baseValues[tempBoardli, j1] / 4;

return -baseValues[tempBoard[i, j1] / 3;//FCF A %}

else return -baseValues[tempBoard[i, j1]1/5;}}}

return -baseValues[tempBoard[i, j]] / 4; /B FIEHCE, BHE K}

else return -baseValues[tempBoard[i, j]] / 3; /& ZFIxHE, FHHME}

if (attackNuml[i, j] == 0 && defenseNum(i, j] == 0) /LB EH R LR return 0;

if (attackNum[i, j] == 0 && defenseNum[i, j] >= 1) /B EHFI L 5717 {

for (int k = 1; k <= 4; k++)// B R A IR 18 2 W3 .

if (baseValuefi, j] = defenseValue[defensePoint[i, j, k].x, defensePoint[i, j, k].y])

defenseValue[defensePoint[i, j, k].x, defensePoint[i, j, kl.y] /= 2;} -return0; }

if (attackNum(i, j] >= 1 && defenseNum([i, j] == 0) //Z BT LR {
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if (new MoveGenerator().IsBlack(tempBoard[i, j]) && nowTurn == 1 | new
MoveGenerator().IsRed(tempBoard[i, j]) && nowTurn ==2)

return -Convert. ToInt1 6(base Values[tempBoard[i, j]] * attackGrade);

else /S i, BB K{

moveValue[i, j] = 0; attack Value[i, j] = 0; defenseValue[i, j] = 0;/i& K&

return -baseValues{tempBoard(i, j1];}} :

if (attackNuml[i, j] == 1 && defenseNuml[i, j]>= 1) //1 BFHM LRI {

if (new MoveGenerator().IsBlack(tempBoard[i, j]) && nowTurn == 1 || new
MoveGenerator().IsRed(tempBoard([i, j]) && nowTurn == 2){

if (baseValues[tempBoard|[i, j]] > baseValues[attackQZ[i, j, 11])

return -Convert.ToInt16(base Values[tempBoard[i, j]] * attackGrade);

else /2 HIVHME LR 5 /N ERAHSE

return Convert.Tolnt16(baseValues{tempBoard(i, j]] * defenseGrade); }

else{

if (baseValues{tempBoard[i, j]} > baseValues[attackQZ[i, j, 11]) {

moveValue[i, j] = 0; attackValuel[i, j] = 0; defenseValue[i, j] = 0,/ T </ H

return -baseValues[{tempBoard(i, j]}; }

else  /EH I E R MBS

return Convert.Tolnt16(baseValues[tempBoard[i, j]] * defenseGrade); }}

if (attackNum([i, j] >= 2 && defenseNuml(i, j] == 1) /2B H 1 R {

if (new MoveGenerator().IsBlack(tempBoard[i, j]) && nowTurn == 1 || new
MoveGenerator().IsRed(tempBoard[i, j]) && nowTurn ==2) {

if (baseValues[tempBoard[i, j]] + baseValues[defenseQZ[i, j, 1]] >
baseValues[attackQZ[i, j, 11]) /T 7 B9 E X 5 K

return -Con\}ert.ToIntl6(baseValues[tempBoard[i, j]] * attackGrade);

else /T HIMEELXT H DERIESE

return Convert.Tolnt16(baseValues[tempBoard([i, j]] * defenseGrade); }

else{

if (baseValues{tempBoard{i, j]] + baseValues[defenseQZ[i, j, 1]] >
baseValues[attackQZ[i, j, 1]]) /S 77 B & EL X 77 K {

moveValue[i, j] = 0; attack Value[i, j] = 0; defenseValue[i, j] = 0;/i& T XA
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return -baseValues[tempBoard(i, j]}; }

else  //THHIPELLXS I /NEAR S

return Convert.Tolnt16(baseValues[tempBoard([i, j]] * defenseGrade); }}

if (attackNuml[i, j] = 2 && defenseNumli, j] >=2) //2 B ML AR {

if (new MoveGenerator().IsBlack(tempBoard[i, j]) && nowTurn == 1 || new
MoveGenerator().IsRed(tempBoard([i, j]) && nowTurn == 2) {

if (baseValues[tempBoard[i, j]] > baseValues[attackQZ[i, j, 1]] |
baseValues[tempBoard[i, j]] + baseValues{defenseQZ[i, j, 1]} > baseValues[attackQZ][i,
j» 1]} + baseValues[attackQZ[i, j, 2]1)

return -Coavert. ToInt16(base Values[tempBoard[i, j]] * attackGrade);

else return Convert.Tolntl6(baseValues[tempBoard[i, j]] * defenseGrade); }

else{

if (baseValues[tempBoard[i, j]] > baseValues[attackQZ[i, j, 1]] |
baseValues[tempBoard[i, j]] + baseValues[defenseQZ[j, j, 1]] > baseValues[attackQZ([i,
j, 171 + baseValues[attackQZ[i, j, 21]) {//TH B E L 5 K -

moveValue[i, j] = 0; attack Value[i, j] = 0; defenseValue[i, j] = 0;/i& AR 5ME

return -baseValues[tempBoard[i, j]]; } '

else// T 77 BB EL X 7 /N ERAHSE

return Convert.ToIntl6('baseValues[tempBoard[i, j]1 * defenseGrade); }}

if (attackNum([i, j] >= 3 && defenseNum[i, j] == 2) //Z K& 2 £ {

if (new MoveGenerator().IsBlack(tempBoard[i, j]) && nowTurn == 1 || new
MoveGenerator().IsRed(tempBoard[i, jD && nowTurn ==2) {

if (baseValues[tempBoard[i, j]] + baseValues[defenseQZ[i; 111 >
baseValues[attackQZ[i, j, 1]] || baseValues[tempBoard[i, j]] + baseValues[defenseQZ[i,
J» 1]] + baseValues[defenseQZ[i, j, 2]] > baseValues[attackQZ[i, j, 1]] +
baseValues[attackQZ[i, j, 2]1)

return -Convert.Tolnt16(baseValues[tempBoard[i, j]] * attackGrade);

else return Convert.Tolnt16(baseValues{tempBoard[i, j]] * defenseGrade); }

else{

if (baseValues[tempBoard[i, j]] + baseValues[defenseQZ[i, j, 1]] >
baseValues[attackQZ[i, j, 11] || baseValues[tempBoard[i, j]] + baseValues[defenseQZ]i,
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j, 111 + baseValues[defenseQZ[i, j, 2]] > baseValues[attackQZ[i, j, 1]] +
baseValues[attackQZ[i, j, 2]]){// S5 KM & EL X 5 K

moveValue[i, j] = 0; attackValue[i, j] = 0; defenseValue[i, j] = 0;/#& Z #3514

return -baseValues[tempBoard[ji, j]i; }

else// T 7 I (B HE RS T D EiARSE

return Convert. ToInt16(base Values[tempBoard[i, j]] * defenseGrade); }}

if (attackNum[i, j] == 3 && defenseNum(i, j] >= 3) /3 W H R LRI {

if (new MoveGenerator().IsBlack(tempBoard[i, j]) && nowTurn == 1 || new
MoveGenerator().IsRed(tempBoardfi, j]) && nowTurn == 2) { :

if (baseValues[tempBoard[i, j]] > baseValues[attackQZ[i, j, 1]] |
baseValues[tempBoard[i, j]] + baseValues[defenseQZ[i, j, 1]] > baseValues[attackQZ][i,
j» 1]] + ©baseValues[attackQZ[i, j, 2]] || baseValues[tempBoard[i, j]] +
baseValues[defenseQZ[i, j, -1]] + baseValues[defenseQZ[i, j, 2]] >
baseValues[attackQZ[i, j, 1]] + baseValues[attackQZ[i, j, 2]] + baseValues{attackQZ[i,
331D

return -Convert.Tolnt16(baseValues[tempBoard[i, j]] * attackGrade);

else return Convert.Tolnt16(baseValues{tempBoard[i, j]] * defenseGrade); }

else{

if (baseValues[tempBoard[i, j]] > baseValues[attackQZ[i, j, 11] ||
baseValues[tempBoard[i, j]] + baseValues[defenseQZ][i, j, 1]] > baseValues[attackQZ][i,
j,» 1]] + DbaseValues[attackQZ[i, j, 2]] | baseValues[tempBoard[i, j]] +
baseValues[defenseQZ[i‘ j» 111 + DbaseValues[defenseQZ[i, j, 2]1 >
baseValues[attackQZ[i, j, 1]] + baseValues[attackQZ[i, j, 2]] + baseValues[attackQZ[l
i, 31D (/TR R X K :

moveValue[i, j] = 0; attack Value[i, j] = 0; defenseValueli, j] = 0;/i& i%ﬁ;&ﬁ{é‘_

return -baseValues[tempBoard([i, j]]; }

else// 75 AT E ELXT 5 N ERUAH S

return Convert.ToInt16(baseValues[tempBoard[i, j]] * defenseGrade); }}

if (attackNumli, j] == 4 && defenseNuml[i, j] = 3) /4 B H1 3 {37 {

if (new MoveGenerator().IsBlack(tempBoard[i, j]) && nowTurn == 1 || new
MoveGenerator().IsRed(tempBoard[i, j]) && nowTurn ==2) {
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if (baseValues[tempBoard[i, j]] + baseValués[defenséQZ[i, i - 111 >
baseValues[attackQZ[i, j, 1]] || baseValues[tempBoard[i, j]] + baseValues[defenseQZ]i,
J» 1]] + baseValues[defenseQZ[i, j, 2]] > baseValues[attackQZ[i, j, 1]] +
‘baseValues[attackQZ[i, j, 2]] || baseValues[tempBoard([i, j]} + baseValues[defenseQZ[i,
j» 1]} + baseValues[defenseQZ[i, j, 2]] + baseValues[defenseQZ[i, j, 3]] >
baseValues[attackQZ[i, j, 1]] + baseValues[attackQZ[i, j, 2]] + baseValues[attackQZ][i,
3> 31D

return -Convert.Tolnt1 6(baseVélues[tempBoard[i, j1] * attackGrade);

else return Convert.ToInt16(baseValues[tempBoard[i, j]] * defenseGrade); }

else{

if (baseValues[tempBoard[i, j]] + baseValues[defenseQZ[i, .j,  1]] >
baseValues[attackQZ[i, j, 1]] || baseValues[tempBoard[i, j]] + baseValues[defenseQZ[j,
j» 1]] + baseValues[defenseQZ[i, j, 2]] > baseValues[attackQZ[i, j, 1]] +
baseValues[attackQZ[i, j, 2]] || baseValues[tempBoard[i, j]] + baseValues[defenseQZ][i,
J» 1]] + baseValues[defenseQZ[i, j, 2]] + . baseValues[defenseQZ[i, j, 3]] >
baseValues[attackQZ[i, j, 1]] + baseValues[attackQZ[i, j, 2]] + baseValues[attackQZ[i,
3, 31D (BT BB E X 5K

moveValue[i, j] = 0; attackValue[i, j] = 0; defense Value[i, j] = 0;/3% 2= H%4HE

return -baseValues[tempBoard([i, j]]; } '

else return Convert. Tolnt16(baseValues[tempBoard[i, j]] * defenseGrade); }}

if (attackNum([i, j] = 4 && defenseNuml[i, j] == 4) //4 BHFI 4 R

if (new MoveGenerator().IsBlack(tempBoard[i, j]) && nowTumn == 1 || new
MoveGenerator().IsRed(tempBoard[i, j]) && nowTurn == 2) {

if (baseValues[tempBoard[i, j]] > . baseValues[attackQZ[i, - j, - 1]] ||
baseValues[tempBoard[i, j]] + baseValues[defenseQZ[i, j, 1]] > baseValues[attackQZ[i,
j» 1]] + DbaseValues[attackQZ[i, j, 2]] || baseValues[tempBoard[i, j]] +
baseValues[defenseQZ[i, j, 1]] + baseValues[defenseQZ{i, j, 2]] >
base Values[attackQZ[i, j, 1]] + baseValues[attackQZ[i, j, 2]} + baseValues[attackQZ[i,
331D

return -Convert. ToInt16(baseValues[tempBoard[i, j]] * attackGrade); -

else return Convert.Tolnt16(baseValues{tempBoard[i, j]] * defenseGrade); }
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else{

if (baseValues{tempBoard[i, j]] > baseValues[attackQZ[i, j, 1]1 ||
baseValues[tempBoard[i, j]] + baseValues[defenseQZ[i, j, 1]] > baseValues[attackQZ[i,
j» 1]1 + baseValues[attackQZ[i, j, 2]] || baseValues[tempBoard[i, j]] +
baseValues[defenseQZ[i, j, 1]] + baseValues[defenseQZ[i, j, 2]] >
baseValues[attackQZ[i, j, 1]] + baseValues[attackQZ[i, j', 2]] + baseValues[attackQZ[i,
J» 311 || baseValuesftempBoard[i, j]] + baseValues[defenseQZ[i, j, 1]] +
baseValues[defenseQZ[i, j, 2]] + baseValues[defenseQZ[i, j, 3]] >
baseValues[attackQZ[i, j, 1]] + baseValues[attéckQZ[i, 3, 2]} + baseValues[attackQZi,
j, 3]] + baseValues[attackQZ[i, j, 4]]) {//S 75 I {E L3 K

moveValuefi, j] = 0; attack Value[i, j] = 0; defenseValuel[i, j] = 0;/i& EAHK HE

return -baseValues[tempBoard[i, j]]; }

else// T I E L Xt 5 /N B AH &

return Convert.ToInt16(baseValues[tempBoard[i, j]] * defenseGrade); }}

return 0; }

private void SortValueArray(ref byte[, ,] arrayQZ, ref chessPoint[, ,] arrayPt) {
byte t; chessPoint p;

for (inti=0;i<=9; i++)

for (int j = 0; j <= 8§; j*++)

for (intk =1; k <= 3; k++)

for (ints=k+ 1; s <=4; s++)

if (arrayQZ[i, j, s] != 0 && arrayQZ[i, j, s] < arrayQZ{i, j, k]) {

t = arrayQZ[i, j, s]; p = arrayPt[i, j, s;

arrayQZ[i, j, s] = arrayQZ[j, j, k]; arrayPt[i, j, s] = arrayPt[i, j, k];

arrayQZ[i, j, k] = t; arrayPt[i, j, k] = p; }}}}
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