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0 1: Bouzy Map
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O 2: Chains

3.2.2 Position Evaluation
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O 1. 0000

Algorithm of lchan

1. Make a legal moves list

2. Check atari stones

3. Check stair capturing stones

4. Calculate influence on the current board by using Bouzy map
5. Select a move by the above diagnosis

6. Form crucial chains

7. Generate candidate moves by Chen’s method
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(10 A Pseudocode of Ichan

1. Make a legal moves list
FOR p € {board positions} and color € {BLACK, WHITE}
is_legal_move()

Input p, color

IF

(p = NO_STONE)

&& (lis_superko(p, color))
&& (lis_suicide(p, color))
THEN

RETURN TRUE
ENDFOR

2. Check atari stones
FOR p € {legal moves of board positions} and color € {BLACK, WHITE}
is_atari_point()
Input p, color
IF
num_liberties(p, color) ==
THEN
RETURN TRUE
ENDFOR

3. Check stair capturing stones
FOR p € {atari stones’ positions} and color € {BLACK, WHITE}
is_stair_point()
Input p, color
IF
stair_captured(p, color) == TRUE
THEN
RETURN TRUE
ENDFOR

4. Calculate influence on the current board by using Bouzy map
Influence()
Input the board state
FORi=1tod DO
dilate()
ENDFOR
FORi=1toeDO
erase()

ENDFOR

5. Select a move by the above diagnosis

select_init_candidate()
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Input: state € {diagnosis} and color € {BLACK, WHITE}
select a move s.t.
avoid (normal or stair) capturing

maximize color’s influence

RETURN move

6. Form crucial chains
FOR color € {BLACK, WHITE} and bl € {blocks of color}
FOR b2 € {blocks of color}\ bl
IF cond_C1(bl, b2) || cond-C2(b1, b2)
THEN
add b2 to the chain which inckudes bl
ENDFOR

7. Generate candidate moves by Chen’s method
generate_candidates()
Input information about crucial chains
FOR p € {1st and 2nd liberties of a crucial chain} V = evaluation_value(p)
ENDFOR
add 4ps which have large V to the candidates list CAND_LIST
add 2 or 3 liberties of relevant hunter blocks
add 2 liberties of relevant prey blocks
RETURN CAND_LIST
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