Move Strategiesin Middle Game of Computer Go

syen@mail.ndhu.edu.tw jcchen0213@yahoo.com.tw schsu@mail.cju.edu.tw

19x19

A. Samuedhecker
10 40 A. Newl |
10 120 [16]

BrowDowsey

1 10 700 [ 7]
1950 2002
Shannon
1997
(search)
(cut-off) [5]1[6]4

19*19 88
9*10

[4] [15] [9] b.



b.
1
[13][12][18][19][9] [6]
C.
(Groum)
A B
[ 6]
| |
® °
’__
f)__
£ s
T 219
EEEN ]
1
4.

(18] [9] Type-B Search



[19]

(
)
( ) 5.
1
2.
(max, min)
"min”
min
51
3.
(combinatoria game theory)
[15] [18]
« )
| [1] ( (
(@



(1]

g O J T I «

cdefg
D

g 9 J

(b)
1

2

3
5.2.1

52



30

4 2
4
2
12 (4+2+4+2)
2
10 10 3 86
3
10 (10+10)/2
12
22

(I)__
an (4)

éP__

pum

’
]
2
(5)
@
[21][22]
[21]
5.2.2
a.
3
86[2] A

(-2,30)



2 (

1992
1986

1989
1989

Communications of ICM  Voal. 1, NO. 2, April,
1997, pages 23 -- 30

L.V. Allis, Van Den Herik, and H.J. Herschberg.
Heuristic Programming in Artificia Intelligence
2, Ellis Horwood 1991.

Bouzy, B, T. Cazenave, Computer go: An
ai-oriented survey, Artificial  Intelligence
132(1),2001, pages 39-103.

D.J. H. Brown and Dowsey, S. The challenge of
Go. New Scientist, 1981, pages 303--305.

Ken Chen. Group identification in Computer Go.
Heuristic Programming in Artificial Intelligence,

10.

11

12.

13.

14.

15.

16.

17.

18.

19.

20.

21.

22.

Levy & Beal ( Eds.), Ellis Horwood 1989, pages
195--210.

Keh-Hsun Chen, Computer Go: Knowledge,
Search, and Move Decision, ICCA, Val. 24, No.
4, 2001, pages 203 — 216.

Keh-Hsun Chen, Some Practical Techniques for
Global searchiin Go, ICCA, Val. 23, No. 2, 2000,
pages 67 — 74.

K. Chen, “Soft Decomposition Search in the
Game of Go", Proceedings of the 6"
International Conference on Computer Science
and Informatics, 461-464, 2002.

S.C. Hsy, J.C. Yan, and H. Chang. Design and
implementation of a computer Go program
Archimage 1.1. Journal of Information Science
and Engineering 10, pages 239--258, 1994.

SC. Hsu and D.Y. Liu. The design and
construction of the computer Go program
Dragon 2. Computer Go, No. 16, pages 3--14,
1991.

Richard J. Lorentz. Pattern matching in a Go
Playing Program. Game programming workshop
in Japan, pages 167--174, 1995.

M. Muller, News, Information, Tournaments,
and Reports, ICCA, Val. 22, No. 2, 1999, pages
104-112.

A. Newel A., JC. Shaw, and H.A. Simon.
Chess playing programs and the problem of
complexity. IBM Journal of Research and
Development, Vol. 4, No. 2. Pages 320--335,
1958.

Ryder, J. L.,”Heuristic Analysis of large Tree as
Generated in the Game of Go”, AIM-271,
Stanford Univ., 1972.

Shi-Jim Yen, Shun-Chin Hsu, “A Positiona
Judgment System for Computer Go," Advances
in Computer Chess 9 Conference, June 16 to
June 18, 1999 in Paderborn Germany.

Shi-Jim Yen, Wen-Jyh Chen, Shun-Chin Hsu,
“Design and Implementation of a Heuristic
beginning system for computer Go,” JCIS '98
Proceedings Voll, Association for Intelligent
Machinery, pp 381-384, Oct. 23-28, 1998 in
Sheraton Imperial Hotel & Convention Center,
RTP, N.C., USA.

Zobrist, A. L. Feature Extraction and
Representation for Pattern Recognition and the
Game of Go, Ph.D. Dissertation, University of
Wisconsin, 1970.

Ken Chen and Zxixing Chen, “ Static Analysis of
Life and Death in the Game of Go,” Personal
Comm., 1997.

Popma, R. and Allis, L., Life and Death Refined,
Heuristic Programming in Artificia Intelligence
3, edited by J. Herik & V. Allis, pp. 157-164,
Ellis Horwood, 1992.



	引言
	電腦圍棋的基本原理
	圍棋知識的表示法
	中盤產生及評估棋步的基本方法
	中盤分析及處理
	結論

