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[ OMOKY

* [OMOKY — HaCTO/1bHaA
NIorMYecKas urpa ana AByx
NUrpoKoB. Ha KBaapaTHOM
nocKe pasmepom 19x19 (8
TPaANLUMOHHOM BapuaHTe) nnum
15x15 (B coBpemeHHOM
CMOPTUBHOM BapuaHTe)
MYHKTOB UFPOKM NOOYEPEAHO
BbICTAaBAAKT KAMHMU ABYX
LIBETOB.

* BolnrpbiBaeT TOT, KTO NEPBbIM
NOCTPOUT HEMPEPDbIBHbIN pAaAa
n3 NATK (1 bonee) KamHeun
CBOEro uBeTa No BEPTUKANW,
rOPU30OHTANN NN ANATOHAU




CNOMHOCTU

* bonbwown KoadduumeHT BeTBneHna ~210
* 5-10 ceKyHA, Ha BblYUCNEHMUA

* HeBO3MOKHOCTb MPOBOAUTL BbIYMUCEHUA N NOAAEPHKMNBATD
MHTEepdenc oT3bIBYMBbIM B OAHOM MOTOKE



Minimax

* MMHMMAKC — NpaBuUNO NPUHATUA PELLEHNIN, UCMOJIb3YEMOE B TEOPUU
NUrp, TEOPUU NPUHATUA PELLEHNN, UCCNeJ0BaHUM onepaLui,
CTAaTUCTUKE U Punocodmm Ana MMHUMU3ALMN BO3SMOXKHbIX MOTEPb U3
TeX, KOTopble nuy, NPUHUMaOLWEMY pelleHne, HeNb3A
npeaoTBPATUTb NPU Pa3BUTUM CODObITUN NO HauxygLemy AAs HEro
cueHapuio

* Kputepmum MMHMMaKCa nepBoHavyabHO bl cPoOpPMy/IMPOBAH B
TEOPUN UTP ANA UTPbl ABYX UL, C HYIEBOWN CYMMOM B Cy4aax
nocsneaoBaTe/IbHbIX U OAHOBPEMEHHbIX X008, BNOCNeACTBUM
NoJIY4YMAN Pa3BUTUE B Bonee CNOXKHbIX Urpax U NPU NPUHATUM
peLleHnn B YCOBUAX HeEONpeaenEHHOCTH



Minimax

O (max)

1 (min)

2 (max)

10

3 (min)



Evaluation function

e OYHKUMA OLLEHKU — OLLEHUBAET TEKYLLEE NoNoXKeHNE UTYP Ha AOCKe
M BO3BPALLAET YNC/IO — HA CKOJIbKO XOpOoLla No3numsa Ana UrpoKa.



Minimax

function minimax(node, depth, maximizingPlayer) is

if depth = @ or node is a terminal node then
return the heuristic value of node

if maximizingPlayer then
value := -co
for each child of node do

value := max(value, minimax(child, depth - 1, FALSE))

return value

else (* minimizing player *)

value := +c0
for each child of node do
value := min(value, minimax(child, depth - 1, TRUE))

return value

(* Initial call *)
minimax(origin, depth, TRUE)

Negamax

function negamax(node, depth, color) is
if depth = @ or node is a terminal node then
return color x the heuristic value of node

value = -w
for each child of node do
value := max(value, -negamax(child, depth - 1, -color))

return value

* Anroputm Negamax ngeHtnyeH Minimax, HO
Yalle NCNo/b3yeTCA Ha NPaKTUKe BBUAY ero
KPaTKOCTU U OTCYTCTBUIO INLHeroO if.

* 37O BO3MOMKHO Hnarogaps cieaytouemy
paBeHCTBY:

max(a,b) = — min(—a, —b)



Alpha—beta pruning

* Anbda-beta-oTceueHMe — oNTUMM3ALMA MUHMMAKCA, CTPEMALLAACS
COKpaTUTb KOIMYECTBO y3/10B, OLEHMBAEMbIX B iepeBe Noucka.

* B ocHOBe anroputma NexuT naes, Yto oueHmnBaHMe BETBM AepeBa
MONCKA MOXKET ObITb JOCPOYHO NpPeKpaLleHo (be3 BbluMCIeHUS BCEX
3HaYeHUI oueHmnBaowWwen GyHKLUMK), ecnm bbl1o HAMOEHO, YTO ANA
3TOM BETBU 3Ha4YeHMe oLueHmnBaoLWwen PyHKUMKM B Nt0boMm criyyae XyrKe,
4Yem BbIYMCNIEHHOE ANA NpeablayLen BeTBU.

* Anbda-beTa-oTceyeHue ABAAETCS ONTMMU3ALUMEN, TaK KaK pPe3yabTaTbl
PaboTbl ONTUMU3NPYEMOTrO ANTOPUTMA HE U3SMEHAIOTCA.



Alpha—beta pruning
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Minimax with alpha beta pruning Negamax with alpha beta pruning

function alphabeta(node, depth, a, B, maximizingPlayer) is function negamax(node, depth, a, B, color) is
if depth = @ or node is a terminal node then if depth = @ or node is a terminal node then
return the heuristic value of node return color x the heuristic value of node
if maximizingPlayer then
value := . childNodes := generateMoves(node)
R GEEL Eigel 2 122E O . childNodes := orderMoves(childNodes)
value := max(value, alphabeta(child, depth - 1, a, B, FALSE)) value := —o
o Tax(“a value) foreach child in childNodes do
A7 2 = [ A value := max(value, -negamax(child, depth - 1, -B, -a, -color))
break (* 6 cut-off *) a := max(a, value)
return value if a2 p t;en
else -
* - *
value := 4w break (* cut-off *)

for each child of node do return value

value := min(value, alphabeta(child, depth - 1, a, B, TRUE))

B := min(p, value)
if a 2 B then
break (* a cut-off *) (* Initial call for Player A's root node *)

return value
negamax(rootNode, depth, -, +e, 1)

(* Initial call *)
alphabeta(origin, depth, -«, +«, TRUE)



generateMoves

function BoardGenerator{restrictions, Board
° Let availSpots score = [];
C nOMOLu.bI'O CI)YH KI—LMM OLLeHKM Llet min_r restrictions[@];
Let min_c = restrictions[1];

Mbl Ol'lpe,EIIEI'IFIeM HACKOJ1bKO XC).E'I Let max_r r‘estrictionS[E];

Let max_c restrictions[2];

I'IepCI'IeKTI/IBEH, anCBaMBaeM Let move = {};

(var i Urilin_r‘ 2; 1 max_r + 2; i++) {
emy score. 3aTem COpTUpyem (var j = min_c - 2; j < max_c + 2; 3++) {

(Board[i][]] 5 remoteCell(Board, i, j)) {
XOAbl MO SCOore, Tak YTo Hanbonee move - {}

move.i - 1i;

nepcnekTnuBHblEe XOoA4bl move.j - Jj;

move.score - evaluate move(Board, i, j, player)
PACCMaTPUBAKOTCA MNepBbIMHA. (move.score WIN_DETECTED) {

[move ]

1
I

availSpots score.push(move)
¥
1
1

1
J

avallSpots score.sort(compare);

availSpots score;




* PaccmaTtpmBaTb BCE BO3MOMKHbIE
XOZbl CINLLIKOM 3aTPaTHO, YTOO®bI
YBE/IMYNTb NPOMN3BOAUTENBHOCTD,
HYXXHO OTOPOCUTb HEKOTOPbLIE
HenepcneKkTUBHbIE NO3ULIUM.

* ANTOPUTM NMOUCKA NEPCNEKTUBHbIX
NO3ULUMN:

1.

BnucbiBaem Bce opurypbl Ha AOCKe B
MWUHUMa/IbHO BO3MOKHbIN
NPAMOYro/IbHUK (YepHbIn
NPAMOYTIO/IbHUK)

HauynHaem nouck B paguyce aByXx
KNETOK OT 3TOro NPAMOYTO/IbHUK
(CMHUN NPAMOYTONbHUK)

Ecnn paccmaTpuBaemasn KaeTKa He
NMeeT coceaen B pagnyce AByx
K/IETOK, K/1IeTKa CYMTaeTcA
HenepcrneKTUBHOM U
oTbpacbiBaeTcA (opaHKeBbIn
KBagpar)




Transposition table

* Tabanua TPaHCNO3NLUMIN- 3TO K3LW paHee BUAEHHbIX MO3ULUN U
CBA3aHHbIX C HUMWN OLLEHOK B UTPOBOM JepeBe, CO34aHHOM
KOMMNbIOTEPHOW UTPOBOU NPOrpPamMmmon.

* Echn no3mumnsa nosBTopAeTCs Yepes3 APYryo nocaeaoBaTe/IbHOCTb
X040B, N3BAeKaeTcs nonesHaa uHpopmauma (a,b).



/obrist hashing

na Toro 4yTOObI NOZTIY4YUTb X3 TEKYLWEIO
COCTOAHUNA OOCKHU HEO6XO,£I,I/1MOZ

3apaHee creHepupoBaTb Tabauly,
copeprkalyto N 6onblIMx CaydYamHbIX
yucen,roe N=Konmnyecrtso
ctonbuos*Konnyectso Ctpok*Konunyecrtso
UTPOKOB

[TPMMEHUTb onepaLuto Xor K 31eMeHTam
TabnLbl, COOTBETCTBYIOL MM
onpeaeneHHbIM No3nLUMAM Ha JOCKe

[ToNly4EeHHbIN X3 UMEeT CBOUCTBO
aAAUTUBHOCTU — HET HEOHXOANMMOCTH
KaXXAblM Pa3 BbIYMCAATb X3LW C HYAA,
AOCTAaTOYHO /N b CNOXUTb MO MOAYNHO
ABa TEKYLLMN X3W U 3Ha4YeHMe U3 Tabanubl
KOTOpOE COOTBETCTBYET HOBOM dUType Ha
AOoCKe

function Table init()} {
(var 1 = 8; 1 < Rows; i++) {
Table[i] [1;
(var j B; j < Columns; j
Table[1][3] = []
Table[i][j][@] random32({};
Table[i][3]1[1] random32({} ;

function hash(board) {
Let h = 9;
Let p;
(var i = @; 1 < Rows; i++) {
(var j = 8; j < Ccolumns; j++) {
Let Board_value - board[i][]j];
(Board_value e) {
(Board_value
p e
{
p =1

Table[i1[j1[p];

function update hash(fhash, player, row, col) {
(player 1 {
player - @
I

1
J L

player 1

1
J
Table[row][col][player];

has




Negamax with alpha beta pruning and transposition table

function negamax(node, depth, a, B, color) is
alphaOrig := a

(* Transposition Table Lookup; node is the lookup key for ttEntry *)
ttEntry := transpositionTablelookup(node)
if ttEntry is valid and ttEntry.depth > depth then
if ttEntry.flag = EXACT then
return ttEntry.value
else if ttEntry.flag = LOWERBOUND then
a := max{m, ttEntry.value)
else if ttEntry.flag = UPPERBOUND then
B := min(B, ttEntry.value)

if a 2 B then
return ttEntry.value

if depth = @ or node is a terminal node then
return color x the heuristic value of node

childNodes := generateMoves(node)
childNodes := orderMoves(childNodes)
value 1= -w
for each child in childNodes de
value := max(value, -negamax(child, depth - 1, -B, -a, -color))
a := max{a, value)
if a =z B then
break

(* Transposition Table Store; node is the loockup key for ttEntry *)
ttEntry.value := value
if value £ alphaOrig then
ttEntry.flag := UPPERBOUND
else if value = [ then
ttEntry.flag := LOWERBOUND
else
ttEntry.flag := EXACT
ttEntry.depth := depth
transpositionTableStore(node, ttEntry)

return value



StateCache

e [1nA TOro 4tobbl YBENANUYNTD
NPOW3BOAUTENBHOCTb, CleayeT

(depth e) {
nsberaTtb NOBTOPHOIO Bbl30OBA

(StateCache[hash] undefined) {

HKUUAUN OUEHKMW. cch_hts
d)y H 4 StateCache[hash]

* TaK KakK OAHY N TY XKe KOHCI)VIpraLI,VII-O L
evaluate_state(newBoard, player, hash, restrictions)
AOCKN MOXHO NOJIY4YnUTb PA3HbIMU
NyTAMUAU, Mbl COXpPaHAEM 3HAYEHUE
d)YHKLI,MM OUeHKHA Ka)K,EI,bIﬁ pa3 npu ee
BblHNCNEHNN U NPU OOCTUXKEHNN
nunctbes (depth===0) npoBepsaem
Ha/lMine AaHHbIX B Kewe, eC/in UX HET,
Bbl3blBaeM CI)yHKLI,VII'O OueHKWn, NHaye
BO3BpallaeM 3HA4YEHUNE U3 KELla




[TONCK C Hy/1eBbIM OKHOM

* [TONCK C HyNEeBbIM OKHOM — 3TO BbI30B a/IOPUTMaA anbda beta co
3HayeHnAmM alpha == beta — 1.

° ,ﬂ,aHHaFI TEXHUKaAa MO3BOJIAET YBE/IUHNTb KOZTUHECTBO OTCEHEK U
cCOoOTBETCTBEHHO CKOPOCTb NOUCKA



NegaScout

* NegaScout —ontTMmmnsaumna anbPa-b6eta-oTcevyeHuns, UCNosb3yeT MeToA
I'IOVICKalc HYy/1IeBbIM OKHOM. MIcN0/1b30BaNCcA B LLAXMAaTHOM KOMMNbiOTEpe
Deep Blue

int NegaScout ( position p; int alpha, beta )

{ /* compute minimax value of position p */
int b, t, 1i;
if ( d == maxdepth )

return quiesce(p, alpha, beta); /* leaf node */
determine successors p_1,...,p_w of p;
b = beta;

for (1 =1; 1 <= w; i++ ) {
t = -NegaScout ( p_i, -b, -alpha );
if ( (t > a) & (t < beta) && (i > 1) )
t = -NegaScout ( p_i, -beta, -alpha ); /* re-search */
alpha = max( alpha, t );
if ( alpha »>= beta )
return alpha; /* cut-off */
b = alpha + 1; /*¥ set new null window */

}

return alpha;



iterative deepening depth-first search (IDDFS)

* [lonCK ¢ nTepaTMBHbIM yrnybieHnem — 3To ONTMMM3aLMA MOUCKA B
MybuHY 1 B LLMPUHY, KOTOPas rapaHTMPOBAHHO NO3BOASAET HANTU
camoe ban3Koe K Haya/IbHOMY COCTOAHMUIO pelieHune, nsberas
3KCMOHEHLMA/IbHOW CNOMHOCTH.

e Kakum obpasom peanmsyeTtcs 3TOT aAroputm? Mbl nwem B rnyounHy c
orpaHudyeHmnem rmybuHbl KoHcTtaHTon N. Hawnu peweHmne — xopoulo.
He Hawan — noBTOpAem NOUCK B INYOUHY ¢ KOHCTaHTOM N+1 n TakK

Aanee, NoKa He OTbIWETCA.



.‘

8 o @ Q @Q depth=3



MTD(f)

 MTD(f)-Memory-enhanced Test Driver with node n and value f,
aNropuUTM MUCNONb3YIOLWUNA MOsIbKO MOUCK C HY/IEBbIM OKHOM AN
onpeaeneHuna ny4dwero xoga. B cpeaHem oH npesocxoamnT Negascout
n Negamax.

* Yalle Bcero peanunsyeTtca Kak NOUCK C UTEPATUBHbIM yrnybneHmnem



MTD(f)

function MTDF(root : node_type; f : integer; d : integer) : integer;

g =1,
upperbound := +INFINITY;
lowerbound := -INFINITY;
repeat

if g == lowerbound then beta := g + 1 else beta := g;
g := AlphaBetaWithMemory(root, beta - 1, beta, d);
if g < beta then upperbound := g else lowerbound := g;
until lowerbound >= upperbound;
return g;

function iterative_deepening(root : node_type) : integer;

firstguess := ©;

for d = 1 to MAX_SEARCH_DEPTH do
firstguess := MTDF(root, firstguess, d);
if times_up() then break;

return firstguess;



MTD(f) 10

e [1ns TOro YToObLI YBEANYUTD

NPOU3BOAUTENbHOCTL elle bonblue,

MOHO pacCcMaTpuBaTb He Bce
nepcneKkTuBHble XoAabl, a ToNbKo 10
CaMbIX MePCNeKTUBHbIX N3 HUX.

KoadppunumeHT BeTsneHms
CTaHOBUTCA PUKCUPOBaAHHbIM (10)
CYLLLECTBEHHO YBENMYNBASA
NPOuU3BOAMTENBHOCTb a/IFTOPUTMA.

[laHHas oNnTMMM3aLMSA PUCKOBAHHA
TeM, YTO OMacCHbIN X0 CoNepHMKa
MOMKEeT OKa3aTbCA He
PACCMOTPEHHbIM, HO Ha NPaKTUKe
OHa CYLLLEeCTBEHHO yBenn4YnBaeT
CKOPOCTb M NpoLeHT noben.

functien BoardGenerator(restrictions, Board, player) {
Let availSpots score = [];
Let min_r - restrictions[@];
Let min_c = restrictions[1];
Let max_r = restrictions[2];
Let max ¢ = restrictions[3];
Let move = {};
(var i = min r - 2; i max_r + 2; i++) {
(var j = min_c - 2; J max ¢ + 2; j++) {

(Board[i][]] e remoteCell(Board, i, j)) {

move = {}

move.1i 13

move. 33

move.score = evalute move(Board, 1, j, player)
(move.score WIN DETECTED) {

[move]

1
J

availspots score.push(move)
1
¥

}
}

availspots score.sort(compare);
availSpots score.slice(,10)



Web Workers API

e [1na Toro yTobbI NOAAEPHKATD
OT3bIBYMBON pPaboTy nHTEepdenca
NPV BbIMOJHEHUWN A/ITOPUTMQ,
HeobxoAMMO BbINOMHATL €ro B
OTAE/bHOM NOTOKE.

 Web Workers APl no3BonsaeTt nerko
CO3/1aTb HOBbIN MOTOK U
0ObMeHMBATLCA C HUM AQHHbIMMW.

main thread,

}oﬂMescagc

web worker




e CpaBHUM NMPOU3BOANTENBHOCTb
aNroOpUTMOB Ha NpMMmepe NOUCKa
Ha rybuHy 8 n3 naHHOU
no3uunm




TecTbl (depth=8)

250 233.7053
12000000 4000000
200 3336127
10000000 9674056 2500000
- 3000000
8000000
11 2500000
100 S 6000000 . 2000000
3523095 1500000
4000000 891824
50 1000000
574789
. 2000000 500000
0 27175 - 10170
0 0
Bpema paborbl,c function calls StateCache

B NegaMax M NegaScout mMTD(f) = MTD(f) 10 B Negamax M NegaScout m MTD(f) = MTD(f) 10 B Negamax M NegaScout B MTD(f) = MTD(f) 10



TecTbl (depth=8)

* NegaScout oka3zancs bbictpee, yem MTD(f) B AaHHOW NO3ULKUK, HO
BO3MOXHO 3TO JIULLb HEeYAAYHbIN NPUMEP

* [l[poBegem TYpPHUP MeKay BCEMU aZITOPUTMaMM A0 Tpex nobea.
* [Tocne KaxKaon nrpbl aAITOPUTMbl MEHAOTCA CTOPOHaMMU

* Bce anropmntmbl peannsosaHbl Kak IDDFS

e 1 —nobepna, 0.5 — HMYbA



TypHup (bo3) (60 s)

S Negamas | Negascout MmO woin 10

Negamax
NegaScout
MTD(f)

MTD(f) 10

MTD(f) 10 1.5:0.5 NegaScout 10



CpaBHeHMe C ApYyrmmu
Javascript

http://gomoku.yjyao.com/
https://github.com/lihongxun945/gobang

https://logic-games.spb.ru/gomoku/

https://ixjamesyoo.github.io/Gomoku/

AITOPUTMaMM Ha

Pesynbrat (MTD(f) 10)



http://gomoku.yjyao.com/
https://vk.com/away.php?utf=1&to=https://github.com/lihongxun945/gobang
https://logic-games.spb.ru/gomoku/
https://ixjamesyoo.github.io/Gomoku/

BoiBOAbI

* Monyumsmnca anroputm — MTD(f) 10, ycnewHo crnpaBuACcA CO CBOUMMU
conepHnKamm u bnharogapa NOBbILLIEHHOW NPOU3BOANTENBHOCTU CMOT

oflep>KaTb Nobeay Bo BCeX CbirPaHHbIX MaTyax, He NPourpas HU O4HOM
Urpbl.

* MOHO 3aMeTUTb, YTO eC/IM 3aMeEHUTb GYHKLMIO OLEHKWU, aNATOPUTM
onpeaeneHna nobeabl 1 aNrOPUTM reHepaLnUm BO3MOXKHbIX XOA0B,
NAHHbIN A/ITOPUTM MOXKHO MCMO/1Ib30BaTb ANA IIDOOMN UTrPbl C NONHOM
MHbopMaLMEN U HYNEBON CYMMOM, rAe ABa UFPOKa XOAAT noovepeaHo.

e laHHaA paboTa ABNAETCA €AUHCTBEHHOW peasinsaumnmen anropmtma
mtd(f) ana nrpbi romoKy Ha Github



O mtd(f) gomoku Pull requests Issues Marketplace Explore

Repositories (1) 1 repository result

Code (143

] qwertyforce/gomoku_ai

Commits - Experiments with variations of minimax algorithm, MTD(f), MCTS in Gomoku
lssues 0 mcts  gomoku  javascript ai  negascout negamax  mtdf

Discussions o * 3 JavaScript  GPL-3.0 license  Updated 3 days ago

Packages 0

Marketplace 0
Topics 0
Wikis 0

Users 0

Languages

JavaScript 1

Advanced search  Cheat sheet




Google mtd(f) gomoku X & Q i

Q Al (&) Images QO Shopping [ Videos [E News i More Settings  Tools

About 64,100 results (0.29 seconds)

github.com » gwertyforce » gomoku_ai ¥

gwertyforce/gomoku_ai: Experiments with variations ... - GitHub

gomoku_ai. Experiments with variations of minimax algorithm, MTD(f), MCTS in Gomoku
(WIP). Main mtd(f) ai is in worker.js. You can play against ai here ...

github.com » mtrazzi » gomoku ¥

mtrazzi/gomoku - GitHub

-p2 {human,minimax,alpha_beta,alpha_beta memory,alpha_beta basic,mtdf}, --player2
{human,minimax,alpha_beta,alpha_beta _memory,alpha_beta basic ...

books.google.ru » books

Advances in Computer Games: 13th International Conference, ...

H. Jaap van den Herik, Aske Plaat - 2012 - Computers
... like Othello, GoMoku, and Amazons, can be described with the help of QIPs, ... TMTD(f) or
MTD(f,n): Memory-enhanced Test Driver with node n and value f.

www.gamedev.net» forums » topic » 415225-gomoku... ¥

Gomoku Solution - Artificial Intelliaence - GameDev.net




CnNMCOK MCNO/Ib30BaHHOM NUTEPaTYpPbI

* Aske Plaat: A Minimax Algorithm faster than NegaScout, [9neKTpoHHbIN pecypc]
https://arxiv.org/abs/1404.1511

» Russell, Stuart J.; Norvig, Peter (2010). Artificial Intelligence: A Modern Approach
(3rd ed.). Upper Saddle River, New Jersey: Pearson Education, Inc. p. 167. ISBN
978-0-13-604259-4.

* [9nekTpoHHbIN pecypc] https://www.chessprogramming.org/



https://arxiv.org/abs/1404.1511
https://www.chessprogramming.org/

koA

* https://github.com/qgwertyforce/gomoku_ai

CbIrpaTb

* https://4battle.ru/play_offline



Cnacmnbo 3a BHMMaHume!



