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Research of game method on staged hex game

MR SRS A

based on evaluation strategy of resistance circuit
ZHANG Zhili, DING Meng, DUAN Jinlong, LUO Fengjun, GOU Liangliang
(School of Computer, Beijing Information Science & Technology University, Beijing 100101, China)

[ Abstract] In order to improve the intelligence level of the hex chess game and make the drop more reasonable and effective,
aiming at the characteristics of hex chess itself, combined with Kirchhoff “s current law, the paper proposes the design and
implementation of the game method based on the resistance circuit evaluation strategy and staged search hex game algorithm. Since
there are many points that need to be searched at the beginning of the game, the effect of using UCT is very poor. Therefore, when
starting, the method of combining o= pruning and resistance circuit evaluation strategy is more effective. When there are fewer
points to search, the combination of UCT and resistance circuit evaluation strategies can be used to control the overall situation in the
later stage.The experimental results show that the resistance circuit evaluation strategy can solve the problem of hex game’s falling

one more effectively, which makes the drop more accurate and improves the intelligence level of the hex chess game.
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Fig. 3 The flow chart of evaluation strategy

3 BRI EAmEITSEH

3.1 iERHTHEMEERER T

2 BRI S TR AR S b v vl 0 > Vg v A 4
1IX11 DN7RIIE BRITAS AL, QA 4 s, AR bR S
PETLE T BB FR M A 3 K AR 1 3] 11,

B4 BrmETEEs
Fig. 4 Hex chess board

FEUCIERN T K 25 0 v ST BUARC G ) LR R
QTR A S Sl SCAR SO, SO 44 B A R
“HEX-JCFSFE R vs FFSFEN B-Se(m) F
JHE— LU B B[] M - FEFH B PR, SCHE Y e 2 R
txt, AT T A 84 FE FAT 5 1 A A 0
S AIER AR AT, S HEBN 4 S5 S B T LA
HSCUT BT R F A 4R S GB2312, i 5
ML A% AR

[[HEX][&FB3B\ R][JEFS N B][ L
FHE][2017.07.29 14,00 HEK][2017 CCGCT; R
(E,7);B(E,6);R(F,7);B(G,7);R(D,6);B(F,
6);R(C,6);B(G,6) |
32 XEFEHEIYR

PRI SR a8 E NP NN LN N )
LHEFREUK AL S Al 2 AR, Hp i A H
R AR A E 5 s, i H AR T bR iE{L

ML BLECR anE 6 Frs

Bs5 ZEHEZFFEHR

Fig. 5 Interactive game interface effect
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Tab. 1 Game result statistics
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