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7 — LARERRERE
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F—LAER

01 W L BIZST + v v v e e e e e e e e e e
0.9 MEEDIMME « « + + + o 0 0 b e
2.8 @ BUEc ¢ v et e e e e e e e e e e
2.4 R LFOIEFSHT (move ordering) « = =+ = - s - - -

Andersson DEAERS L UZ DA FIE

3.1 Andersson DFEHIETR T — R o ¢ ¢« ¢ o o o 0 o o o o .
3.2 FEUTFDNEFFIIT « o ¢ o o o o v o e o v 0 o v o 0 0 .
3.3 JAEDREL ¢ ¢ ¢ o o o o o e e et e e et e e e e e
3.4 KRUFFTIEDRIE L « ¢ ¢ ¢ ¢ 0 o v 0 o o o0 o 00 0.

WEIE D= O DEE: BROERI— FER

4.1 ROJGEHDERE « « ¢« ¢ o o o o o v o v 0 v o oo
42 b —HRICEEIEE « =« ¢ 0 o o v e e e e e e
4.3 WHUEDO B E LD TR o v o o oo v v o v e e e e
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1 00

O0000,00000000000000000000 (600000 (End Game Solver) 00O
oo0.00o00oo0oo0oo0oo,0o00ob000 (ob0o00o00)o00o0o0,0000000,0
00,0000000000.000000,000000000000O00D0 (DODOOOOOOO
o0o0)ooooo.

o0o0o0ooOo0oo0oooooooOoO0ooo,bo0000o0o000o0oo000o0oo0000n, o
000000000000 (moveordering) 0000000 000. O0,00000000000
0000000000 oo00o0o0ooO0,00000000o0oO00o0oO00oOo0O0oo0o0n
00.00000,0000000000000000 Zebra[2]000 Gunnar Andersson 00 0O O
0000000 End Game Solver [1]00000,00000000000000000000O00OO
o0,00000000.

2 Joooon

gbogbouoobooobgoobobbobo. oboobo,booboobooboboaba
go,goo0booobobboboobooboobo.gobobobooboobooboob, oo,
go,b0o00oocoogoa.

21 0J00ooooooo
obooooO,00boo0o0ooobooooobooon,
e JO0O0OOODOODOODOODOO,

e JOOOOODOODODOO,

gboooboooboooob,oboobooon.
gbobooboooboooooboooooaa,

e OO OODOODOOODOO,
e JOOOOODOODOO,

gbgboodgbobobooobdoa. bgboooobooboobobooboboboooboooda
go.
0000 ¢g0O0000000000O0O00O0O0O0OO0O0O0OOO win(g), lose(g) 0000,

win(g) < ¢0O00000O0OD :g00000O0O (
¢g0000000000 :g0000000AOOOOOIlose(h)00OO (2
lose(9) <= ¢0O000000O0:¢g00D000OO (
g0000000000 :g0000000AROOOOD winth)OOOO (

000.000 R0 ¢0O00000O0O0OO0OOO,g000000(DOUOOOUO)ODOOUOOOOAD
ooooooooooooo,000bo00 g—=hA0O000.



22 0O0OO0OO0OO

00000000000000,000000000000000.00¢00000000,0
0000 E(g) 0,

1 : 00000
E(g) = EBuealg) = 0 : 0000 (5)
-1 : 00000

0000.¢000000000000,000 E(g9)0

B(g) = max (~E(h) (©)

gooo.ooooobooog,

E(g)>1 max (—FE(h)) > 1

h:g—h
g—h000000KRDOO,-E(h) >1

¢g—h000000AROOO,E(R) < -1,

[

ooo,

E(g) < -1 <= max(—E(h)) < -1

«— ¢—h000000AOOO,-E(h)<-1
«— ¢—h000000AOOO,EM)>1

000,000 200 E(g) > 10 win(g), E(g) < —10 lose(¢) 00000000 (21)00000
00.000 E(g00000000,¢000,00,0000,000000.
0000,00,00000000000000,00000 EwO0((G)000000,000
000000000,E()D0D000000000000000000. 000

Eleat(g)=00000 —00000

0000,0000000000000000000000O0,000 E(9) 0,
e JOO0OOODOODOODOODOO,
e JOOOOODOODODOO,

gobooboooooooboooooooboooboo,0oob.boob0oobo0ooooooOoooooon.
go,00000b000o00oobo00oboobocoo,0coboboooobobooooob.ooog,
¢gU0000000 (D0)000000000000, Bs000000000O0O00O (DOOOOO
goooooobooboooooooob,0bobooobooboooobbooboobobooDbooo
00000)000,0000 (60000 E(gyOO0O0D0OO,¢g0000000O00D0O00OO0O.
00000000000 0U00O0ooO0,00000000000o0OoO (p)ouoooooo, ™
oooooobooog.



2.3 a0
E(gpy000000000O00O0O00oOoO,00000o00ooooooooooooog.

eval(g) {
if (g000D00){

return eval leaf(g); /* 0000 */
}else {
E={}/*000 %
for (g—»h000DDO0 ) {
E=FEU{ —eval(h) };
}
return max(E);
}
}

eval(g) 00 0JO0O0O0O0,9g—h000 AROOUOO0OO0O0OO eval0OODDOOOO,000000000
00oo00,000000,00000000¢g—-A00000O00O0OOO0(DOOODOO)DOO
0.0000000000000000,0000 (D0OO0)ODUDoOoOOoOOoODoOoOOoUoO(@oo)
gbooo,000b000o00obooooooon.

00000000, E(gpy0oo0o0odo,g00000000000O0O0O0OO0OOO0OOO. OO
gboogoboobooboobo.obogbboboobooo.

1. 000
E(g) = max (—E(h))

h:g—h
00o0oUo0oUD, E(gooooooooooo,gy0000oo0ooOO0OoOo0oooooO
0oooo ().

2. E() 00000000,¢0000000 A00000, E(R)=e00000000. OO
oo,

e BE(g)>-e0000000

e g0 AODUOD MOIDDOUDDOUDUUO,EMW)<eOOOUD,E(g)0O0ODOODO

O000).000,EMW)>e00000000 E(R)ODODOOODDOOOOO.
ooo

9

e 000000 OOOOODOO,bDO0DOODOODOOCOOOOCOOOO,0DbODbOODOOOOO0
ooooobooboooooon

e 000 ¢gOODO >e00O0D0O,g000,00000 >—-b0000000000OO
ubo,g0b0b0obooboooboo.ooobooboooobooboooon.

0000000000000 00 0000, DOD0O0O00O0O eval(g, o, /)0,00000
go.

1. E(g)>4000:>40000000

2. E(g9)<ab000: <a0000000 (0000 «)



/*E(g)00D0000,
E(g)<a=00 <aO000O
E(g)>f=00>$000 *
eval(g, o, B) {
if (gDO0D0D){
return eval leaf(g); /* 0000 */
} else {
for (g -hO000D000O h){
a = max(a, eval(h, —f8, —a));
if (¢ > ) return «; /* E(g) > 4000 */
}

return «;

0 1: a0

3. a<E(g)<pO000: E(g)

0000 eval(g, o, 8)0,a < E(g) < 000000000000000000,0000000
0,00 [/ 000000000000.

2.0000000,0000 E(9)>e0000000000000000,00000000. 0
00000000000000001000.«0,0000000000000000000.

24 00000000 (move ordering)

f000000,00000000000000000D00O0, 00000000000 O0O. O
000,¢0000000000000C0OO0OO, E(g)>p0000,000000000000
0000000.0000000000000000000 (=00000000000 =0000
DDDDDD)DDDDDDDDDDDDDDDD. gdoboboooodoooboboooo
gobooooooobooo. oo, 000000000 booooooooooa.

Jooboboooobbooooobooooob oo boooobooOo,oo0boboooo
O [5, 4].

e 000000 ! (00:00000000000000D0DOD20000)000d000
00000.00000000000000 14+d'+---+d"t=(d-1)/(d-1).
e 0 (000 —c0)0,E(q)00D0000D0O0O0DOODDO (0DOO)0DOO0O.

e« J000,000000000000,00000000000000, eval(g, —00, 00) 00
0000000000000, 2492 —1.

oo000ooo,ee0000000000,000000000000000.000B00O, a0,
obooooooooboobooooo,0boo0bobooboooboobbooboobooooooon
ooooooo,bo0obocoboobooog.

Andersson 00000000 COO0ODOOCOO300000.



315839 2119|7511
95 | 59 | 45 | 37 | 35 | 43 | 57 | 49
11 | 47 | 15 |29 | 27 | 13 | 41| 5
23 139 | 31 25 133 | 17
22 | 38 | 30 24 | 32| 16
10 | 46 | 14 | 28 | 26 | 12 | 40 | 4
54 | 58 | 44 | 36 | 34 | 42 | 56 | 48

2 (52| 8120186 [|50] 0

02000000000

3 Andersson000000000000O0O

3.1 Andersson0 0000000

OO0O0ODODOO0O000000DO000000000, ZebraD OO OOOOOO Basic End Solver
00o0ooooooooo 1o,

Basic endgame solver: When I started working on computer Othello I downloaded an
endgame solver created by Warren Smith and later improved by Jean-Christophe Weill.

I then improved it myself, the resulting solver is found here.

OO00.0000000C000DOO000DOO00O0DOO00DOO,Zebra0O0ODOOOOOOO
00000000 http://radagast.se/othello/fotest.html 0 0 00, O O Basic endgame solver O,
Zebra0DODOOOOOOODOOOOOODODOOOOODOO.DDODOOOOODODOOOOOOO
00000 Basic endgame solver DO OO0 0OO.

3.2 ODOUOOodooobo

gbooboooooooooobooobo,b0o0o0b0ooooooo3boooooooo. boboob, o0
googbooooboooobooooboboooobooobooboo,0ogbooboobbobobobo,od
gboboobooboooob,boboooboobooboobooboooooobo.

000 (1) 000000 <4000: 02000000000000000000,0000000
00 (0O00O: NoParEndSolve). 00000000, 000000,00000000000
oo.

000 (2)4<000000 <7000: 0000000DOO0OOOOOODOOO. 0000300
5000000 (Do0O,000000000UDO0ODOO0OO0, 000000000 O). OOog,
obocooobooboboooooooboobo,0ob0obooboocooobooboboooon
0,0000000.00000000000,000 (1)OODOUDOODOOOOOD (OO
0 : ParEndSolve).

000 (3) 000000 >7000: 000000 UOOOUODOODOOOUOOOOOOOOOOO. O
0000000000,000 (1)D000000000000 (000 : FastestFirstEndSolve).



03 500000000.00(00),00 (b00),0000 (200),00 (300),00 (80
0).00,00,0000000,

goooobooooooooooooobobobooboboo.obobooobobobo,oobooboo
00000000 (000)00D0000000U0000DDO00O000. 000000000 UoDO
goboooooooo,0obo0o,ooboooboooooooboob. oo, 00000000000
obooooooboooooobooo,obobooboooboooboobooboo.boooboo,000 -00
000000000, 0000000o0o0o0o0oo0o000oO00o00DO (0oD0ooUoo
00000,00000000000000).

3.3 Ouogn

gooOoOoOoOo0O0OO,00000C000O3000DOOOOOOOOOO. U000 Andersson
ocoooooOoooooo cgooooooooo.

e J0ID0UUDODUD (DUDOO unsigned char board[91])
e 00 (0O0O; int color)
e J00JD00DO00DDOUDOODOOUDO (int previmove)

gboboobboobboobboobobooboobooboobg,boboboboobbobo,obod
goboobo,booboboobobooobbooobooo0. boobo,oo0oboobboobobo
gboooboooooboobooooboon.

4000091 0000000000000, ODOoOOOOoOOOoOoOoOO,00b00 1000
obooooobD,e40000000D0000OO,D0000O0O0D0ODODOO,DO0DOODOOO
gbooobooobooboob,0boobuoobooboon.

Andersson 10000000, 00000000000000000000. 000000 300
obooooobooboooooboo,0b0oboboooooboobobooooobooobo,ooo0oon
gooooo.

e 10000 =00000 —O00O000O (int discdiff)

e 000DOO (int empties)



d d d d d d d d
00[01[02|03|04]|05]06]0,7
10| 1,1]12]13]14]15]1,6]1,7
20(21[22|23|24]25]26]27
30(31(32/3334(35]36]37
4,0 [ 41 (42|43 |44 | 45|46 | 4.7
50 (51 |52|53)|54]|55]56]5,7
60[61]62|63]64]65]66]6,7
rol71l72|73| 74757677
d|ld|ldala|lalalalala

Qalalalalalalalalal

04 00000.000000O000DOO00DO0,d00000D000DOOODOO,O0,0,0000
oboooooocoooboo. obobooggboboboobo0oooooooboobO. booobooooon
gooooooog.

e JO0U0O0OD.0O0DODOO EmHead OO Ems.

struct EmList
{
int square; /* 00000. board 0O index */
int hole_id; /* 000000000 =/
struct EmList *pred; /* OO0O0O0O0OO0OOOO0OOO =/
struct EmList *succ; /* D0 0000000000 0OO0O «/
} EmHead, Ems[64];

e 10000D0DO0O00O0O0OD (0000 int RegionParity) !

3.4 UO0OUOOoOoOobOO

0000000000, 000000000 (leaf)0D00. DOOOOdOOOOOOOOO
(d-1)/d0000000000. D0O0DOODOOOO0OOOODOODOOOOOOOOOO. O
oo0o0ooooo0,000000 10000000, 00000 1000 (D0ooooo0oo
00)000,01000 fr000000,0000000000000C0D0.0000OOOOO
gooOoOoOoOoOoOOODODODODOOOO,0C0COCOOOOOOODOOOODO. 0000 Andersson
gbooooooooboobooog.

4 OD0O0O0O0OO0OO0O0O:00000L00O00O0

4.1 00000000

ooo0obgOO0OO0OO00ODDOOODOO ADOOODOOOOOD—-OOOOOODDOOOD—0ODO
gbooooobooooog.

ooooo0: 00000 g0ooOO,00000DOD00O0 K,OODODOOOO
000000 6400000000,0000000 32000.00 3200000000 1bit0000000




UndoDD: 00000 ¢0000000 K000 (00000 ¢0000000),h 00000
000 k00 ¢gO000 (undo) 0000

O0oo0ooDooO0.0o00o0oooo00000D wmdoDOOOOOODOODO,undo0OOO
O00O. Andersson 0000000 wndoOOOOOOOO. DOOOOOOOOOCODODOODODODOO
ooooooooooooo,obobobobooob0. oo, Jbgbobobobobooooo
gboboobOo,0booooobooooboooobob. 0oboooboobobooboOoboooaon
ooooooooon.

gooooooooobooboooooooboboob,boo0booboboobooobooobooon
OO00. OpenMP O tasks 0 O, Cilk O spawn, TBBOOOOOOO0ODO, 00000000000
O0000D0O00000,evalJ0D0OO0OO0O0O0OO0DODODOOOOODOOOOOODODODBOOO
000.00000000000000000 (0000000000 UO0)000oUoooOUoOO
ooooo,00ooboboooboooboobooobo,oboooooboboooooDobooobooon
ubooo.o00boboooooboboooboo,oboboboooobobooboobobOoon
O000.000Cilk0O0O00O0O0O0O0OO0O0OO0OODO 3jooooUooooooooo.

oboooooooooooobooooobooooooo,boobooooooboooo—o00o0oaon
ocooo,000oo00oo,0o0oo0goooo0oooo0oD—00 wdoODOOODDOO,
obooboooboooboobooboobooboobbo.ooboobooboooboooao
obooooo,0o00b00boobocobooboboooooo,0cobobooooobooboooon
oooo,0000000000 +wdo0O0O0O0OCOODO.

MPIO UPCODOCOO SPMDOOOO, Pthreaeds OO0 OO0O0OOO0ODOOOODOCOOODO,O
gboboooooboooboobooboobooobooooobooboo,obooobooooboooaon
ooo0ooOo0o0oDboO0o0,00b0b000bOo00b0wdo0000OO0OO0ODOOODD. OODODOO
ooooooboboooog.

4.2 0OO0O0OO0O0O0OO0OO0O0OO

Andersson 000000000, 000C0CCCOOCOOOO0O0O0O0O,0000O0O0O0O0DOOOO
gbooooOooooooob,boooooboon.

e J000UI0ODOD,0000DO0ULD—0O00DOO (board), 0000000 (EmHead O
00 Ems), 0000000000000 (RegionParity)—0,0000000,00000
ubobooooboooooo,0b0o0obooooooooooobooo0o. boobooooobooon
obooobooooobo,obooooboobooboobooooooboon.

e JOOUODOOODO,DOU0DOODOODOLODOOOCO. OODOODOO,00DO00DOOOO
oobooooooooobbooobo,bo0o,00oboobooobooooobooooboooon
oooooobooooobon.

e ]000DDO,00D0O00DOODODOOCO 30000 (NoParEndSolve, ParEndSolve, Fastest-
FastEndSolve) 00000000, 000000000000 OOOOOOO

goobobooboobobooboooo,obooboobooboobobooboo,boobooboa
gbobooboobooooboooooboobooo,obooboooon.



4.3 O0OO0OO00OOOOO0OO0O0

ooboooboooobooobooobooobooobooooooo. booooobobooboboooooon
oooooooo.

typedef struct game_state {

char color_to_move; /¥ 00 (0O0000)*/

char last_move_was_pass; /* 00000007 %/

char n_empties; /x 0000 =%/

char disc_diff; /x 00000 -00000 =/

unsigned int region_parity; /+* 000OO0OO0O0D0O0COOO0O =/
square_list_node empty_squares[MAXEMPTIES]; /x O0OOOO0O =*/
unsigned char board[91]; /x OO0 %/

} game_state, * game_state_t;

goooooobo,ooobbbobooooooobobboo,0noobbbiboddd, DD empty_square
ubooooobooooog.

typedef struct square_list_node {

char square; /¥ 0000 =/

char hole_id; /* 000 %/

char pred_idx; /x 000000000000 =/
char succ_idx; /¥ 000000000000 =/

} square_list_node;

O0000,g, g20 gamestate 00000000000, 000%*g> =0, 000000000
oo.
O00,00000000000000000O eval (0 43)0,0000000000,0000
Oo0oO0O0O0O0O0O0O0O0ODODODODODODOOD0OO00000 movelandeval 0O0OOOOO.
0430000,

int n_moves = gen_moves(g, moves) ;

O,00moves0, 000 (DOOOOODOOOOOODOOOD —-1)0,000000000000
00000000000 00000O0. evalODDDOOODO,0000000O

int e = -move_and_eval(*g, i, moves[i], -beta, -alpha);

gobO,0000000000b000O0000000000OO00bOO00. 0bO00obo0o0Dbo,gO
iJ000moves[i]O0OOO0O0DCOOOODCO. DOOOODOOOODOOOO.

/x es_idxO0OO0OOOOOOOOOOOO-1r (OODODOO).
ooooooooo, boooooOoOoOOOO0O0. =/
int move_and_eval(game_state gg, int move_idx, int es_idx,
int alpha, int beta) {
game_state_t g = &gg;
apply_move(g, es_idx);
return eval(g, alpha, beta);



/+* 00 g00000O0O %/
int eval(game_state_t g, int alpha, int beta) {
int moves [MAXEMPTIES] ;
int n_moves = gen_moves(g, moves);
if (n_moves == 0) {
return g->disc_diff;
} else {
int 1i;

for (i = 0; i < n_moves; i++) {

int e = -move_and_eval(*g, i, moves[i], -beta, -alpha);
if (e > alpha) {
alpha = e;
if (e >= beta) break;
¥
}
return alpha;
}
}
O 5: eval OO

applymove 000 gOOOOOO0O0OOO. OO0 3400000000, 000000000O
(leaf) OO 0DO0O0O0DO0OO00OO0DDOOOOOOOOODO. moveandeval 00O 0O00O00OO0O0O, O
O000000000000000 evalOODOOOOOOOOOOOO0ODO. 000, Andersson O
gbooooooo,obobobobooo,0coboooobooboboooboooooobo. ooobooo
obooOo,0000000b0000000b00000O00obO00b0OooboocooOOo,ob00boOooboo0ooaon
oooooo.0oobobooogobebobOoOonOg.

O000000000000000,00000 (basecode)000. OOOOOOOOOOOO
gooooooo.

o UoUooond
000 Andersson0O0O0O00OOCOCOCOOOOOOOOOOOO.0O0O0O0O0OOOOO.
e CPU: Intel Nehalem-EX (E7540) 2.0GHz (6 core/12 0000 x 40000)
e L3 cache: 18MB
e memory: 24GB DDR3

0000, Andersson 0 0000, The FFO endgame test suite (http://radagast.se/othello/ffotest.html)
oooo.0voo0oooooooon.

010,Andersson 00 0000000000000O00O0O0O0O0O 105000000000, 0
gbl1o0ob0ooobobooboobo. obooooboooo,ob0obooboobooon



/x 00 ggO0O, O (es_idx) DOOOOOOOOOOOODO =/
int move_and_eval(game_state gg, int move_idx, int es_idx,
int alpha, int beta) {

game_state_t g = &gg;

apply_move(g, es_idx);

if (g->n_empties != 1 || g->last_move_was_pass) {
return eval(g, alpha, beta);

}

/* 0000000 #/

/ 00000000000 */

if (apply_move(g, first_move(g))) return -g->disc_diff;

/* 00000 */

apply_move(g, -1);

/ 000000, O0D0OO0oOoooo =/

if (apply_move(g, first_move(g))) return g->disc_diff;

/ 000000, 00D0O000DoO =/

return -g->disc_diff;

0O 6: move_and_eval 00O

44 0 45 0
49 0O 50 O 510

0700000000000 (http://radagast.se/othello/flotest.html 0 0). 000000000
oooooo.




U1l1.g00b0o0o0o0gogo

0000 | 000000 (x109)
40 53
41 379
42 328
43 341
44 347
45 4552
46 3112
47 1266
48 11046
49 22586
50 15637
51 14084
10000 3 T T T T T T T T T T T T E|
; andersson OSSN T,//j e ]
— base 7777 FINFING IR
— 1000 ¢ .
G.) [ ]
£
o I
Z 100 ¢ g 3
< [ ///J
@ v
10 N

40 41

problem number

O 8 Andersson 000000000 (andersson) 000, 000000000 (base) 000000
gogooobooobod

ODevalOOO0ODOOO0ODODOOODODO,3400000000000000000000O, evald
gboboobooboooobobooooboooog.

0800000000 UODOOUOOULUDOOUD (DbO0O.000),090U0D0OOODOOOO
O000O. 000, Andersson 00000 6000000/0,0000004000000/00000
000000000,5%00000000000. 00000000000, 000000000,
ooooooooooOo,000oo0ooboo0oooobOoO0oobooOo0ooooObD. D0oboo0b0O 410
gboboobo,boboboboboboboboboboobooobooboo,o0,0000000
ooooooooobo,wdo00O0O0000O0ODOOOOOOOOODO,00O0DODOOOOO
ooooo,0obooobocob0oboobooboboboooobooooobooo.

6 Uuu

gboooboooobooob,oboobooboobooboooboboba,



2 T T T T T T T T T T T T
base/andersson [~SSNY
e 1
45 D
=
= 1
~
2
o
= 0.5 f
o
0

40 41 42 43 44 45 46 47 48 49 50 51

problem number
0 9: Andersson 000000000 (andersson) 000000000 (base) 0000000

e Andersson O 0 O move ordering 0 00000000,
e JI0IDDODOUUODDOUOOUIDOODOOOO

00000 (00000)0000,00000000000. 00, Andersson 0 50%0 0000
gbooooooooboobobo. obobo,00o0o0o0oob0ooboobobobobooboo, oo
oboooooboo,0b0b00obo0boooo.

oo
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