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1.1. Y N— AI(F9, 58)

// BBAL : BEFOFNS S H AICER
List<int>? getWeakAiMove() {
/] BEDFEI A Y —DEEF—EZIE
List<List<int>> validMoves = _generateValidMoves(currentPlayer);

/! EEFDIEITNIEZ/INR
if (validMoves.isEmpty) {
return null;
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}
validMoves.shuffle(); // &EF& SV FAICHUVEZ

el =~
W N R o

return validMoves.first; // %SEDFERT
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// FEAIL : BEFHHESROE VT A ZZER
List<int>? getStrongAiMove() {
// BEDQDEEFENS
List<List<int>> validMoves = _generateValidMoves(currentPlayer);

// BEFENETNIENR
if (validMoves.isEmpty) {
return null;
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}

List<int> best = validMoves.first; // S VUBHATHRYDFEIZHICT S
int maxW = -999; // BAFMELREFT HLE

// ETOEEFEHRE
for (var m in validMoves) {
int w = _getStaticWeight(m[0], m[1]); // ED~ADFHIFHEIEZ G
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// BEDRKRELYSITNISERH
if (w > maxW) {

maxW = w;

best = m;
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}
}

return best; // HbHFMEOSTVFEIRT
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1.2. ) N— AI(FRAR)
1. Alpha-Beta fiX1] 0
- AR T B, BT E D B REIZFE D IZ Y] B Bl
2. NegaScout £
- Alpha-Beta X D OB R, —FER I £ 5 LFLUSMNIHEIZT S
3. Iterative Deepening (EHEALEER)
c TRWEERDN SR LTS UT WL R AL, BERIEAN 2 ko5
4. Zobrist Hash
- BT ICHAEEE DTS, AUBEHEEZ RS TVLY
5. &#13 (Transposition Table)
- Zobrist Hash &+ v b Cfif, &5 % (#1F
6. Move Ordering (FIEREAFT)
- BRT D T SEEMIZHED
7. Killer Move
- RBIZEN Y U-F 28T 5
8. History Heuristic
- BRICEHEELUEFORETD
9. #ME5E2FiA (Solver Mode)
- RREBEIZ IR o T O IIE FE T AV S
10. 225 A atith
- HMEIHZ O o K DRGSRV A B
11. wyEp e
- T TAGAOBERZ 5
12. 705 1 7 #Hf
- BRIZE ADID DI EAD
13. JA/8 % — v Eifl
- LD % 43 M7
14. Static Weight
- I E R, X < ARG

2. 5D TE
- T A 70 s AOWE



	1. 現在の進行状況
	1.1. リバーシAI(弱、強)
	1.2. リバーシAI(最強)

	2. 今後の予定

