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Implementation of UI 



Playing Algorithm 

• Made use of 2 Heuristics  

• Mobility 

• Stability 



Playing Algorithm- Stability 

• Values assigned to each possible position of the piece on the 
board 

• Code Fragment: 



Playing Algorithm- Stability 

• Corners are of greatest 
importance. 

• No opposite-facing sides, 
capturable  only by placing a 
piece on it. 

• No risk. 

• Value of 9 

• Stepping stone to achieve 
corner. 

• Sides against the edge only 
have one opposite face. 

• Low risk. 

• Value of 6 



Playing Algorithm- Stability 

• Stepping stone to achieve corner. 
• Non-edge position have more than 

one opposite face. 
• Easier to lose control if opponent 

dominants a stretch along the axis. 
• Medium risk. 
• Value of 4 

• Positions between the corners 
and the middle of the edges are 
risky. 
• Counters the opponent's acquiring 

of a middle of an edge 
• No value in achieving the corner it 

is near to 
• Accelerates the opponents 

capturing of other vital positions if 
corner is taken 

• Value of 2 

 



Playing Algorithm - Mobility 

• Minimize opponent moves available 

• Opponent either have to: 

• Pass (Bad move for opponent) 

• Choose sub-optimal move from limited 
move set 



Playing Algorithm - Mobility 

• Code Sample: 

 


