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HICHAIN: A proposal of a new game for 2 people with perfect
information by making moves specified a card direction and a
prospect of an Al player of this game

KOKI ITO" KAZUSHI AHARAT

Abstract: This research proposes a new game “HICHAIN” for 2 people with perfect information. The first author designs this
game and implements the platform. We discuss algorithm of the implementation and survey an Al player of this game. This game
uses alphabet cards and a 3-dimensional board substantially by making moves specified a card direction on 2-dimensional board
without a limit of the size. The average of moves per turn is about 1,000 and search space is the 10%2. We devise “Relative Reference
Algorithm” for the framework of board and other algorithm for programming the rule of the game. Thus we consider searching
algorithm and evaluation method for developing the Al player.
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Figure 2  Available and Unavailable Patterns of Moves
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Figure 3 Layout of Sign Points and Sides, the Example of that
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Figure 4 Valid and Invalid Condition of Chain
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Figure 5 Transition of the number of available moves in one
game
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