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«header files wsoLrce files
€9 game.h = |game.c
wheacler files
o (Fame €9 pruning.h wsoLrce files
o Move o ALFA_FETA = |pruning_client.c

@ getlegalMoves ()

@ getGame [ )

@ evaulateGame [ )

@ jnitGame ()

@ makeMove ()

@ heuristicEvaulation ()

@ canPrune ()

Konlkretna implementacia
podla typu hry Reversi/Go

G580

A | GE ke

sheader file» €l 5e wsoLIce ﬁlg»

3 node.h = Isearch_client.c «interfaces
wsoLrce files o Tod €3 BOINC Client
Z Inode.c ocle

@ expandactualMode () @ main ()
@ setfctualMode ()
@ getActualMode ()
@ getRoot ()

@ startGame [ )

wheader files wsoLrce files

€3 search.h P = | client.c

@ evaulateMode ()
@ heuristic ()




avr - Server

«header files «header files
3 node.h 3 game.h

«interfaces
wLisen wsource files 9 BOINC Assimilator
= |assimilator.c
LsE “uses @ main [ )

winterfaces
asource files «headler file» “Lisen “source filen 3 BOINC Generator
= |tree_server.c €3 tree_server.h = |generator.c
@ main ()

@ acceptMode ()
@ getWoaorlUnithoce ()

i @ registerMode ()

wL|SE wgoLrce files
= Jinitial_tree.c

«header files
€3 pruning.h

w«header filex

wi|se € db_access.h :flfst;:ttu'ce filew
= |db_access.c

@ saveMode ()
@ reacMode ()



mozeme uchovat
Faktor vetvenia v zavislosti od tahu
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Cislo tahu
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o = N

priemerny faktor vetvenia
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L [ [ [ T [ T [ [ [ T ]
[ [ T [ [ [ [ T 1
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L [ [ [T [ T [ [ [ 1
[ [ T [ [ [ [ T ]
L [ T [ [ [ [ T ]
[ T T [ [ [ [ ]
[ T T [ [ [ [ ]
N A I A I I

o =2 N W M OO N © ©

. 13 - Svabi 10

N

Tim



Tim ¢. 13 - Svabi

- w

ot

11



\\\“‘u\

\‘\\"\\\‘\HHHH\‘\\\\H\\‘HH‘\H“
IR

Inotenie

.

12



T

‘\\“\)‘\“w“““
| \\\‘\\\\\\\\\HH“

a
A P
ozornost

13



