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Description of the game

Chinese Checkers is played on a board shaped like a six-pointed star, with one player's
home at each star point. Unlike chess, which is played on aflat board, Chinese Checkers
is played with round marbles on a board with holes, where the marbles rest. The holes are
connected by lines forming a hexagona pattern. The players are only allowed to move
their marbles along these lines.



Two to six players can play the game, each having ten same-colored marbles. At the start
of the game, the player's marbles are in the ten holes of the star point that has the same
color as his marbles. The goal is to move dl marbles of your color from your starting
point to the star point on the opposite side of the board, here cdled the goa. A marble
can move by rolling to ahole next to it or by jumping over one marble, of any color, to a
free hole, along the lines connecting the holes in a hexagonal pattern. The player can
make severa jumps in a row, but only one roll. The player cannot both roll the marble
and jump with it at the same turn. When the player has moved ore of his marbles, the
turn passes on to the next player. Unlike chess, you never remove any game pieces from
the board.



1) Sinceit is alowed to make several jumps in a row, it is strategicdly important to
make it possble to do so. By building structures for the marbles to jump on, it is
possible to quickly move a marble to the opposite side of the board. The ability to
recognize the opportunity to make a long jump is criticd for playing a good game.

2) It is also important not to leare any marbles behind when the others move over the
board. Those marbles will need more turns to cross the board than if they had been
moved with the others, since their opportunities to make long jumps are fewer.

The two players are placed symmetricaly around the board. Only the two-player game
has been studied, one human against the cmputer as well as computer vs the computer.
The computer plays with the red marbles darting at the top of the board and the human
opponent plays with the opposite green marbles.

We have added various kinds of heuristics to the program based on the above
observations and added some unique features to make heuristics perform Dbetter.
Following isthe list of heuristics used:
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We seethat as the intelligence improves, the computer moves better and better. It is
very difficult for ahuman player to beat the computer with Heuristic 4 or 5.
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