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int negaScout(Board& board, int alpha, int beta, double depth)

{

if (depth < 1) //0000000000DODOO0OODOO

return evaluate(board);

best = —o0;

minReduction = oo;
board.getMoveList(moveList); // 000000

foreach (m in moveList) {

}

reduction = absReduction(board, m); // 0 0000000000000
minReduction = min(reduction, minReduction); // 000000000
reduction = reduction - minReduction; // 0 0000000000000
newDepth = depth - 1 - reduction; // 000000000
board.next(m); // 000000
if (0Dooo) {

v = -negaScout(board, -beta, -alpha, newDepth);
}else {

// Null Window Search 000 alpha 00000000000

v = -negaScout(board, -(alpha + 1), -alpha, newDepth);

//alpha00000000000DOO0ODOODOOOOODO

if (v > alpha)

v = -negaScout(board, -beta, -alpha, newDepth + reduction);

}
board.prev(); // 00000
if (v>beta) //00000DO

return v;
best=max(v, best);

alpha=max(v, alpha);

return best;
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gooooboooo:
C(p) = ZBf(p,tp)*D(nmpi). (1)
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c(P)=>_C(p). (2)
pEP
0000 (2)0b0000D0000DO0O0O0D0ODOOOoOD
0000o0oodooooooooooooDooooooooooooooooooooooooog pd
000000 mO0ODO0OOO0OO0ODOOOO D(p,m)DODOOOODODOOOOO:

1+ exp(— >, w; fi(p,m))’
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