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Adaptive time allocation strategy in
computer game of Chinese Chess

XU Chang-ming, NAN Xiao-fei , WAN GJiao, XU Xinrhe
(Institute of Artificial Intelligence and Robotics, Northeastern University , Shenyang 110004, China)

Abstract : Time Allocation is a typical and important strategy problem in chess matches, so doesin comput-
er games. A good strategy can allocate time for each searching - step to make the best use of it. Further-
more, a good allocation strategy should be adaptive, namely, fitting most contests, regardiess of the
length of time limit, or the number limit of steps. Based on analysng and establishing the mathematic
model of time allocation, this paper introduces an adaptive algorithm of time allocation and adjustnemt.
The method ties up with the searching and evalation module, and al 0 affects the style of computer games.
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