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NEWS and RESULTS

What's been going on... and plenty to look forward to!

Frank HOLT continues to work hard and
enjoy his beloved Rebel§. As usual he is
testing under a range of Time Controls
from G/30-60-90 through to 40/1 and 40/2,
also using different Playing Styles.

I exclude the results on the 'extreme’
styles in the Selective Search Rating List,
as well as those at G/30, but show them in
full in the totals below for reader interest.

Rebel8 Pentium/100 v Hiarcs4 Pent/100
R8 Normal 8-4 H4 Aggressive

R8 Active 72-4'2 H4 Aggressive

R8 Solid 5%2-6%2 H4 Aggressive

R8 Aggressive 6-6 H4 Aggressive

R8 Defensive 7-5 H4 Aggressive

Aggressive is the suggested 'Best’ setting
for Hiarcs4.

Rebel8 P/100 v Rebel7 P/100

Both Normal 8-4

Both Active 72-4'%

Both Solid 7-5

Both Aggressive 64-5% (strangely there
were 7 draws in the Aggressive-Aggressive
meeting!t)

Both Defensive 82-3%

Rebel8 P/100 v Genius5 P/100
R8 Normal 6-6 G5 Active

R8 Active 7.5-4.5 G5 Active
R8 Solid 6.5-5.5 G5 Active

R8 Aggressive 4-8 G5 Active
R8 Detensive 7-5 G5 Active

Active is the suggested 'Best’ setting for
Genius5

Finally, the series of games against
MCPro6 on its best setting:-

Rebel8 P/100 v MChess Pro6 P/100
R8 Normal 6-6 MCPro6

R8 Active 6-6 MCPro6

R8 Solid 5'2-6%2 MCPro6

R8 Aggressive 52-62 MCPro6

R8 Detensive 4V2-7% MCPro6

Frank comments: "So, Rebel8 is knocked
off its perch - I know Ed Schroder will say
it's the MCPro6's Opening Book, and I
must admit about 14 games were indeed

because of this.

"The problem as I see it is: if Ka.gvamv
studies on his DataBase games playe 3)/
Karpov, and wins, he is classed as wonder-
ful. But if a Computer does it, everyone
moans and says it's unfair,

"But if we are interested in the real
progress of these Computer programs, then
the fairest way is to set up positions from
ECO and play from there, Ibarh sides taking
White and Black, and the Openings to be
used not to be declared until the game
starts.

"I personally found the games fascinating
to watch, but MCPro6, like Genius3, has
stayed the same old program only with a
vastly improved Opening Book; all other
features are the same”.

[ wouldn't quite agree with Frank about the
GeniusS features all bein§ the same, but
take his other points 100%. Although
Genius5 nccasmna]?r opts for a pawn-break
earlier than its pre-decessors, quite a few
folk have commented that, Opening Book
apart, its moves and evaluations thereafter
are mostly exactly the same as Genius4.

The same seems generally to be true for
MCPro6, though its 30+ Elo improvement
over MCP5 on the Rating Lists (as at
March 1st) does suggest there might be a
bit more to it.

HIARCSS5 and an unexpected
RATING conflict!

There are plenty of results now for
HIARCSS, and these are of great interest
because of an apparent conflict between the
?‘f_z:'ec!ive Search and SSDF (Ply) Rating
L1SES.

For a couple of weeks my List indicated
that HIARCSS had actually %{Z‘IHE to the top
of the Ratings, but the arrival of over 100
results from Sweden dropped it back to sec-
ond, just behind Rebel8.

he reason for the difference compar-
ing Sweden's results and those in Britain is
that hardly any British users do their test-
ing with lﬁe Auto232 Tester, apparently
preferring to watch and enjoy the games in



Selective Search 69

progress rather than 'just' compile results.

Now this is not a criticism of the Swedish
method - not at all - we are greatly indebted
to their work over many years, and I for one
hope that it may continue for many more to
come.

_ However typical British testing
switches a game off when it becomes
"hopeless" - for some that might be down to
personal judgement, for others an evalua-
tion of around +/-500, or +/-999, or a mate
announcement.

In pre-launch HIARCSS testing, we
had the programs set to record a win when
both sides showed >+/-600. This saves mas-
sive amounts of time with one side strug-
gling lengthily against impossible odds,
and enables many more test games to be
played. Thus a HIARCS bug was missed
completely.

With the Auto232 Testers left on almost
permanently, games in Sweden are set to
play right to the end, and this has brought
to the surface the bug in the HIARCS' mate
method involving certain piece and pawn
configurations, due to analysis of mates be-
ing held in the transposition tables and then
not correcting themselves if the opponent
plays a different move - even if that move
actually allows a quicker mate!

In the end, H%ARCSS goes round in 2
or 3 circles, and allows draw by repetition!
This has cost it 8 known wins from 121
games in Sweden, the equivalent of 26 Elo
Enints. This has not been noticed even once

y other testers... almost certainly because
they, like us, switched off when the result is
‘obvious'!

So here is a selection of results for
HIARCSS, as received from SS readers.

Dirk FRICKENSCHMIDT was the first
to get a major completed Match report to
us, 20 games at 40/2 on Pentium 75's be-
tween HIARCSS and Rebel8.

He comments, "I decided when a game
was a win, to make the garrriyasrer... and I
must say that I enjoyed this Match more
than any other Computer-Computer en-
counter I have played over recent years. In
particular I was impressed with the way
HIARCS produced nice attacking games on
a high positional level, compared to other
programs. For me this is really fun to see”.

The final score was:
Rebel8 8-12 HIARCSS

Dirk sent me all of the games, but where we
will find room to print a selection is not
easy to see!

Thoersten CZUB was not far behind, and
started to send in his results in early Janu-
ary, under the headin% "HIARCSS could
stop Rebel8 leading the Rating Lists!" . As
mentioned above, he was exactly right for a
couple of weeks!

All Thorsten's games are played on Pen-
tium 120's. The first arrivals were at 60/60,
headed by:

HIARCSS 7%:-4%; Nimzo3.5

Nimz03/3.5 is a favourite of Thorsten's, be-
cause there is scope for the user to make
some changes to the evaluation algorithms.
However both progams have been thor-

auﬁh ly tested by the programming team,
and come almost certainly set for their best
possible play.

After the Nimzo score, about which
Thorsten said: "The games are real fights”,
he wrote again to say: "In the past I have
noted that HIARCS always had problems
with fast chess, because it is a 'knowledge
program' and rgers slower time controls.
However Mark (Uniacke) has changed the
algorithms and HIARCSS now computes
much faster and also selectively deeper".

Thorsten next turned his attention to play-
ing H5 a%ainst a couple ofbetter-known op-
ponents. His next set of 60/60 results were
not quite as good as Dirk's, and suggested
that, whilst the 'new' HIARCS is much bet-
ter at fast chess than its predecessors, its
strong point may still be at 60/2 or 40/2:-

HIARCSS 3-5 Genius3
HIARCSS 8-8 Rebel8

I have now received Thorsten's latest scores
and these, at 40/2, once more show off H5
scoring at its very best :

HIARCSS 2-0 MChess Pro6
HIARCSS 3%:-1% Rebel8

Peter SCHREINER is often the operator
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for MChess programs in European Events.
But he very generously contacted us with
his HIAI{LS% results, confessing they had
"impressed him"

Games were played at 40/2 on Peter's
Pentium 166's, with the following scores:

HTIARCSS 13%-11% Rebel8
HIARCSS 6V:-3%2 Nimzo3
HIARCSS 1%-3% Genius3
HIARCSS 6-4 MChess Pro6

The HIARCSS5 Achilles Heel seems to be
FRITZ! Gary Sedman sent me the follow-
ing (played at 60/60):

HIARCSS P/75 5-5 Fritz3 486
HIARCSS 486 4-6 Fritz3 P/75

Keith Kitson reported a 40/2 result in
which the fact that Fritz was on a much
more powerful machine should also be
taken into account:

HIARCSS P/133 5-5 Fritz4 PPro/200
In Sweden they have (at 40/2 of course):

HIARCSS 7-2 Fritz3 486... a much better
result for HIARCS (which here is on the
more powerful machine) and, strangely, in-
cluding no less than 4 of 'those' drawn
games from totally won endings! In other
words, 'bugless' HIARCS would be 9-0 up!?

Well, as HIARCS®6 is now out - see RE-
PORT elsewhere - we'll leave it there apart
from the following Cross-Table from Ger-
many's Dr Torsten Schoop. A 60/5 Blitz
Tournament with the Auto232 Tester:

60/5 TOURNAMENT on P/120’s
Tester: Dr Torsten Schoop
Gb R8 N3BHb F3 Ka
Geniusb * 11 11 12 12% 16 61k
Rebel8 9 * 12413 10% 13 58
Nimzo3.5 9 7% * 11 10% 16 b4
Hiarcsb 8 7 9 * 13k 1b6% 63
Friz3 7% 9% 9% 6l * 10} 43%
Kallisto1.985 7 4 4» 9% * 30

Other Results

The BLANDFORD's have been reporting
on Richard Lang's 'LONDON Upgrade' and
its progress in their Mephisto 68030 board.
The latest scores in are:

London 68030 7-3 Vancouver 68020/20

Something of a surprise was the score,
standing at 2'2-4% in S5/68, against
RISC2, and that has ended up:-
London 68030 3':-6%2 RISC2

The very latest results, however, are much
better!

London 68030 7%:-2" Fid Elite 68030 v9
London 68030 7'2-2': RISC 2500-512k

Forthcoming Events & Product

51] Welser, 1997
Auto?232 Tournament @ 40/2

This Event is running as I write - if | get a
Final, or later set of Standings, I'll try to
squeeze it in somewhere.

However it seems it may be heading for
a major shock... at present Rebel7 leads
with 7 after 9 Rounds! GeniusS5, MCP6
and Hiarcs5 are all challenging, whilst
Rebel8 languishes at 16= with just 4).

Here's the full list at the moment
Welser, 1997. After 9 rounds:
7 Rebel7
6% Geniusb, MChessProb
6 Hiarcsb, Hiarcs4
5% Nimzo3.5. Nimzo3, Genius2,
Kallisto 1.83
5 Hiarcs3
4% MCProb, MCPro4, Fritz3, Fritz2
4 Genius3, Rebel8, Kallisto1.98,
CometAdbH
3%
3 WChess, CometA42, Rebelb,
lsichess2.5
2% Gandalf
2 Diogenes315
1%
1 Diogenes31x

[2] Deep Blue v Kasparov
.. the Re-Match!
May 3-10, 1997. _
6 games @ 40/2 to be played in
New York, the winner to receive
00,000 an r $4

See pre-Match report elsewhere in this Is-
sue. Our June Issue, SS/70, will contain a
full Report and the games of this re-match.
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This is how it went last time:

Kasparov 01%%:11=4
DeepBlue 10%:%00=2

3] Aegon, the Anr_}ual Human-vs-
égmgutgr Event, April 16-23, 1997

A 6 Round Tournament using a modified

Swiss System so that the top Computers
lay the top Humans. Once again, our June
ssue will carry full details.

"Top' humans always includes a good]
number of G.M's, keen to uphold the hu-
man's reputation. Last year's stars, Sei-
rawan, van der Wiel, Vaganian, Speelman
Bronstein and Christiansen, are expected to
be present again plus, | hear, Ulf An-
dersson.

In 1996 Fischer clocks were in use for
the first time, set at Game in 1Y%hrs +
20secs per move. Although the Computers
gained the overall victory, it was noted that
the result v G.M's went against them by
41%2-12%2, which rather put things into per-
spective!

However, using Pentium Pro/200 ma-
chines, we would expect programs such as
Rebel8, HIARCS5/6, MChess Pro6 and
Genius5 to each get 2500+ and score 30%
against the G.M's this year - unless our Rat-
ing List is still too hi%lz’ in spite of the over-
all drop of just over 20 Elo points since
this time last year, as my Computer Rating
program makes its adjustments whenever
results v-Humans reach it!

Previous Results:

Humans Computers
1992 84 - 60
1993 98'4 -93Y%
1994 114 -114
1995 132 -156
1996 -162%

137"

CS-tal undergoing latest beta-
tests

We still await fulfilment of the 1995 prom-
ise of an "our soon” CS_tal - the latest for-
ward forecast for the "new-paradigm”
knowledge based program is "hopefully
April 1997"

Apparently beta-versions sent out to se-
lected testers have brought in many

suggestions and recommendations, and
Chris Whittington says he is run off his feet
trying to get the job finished, and may even
choose to miss Aegon rather than stop the
work, though Thorsten Czub has usually
operated the program there for him.

The 'new paradigm' is designed to make the
program ‘;;Ialy speculative chess, which can
result in both dramatic success and grim
failure from time-to-time.

From various other comments filterin
through, and the following (beta-test?
%a‘a_me posted on the Internet, it alapears one
thing 1t will also have is an absolutcly mas-
sive Opening Book.

CS tal -v- Ferret [D85], 1997.
1.d4 Nf6 2.c4 g6 3.Nc3 d5 4.cxd5 Nxd5

S.e4 Nxe3 6.bxe3 Bg7 7.Nf3 ¢5 8.Rb1 0-0

9.Be2 cxd4 10.cxd4 Qa5+ 11.Bd2 Qxa2

12.0-0 b6 13.Qcl Bb7 14.Bc4 Qsad 15.Bb5
18.Rel Rc8

Qa2 16.Bc4 Qa4 17.BbS Qa2
19.Qd1 e6?!

DIAGRAM B-’,‘h
Theory suggests  [gm
that t 1}.,9 ;'Ds nou:l los-
ing with best play,
and that 1 9{23%’
20.Qe2 Qc7 may be
Black's best way to
continue in future.
20.Ba4 Neo6 21.d5! |
exd5 22.Bb3 Qa3
23.exd5!

A novelty from Chernin-Dvoiris, 1993.
23...Nd4 24.Nxd4 Bxd4 25.Red Qc5
26.Bel Bf6 27.Qf3

27.Bb4? QbS5! (Informator)

27...Kg7 28.Rf4 Qe7

Ferret has been on its own for a while.
Here J;:}farmamr indicates that best is
28...0d6 29.Bb4, and now Rc5. However
the move played is still known to theory,
and to CS tal!

29.Bb4 Qd8 30.Bd2!

A very strong move, getling acclamations
at first (as it did when Chernin played it)...
but later was stated to be still coming from
the CS_tal Book!

30...g5 31.R15 h6?

The game had followed Chernin-Dvoiris to
here, where Black went 31...Rc7 ("only
move'), though still losing, 1-0.

32.h4 Rc7 33.Qg3 Bd4 34.BxgS hxg5
35.Rxg5+ QxgS 36.QxgS+ and 1-0.
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MILANO PRO update

Mephisto’s new £249 Computer continues to impress!

The number of games and results sent in so
far for this excellent new Franz Morsch
program is disappointing,

However the Swedish testers have said
they hope to install it on their Rating List
soon. In the meantime, we are still pressin
on and playing %ames at Countrywide, an
continue to be pleased with the results.

This is one of its latest efforts, which Mike
Healey enjoyed as a bonus to testing out a
recently repaired RISC 2500!

White MILANO PRO (2240
nights]. G/30

1.e4 ¢5 2.913 e6 3.d4 cxd4 4.9xd4 26
5.9%¢3 96 6.2e2?!

A fairly unexpected choice. Most
Opening Books have this Gambit entered in
not—to—be—played mode and prefer £idb5!
or £1xc6,
6...2b4 7.0-0 ©Ox¢3 8.bxc3 Pxed 9.2a3
oxe3 10.9xc6 We7 11.8d2

RISC 2500 exits its Book now, show—
ing itself with a pretty healthy plus of
course!
11...5xe2+ 12.Wxe2 Uxc6 13.9d2 £6 14.Yb4
&f7

That's the end of MilanoPRO's well—
prepared Book. 'Well prepared!?" — well
yes, as far as length in the line is con-
cerned, but it's still somewhat speculative!
15.We7+ Dg6 16.5fel Hp8?2!

| prefer the immediate hé here.
l?.ﬁegl

MilanoPRO clearly has the right idea!
17...h6

The only move now, as anything else
loses to Ef‘.§3+. E.g 17...d57 18.Hg3+ &f5
(18...0h67? 19.Qcl+ is m/4) 19,Uf7+—
18.2b2 e5 19.Ec3 W6 20.5b3 Wa6?!

I think the RISC 2500 should have
been ttyinpilm cxchange W's. E.g 20...Hc6
21.Hg3+ ®h7 22 .Wxeb or (22.Wa3 dS5 and 1
wouldn't want to be White!) 22...dxe6—+
21.Hd3 $h7 22.5d2 Ub5 23.c3 Yed 24.5d6
©h8 25.2dd1 Yc6

25...b5 pursuing W—side pawn pressure
was better.
26.5d6 Wed 27.2adl b6 28.f3 Ycd 29.a3
Wes+ 30.50h1 a5 31.Q¢l

DIAGRAM
An evaluation |
of 200+ for
Black (moves
19-25) has
now dropped |
to around 100.
31...5Xb8? L

31..Q2a6 is| /Y
best, according| &2
to HIARCS. |
Then 32.xd7 |© of
(32.Exd7 Wxe7
33.Hxe7 Bgd87) 32...0¢2 33.@xh6! Wel!F
32.9xh6! gxh6 33.Yxf6+

White now has at least a draw.
33...Hg7 34.Wxh6+

Or 34 Wh4! which is massive.
34...50g8 35.Wh5 Bf7

35...92 looks to be the only chance
here. The analysis isn't so casy, bulg;c:rhaps
36.5g1 (36.We8+ ©h7 37.8h6+ Gxh
38.Hd6+ looks to be a draw) 36,..Wc5
37.2h6 &fR 38.2h8+ de7 39.We8+ which, in
fact, still wins for White!
36.5h6! ©f8 37.Ug5 de8 38.5e6+ Ye7
39.0xe7+

Announcing m/5!
39...0f8 40.5e6 ©b7 41.Yh6+ Hg7 42.5xd7
a4 43.Uxg7# 10

Milano PRO scores in as at Feb.26 1997:

Milano PRO 4:6 Montreux
Milano PRO 3:1 RISC 2500
Milano PRO 2:2 Lyon 68020
Milano PRO 6:2 Nigel Short
Milano PRO 5:3 Novag Diamond
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New: it's HIARCSG6!

An UPGRADE - so SOON!? - how much BETTER? - WHY/HOW!?!

Although HIARCSS has only been out for
around 3-4 months, A[Up!ied Computer
Concepts have recently announced the arri-

val of HIARCS6!
Price Arrangements!

I'm starting with these, to allay any fears
that HIARCSS owners, with their relatively
new disks, might be expected to fork out
another £49!

B HIARCS6 new will cost the same as
HIARCSS new, i.c. £89.95.

® Upgrading from HIARCSS to HIARCS6
will cost just £12.95. Folk who have pur-
chased since Feb. Ist will probably get the
upgrade free - certainly Countrywide is do-
ing that.

® Upgrading from HIARCS3/4 to
HIARCSG6 will cost £49.95.

Next the 'WHY?!'

From the HIARCS6 README.TXT file
(with occasional italicised additional ex-
planations by Eric).

HIARCSG6 has been released early
for the following reasons:

a) After extensive post-release testing at
tournament time controls it has been ob-
served that HHARCSS occasionally takes a
draw by repetition in a totally won position.

Most users have never seen this, as
they will have resigned long beforehand!
However when using the A 232 lest
method and laying games to an end, occa-
sionally HIARCSS will make a mate an-
nouncement and then go round in circles,
a!!nu;ing the draw instead of completing the
mate!

b) In the period since HIARCSS was re-
leased we have made a number of improve-
ments to the chess engine's strength.

A so-called "patch” for HIARCSS
could have been released, correcting the
original disks for the hfam’! alone. However
this would have left the HIARCSS grading
on the SSDF and Selective Search Rating
Lists permanently handicapped by the

g=
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results ab'ead)v in for it (we know of at least
8 drawn 'won' games in the first 120 played
on the Swedish Auto232 testers = 26 Elo
lost).

It also seems a great shame (o have
some very definite improvements, and yet
be actually taking them back out when sup-
plying the new disks!

c) Feedback since the release of HTARCSS5
has identified a need for a database filter
option that will make the PGN & Chess-
Base options easier to use. So we have ad-
dressed this need in HIARCSG6, along with
some other cosmetic improvements which
will make the program easier to use and en-

joy.

On the Swedish SSDF rating list, despite
the 4 pts lost, HIARCSS was close to being
the strongest chess engine available, and it
was actually (just) top in the British Selec-
tive Search list for Issue 68! We believe
that HHARCS6 has a very strong chance of
reaching the top of all the rating lists.

New Features

Sticky menus - To make it easier for the
user to ?’CIE through the values of various
HIARCS options we have made the appro-
priate menus stay on screen during use of
these options. When finished and to remove
it, simply click away from the menu.
Options affected are: Show Analysis,
Selectivity, Style, Variations and Book.

Coloured text - To make it clearer which
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“The chess playing strength
w—amgé% b,

increased significantly

side is to play when HIARCS is displayin
analysis, we have made the analysis text the
colour of the side to play.

Database Filter - This option allows the
user to specify a filter to be used when im-
porting PGN or ChessBase games.

The filter can be applied to the white
player name, black player name, event or
ECO code. If a field is left blank no filter is
applied for that field. So if all 4 fields are
empty the whole database is displayed.

The filter works by searchin i{}r a
match of the characters specified in the fil-
ter. A game must match all parts of the de-
fined filter to pass. If you enter a * as the
first character of a player name then this
part of the filter is applied to both the white
and black names. The best way to under-
stand how to use this option is to try it out,
but here is an example:-

Event Moscow
White *Kasp
Black *Karp ,
ECO B Hiarcs
This finds all games played in Moscow be-
tween Karpov & Kasparov, as either white
or black, with ECO openings B00-B99.

Chess Strength

The chess playing strength of HIARCS is
still being increased significantly! The H6
extra over HIARCS 4 is estimated at 95
Elo, and the increase over HIARCSS is esti-
mated at 55 Elo (26 Elo saved from the
drawn 'won' games, plus 30 Elo from new
improvements fmmJ}n late January! There
may even be a little more as HIARCSS went
out with Aggressive as its optimum setting,
whereas it is believed Normal now suits the
program even better).

Here is a list of the optimum settings:
m Selectivity = 5.

® Style = Normal.

" Best Play ON.

® Hash table ON (extended memory for
time controls Game/15 and longer).

® Permanent Brain ON.

® Max Depth 31 plies.

# Max Time infinite.
® The Tournament book must be used for
all serious Computer v Computer testing.

The Norma?and Wide Books can give
extra variety against Human opposition,
whilst the Fun book is ONLY for user vari-
ety and pleasure.

The size of the Book is now 138,000
unigue positions, with all transpositions im-
mediately recognised!
® The maximum hash table size supported
1s 63Mb.
® There is no difference between HIARCSS
and 6 saved files. The program H4 TO H6
converts HIARCS4 saved files to version 6.
® Included on the HIARCS6 distribution
gisk is 1 PGN database and 1 EPD data-

ase.

The First Beta Test Report

Understandably g{% a longer beta-test period
was allowed for HIARCS6 than usual, to
ensure that it is now 'bug' free!

And the earliest report in was very en-
couraging: "Yes, indeed, I have ﬁ”ﬂ fin-
ished beta testing, and folks, I think we
have a Grandmaster on our hands".

I couldn't go that far, but it's the opinion of
Canada's likeable Alan Tomalty on the In-
ternet.

Alan supports his view with a
HIARCS6 P/90 result against two Canadian
I.M's in which H6 scored +11-2=3 at G/S5.
The 1.M's would have scored slightly worse,
but were allowed to continue a couple of
games they'd actually lost on time. Blitz is
not 40/2 of course, but Alan says the [.M's
were "shell-shocked".

One said the Emgram si:rg}ly outplayed
him, whilst the other (2500+ Elo) said that,
though he thought H6 was sometimes too
daring, he'd found it hard to prove.

Alan has challenged any LM toa 6

ame 40/2 Match aganst H6 on a Pentium
Eru, and predicts that HIARCS6 will win.
Over-optimistic?!.... perhaps! See page 26.

In the meantime the first Computer-v-
Computer test scores in, on P/90, P/100 and
P/150 machines @ G/60 and 60/30, were:-

HIARCS6 74-2% v Rebel8 oir PEBEECS
HIARCS6 11%-5% v Geniuss  |Hiaresé Gamma-
HIARCS6 9%-6% FRITZ4 Test Rating:
HIARCS6 10-2 v MCP6 Elo Games +/-
HIARCS6 6-4 v Hiarcs5 2588 127 41
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VIRTUAL v (the real) Nigel SHORT

A relative unknown takes on Britain’'s best!

France's pride and joy,Virtual Chess, re-
cently played a two game exhibition match,
15 minutes per player, against Nigel Short
at the Cap d'Agde Chess festival - this dur-
ing the first European rapid chess champi-
onship organised by the CCAS. Cap d'Agde
is near Montpellier, in the South of France.

SS readers have occasionally asked why
Virtual Chess has never made it to either
ours or the SSDF Rating Lists. Co-progr-
ammer Weill says it's "... probably because
we do not want lo be there! Virtual is de-
signed to be good opposition against hu-
mans.... and we found this is not exactly the
same as being good opposition againsi
computers. "

Short had been enabled to play some prac-
tice games against Virtual Chess -the or-
ganisers provided him with the computer
and CDROM- and of course Virtual had
not been able to hypnotise him to make him
forget about it.

Nor did the programmers have time to pre-
l:are anything special, since when they
earned of the opportunity, they had to jump
straight on the next plane to Montpellier.

Weill says: "Many top players seem only to
know about Fritz: a gr his training games
Nigel said Virtual Chess played better posi-
tional chess than his Fritz 4, and thought it
might be strong enough to make a two
game G/15 mini-Match interesting."

Game 1. White Virtual Chess
Black GM Nigel Short 2695

l.ed4 e5 2.Nf3 Nc6 3.¢3!? (4 customary sur-

rise opening of Virtua's!) 3...Nf6 4.d4

xed 5.d5 Ne7! 6.NxeS Ngé6 (Short plays a
sound variation and doesn't go for wild
complications) T.Bd3? (Not that this is
sm:hp a bad move, but it plunged Virtual
into something of a nightmare, as this is
certainly not the best g:'! of 'Book' you'll
ever see! It comes from Echec - Zugzwang,
2nd computer Olympiad, 1990. 7.Qd4
might be stronger, as in Rebel-Virtual
Chess, Hong—Kong 1995) 7...Nxe5 8.Bxed
BcS 9.QhS? (At this stage the game seems

lost for white) 9...d6 10.Bg5 Bgd! (This re-
Jutes white's idea) 11.Bxd8 (If 11.Oh4?! {6
12 Bel Qe7 13.0-0 g5 14.0g3 f5 M. Kuijf
- V. Anand Wijk aan Zee 1990 and white is
in trouble) 11...Bxh5 12,Bxc7 Rc8! 13.Ba5s
b6 14.Bb4 (The Echec - Zugzwang went
14.b4 Bxf2 15.Kxf2 bxa5 16.bxa5 Re5 and
Zugzwang won in 57 moves) 14...Bxb4
15.0-0! (Not 15,cxb4? Rel+ 16.Kd2
Rxhl 17.g4 Rxh2 -+) 15...B¢5 16.b4 O-O
(Virtual thinks it is about a pawn down. As
iwo nasty endgame bugs had been cor-
rected since Jakarta, this was an interest-
ing test) 17.BfS Re7 18.Nd2 Bxf2+
19.Rxf2 Bg6!? 20.Bxgb6 hxg6 21.Ned4 RdS
22.Re2 16 23.Rael g5 24.b5? 24...Rc4
25.Rd1 Kf7 26.Rfl Ke7 27.Rfel Rdc8
28.Rf1 Kd7 29.Rd1 Ra4 30.Ng3! (Virtual
Chess sacrifices its weak pawn to get some
activity) 30...Rxe3 31.Nh5 Rb4 32.Nxg7
Rxb5 33.Ne6 Ra5 34.h3 Rca3 35.Rdd2
Rd3 36.Nf8+ Kc8 37.Rxd3 Nxd3 38.Nh7
Rxd5?! (Why not 38.. Nf4 39.Re2+ Kd8
40.Nxf6 Nxd5) 39.Nxf6 Rd4?! 40.Ned 4g4
41.hxgd N4 42.Re3 Ng6 43.Kf2 b5 44.g5
b4 455\“"6 Ne5 46.Ke2 Rf4 47.Rh3 (Now
Virtual thinks the position is about eg ual)
47...Rf5 48.Ned lgcT 49.Rh7+ Kc6?
(Safer was 49...Kb6 50.Rb7+ Kxb7
351.Nxd6+ with a sfi{;hr advantage for
white) 50.Rxa7 d5?! 51.Ra6+ Kc7 52.Rf6
Rxf6 53.Nxf6 Kd6 54.Ke3 Ke6? (Black
had to try 54...Ng6 55.Kd4 Ne7 56.g4 Nc6)

55.Kd4 Ng6? 56.Nxd5 Kf5 57.Nxb4 Nf4
58.a4 Nxg2 59.a5 Nf4 60.Kc5 Kxg5 61.a6
Ne6+ 62.Ke6 1-0

Short did not want to take any rest time,
and the next game started immediately.

Game 2. White GM Nigel Short 2695
Black Virtual Chess

1.d4 N6 2.¢3 d5 3.Bg5 ¢6 (Ah'ean?l out of
book. It was obvious in this game that Short
knew what to do with white, and may even
be repeating something from his practice

ames!) 4.e3 Bd6 5.f4 O-O 6.Nd2 Nbd7

Ngf3 ¢5 8.Bd3 b6 9.Ne5 h6?? (4s Bob
Hyatt would rightly point out, this is a
really horrible case of an early h6 by a
computer) 10.Bhd Qc7 11.Q13 a6 12.g4
Bb7 13.Rgl cxd4 14.exd4 Rfc8 15.¢5
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hxgS 16.Bxg5 b5 17.a3 Bf8 18.Rg3 Rab8
19.K 12! (During his training games Short
must have found out that this kind of at-
tack, when white doesn't castle long, was
an easy road to victory) 19...Be7 20.Ragl

6 21.Bxf6 Bxf6 22.Bxg6 Kf8 23.Bx{7

¢7 24.Rg7 Bxg7 25.Rxg7 Kd6 26.Bxe6
Nf6 27.Rxc7 Kxc7 28.Bxe8 Bxe8 1-0

The organizers, and Short, wanted a third
game! Unfortunately Virtua drew black.

Game 3. White GM Nigel Short 2695
Black Virtual Chess

1.d4 Nf6 2.¢3 d5 3.BgS eb (Repeatin

ame 2!) 4.3 Bd6 5.4 O-0O 6.Nd2 Nbd7

Bd3 ¢5 8.Ngf3 h6?? (Short said here that
he thought this was stupid, and was amazed
that Virtua was allowing him to Pfay game
2 again. He'd assumed it would 'learn’ and
find a variation. I think everyone fell pretty
ridiculous. Anyway, he decided to take on
6!) 9.Bxf6 Nxf6 10.Ne5 Qb6 11.Rb1 Rd8
12,0-0 Bd7 13.Qe2 Be8 14.Kh1 a6 15.g4
BbS 16.Bxb5 axb5 17.a3 Ra4 18.Rbel
Rda8 19.Rgl R8a7 20.g5 hxg5 21.Rxgs
Bxe5 22.fxeS Ne8 23.Regl Kf8 24.Nb3
cxd4 25.exd4 Qc6 26.NcS Re4 27.Nd3
Rcad 28.Qf3 b6 29.RhS Ke7 30.Rh8 g6
31.Rh7 Kd8 32.Rxf7 Rxf7 33.Qxf7 Qd7
34.Qxd7+ Kxd7 35.Rxg6 Ke7 36.Nf4 Nc7
37.Rg7+ Kd8 38.h4 b4 39.cxb4 Ne8
40.Nxe6+ Kc8 41.Re7 Ra6 1-0

Test your Computer!

The 'standard' type of test seems to follow
the idea of using positions in which there is
only one correct move (i.e. it wins when all
else draws, or it draws when all else loses)
and the test is "How soon can your pro-
gram find it.”

Some years ago Steve Maughan and |
(where is Steve now?) produced a new
Computer Test idea. In these positions, of-
ten matters of judgement, initiative etc.,
there were a variety of possibilities, and
marks were scored according to whether the
one chosen by the Computer was a
good/really good/medium... or poor one!

I thought it was a pretty interesting method,
but expect that many current readers have
never seen or tried it. So here is a small

group of new middle-game positions, to
give you an idea of what it's like... if there's
a positive response, maybe we'll create a
new "Test Set'?!

I reckon a max. of 5 minutes should be al-
lowed, sufficient to judge what your pro-
gram would play under typical Tournament
conditions.

White to play

=
N
OUJL».)LAOOOOW\QE

Black to %av
Bx
Qaﬁz 9
6
c8 2
Others 0

ed 10

I,
5
%)
S LI LI LI LA LA LN ~J 60
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The INTERNE?I':

And a look at some of the WEB sites worth visiting!

Computer Chess: NEWS

The first port of call should be the standard NEWS sections under:
rec.games.chess and their analysis, computer, news and political groups.

Popular Worild Wide Web CHESS addresses are:

http://www.elhchess.demon.co.uk/

Eric Hallsworth's Index Page: leads to Selective Search info, some top Ratings, mini-
Reviews, personal Photos etc. Only light news aimed at being an appetiser to get new read-
ers for SS! But if you want to see a photo of me, our dog, or read about my other interests,
Christian faith ete, you know where to look!

http://www.gambitsoft. com/gambit1e.htm
GAMBIT-SOFT Chess Software Homepage: run by Bert Seifriz. An excellent set of pages
with extra addresses of other good sites for users to 'leap-frog' to.
Bert is also covering the Korrespondence Komputer Igup at present, between 5 pro-
rrams on very slow time controls (from 1% hrs per move and slower!), aiming to simulate
their abilities at CORRESPONDENCE play. This is to challenge Vincent Diepaaven's wild
boast that his DIEP program is the strongest there is at slow/Correspondence levels. The
players are: Diep, Crafty, MacChess, Rebel8 and CM5000.
The Korrespondence Komputer Kup is at http://www/gambitsoft. com/kup.htm

http://www.nsc.liu.se/~bosj/SSDF/
The renowned Swedish Chess Computer Association pages, plus the Ply Rating Lists.

http://www.xs4dall.nl/~rebchess/edindex.htm
Ed Schroder's INDEX PAGE - his Rebel8 News and Games.

Ed is also running a 10 game Match between Rebel and Crafty at present, but with the

?mgrams on very different time controls. Bob Hyatt (of Crafty) considers that a power dif-
erence such as that between Deep Blue and any PC program means that Deep Blue is 99%
certain to win ‘crushingly’ any such Match. Iﬁg: believes that massive speed gaps
Computer-v-Computer give the lower-powered program mo chance' and that Computer-v-
Computer head-on will show DB with a winning margin of 90%, though this difference
will not necessari[{)be translated into Elo points when they play against Humans. Against
Humans he views Deep Blue as being 200+ Elo stronger and, if Deep Blue is approx.
2650, then the PC progs can only be 2450 max.

Ed's opinion is that the superior pro&grammin g in the top PC programs means they
senuinely are 2550 or higher on PPro/200 machines, and he believes a Rebel v Deep Blue

atch would end up quite close, maybe 6-4 (for DB).

Of course we are given no way to test against Deep Blue but, in the Match, Crafty will
have 100x more time than Rebel8 which will give an approximate indication as to who
might be right!

The Rebel-v-Crafty Challenge is at http://www.xs4all.nl/~-rebchess/match.htm

http://www.demon.co.uk/oxford-soft/
Oxford Softworks Web Development Page: CS tal News and Games, plus Bridge, Go etc.

http://www.tasc.nl/
Tasc Chess Products

http://www.users.dircon.co.uk/~amscott/home.htm
Chess Desktop Publishing: various Tools and Utilities provided by long-time SS reader
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and supporter, Alastair Scott . just after wnting these notes, | leamed this site is temporarily closed

Chess News General

http: //www.tcc.net/twic/twic.html
The Week in Chess by Mark Crowther: the best place to visit in Britain for up-to-date
World Chess News, Results and Comment from all the major Tournaments.

http://www.bluemtn.com/-~-duif/
Duif's Place: Chess for Fans and Tournament Players, including coverage for beginners.

http://www.uschess.org/
USChess Online. Another good US site is http://www.chess.net/welcome.html

PGN and ChessBase Game-files

http://www1. pitt.edu/%7Eschach/Archives/
Pitt Chess Archives: the Flace to go to get your Games and Opening Book collections,
which are usually available in PGN, ChessBase, Chess Assistant and NicBase format.

http://www. coil. com/~bookup/
Mike Leahy's BOOKUP site, where a BookUp demo Viewer file can be downloaded. Non-
Internet folk can send me £5, and I'll mail it to you on a disk.

Chess Things to Do: Studies, Problems, Ideas

I haven't visited these too often, especially recently, so I'm not sure how frequently they're
updated, or if they are necessarily the best of their kind.

http://www.planetchess.com/
Planet Chess

http://www.chesscafe.com/
The Chess Cafe

http://www.usyd.edu.au/su/tri/chess/
Perhaps a strange one to include... but it's a 'CHESS on STAMPS' site and catalogue.

Search Sites

Go to these, enter 'Computer Chess' or just 'Chess' as your 'title' and they will list plenty
of Chess places worth visiting for you. Use the Search Sites to obtain www info on Man-
chester United, Film Reviews, Bridge, Go, Star Trek... or any other favourite subject.

These are not the only such Search Sites, but are generally agreed to be just about the
best in terms of being easy-to-use, quick, and fairly comprehensive.

http://www.yahoo.com/ I hiope readers find these, or some of them, helpfull
Yahoo!: Main Page 9&[;:5?-!1’6, and n‘gn-fntemci}ﬁ , please ﬁl;gw??ﬁ[zs

use of 2 pages.... however I've been inundated with
http://www.altavista.digital.com/ |requests for Internet and World Wide Web infor-
AltaVista: Main Page mation éver recent weeks.

Happy hunting... but remember to an eye on
Other Games? shat phiome z% keep an eye
http://www.britgo.demon. co.uk/ Ente

The British GO Association's Home
Page, giving plenty of info on the game and addresses for buying Go programs.
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DEEP BLUE v KASPAROV

Match#2 - May 3 -10: the Computer's Revenge.... or!?

Can Deep Blue2/1997 version win the re-
match? What changes and/or improvements
can we exgect, compared with the Deep
Blue which lost 4-2 in the 1st. Match?

Indicated Improvements

In a rare interview, reclusive computer
'genius' JACK A, SHULMAN, inventor of
windowing and father of the connection
machine, made the following statement:

"I assisted Garry in the last round be-
cause I felt he deserved some way to under-
stand how the POWER PARALLEL 6000
Architecture worked when programmed
most efficiently.

With the input from his acquaintences,
such as myself and others, Garry formu-
lated his most effective mental reserve and
triumphed over IBM's machine, after
nerves and the unknown capabilities of the
machine beat him in the opening game of
the match.

But, this time around, IBM and Lucent
Technologies have Garry isolated. His own
s:g;mr{ers, such as Robert Rice of the
PCA, Fred Friedel of Chessbase and Ken
Thompson of AT&T have formed a barri-
cade of disinformation around Garry Kas-
parov. Advisory Chess Masters, such as
Michael Khodarkovsky and others have
been manipulated into pofentiah}y leading
Garry Kasparov, thought of worldwide by
other than myself, as unbeatable, into a
suicide run against Deep Blue, driven b
hopes of extending his financial self suﬁ—
ciency.

A complex contract, drawn between IBM,
the maich sponsors, and Garry are causing
him to tread heavily and cavalierly treat
the 1.4 ton machine as "no contest”.

What Garry doesn't Jmover (well, he
will now! ...Eric) is that IBM:

® Replaced the 200 MHZ Power PC CPUS
in Deep Blue with more potent 400 MHz
units.

m [ncreased the individual and L3 cache on
Deep Blue with 4 times the cache.

® Increased the "shared memory buffer"

size and speed with one by Jerry Brody that
has 10 times the capabilities.
® Paid Grandmasters to analyze and pro-
vide logic and book analysis and shortcuts
based on Garry's own play against Deep
Blue in the Chess Chaﬂenge earlier this
ear.
A Added a new adjunct logic processor
which has been designed to allow Deep
Blue to recover from crashes without giving
a "crash indicator”, almost instantane-
ously.
m Repaired errors in the original logic
which biased the Computer to fail to recog-
nize lines of logic that would lead to inevi-
table draws more than 7 moves away.
® [ncreased Deep Blue's play ahea?depfh
2-3 full moves {#—? total) as a resull.

Garry is going to need more than a bit of
luck to defeat Deep Blue in the rematch.
Deep Blue has even been programmed with
thousands of logically obscure lines to at-
tack ”.5‘91[(? wositions" and knock the cham-
pion off of his guard. Deep Blue may even
play openings of Garry's own against him,
and has the ability to change its own logic
in a single move - for the jﬁ'sr time main-
taining a full play book for each potential
position, after every move.

I believe this Machine could actually
overwhelm Kasparov, if he isn't extremely
careful.

Garry has stepped on IBM's toes. IBM isn't
one to remain in that position very long.
IBM is out for blood and payback. It want's
Kasparov's title as the strongest player of
chess in the World, It is placing its Corpo-
rate reputation on the line.

If it defeats Kasaprov - he is going to
want a rematch - IBM might not give it to
him, preferring to offer Anatoly Karpov a
chance at the title!"

Mr. Shulman, rumoured to have once
been a competition chess player before
moving exclusively into computer science,
said he was disappointed more Americans
weren't developing their skills to challenge
Garry Kasparov.

"We have the abilities, but not the
dedication or patience, here in the USA.
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In the Kasparov matchi#l, some o
the new %B}g ey e ; ﬁ'ﬁﬂamw);re
not used to t eﬁﬁé’potﬂn al”.

‘DB is now very strong
compared to PC prograris .
i, Sept 1996

There are plenty of tutors and teachers
around, but the demand for financial secu-
rity in the United States often lures the best
of the best into commercial jobs. I'm as
guilty of this as the rest, and it disappoints
me that I didn't stay with chess long enough
to have taken on Garry, even if he is 10
years younger than me."

As reported in the ACSA Journal. 1996.

Plenty of ego and hype, and a little gobble-
de-gook for good measure! Nevertheless,
there's food for thought in there, and indi-
cations that DB 1997 might just be quite a
bit stronger.

Now we turn to extracts from a report of a
talk by the DB main programmer Hsu,
which can be taken to be highly reliable.

The View According to Hsu, Sept
1996!

This information is gleaned from Hsu's talk
at the 3rd. Game Programming Workshop
in Hakone, Japan, September [996. It was
given, therefore, 7 months after the first
Kasparov-v-Deep Blue match,

Most of the folk present were more inter-
ested in computer Shogi than computer
Chess, so that not all of the discussion cen-
tred on the matter that interests us. How-
ever the following emerged:

" The chess chips used in DEEP
THOUGHT and DEEP BLUE are v
ferent. It took 3 years to design the D
chess chi%!

® These chips were onlf}/ delivered to Hsu a
fortnight before DB's 'friendly’ match with
the Women's World Champion in Sept.
1995, a match that was drawn. That DB
wiii_s a single RS/6000 with a 2DB chess
chip.

® Against Kasparov, in Feb. 1996, DB had
32 SP's with a 256DB chess chip. These
chiﬁs were only delivered to Hsu 'in the

nick of time' in mid-Jan. 1996! This ex-
plains some of the problems experienced by

dif-

the DB operators in the match.

A4 Ely root was searched by the mas-
ter SP which sent the positions to the other
31 'slaves'. The last 4 ply were then
searched by the DB chess chip.
® In the Kasparov match#1 (says Hsu),
some of the new DB chess chips' features
were not used to their full potential.
® Speed in match#1!

400,000,000 nodes per second: Max
theoretically possible .

200,000,000 nodes per second: Max
observed.

100,000,000 nodes per second: the esti-
mated Average, still a figure whch still has
rather more ('s on it than a PC program
ever achieves!
® Hsu believes that the hardware speed has
now (9/1996) been pushed close to the ex-
treme, so they are now concentrating on
improving the software (the chess part of
DB) in order to beat Kasparov this time.
These include a better evaluation function
and deepening the selective search.
® They are now doing automatic tuning of
the evaluation function, using 600,000
Grandmaster game records.
® They used to test against PC programs,
but not any more - "EJB is now very strong
compared to PC programs".

Our thanks to Nobuhiro Yoshimura, who
attended Hsu's talk, for the majority of this
information.

Since this Hsu has indicated that DB2
beats the DB1 from the first Match by 3:1!
Of course this does not mean that DB2 is
now a 2850 Elo player, though a 3:1 ratio
against an estimated 2650 opponent would
normally imply this.

As has and is being discussed in other
articles:
® A Speed advantage means more in
Computer-Computer than it does when it
becomes Computer-Human.
® Program Updates always imply a bigger
Elo improvement against their own prede-
cessors than they do against other oppo-
nents.

For the record: Bob Hyatt has suggested
that DB2/1997 will acgieve 1,000,000,000
nodes per second, though | am not clear
whether that is the theoretical max (i.e it's
'only' 2%2 times faster than DB 1996!), or
an observed figure (which means it's at
least 5 and maybe 10 times faster!).
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PROGRAMMING:

Search Systems, Speed, and likely Progress

Deep Bilue(2) v Kasparov

The apgmach of the forthcoming re-Match
inevitably causes questionning minds to
compare the potential of Deep Blue and the
various top PC programs, especially as PC
hardware has made further significant ad-
vances since the first DB(1)-GK event.

How strong is Deep Blue2? After
Match 1, the general view gave DBI a

rading between 2600 and 2650 - during
the first 4 games, folk were actually talking
of 2750, but Kasparov rather demolished
the illusion in the last 2 games!

The much faster DB2 is reportedly
scoring 75% against DB1, but we think this
unlikely to mean it is now 2600/2650 + 200
= 2800/2850 Elo!

How Strong are the PC pro-
grams?

Another good question - and, if anyone is
allowed to ask, "Can it be answered by sim-
ply turning to the SELECTIVE SEARCH
Rating List?!" it must be me!

Interestingly many of our customers at
Countrywide tell us that we are "prefty
stingy (mean)" with our Ratings! It is al-
ways good to hear that purchasers find our
Computers stronger than they had ex-
pected!

But others believe there is an average
downward trend of around 25-50 Elo per
year. This is, no doubt, due to the large
number of players who now own and use
Bmgrams, and the publicity given to their

ad games. There was a time when only a
Computer's 'shock' wins against titled ﬁlay-
ers ever got into print, but now some chess
magazine editors take even greater delight
in revealing their (occasional!?) shortcom-
ings in grim defeats!

The average downward trend, if it is 25 Elo
per year, is generally offset by continuing
Computer progress. So that, whilst the
grading for, say, a Kasparov RISC 2500
might steadily drop over the months/years
2340 in Nov 1992, cp. 2250 in Feb 1997),
the grading at the top of the List (for
whichever PC program sits there), is still
increasing, even tl%nugh the rate of progress

appears to be slowing.

Progress: Evolution or Break-
through?!

Progress comes in 2 main ways:

[1] Program improvement.

Here there is the constant battle be-
tween knﬂwled%e and speed: which is the
more important? Most people (you can in-
clude me) believe that increasing chess
knowledge is the main way forward if a
Computer program is ever to catch or beat
Kasparov.

But others concentrate on speed, relish-
ing the new processors which give their
programs a boost, and only adding know!-
edge if it seems totally vital. This method
believes that programs will solve their own
problems if they can eventually be enabled
to see far enough ahead.

[2] Hardware improvement.

a. Processor speed.

b. Memory capabilities (allowing big-
ger opening books, more knowledge etc).

dding more knowledge always slows

a program down to some degree, but faster
hardware can be used either to add more
knowledge whilst still maintaining or even
slightly increasing the speed... or just' to
allow the program to run ever faster!

Current Processors: the State of
Play

The inside Back Cover of SS always carries
a brief Table, indicating the type of Elo fig-
ures which should be added to or sub-
stracted from Rating List figures, where the
user has a different processor to the 'aver-
age' one, for which a Grading is given.

Knowledge, Speed, Search Selec-
tivity

| interrupt myself here, in true Murray
Walker tashion, because the fact is that the
different types of program search them-
selves affect the gains made by extra speed.
Which means that we can't easily general-
ise - even though we try to!
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E.g. it is well-known that Richard Lang's
Genius and Franz Morsch's Fritz programs
are particularly strong at Blitz. But their
Eains moving to slower speeds tend not to

¢ quite as good as the advances of pro-
grams such as, say, Mark Uniacke's Hiarcs
which, whilst it is rated around 4th or 5th
at Blitz, is 1st or 2nd at 40/2!

Therefore faster and yet faster processors
are, we think, more likely to suit programs
like Hiarcs and Rebel than Genius and Fritz
- a likelihood which Ed Schroder's Tests
have also been 'proving’, from which he
shows that Rebel8 and Hiarcs5/6 are further
ahead of the chasing group when the com-
pﬁyison takes place on Pentium Pro ma-
chines.

So, when I write:

If Pentium/100 = O,
PentiumPro/200 = +60,

..... that might be true for a Hiarcs or a Re-
bel, but maybe not a Genius or a Fritz!
Frankly even the +60 is no more than the
best estimate that an expert (me!) can give,
based on result comparisons in so far, and
our (1997) view that a doubling in speed is
nowadays worth around 50 Elo.... aah. yes,
for some programs!

The Impact of Speed

There is also a growing view that speed to-
day makes less difference in Computer-v-
[Muman chess than it does in Computer-v-
Computer! In other words, the 'speed dou-
bling = 50 Elo' might apply Computer-v-
Computer, but the figure is lower playing
against Humans.

The argument for this is that, as the

effect on ever-more-distant tactics de-
creases, faster speeds do not change the
sti]l—inherentﬂ&asitiunal and long-term
planning weaknesses in Computers which
strong humans are able to take full advan-
tage of, but other programs can't/don't.

To put this into the Deep Blue v Kasparov
context, the big speed increase enjoyed by
DB2 may mean it will crush PC programs
to a greater degree than ever (despite the
advent of Pentium Pro machines?!) ... but
will make little or no difference against
Kasparov! We'll see!

It is some time since Selective Search had a
look at the figures in 'the Speed Question',
SO we now turn our attention to that.

Diminishing Effects of Speed

The general fact that the effects of speed do
diminish can be seen as fairly obvious,
when one considers that speeding a pro-
gram up for an extra Ply of search is bound
to be more effective when that takes it from
a | ply to a 2 ply search, than when it in-
creases the search from 9 ply to 10 ply!

The further the search goes from the
root position, the less impactive any new
findings are likely to be.

This can help explain why speed increases
are less effective for, say, Fritz than Hiarcs.
And I am not a Fritz-knocker, either, so
apologise that it's the best-known example
we have. But the same 'truths' apply to all
the 'fast search at all costs' programs.

In a set position, Fritz3/4 might well get
into its 10th or 11th PI_F, whilst Hiarcs is
still getting to 8 or 9! This is Iarﬁe]y be-
cause one 1s a speed program, whilst the
other is slowed by its extra knowledge
whilst searching more thoroughly and,
hopefully, accurately!

Now note that any hardware speed increase
- and let's suppose that it's big enough to
push the programs forward an extra ply! -
will send Fritz3/4 from 11 to 12 ply, and
Hiarcs from 9 to 10.

The law of diminishing returns there-
fore clearly implies that Fritz would be
likely to gain less than Hiarcs from the
speed increase. Perhaps it is true, therefore,
that hardware improvements will generally
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benefit the knowledge programs more than
the speed programs!?

Just give me the Facts!

Many efforts have been made to convert +|
Ply Search figures into Elo terms. Unfortu-
nately we all seem to be able to disagree as
to where we were at in the beginning,
what's actually been happening, and espe-
cially where we are now!

However, according to my records, just as it
used to be said that a doubling of speed was
worth 80 Elo, it was also calculated that ex-
tending the search by 1 ply was worth 250
Elo. Maybe it was (and still would be), go-
ing from 1 ply to 2 ply, or even 2 ply to 3
ply. But the value diminishes, and quite
rapidly, as the depth of search increases.

The Charts | have are:

[1] Thompson's 1983 BELLE figures
All-play-All, 20 games each Match.

PA P5 P6 P7 P8 P9 T Eo

Plyd x 5 % O O O 5% 1235
Py5§ 15 x 3% 3 % 0O 22 1570
Ply6 19% 16% x 4 1% 1% 43 1826
Ply7 20 17 168 x 5 4 62 2031
Ply8 20 19% 18% 15 x 5% 78k 2208
Ply9 20 20 18% 16 14sx 89 2328

in CHART FORM

Continually dwindling gains via speed were
thus expected over 10 years ago, and the
tailing-off is already visible in the above
Chart, though it only reaches ply 9!

[Note 1] BELLE was estimated to be Brute
Force searching 160,000 nodes per second
in 1983.

[Note 2] For BELLE, a 2208 Elo figure was
assigned to its Ply 8 rating on the basis of
various Tournament performance results, in
which Ply 8 tended to be just about the av-
erage depth of search reached at 3 mins per
move.

[ Note 3] It was suggested, by extending
these figures, that BELLE would need to
reach a ply depth of 18 ply to get to a 2700
grading, and that a further 5 ply beyond
that ﬁi.e. 23 ply) would only make an extra
50 Elo difference. Kasparov's grade would
never be possible, as the projected curve
flattened out before 2800 was reached!

In fact 2700 would never be realisti-
cally possible either, as it would take
BELLE 2 weeks to get to 13 ply, and over
300 years to ,_-%EE to 18 ply!! What chance
here for speed alone?!

They were the days when, in the main,
Brute Force reigned, and it required a speed
increase of something in the order of 6x to
move from one %{m the next.

l.e. if, for BELLE, 5 ply took 1 sec. 6
ply required 6 sec. 7 ply required 36 sec,
and 8 ply needed 3% mins!

With the advent of search selectivity and
extension methods, plus hash tables etc. it
would now be more accurate to work on the
basis of a figure of between 3x and 4x as
being required to extend a search for each
extra ply.

le.'if 5 ply takes 1 sec. 6 ply may take
3V secs, 7 |:}|Ij}r could take 12, and 8 ply
around 40 secs. etc., in rounded figures.

These figures can be seen on some of
today's PC programs on fast Pentium, Pen-
tium MMX or Pentium Pro machines.

Once again we must state: 'knowledge'
programs might take a little longer, and
speed’ programs could be faster. Equally
users would need to test their own pro-
grams to find out whether their's takes 3x
or 4x as long (or something else!) to move
up the plys.

Ed Schroder's www. REBEL pages!

Ed has some interesting pages on view at
his World Wide Web site (see the Internet
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address elsewhere in this Issue, for those
wanting to "visit'),

| popped by the other day, and found he
has devoted a section himself to this very
same topic. Of course Ed is, quite naturally,
very interested in the subject!

Readers may recall SS/65, in which we
showed the likely Rating jump for various
programs, based on the amount of speed
improvement they have been found to gain
when moving from Pentium/100 machines
to Pentium Pro/200 processors. The Elo im-
provement calculations were based on a
doubling in speed = 60 Elo, and we repeat
the Chart for those who either missed it, or
have used that Particuiar copy of SS for
something else!

Speed jump  Est. Elo
Program P/100-PP/200 increase
Hiarcs4/5 281 84 Elo
Rebel7/8 276 82 Eo
MChessPro5/6 242 72 Eo
Genius4/5 1.80 57 Elo
Fitz3/4 1.88 56 Elo

Ed now writes: "It's generally known that
chess programs will perform much better
on fast machines than on slow ones! A com-
mon rule is that a speed-up by a factor of 2
or 3 will enable chess p!“ﬂ%i“ﬂfﬂ.’i’ automati-

cally to play about 30-50-
stronger!

"These figures are very closely related
to the chess program in gz:esffo;;t.* Pro-
gramX will gain 30 Elo due to a doubling
of speed, but ProgramY will gain 60 Elo for
the same doubling!"

0 Elo points

Ed's discoveries on the subject of Progress
by Speed thanks to the Pentium Pro, and
capitalising on the extra speed through pro-
gram improvements:

1. Computer-wise: to gain maximum
benefit from the extra speed and processor
structures of the new machines, and

2. Chess-wise: related to chess knowl-
edge and search methods

... resulted in his conclusion that Deep
Blue might be only about 50 Elo stronger
than Rebel8 when the latter is on a top-of-
the-range PPro/200 with all the bells and
whistles, 512K pipeline burst cache etc. As
mentioned elsewhere, Rebel is now playing
a Match with Bob Hyatt's Crafty, with the

latter having a much longer time control al-
lowance, in an attempt to validify or dis-
prove Ed's theory!

Ed also proposed an update to the earlier

BELLE CHART for ply depths. I have ad-

iusted his figures, s]iﬁhtiy improving the
ogic as | see it, but the basic idea/credit for

same belong to Ed. Here's 'our' CHART:

[2] The SCHRODER-HALLSWORTH
estimated PLY PROGRESS Table

Py 1 Py Eo Gain Flo Total Gain
Py 1 o
Py 1-2 400 400
Py 2-3 308 708
Py 3-4 237 945
Py 4-5 183 1128
Ply 5-6 141 1268
Ply 6-7 108 1377
Py 7-8 83 1460
Ply 8-9 64 1524
Ply 9-10 49 1674
Py 10-11 38 1612
Py 11-12 29 1641
Py 12-13 23 1664
Py 13-14 17 1681
Ply 14-15 13 1694
Py 15-16 10 1705
In CHART FORM
1750 Total Gain
1500
1250
1000
750
500
250
Gain per Py

——plyl 23 4 56 7 891011121314 1516
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Interpreting the Chart

Im Let's take a typical PC upgrade,
where I move up from a Pentium/90 to a
Pentium Pro/200. It would seem that, if on
my current PC, ProgramY reaches an aver-
age of 8 ply in 3 mins., on my new PC
which runs 3 times faster, ProgramY will
now reach 9 ply on average and gain 64
Elo from the change of PC.

2% On the other hand, if I use Pro-
gramX which already reaches an avera%e
of 10 ply in 3 mins., my PC upgrade will
enable it instead to reach 11 ply on average,
%r}d my gain from that could be 'only' 38

0.

Let's move on a couple of years! | next pur-
chase a 'Quantum Leap PC’, which runs 3
times faster than the Pentium Pro/200! Now
we'll do a 1a and a 2a....

la® ProgramY moves from 9 ply to 10
ply, and I gain 49 Elo (total 113 Elo since
my P/90).

2a® ProgramX moves from 11 ply to 12
pl/y, zimd gains 29 Elo (total 67 Elo since my
P/90).

Again, please, remember that these are in-
evitably generalities to some degree. Just as
one Pentium/100 PC really can be 25%
faster than another Pentium/100, so two
different programs can and will, for pro-
gramming reasons, also be affected either
more or less than the figures proposed. E.g
ProgramX is in 16 bit coding, and Pro-

ramY has been optimised into 32 bit cod-
ing; or ProgramY has an aggressive move
pruning system which speeds the time ratio
it takes to move between the plys.

One thinF will not change: every next
ply will %ﬁe less Elo points than the previ-
ous one. More and more speed, whatever
the program, will give diminishing returns
in every case for each specific program,
even if:

1= The exact ratio of percentage fall-
away does vary from one program to an-
other, and

28 The difficulty of advancement via
speed is even more pronounced Computer v
Human than it is Computer v Computer!

However, even accepting these variables,
our figures do tell us more about likely fu-
ture progress than we would know without
them. And 1 think they also tell us that
speed alone is not going to beat Kasparov.

All it needs now is for Deep Blue2 to prove
me wrong!

And, finally, we get back to....
Deep Bilue2 v PC progs Pro/200

Would it be one-sided? Would DB2 win
easily?

Bob Hyatt SHl‘td many others) say a resound-
ing "yes!" They also firmly expect that
Crafty, on a 100x time control, will com-
[‘ﬂrtabfi/ smash Rebel on its 1x time control
in the Internet Challenge Match just getting
under way.

The other side of the argument goes like
this:

safe from defeat by a PC program - Fritz3
beat it in the World Championships, 1995.
Equally Rebel, Hiarcs, Genius and
MChessPro are no longer safe from defeat
by many of today's best amateur programs!
As was seen in both the 1995 and 1996
World Micro Championships, thnu[;;h in the
end the commercial programs still filled
most of the top Placings when they all com-
peted in 1995, there was always a chance
they would lose some games - and they did!

We know that Deep Bluel was no longer

Why?! Perhaps with today's ever faster ma-
chines, the tactical barrier is narrowin
with every extra ply of search achieved, so
that the gaps between programs (Computer
v Computer) is reducing all of the time.
Could it be that the 1995-6 'bunching'
at the top of our Rating Lists, once domi-
nated by Richard Lang's Genius versions, 18
proof of this? And does this mean that more
and more speed has an 'equalising' effect?
That playing ProgramX v ProgramY on a
muEle oﬂ}lﬁ 286/16 machines might result
in the better programmed effort winning
15-5, but put the same pairing on a couple
of Pentium Pro/200's and there'll not be
much between them? A sobering thought, if
true... but is it?! DB2- Kasparov, Crafty-
Rebel, and Hiarcs6-Hergott will tell!
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The Ingo ALTHOEFER

PUTER PERFORMANCE with a touch of

Improving C
HUMAN input!

story:

In SS Issue 64, under our report of the 1996
Aegon Event, we referred to Ingo Althoe-
fer's adventures with Drei-Hirn/3-Hirn,
and how he enters Tournaments with 2
Computers/Programs aiming to improve on
the combination by selecting from their
chosen moves himself!

So what is 3/Drei-Hirn?

In Althoefer's own words: "3-Hirn is the
German name for a man-+machine symbios
playing chess. It consists of two different
chess computers (or programs) and one hu-
man chess player, the co-ordinator.

When 3-Hirn has to make a move, the co-
ordinator starts both computers. He watches
their search processes and, at an appropri-
ate moment, he stops them again:

® If now both computers propose the same
move, this move has to be executed.

® But if Computer 1 proposes move x and
Computer Il proposes another move y, the
co-ordinator has the final choice between x
and y. However, the co-ordinator is not al-
lowed to execute a third move z.

® The co-ordinator is responsible for time
control management, and also setting up
the programs in the manner he thinks best
re playing style, hash tables, permanent
brain etc.

Althoefer says: "I started my 3-Hirn experi-
ments early in 1985,

I had always been interested in com-
puter chess but never found the time io
write a program of my own. In 1985 my na-
ive but simple idea was to take two good
chess programs and to write a co-ordinator
program which "simply" makes the final
decision between the proposals of these two
programs.

"But before writing this coordinating pro-
ram, | wanted first to make a test with a
wman co-ordinator to see if ii is, in gen-
eral, possible to increase the playing
strength by using such a co-ordinator.
ver the 12 years (!) 1 have learned a

lot. In particular I am no longer sure if
there is a way to improve two different
chess computers by the help of an auto-
mated co-ordinator.

"But another thing I have learned: 3-Hirn
with two commercial chess computers and
a human co-ordinator is able to play chess
on a very high level, and the games are
completely (ﬁfferem rom typical computer
vs human games... also it is great fun to be

the co-ordinator in a strong 3-Hirn set-up.
About Ingo Althoefer

In earlier years I, myself, had also played
normal tournament chess. My rating was
never above 2000 (my best was in the year
1980), and never went below 1900, until 1
S%J%}Ed tournament play completely in
1993.

But my knowledge about chess comput-
ers and their operating modes has helped
me to achieve play, 1 believe, on Grand-
master level in the "3-Hirn mode”

"In the 12 years from 1985 to now I have
been the 3-Hirn co-ordinator in about 130
chess games against human players or
computers under tournament conditions.
Here "tournament conditions" means that
each side had at least 120 minutes for the
whole game. I used products of 8 program-
mers and programming leams:

Thomas Nitsche, Dave Kittinger, Ed
Schroeder, Dan & Kate Spracklen, Richard
Lang, Johan de Koning, Frans Morsch &
Mathias Feist, Marty Hirsch... thanks to all
of them for their nice products!

"The weakest computer in my 1985-96
3-Hirn experiments had a rating of about
1500 in the SSDF-list (Mephisto II), and
the best one a value c.’earf above 2400
(Genius 3 on a Pentium 120).

The 3-Hirn performance record!
In the following list Ingo Althoefer was the

human co-ordinating element on all occa-
sions.
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December 1989:
Fidelity Mach IV + Mephisto Roma Il -«
IM Dr. Helmut Reefschlaeger {Elo 2400)
2%:5%: (+2=1-5)

January 1992:
Mephisto Lyon 68030 + Chessmachine
TheKing/16MHz -v-
IM Dr. Helmut Reefschlaeger (Elo 2400)
5.3 (+4=2-2)

May 1992:

Mephisto Lyon 68030 + Chessmachine TheK-

ing (16 MHz) -v
Zugzwang (parallel chess program on 256
transputers)
7v2:2%2 (+7=1-2 ) in only 3 days!
(Zugzwang got second place in the Computer
World Championship in Madrid, November 1992)

April 1993:
Mephisto Lyon 68030 + Chessmachine
TheKing/16MHz -v-
Deep Thought (operated by Peter Jansen, CMU
Pittsburgh)
0%:1%

May 1993:
Mephisto Lyon 68030 + Tasc R30-beta version
at AEGON, 4 out of 6 (+3=2-1). Performance
about 2400 .

October 1995:
Genius 3 + Fritz 3 (both on P/120) -w
GM Christopher Lutz (Elo 2570)
3%eals (+1=5-2)

April 1896:
Rebell 7 + MChessPro 5.0 (both on 486/DX4-100
without Cache)
at AEGON, 3% out of 6 (+2=3-1). Performance
about 2380

August 1996:
Double Fritz 4.01 (on PPro/200) and Boss (i.e
Ingo Althoefer)
at Apolda Open, 5% out of 7 (+4=3-0). Perform-
ance about 2500

October 1996:

Double Fritz 4.01 (on PPro/200) and Boss -w
GM Gennady Timoshchenko (Elo 2530)

4Y2:3%2 (+2=5-1)

"In 1997 I intend to write a book on 3-Hirn.
Part of this book will be a diary on my
3-Hirn experiences - the nicest games, the
greatest victories, the most terrible losses,

the funniest anecdotes, the psychological
processes, and many little details I learned
during the games.

I'want to put about 30 of the games in
this diary, and to present them together
with some annotations and comments in
rgec on the Internet, maybe one per week
OF SO.

Examples sent for Selective
Search -

"We should start at the beginning, with the
very first 3-Hirn game [ played. The Com-
puters were Mephisto 1l and Mephisto 111,
both programmed by Thomas Nitsche.

hey were not "top of the charts" in
March 1985, when the game was played.
But in those days my intention was simpl
to show that a strong co-ordinator cm:gl'y
improve the strength of two different (and
weak!) chess compulers.

One more reason for using exactly
these machines was that they were vei
‘handy' in comparison with other products -
remember: 1 had to put always two chess
computers in my bag, when [ travelled fo
the playing places.

"Although both programs were written by
the same author their ways of "thinking'
and also their styles of play were very dif-
ferent: Mephisto 11 was rather solid
whereas Mephisto 111 played very specula-
tive chess.

"Our opponent was a young clubmate with
a rating of about 1850 at the time. Both
Mephisto 1 and 111 had ratings of about
1500 in the SSDF lists.

25.03.1985

White: 3-Hirn ( Mephisto 11, Mephisto I1I,
Ingo Althoefer )

Black: Thomas Hanf

Times: 120 minutes for 40 moves, after-
wards 60 minutes for every 20 moves;

1.e4 €6 2.d4 d5 3. ¢3 Bb4 4.e5 ¢5 5.a3
cxd4 6.axb4 dxe3 7.Qg4 Ne7 8.Qxg7 Rg8
9.Qxh7 Qc7 10.f4 Nbc6 11.bxe3 Nxe5
12.Ne2 Ns%ﬁ 13.Bd2 Bd7 14.h3 Bb5
15.Nd4 Bxfl 16.Rxfl Nf8 17.Nb5 Qd7
18.Qd3 a6 19.g3 Re8 20.Nd4 e5 21.fxeS
Qxh3 22.Bf4 Ne6 23.Nxe6 fxe6 24.b5 Ra8
25.bxa6 bxa6 26.Rxa6 Rb8 27.Qdl Rxg3
28.Bxg3 Qxg3+ 29.Kd2 Qxe5 30.Qgd Re8
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31.Qa4+ Kd8 32.Rf8+ Kc7 33.Ra7+ Kb8
34.Ra8+. 1-0 (Black resigned)

Times used: ite 88 minutes, Black 42
minutes

The Good, the Bad and....

"My most disappointing 3-Hirn experience
in all 12 years (1985-1996) was at AEGON
1996. For this towrnament [ had had the
Jollowing ideas:

w Starting with very weak hardware, i.e.,
two 486/DX4-100 notebooks without cache,
to prove that 3-Hirn nontheless can com-
pete with the best PC programs on the
strongesi possible hardware.

® Using two ver;) different programs,
namely Rebell 7 and MChessPro 5. And 1
had done no work at all with MCP5 before
the tournament (except one afternoon to
become familiar with the operating
mode/s)!

"3-Hirn started well with 2% out of 3. How-
ever, in round 4 it lost a nice 2-wings game
against IM Hoeksema (Elo 2425) due to a
tactical mistake of both computers (in the
decisive position they did not find the only
winning move within 10 minutes; on a
PPro/200 Rebel7 would have found it in 60
seconds, MCP5 within 5 minutes). So we
had just 2%:/4 and thus no more chance to
win the tournament.

"Therefore I switched my intention for the
last two rounds: now I wanted to produce a
single fantastic game for the "magazines”.
And I seemed (o gel my chance siraight
away in round 5 against Sofia Polgar,

"Our opening is well known from the first
game of De;ézp Blue-Kasparov (1996). In
that game Kasparov introduced the new
move Bb4 and lost later.

One of the reasons for Deep Blue's win
was a pseudo pawn sacrifice (with d4-d5) at
move 23. 1 also knew that, in this system,
GM Michael Adams sometimes played
d4-d5 around move 10 as a real pawn sac-
rifice (however, I never understood his
plans behind these sacrifices!). Now, in the
game with Sofia Polgar, we came to move
15 and MCPS5 gzraposed this strange pawn
.mcrjﬁce d4-d> with a positive evaluation,
Wild thoughts went through my head: "I do

not understand where the compensation for
the pawn is, but, if I select it and 3-Hirn
wins, then this game will go around the
world (playing a true pawn sacrifice in a
pe ﬁmiﬁon where DEEJJ Blue "only"
ound a pseudo sacrifice).
"I let M-Chess think for 8 minutes, and it
still favoured di-d5. So I made this move
("of course"” Rebel never proposed d4-d5).

"Sofia's reaction was interesting: she shook
her head, smiled shortly, thought briefly
(10 seconds) and then took the pawn.  en-
tered the move to both computers, and im-
mediately the evaluation of MCP5 fell into
the cellar! What a mess!

So this would not become a game for
the world!... after finding my balance
again, I chm!%ed policy and only tried to
save a draw. To achieve this 1 played as
boring as possible and especially very slow
(I had got the im!pressfon that Sofia )g:)fgar
did not like to play dull endgames for hours
and hours). And indeed, finally at move
58 (Ne5?) she lost her extra pawn, and only
the draw remained.

"In round 6 I had another bad game with

Ad van den Berg: From the first move on,

he avoided any risk and played only for a

draw, exchanging piece gﬁer piece. And he
e

succeeded, so 3-Hirn ended with only 3/
points.
Date: 16.04.1996

Site: AEGON 1996, round 5

White: 3-Hirn (Rebell7 , MCPro$, Ingo
Althoefer)

Black: IM Sofia Polgar (Elo 2495)

1.e4 ¢S 2.¢3 dS 3.exdS Qxd5 4.d4 Nf6
5.Nf3 Bg4 6.Be2 e6 7.0-0 Nc6 8.Be3 cxd4
9.cxd4 Bb4 10.h3 BhS 11.a3 BaS 12.Nc3
Qd6 13.b4 Bb6 14.Nb5 QbS8 15.d5 ??
Nxd5 16.Bxb6 axb6 17.Recl 0-0 18.g3 Rd8
19.Qb3 Ne5 20.Nfd4 Bxe2 21.Nxe2 Ncé6
22.Rfel Qe5 23.Q13 Qf6 24.Qed Qg6
25.Qxg6 hxp6 26.hd Ki8 27.Redl Ke7
28.Rchf6 9.Rdcl Ned 30.Kg2 Nd6
31.Nxd6 Rxd6 32.Rc3 Rd7 33.Re3 Rad8
34.f4 Rd3 35. K13 R8d6 36.b5 Na$s
37.Re7+ Rd7 38.Rxd7+ Rxd7 39.Rc3 Kd§
40.Ke4 Rd5 41.Nd4 Re5 42.Kd3 Kd7
43.a4 Kd6 44.Nf3 £f6 45.Ra3 Rd5+ 46.Ke2
Kc5 47.Re3 Kdé6 48.Ra3 Nc4 49.Rc3 Kc5
50.Rb3 e5 51.fxeS fxe5 52.Kel e4 53.Ng5
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Kd4 54.Ne6+ Ke5 55.Nf4 Rd6 56.Rc3
Kd4 57.Rc2 ¢3 58.Ke2 Ne5? 59.Ng2 Nc4
60.Nxe3 Nxe3 61.Rd2+ Kc5 62.Rxd6
Kxd6 63.Kxe3 KeS 64.K{3 KI5 65.g4+
KeS 66.Ke3 g5 67.h5... draw by mutual
agreement.

Mew Ideas and Experiments

"Over the years I have made several ex-
periments with two different interactive
chess playing entities.

® 3-Hirn (as discussed thus far): 2 different
chess computers propose one move edach,
and a human has the final choice between
these proposals.

® DoubleComputer& Boss: One chess com-
puter is running in the 2-variation mode
fi.e it needs to be a program which will
show its own 'Best two' lines of play simul-
taneously, such as Fritz3/4 or Hiarcs4),
and a human has the final choice between
the two moves proposed.

"In all cases the human organises time con-
trol and permanent brain of the computers.

Both of these interesting arrangements have
been successful against strong human play-
ers in matches under tournament condi-
tions, as our earlier Chart shows.

® "Recently I have made some new, mixed
experiments: I used Fritz 4 and Hiares 5 si-
multaneously, both running in their
3-variation modes. I was IEIE co-ordinator
and had the final choice among these, at
most, 6 proposals.

"This "List-3-Hirn" has an advantage over
traditional 3-Hirn: in almost all situations
the co-ordinator has at least 3 different
candidate moves. The price is that the en-
gines are running slower in the 3-var mode,
compared with the normal 1-var mode.

“List-3-Hirn also has an advantage over
?y later DoubleComputer& Boss (using
“ritz4.01 in Aug/Oct 1996):

Looking at the evaluation functions of
two different programs gives you a more
reliable estimate of the "true value"” of the
position: Fritz4 alone or Hiarcs5 alone are
sometimes biased in their evaluation - not
only in the evaluation of a single move, but

also in the overall evaluation of the pos-
ition.

There is, however, a disadvantage in
List-3-Hirn, in that it is stressing lo operate
two different chess ]pmgrams in the 3-var
mode simulaneously.

Nevertheless, all round, List-3-Hirn
should be much more successful than both
3-Hirn and DoubleComputer& Boss.

Could we play Kasparov,
please?!

"Imagine, to compare, maiches between
:e;g Deep Blue and Kasparov,
and a fictitious one between
b) List-3-Hirn (Fritz4, Hiarcs5, Alt-
hoefer) and Kasparov.

"I would like to conjecture the following:

g If the matches were over 4 games, then
eep Blue should have a 60 percent
chance to perform better than List-3-Hirn.

(ii) If the matches were over 8 games, then
List-3-Hirn should have a 70 percent
chance to perform better than Deep Blue.

"The longer the matches the better
List-3-Hirn should do in comparison with
Deep Blue.

"Why? Kasparov is very clever in adapting
to an opponent within a few games (see his
first match with DB, especially the result-
ing games 5 and 6). But List-3-Hirn, be-
cause of its human component, would be
able to adapt at least partially to its oppo-
nent, in this case, even perhaps Kasparov.

® [n both matches with GM Lutz and GM
Timoshchenko, 3-Hirn/DoubleCom-
puter&Boss scored 50 percent (2-2) in the
second half of the matches;

® DB is not at all able to adapt to an oppo-
nent (an exception being the ogenfng
preparations, which are done by humans
again).

"Observe that my conjectures do not say
much about the absolute chances of either
Deep Blue and List-3-Hirn versus Kas-
parov. However, in the 8 games scenario,
Kasparov should still have at least a 50
percent chance to beat List-3-Hirn, I think.
I would dearly love to test my conjecture,
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but are there any sponsors who would pay
Sfor the maiches of List-3-Hirn against Kas-
parov, as in Deep Blue v Kasparov?!

So, how big is the gap between
Deep Blue and current top PC
programs ?

"This is difficult to quantify because IBM
and its Deep Blue team do not make their
test results public. 1 think they have good
reasons not to do so at present, bearing in
mind the forthcoming match with Kas-
parov, who is a player who learns very rap-
idly from the games of his opponents.

"Probably it is not too wrong to assume
that every tournament game with Deep
Blue helps him something like 30 Elo
points for pf% against Deep Blue, and
every "Deep Blue vs. X" game would still
help him by 10 or more rating points.

Another Althoefer Experiment!

"decepting that there is no legal way 1o gel
more concrete Deep Blue data before May,
I have made an experiment using game 1 of
the 1996 match between Deep Blue and

Kasparov.

"Several commercial chess programs (like
Fritzd and Hiares4 or 5) have a 'k-
variation" mode: not only the best but the
'k’ best moves are computed and shown for
each position.

So, I have replayed the DB-Kasparov game
from move 11 on, in the 3-variation mode
both with Friiz4.01 and with Hiares5. In al-
most all situations the Deep Blue move was
among the three proposals of both micros!

"In the following game notation, for in-
stance, 20.Nxb6 (1,2) means that Nxb6 was
computed by Fritz to be the best (1) and by
Hiarcs 1o be second best (2).

Similarily 23.d5 (-, 1) means that this
move was not among the three besi propos-
?!.5' nI)Fr'ffz (=), but number 1 in the Hiarcs
ist (1).

"In almost all situations the proposals were
taken after 10 to 15 seconds of computing
time (using PPro/200 machines). The few
exceptions are mentioned at the end of the
game and notation.

"Most interestingly, Hiarcs5 had the Deep
Blue move among its 3 best proposals al-
ways in this game, which means that I
could have chosen it!

What this means is that Triple-Hiarcs
with a good enough "omnipotent” boss
would have been able to reproduce this im-
pressive game of Deep Blue completely.
Unfortunately, though, we must also admit
that Hiares and Fritz are not able to cover
all of Kasparov's moves in a similar way!

Match Game 1: Deep Blue v Kasparov

1.e4 ¢5 2.¢3 d5S 3.exdS Qxd5 4.d4 Nf6
5.Nf3 Bg4 6.Be2 ¢6 7.h3 BhS 8.0-0 Nc6
9.Be3 cxd4 10.cxd4 Bb4

11.a3 2,1 Ba$s
12.Nc3 2,1 Qdé
13.Nb5 1,1 Qe7
14.Ne5 2,2 Bxe2
15.Qxe2 1,1 0-0
16.Racl 2.1 Rac8
17.Bg5 1,1 Bb6
18.Bxf6 1,1 xf6
19.Nc4 1,1 fd8
20.Nxb6 1,2 axb6
21.Rfd1 2.2 s
22.Qe3 2,1 Qfo6
23.d5! -1) RxdS
24.Rxd5 1,1 exd5
25.b3 3.3 Kh§
26.Qxb6 1,1 Rg8
27.QcS 1,2 d4
28.Nd6 1,1 f4
29.Nxb7 2,1 Ne5
30.Qd5 1.4 3
31.g3 1] Nd3
32.Re7 2,2 Re8
33.Ndé6 1,1 Rel+
34.Kh2 1,1 Nxf2
35.Nxf7+ (1,1 Kg7
36.Ng5+ 2,2 Khé
37.Rxh7+ (1,1 1-0
Comments:

® Third proposals were only "necessary” at
move 25.b3

m 2]1.Rfdl became No. 2 in Hiarcs' list after
23 seconds

® 25,b3 became No. 3 in Hiarcs' list after 61
seconds (in a control run afterwards it be-
came No. 3 in Hiarcs' list after 14 seconds)
m Concerning Fritz 4, only the move 23.d5
was missed by its 3-variation lists. Hiarcs5
missed none at all.
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Computer Disasters!

REVENGE as an ‘OLDIE’ strikes back, by Andrew Shepherd

"Noting the article, 'Computer Disasters,
OId, very Old etc' in SS/68, I wondered if
vou may be interested in the accompanying
game", writes Andrew.

"The 'Old’ strikes back against the 'New' -
though it's a rather/very bad new! Of
course 'Expert Software' is a budget label...
but there are limits!"

Championship Chess P/133

|Powe%ﬁ| 32 [§1t Chess engine, Windows
95 version, 1997 cutting edge technology,
straight out of the box]

Colossus4 6128

A late s program on a slow old
circa—1985 Amstrad 6128 computer]

C00, French Defence. Played 1997, 15 secs
per move.

1.e4 ¢6 2.5(37!

2.d4 is 99% normal, of course!
2...d5 3.9¢3 dxed?!

Here Colossus is playing out of Book,
3...Nf6 being the theory move. However, in
the case of the 1980's Colossus4, pro—
grammed under the then extreme memory
restrictions, a small Book is quite under—
standable... especially in the strange line
the Champ has gone for! Colossus doesn't
really put a foot wrong after this, though
Champ Chess hardly gives it an excuse to
do so anyway.
4.9)xed é,l\)z 5.a3 Wds 6.2fg5 @as 7.W13 f6

8.0e2?

No comment is really necessary, unless
the Champ viewed this as a brilliant sac'!?
8...fxg5 9.b4 @b6 10.9b2 @d4 11.5E117?

V%e'll not bother with further remarks,

as I'm sure readers can already form their
own opinions re this piece of powerful cut—
ting c(?gc 1997 tcchnnlnféﬁ

11...2xb2 12.Eb1 @f6 13.5b3 ©d4 14.5d3
26 15.¢3 2e5! 16.Yh5+ %ﬁ 17.Hxd4 gxh5
18.2xd5 exd5 19.9xh5+ ©d8 20.9xg5 Of5
21.9f7+ Oxf7 22.@xf7 Qd3 23.9xd5 c6
24.0F3 @xf1 25.0xf1 916 26.d4 He8 27.¢3
&d7 28.0g2 Fad8 29.2h3+ ©d6 30.2f5 ©d5
31.13 He3 32.0ed4+ 9xed 33.fxed+ Hxed
34.9f2 Hxc3 35.a4 Ec2+ 36.0g1 Exd4
37.a5 Ed1# 0-1

"I've tried the top Expert level”, says An-
drew, "but it's not much beiter, though the
programmers seem to feel it is stronger
than 'Grandmaster' standard! However, if
you want a budget title, even at £10, I per-
sonally think this one's a poor deal”.

Rating List Notes

JUNIOR is a new ent:g in the PC Section

of our Rating Lists. A frequent player in

major Computer Tournaments over the past

2-3 years, with a growing reputation. Pro-
rammed in [srac%, by Amir Ban and Shay
ushinsky.

PE MATCH CHMALLENGE
The BIG MATCH - IT'S ON!

M Dean HERGOTT, 2540 Eio
v
HIARCS6 (PentiumPro/200)
6 Games @ 40/2. 20/1. G/30 finish.
Dates: April 7-18th. at the Shopping Mall prem-

ises of the Chess Federation of Canada, Ot-
fawa.

Hergott is currently ranked 4th. on the Cana-
cdian list, and a long-standing member of the
Canadian Olympiad Team,

Organised by Alan TOMALTY.
$1,000 prize fund financed by Mike LEAHY
{BookUp) and Applied Computer Concepts (the
HIARCS team). with additional sponsarship by
ChessBase and Ottawa’'s Camdev Properties
Inc.. Computer City (who are providing the PPro
PCl), and the Chess Federation of Canada.










