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A New Board Represntation Method for K-in-a-row Games
with Its Application to Connect6
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Abstract : A new method isproposed to improve the eficiency of the representation of the game
dtuation, based on the pattern to describe the relationships among stoneson a k-in-arow game
postion. It has been used succesfully in our Connect6 program (NEUConn6) to not only
describe the state of aposgtion eficiently but als cater for the incremental updating. This method
can trandorm ome online calculations into offline. Furthermore, it isa natura way to integrate
the game knowledge with the data structure. Not limite to Connect6 , the method can be adopted
inother k-inrarow games.
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