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Abstract

Taking popular mahjong as the research object, a computer game program is designed and im-
plemented, and the overall design of chess game is completed. The traditional weight system gives
weight to all cards, with a large amount of data and cumbersome steps. This paper creatively puts
forward the dis_Hu number, simplifies the weight system of the system, and puts forward two
search schemes. After testing, the overall system has complete functions and smooth operation. At
the same time, compared with the traditional weight system, the performance has been greatly
improved, which proves that the program model is effective.
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Table 1. Basic mahjong cards

1 RIS E AR

Jikg HSHEHT 1~9 4 36
o L EH¥T 19 4 36
Zkh HSHEHT 1~9 4 36
1.2. TR
12.1. {TREER

Wz ARz BB, Blin BT 475, BOF LA 56 1, MALAG, 26K 456 7.

filt: 222 EIARBTSAT RS TR AT DU R RIS, W] AR, BlinBexdT 4 5, BEFEA
X473, AT AR

Ko P NEAL, AMIAREAT . EALIE M3 T 2AZ T, HAMBRIT HZZ 715 4 5K, #A7IHAL
BIONEAL; AML: ADu@ii)s, PRI 4 5ROFALM, RIOAMT; BAL: HBXTMA 4 K — Rk
I, BEATIFAL D IS AL

Wre FRAT LR I, Bl s k.

1.2.2. HARRER

FEARHH: B2 2 (BAE ) B =20 (AR RE) I — X 4L R, 9l 234, 678 3, 234 5%, 567
fAT 11 66 7 ZEL R P 5 R Ak T JE A

RERESH: SRR AR 27N b —Axt, lhn 222 75, 444 %, 777, 999 f&, 4Min 22 4.

E—t: HBMRE RGN e .

Xt IR 14 5K 4R

1.3. X EMEARE[1]

KRR 4 ABUR 2 AR B PEALA S, BENGE TR 13 5K, 1 “HER” (rDegE TR £ i
B, R MrBusGET 2 E K, I 14 5k ATMIRERERIIUESON: W > AT > Rk > M. 4
DU BRI, WIRRR S5, hEE T 108 FKAR 4 A e AR BEA AR, AR -
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Figure 1. Game system architecture
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2.2. ThRetE AR SRR 5 (2]
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ERGSEHEL WREVE. T80 MR arPLE RS REH LOC R X 8. xR B &
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=
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GameTest

+ majbox:MaliangBox
+ play[]:Player]]

- GameTest()
- judgeHistory(int[] history):int [][]
+ play():String

1 1

4 1

Player MaJiangBox

- setSort_weight():void - MaJiang:int ][]

- judgeHu():boolean

- popOne(): int

Figure 2. Relationship between library, player and game
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33. ERZSEAY
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Figure 3. Feedback processing
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JE X expect() B B AL, & R 2R d AR, O AAD
For (int hand = 0; hand < 14; hand++)//hand $85t5 H T4
For(int lib = 0; lib < 27; lib++)//lib & J&FE H 76 43 )
K g = 9 lib BYRRAE B 44w 55 hand SRR
HHT IR
expect CGHr i1 Fht)
T A3 U R T R R S MR (1] 4):

—= expect(0, 0)

= expect(0, 26) (kR T4+ score(0, 0) |

— expect(0, 0) —

— expect(13, 26)

expect(0,0) —

sk T -score’(0, 0)
—= expect(0, 1)

(gt HH f5e /I score”

— expect(13, 26)

expect(13, 26)

score’(13, 26)

Figure 4. Recursive structure expansion
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Figure 5. Expextimax search tree
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Table 2. Comparison of flow times
2 2. MERRERTEE

it Ik R BE=I IR IR M M
BRI H G 393 418 369 409 382 1971 39.42%
O AE R 222 212 207 225 229 1095 21.90%

Table 3. Comparison of Hu card times

% 3. MR EIxIEE

JHER) ) B B BE=I R AR FIME
T A 193 207 200 197 197 199
FREA%L 263 243 257 258 252 255
TR 36.62% 17.39% 28.50% 30.09% 27.91% 28.14%
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