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The aim of this project is to apply Inductive Logic Programming to End
Game Chess (King - Rook - King) and get a logistic rule for different
board configurations in terms of the attributes defined.

Attribute

Minimum File/Rank difference between White Rook and Black King
Distance from edge for Black King

Maximum File/Rank difference between White King and Black king
Minimum File/Rank difference between White King and White Rook
Distance from edge for White Rook

Is White Rook on same edge as Black King?

Minimum File/Rank difference between White King and Black King 0/1
Is black King on the corner? 0/1

Motivation

Search heuristics and some traditional machine learning methods have
already been proved best in providing winning algorithms for playing
chess. The motivation in this project is not to make the machine play
chess. It is to use the machine to give us rules and ideas of different
board configurations and in some sense give us intuitive rules to play an
optimal game. This motivation is best captured by Inductive Logic
Programming. Logic Programming is the way to get rules written down
for anything and it is inductive here, because all we have is examples and
some rough idea about the attributes. [1]
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Table 1: Check Mate (KRK) Rules Learnt

Results: Check Mate (KRK) Rules Learnt
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to 16 moves,otherwise draw. Figure 1: Distribution of data
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