Chess Assistant 6.1. What's new!

1.
Openings books and trees

  1.1.
Openings book configurations allow one to combine virtually any type (statistics, evaluations) of tree. Up to 32 trees (columns) can be combined into a single book.

  1.2.
Weight and reliability values can be set and easily modified for each and every tree.

  1.3.
Logic formulas allow one to specify preferred conditions or to exclude certain moves due to specific evaluations, statistics and annotations.

  1.4.
Importing games into trees is easily accomplished.

  1.5.
Book learning is available.

  1.6.
It is possible to edit evaluations in the trees.

  1.7.
It is possible to edit the probabilities for different moves to be played.

  1.8.
A standalone book can easily be done from the configuration.

  1.9.
Most book-builder utility operations are now included inside the CA GUI.

    1.9.1.
Joining, subtracting, saving parts of the trees.

    1.9.2.
Importing and exporting EPD files.

    1.9.3.
Producing CAP-like database using EPD files.

    1.9.4.
Mini-maxing evaluations.

    1.9.5.
Building trees for/against a specific player.

    1.9.6.
Generating moves that were not played but can lead to positions that are in the tree.

    1.9.7.
Checking trees for consistency.

    1.9.8.
Generating positions that conclude lines or games.

  1.10.
Trees can be imported into a game with evaluations.

  1.11.
All game positions can be exported to an EPD-file.

  1.12.
Easy creation of a book that plays according to a certain player’s style or prepared against a specific player.
  1.13.
A few tree operations can be joined in the script to be repeated later.

2.
Playing games with engines

  2.1.
Different opening books can be set for each and every engine.

  2.2.
Different opening books can be selected against an engine (or even login at ICC).
  2.3.
Different openings book can be selected against a human or engine.

  2.4.
Individual tablebase options can be set for each and every engines.

  2.5.
A lot of UCI engines were tested.

  2.6.
Tablebase path for Crafty can now be set inside CA (and not in crafty.rc as was required before).

  2.7.
Opponent moves can be displayed with arrows and markers.

  2.8.
Voice pronunciation of moves is available.

  2.8.
Stability for engine/human tournaments is greatly improved.

3.
Analysis features

  3.1.
Tiger 14/ Gambit-II extra fine-tuning.

  3.2.
NPS (nodes/positions per second) and TB (tablebase) hits are displayed from engines that provide this information.

  3.3.
Results of analysis can be automatically stored in the EPD-file or tree with evaluations. This way they can be used in the tree and openings book window.

  3.4.
Blunder check allows one to mark blunders found as a separate class.

  3.4.
New analysis markers.

    3.4.1.
Check move evaluation

    3.4.2.
Check the variation for blunders
  3.5.
User book moves are given higher priority in openings and can appear among the commented openings even if their evaluation is not the highest.

4.
Classes, Classifiers and folders.

  4.1.
Tree can be displayed directly in a classifier window.

    4.1.1.
Shift-Space is used to show the tree for a position that is attached to the current folder.

    4.1.2.
Ctrl-Space is used to search for the current tree position if there it exists in a folder.
  4.2.
Classifiers are supplied with the ability to classify (index) games automatically. The indexing procedures are based on a set of positions attached to every folder. Positions can be added from the games, attached to folder or manually specified in a classifier tree.

  4.3.
Hotkeys for piece figurines and evaluations in folder names are now implemented. Ctrl-1 - knight, Ctrl-2 - bishop, Ctrl-3 - rook, Ctrl-4 - queen, Ctrl-5 - king. Also Ctrl/Alt 5,6,7,8,9,0 are used for evaluations entry just as in View mode. Entering any digit except 0 starts editing a folder name.

  4.4.
Game cursor is placed on the position assigned to a folder (if one is assigned) when game lists and games are opened from a folder.

  4.5.
Importing text from Microsoft Word (RTF format) to a folder description panel with colors and fonts is supported by using the Windows clipboard.

  4.6.
New options are added to a classifier

    4.6.1.
Technical \ Sorted datasets – allow one to sort a games list attached to a folder. I.e. the order could be different from the one from the actual database.

    4.6.2.
Chess board settings \ Scale - allows one to resize a board if information panel is resized.

    4.6.3.
Chess board settings \ Caption - allows one to display a caption under the board.

  4.7.
Special tools for synchronizing links to games in folders and lists of games in folders.

  4.8.
HTML-link option of styles is available in the folder description panel

5.
ICC

  5.1.
Native ICC protocol is now used for communication with the server, thus improving speed.
  5.2.
AutoAccept All option is available in the Auto Accept dialogue.

  5.3.
More sounds are to be found in different situations.

  5.4.
Voice pronunciation of moves is available.

  5.5.
Confirmation of disconnecting is essential if some CA operation demands exiting ICC.

6.
Test suites:

  6.1.
Test suites: exporting positions that were not solved by engines is now added.

  6.2.
New option - testing a human.

  6.3.
One more script for calculation ELO points was added.

  6.4.
Time and points for test suite can be added into the Test class in the game.

  6.5.
If an extra iteration is set and the solution is found with an evaluation of more than +15.00, then the extra iteration is not performed in order to save time.

7.
Database operations

  7.1.
Open base operation allows one to open ZIP files. As a result, the zipped base is automatically unpacked into a selected directory.

  7.2.
Join Bases allows to attach ZIPed databases.

  7.3.
History for the last 10 searches is kept. Ctrl-Left, Ctrl-Right keys could be

used to navigate through them.

  7.4.
Header search supports search for classes field now. When selecting more than one classe, "all essential" or "one is sufficient" options can be selected.

8.
View

  8.1.
Game animation mode now automaticaly goes to the next game in the base after finishing the first, and no longer just stops after the last move.

  8.2.
The background for the notation window can now be customized.

  8.3.
Right Arrow (() doesn't change position at the end of the variation. Ctrl-right/left or down arrows can be used to skip brackets.

  8.4.
Game demonstration mode is apparent. I.e. notation for the end of the game is absent if this mode is on.

  8.5.
Input from DGT-board is supported in View mode. If a position is changed, CA will be able to find the position in the game and start a new variation from it. This way you could enter moves and variations from the DGT-board, and see engine analysis and trees without touching a keyboard or a mouse.

  8.6.
New hotkeys to Invert Board (Gray *), Shrink (Gray -) and Enlarge (Gray +) are appeared. The same keys are also used in tree mode.

  8.7.
Caption of View window can be customized the same way as for the Lists and View headers.

  8.8.
The Option to invert square colors for board color markers is added.

  8.9.
Text annotations can be moved one move to the right or to the left: Ctrl-K+I, Ctrl-K+U.

  8.10.
Navigation through annotations is improved. You can see all the game classes and folders at the game’s start. It is also possible to check the main classes or folders and navigate through them in a game or even between the games.

  8.11.
Folder markers can have additional text comments in them.

  8.12.
Trees can be imported into a game with evaluations from a specific position.

9.
Other

  9.1.
Clipboard operations are presented in View, Tree, and Board local menus

  9.2.
Statistics with number of points option on also shows success percentage.

  9.3.
Exporting the header statistics and lists of games into classifiers is available in statistics mode.

  9.4.
Game started with position are marked with "p" (not “s”) now. Games with only variations in them are marked with "v" . Games with only annotations in them are marked with "a". (Games with both annotations and variations are marked with "c" as before).

Tree menu

Most CA operations are designed to operate with game databases, as this is the way most chess players work, but over the last few years the use of position databases has became more and more popular.

The Tree menu offers a lot of operations with position databases, or in other words: Trees. Tree operations were available in earlier versions of Chess Assistant, but had never been combined into a complete set with a transparent GUI until now. Some operations, such as building an opening book for use with the engines, required the use of the standalone utility BookBld. In CA 6.1 managing trees has become much simpler, and the tree operations have been extended. We hope you find these operations to your liking, and we plan to extend the use of position databases in future versions.

The main types of data that are stored in trees are statistics on how often the position and moves were played in games, their success percentage, evaluations (from computer programs or chess masters), and annotations. You can see trees as additional information in a View and Classifier window or you can use trees as the primary information in Tree and Openings book windows. The main advantage trees offer is the possibility to see a tree’s evaluation or annotation for a position in any game in which it can be found. 
It should also be mentioned that CA has numerous buttons to make switching between games and tree views both quick and easy. This way you can see the different statistics on a specific position by smoothly flipping from one tree to the next. You can open a Tree mode, to reach a certain position, and click on the Open list button to see the list of games in the current database with this position (or you can click on Show list of games from Hugebase button). You can open any game, browse it and then click on the Tree button to go the tree again. This way you need not waste time copying information from games to trees or from trees to games. Keep it in the form that is most suitable for your purposes.

Chess Assistant uses it’s own internal format for supporting trees that is incompatible with other programs. However, Chess Assistant supports the universal storage format for positions, supported by most programs – EPD. The EPD-format is a text format where every line contains one chess position and all its data. It is perfect to archive or exchange positions, but is not unsuitable for heavy operations involving millions of positions. So use the EPD-format for archiving purposes only and for interchanging data with people that may not have Chess Assistant software. For all operations you should convert the EPD-data to Chess Assistant’s internal format.
EPD operations

EPD to CAP 

The EPD to CAP operation allows you to convert the analysis made by chess engines (stored in EPD-format) into a tree in CA format. Apart from converting positions, the operation also adds moves to the resultant tree that were not proposed by chess engines, but that do lead to the evaluated positions. The Minimax option allows you to find the best lines by using the evaluations on the branch endings.

Note that you can add variations from the CAP tree to any game with the help of the local menu (right mouse-click) from the View window using the Import lines from tree. Additionally the local menu of the View window contains the operation Export lines to tree that adds all the lines starting from the current game position to a tree. If the exported lines contain evaluations, the Minimax from position function will help set proper evaluations for all moves in the tree. 

EPD files to process. 

This panel shows a list of source EPD files being used in the operation. Use the three buttons to the right of the panel to add and delete files to and from the list.

Enter the resulting tree name in the Tree path panel. It will contain the outcome data. Press the Open button to choose the path, or just type in the path you want.

RAM to use. 

As for the Ram to use, do not change the value proposed in the box, if Chess Assistant is the only program running on your PC at that moment. If the process is expected to take a while to be completed and you plan to run other programs as well, lower the value in the Ram to use box. Remember the process is always faster if the computer can dedicate itself exlusively to the process.

Minimax type. 

If you want, you can perform the Minimax operation for the evaluated positions starting with the first. In Minimax type, click None, Quick or Perfect to choose. The problem of a possibly drawn game and possible repeated moves will be solved if you select the Perfect Minimax type, however it will take much more time. 

Overwrite mode. 

With this list box you can specify the action if the destination tree already exists. The program can ask for confirmation before overwriting it, or automatically overwrite it, or it can limit itself to adding only new positions into the existing tree.

Add to script
Press the Add to Script button to add the operation to a task list. Once this is done you’ll have to select an existing script, or insert the operation into a new one. Note that the operation is always added to the end of a script. You can change the order of operations with the Script Manager that can be opened by clicking the Manager… option in the Scripts submenu in the Tree menu. I.e. Tree ( Scripts ( Manager… 

Import EPD

This operation is similar to the EPD to CAP operation, but with a few significant differences between them.

· The first is that the mini-max action is not executed automatically. You can perform it separately by opening the Tree operations submenu in the Tree menu and running Minimax… or Minimax from position….
· The second difference consists in the moves generation – as it must be specifically selected.

· And the principal distinction held by Import EPD is that the operation can import data not only as moves with evaluations, but also with all adjuvant tags (extra information) such as the number of positions (acn) and the time elapsed for analysis (acs). 

The moves can be stored in different ways as well. 

By default, the standard CA Evaluation is used, which saves only the first moves of every line along with their evaluations.

The Notation form imports the predicted lines from the pv tag and includes them as a text comment without making any changes. 

The CA Notation form imports the lines from the pv tag and converts the moves of the predicted lines into normal moves that CA can read and display.

Your choice of the format to use depends on how you plan to use the tree. Use the CA Notation form, if whole lines are important for you. For producing opening books, the Evaluation form works just fine, as the data stored in this format is ready for use in an opening book. The size of a book in the CA Notation will be 6 times larger than an identical one made with the Evaluation form. It might not be a bad idea to import EPD data into two books: one in Evaluation form to use for opening books and tree browsing, and another in CA Notation form to be able to view the predicted lines when needed. If you are in doubt as to which form to use, please don’t hesitate to email CA support. 

Include Tags panel – this panel allows one to choose what EPD data will be included into a tree.

id – position identifier, looks like id “CAP 12243”; in the EPD file.

eco – Encyclopedia of Chess Openings code, looks like “ECO A08”; in the EPD file.

am – avoid move, the move that should be avoided in a position, looks like “am Nh3”; in the EPD file.

bm – best move, the move that should be played in a position, looks like “bm e4”; in the EPD file.

pm – played move, the move that was played in a position, looks like “pm Nf3” in the EPD file.

acd – analysis count depth, looks like “acd 13”; in the EPD file. A very important parameter.

acn – analysis count: number of positions searched, looks like “acn 123456789”; in the EPD file. It is less important than the acd parameter because it can be less exact in some cases. For example, larger hash tables allow one to reach a specific depth while searching less positions.

Also, the acn parameter could be invalid (or even negative!) if the number of processed positions is greater than 2,000,000,000 (2^31).

acs – analysis count: seconds, looks like “acs 1240”; in the EPD file. This parameter is interesting only for positions processed on a single computer. The reason is that the speed of different computer configurations can differ enormously.

ce – centipawn evaluation of the move or variation proposed by the engine. Looks like “ce 48”; in the EPD file. This is a fundamental parameter.

pv – predicted variation, looks like “pv e4 e5 Nf3 Nc6”; in the EPD file. ce is another fundamental parameter.

Typical tags preserved when importing EPD data are acd, acn, ce, pv. Other tags are less important.

PV control panel – this panel allows one to set the Import EPD behavior if there are different computed lines for an identical position. It activates one of the following modes:

All variations – all lines and all evaluations are included into the tree.

First variation – only the first line in the source file is included, and other lines are ignored.

Last variation – only the last line in a source file is included.

Max acd – the line with the largest acd (depth in plies) tag value is included into the tree. If several lines show identical depth values, the acn (number of positions searched) tag is used to compare. 

Max acn – the line with the largest acn (number of positions searched) tag value is included into the tree. If several lines show identical values, the acd (depth in plies) tag is used to compare. 

Max acs – the line with the largest acs (number of seconds searched) tag value is included into the tree. If these values are equal, both the acd and acn tags are used to compare.

“Max acd” and “All variations” are the most commonly used.

Export EPD

It allows you to take positions from a tree and write them into an EPD file. Although the CA format is compact and quick, most programs are unable to read it. By using the Export EPD option, you can convert 
CA-trees into the EPD format.

To do this, you’ll have to enter the names of the source tree and the resulting EPD-file. You can also choose the tags (information) you want to include in that EPD-file.

Note that if you import an EPD-file into a tree and than export it back to EPD, you may not get the same file. This happens CA may change the order of positions and the data may be transformed depending on the type of internal form chosen to export to. For instance, engine evaluations in the CA format are rounded off.

Filter EPD

It excludes the positions that either exist in a particular book, or do not exist in it. For example, suppose you are going to analyze some EPD data, but don’t want to process the data that is presented in the Eval book. Tick off Exclude the positions presented in the book and enter “Eval” for the book name, and the program will do the rest.

On the other hand, you can choose to leave only positions that were played at least two games in an EPD file . To do this, tick off  Leave only the positions presented in the book and enter “D1500000” as the tree name (i.e. default Direct tree name).
Dedupe EPD

 Dealing with a lot of text EPD files can easily produce double EPD strings (repeated positions). Dedupe EPD is a tool that will search for identical strings and remove unnecessary ones. This tool is the only possible solution for very large files. CA can easily process files that are several gigabytes in size, even if you have much less memory on your PC. Just enter the names of the source and the result EPD files.
Concluding positions to EPD

This operation is intended to get the positions that conclude tree branches. The operation may be needed to get new positions for analysis in order to define more precise evaluations of certain positions.

Allow range of evaluations panel. This option allows one to select positions with a certain evaluation range to be written to the resulting EPD. 

Position panel. You can note a starting position, from which all concluding positions should be derived. Hence, positions that can’t be deduced by a tree-walk from the chosen position won’t be included in the file. By default, Current position is taken from the active board window. However, you can load or set any other position by using the Load position button.

Note that if a tree has no path to certain positions and you marked the Initial option on the Position panel, then the concluding positions derived from them will not be included into the resulting file.

Analyze EPD

Chess Assistant allows you to analyze sequentially the positions stored in an EPD-file. To perform this operation, enter an EPD file name, an engine and the analysis time allotted for each position. The results will be written into the same EPD file with the standard ce, pv, acd, acn tags. This allows the results to be later used by both CA and other programs.

Game to EPD

This allows you to make an EPD-file from all the positions contained in a chosen game. 

Tree operations

Compress

This operation deletes unused space from the tree files. The Compress operation is useful after seriously editing large trees. The problem of unused space in a file could appear due to storage sizes of records in a tree. If you feel the tree files are too large, perform the Compress operation on it.

Save from position

This operation copies the positions that derived from the current position in the source tree to the destination tree. By default, the Current position is taken from the active board window. However, you can load or set any other position by using the Load position button.  

Join
This operation merges two trees into a new one. You can unite both positions with information  and the information only.

There are many options:
Positions – you can choose to attach the positions of the tree you annex (the Join option), or choose not to attach them (the Only source tree option). In addition, you can intersect positions, placing positions that exist in both trees into a destination tree (the Intersect option).

Statistics – you can join statistics of both trees (the Join option), or choose to only use the statistics from the first tree (the Only source tree option) or the second tree (the Only joining tree option). You can also specify not to include statistics into the destination tree (the None option).

Evaluations – you can unite evaluations and control how they are added. For example, you can  get the average of two evaluations (the Join option), use evaluations exclusively from the first tree (the Only source tree option), or the second tree (the Only joining tree option). You can also use evaluations of the joining tree only when those evaluations are absent in the first tree (the Priority source tree option), and choose to overwrite evaluations of the first tree with evaluations existing in the second tree (the Priority joining tree option). You can also remove all the evaluations (the None option).

Moves – you can attach the moves of the second tree (the Join option), ignore moves of the second tree (the Only source tree option), or use the moves of the second tree only (the Only joining tree option). You can also remove all the moves (the None option).
Annotations - you can add the annotations from second tree (the Join option) and ignore the annotations of second tree (the Only source tree option). You can also remove all the annotations (the None option).

Variations – you can add the variations from the second tree (the Join option) or ignore the variations of the second tree (the Only source tree option). You can also remove all the variations (the None option).

Subtract

This operation removes the positions from the given tree that already exist in another tree. The result is written into a third tree.

Generate moves

This operation allows you to add moves to your tree that can lead to positions presented in the tree. What this means is that the tree will contain moves that were neither played in games and nor proposed by an engine, but are available according to the laws of chess. This operation is very useful if you plan to perform the Minimax operation next. Note that this operation is not quick. It generates all the moves in a given position, makes them and then checks to see whether a new position exists in the tree. If it does and there is no move generated among the moves of the source position, the move is added to the source position.
Variations to positions

EPD to CAP operation imports only first moves of computer variations from EPD sleeve (as it considers the rest of the variations are not so reliable as the first move). To overcome this problem you can import variations by Import EPD operation with CA notation option set. Then with help of Variations to positions operations you can transform all variations (or only a few first moves of them) to usual CA Tree with evaluations.

Minimax

This operation makes minimaxing of evaluations placed at the ends of lines as chess engines usually do it. So, you can be sure that your adversary won’t worsen your evaluation by making any move (presented in the tree).

Minimax from position

This operation is similar to the previous; the only difference is that the minimaxing starts not from the beginning, but from the current position on the chessboard.

It also is available to set an additional Plus tree, the evaluations of which are added to the evaluations of the source tree moves. In other words, the virtual joining tree operation is performed (with options Positions: Only source tree and Evaluations:Priority source tree), and then the minimax is done over the merged tree. Since the merging is virtual only, this operation takes much less time than real merging and merged tree minimax.

Check tree

Checks that structure of book files is Ok. In addition, you can see how many positions are in the book.

Scripts

Scripts are invented for the following purposes:

1. To repeat iteratively the series of the same operations.

2. Operations with the trees may take a long while. If the operation comes to end in your absence, the script will automatically start execution of the next.

You are allowed to perform wide range of operations with scripts. You can add operations to the existent scripts, edit the parameters of the operations, change the order of operations, create new scripts and add the existent operations from the other scripts to them.

You can create a script and add an operation to it either by pressing the Add to Script button while setting the operation parameters, or by opening the Scripts submenu of the Tree menu and selecting Manager….

Upon running the Manager… from the Script submenu, the Script Manager window opens. It consists of two parts. The left one has a list of scripts, and the right shows the operations of which the script highlighted in the left part consists.

The Script Manager toolbar consists of 11 buttons. The first six (New, Delete, Run, Rename, Export and Import) are for the scripts, the rest are for the operations of the highlighted script.

Dealing with scripts

New creates a new empty script named New script. You can change its name with the Rename button, or by clicking twice on the script and typing a new name.

Delete removes the currently highlighted script.
Run starts execution of all the operations in the current script or selected ones.

Rename allows you to change the name of the selected script. You can also rename it by clicking twice on the highlighted script and typing a new name.

Export exports the script for using it in another CA program. Type in the name of file (.scr) where script will be stored.
Import imports the .scr file with script. So script will be available in your system.
To run a script from outside Script Manager, you have to open the Scripts submenu of the Tree menu. Under Manager…, you’ll see a list of scripts you’ve created. Select the desired script name and click on Run Script.

Moreover, any operation from the script you can run separately by clicking on it in the operations list under the Run Script option.

Dealing with operations in scripts

New opens a menu similar to the Tree main menu, where you can select Tree or EPD operation and add it to the selected script.

Edit opens a window where you can change the parameters of the selected operation.
Delete removes the selected operation from the script.
Up moves the selected operation one position up in the list.
Down moves the selected operation one position down in the list.
Close stores all changes and closes the script manager window.
Note that an operation added to script is always the last one in the list of operations. To copy an operation from one script to another, you need only to drug and drop that operation over the name of the desired script.

Openings Book Configurations

Introduction

CA 6.1 introduces a new feature - Openings Book Configuration (OBC). With help of this feature you are able to create various openings books for chess engines easily and quickly. 

With OBC you are able to merge any number of trees, placing statistics and evaluations into single openings book without physical merging of trees into new one. Openings Book Configurations don’t occupy large disk space, and this way you are able to create a lot of openings books containing different trees, with different settings and behavior. 

Information about every tree in configuration is displayed in a separate column. If some column looks unessential it is possible to hide it. 

Every tree (to be exact a column) has its weight and reliability. So you could make data of some trees more important by editing weight and reliability of the column. Additionally you could describe special logical conditions to give some moves extra weight or exclude some of them from observation. For example it is possible to disable to make moves with all games lost after the move or to make moves were not played in real games.

There are two approaches to editing Openings Books: changing evaluations of moves and changing probabilities (percentages) of playing the moves. Both approaches could be used simultaneously. You could set exact percentages for some moves while other moves will share the rest of percentages using statistics and evaluations.

The next thing that is important to choose is where to store changes of evaluations. There are two ways: to save changes in the edited tree or to save changes in the additional tree (so called update tree). In case of large number of positions and moves in the edited tree second approach seems to be better as it allows finding changes faster. And backups will occupy much less space.

Note that saying ‘trees’ we imply the Direct trees, not CA5, CA4 trees that are parts of games database. Note that Eval, CAP are also direct trees, but without games statistics.

Openings book window

To start work with openings book click on the arrow on right from the tree icon and select Openings Book item. Tree window with openings book configuration appears. If you didn't create any book configuration, CA will create default one. It contains the following columns:

Eval – tree with the evaluations of chess masters (files Eval.hsh, Eval.elm). These evaluations are carefully checked as a rule. Eval tree has the largest weight and reliability. So the moves from Eval column have the major chance to be played. Default configuration supposes that modifications of evaluations are stored in the tree named EvalUPD. This tree is assigned as “update” for Eval column. To try how editing works click on the cell with evaluation in Eval column and press Ctrl-V, set some value and press Ok. The new evaluation of the move will be displayed bold and underlined. Press Ctrl-V again and delete the evaluation you have set.

CAP – tree with evaluations of chess engines (CAP.hsh, CAP.elm). Most evaluations are received with the help of Crafty program. Unfortunately search depth could vary greatly in different positions and you could not be sure in the excellent quality of all the lines. So reliability of moves from this tree is not so high. The tree is mini-maxed, i.e. choosing a move with some evaluation you can be sure that making this move and then making the best book moves from both sides it is impossible to reach a position with evaluation worse than evaluation of the start move in the sequence. Of course somebody could find some novelty that may change the evaluation of the line (or the evaluation after a few moves out of the book can become not good enough).

HugeStt – the tree containing a number of games for every move (d1500000.hsh, d1500000.elm).

HugeScs – the tree containing success percentage for every move (d1500000.hsh, d15000000.elm). The same tree is presented in the two columns. It allows providing more flexibility for manipulating reliability and weight of quantity and success. Although weight of both columns is not high, d1500000 influences the percentage at the start of the game very much. And only when the number of games becomes less than 100, influence of other columns becomes sufficient. 

Reliability – this column is not connected with any tree. Values in this column are calculated using all the other trees. Reliability is high if there are a lot of games in HugeStt column or there is a value in Eval column. Reliability is not high if the value exists only in CAP column or the number of games is small. Reliability is the major factor influencing probability to play a move. Additionally it is possible to disable playing of moves with low reliability with the help of logical formulas. 

Priority – this column is also not connected with any tree. Priority is calculated from all the columns above using reliability and weight of every of them. Priority and current book width are used to calculate the possibility to play moves. Slight difference of priority values influences possibility to play moves in the tournaments modes greatly (Lines to play option are set to Strongest or Good) and doesn’t influence “wide” books too much (Lines to play option are set to Average but solid, Sometimes weak). Of course Priority doesn’t influence Random books settings at all.
% – this column just shows how often different moves are supposed to be played. Three factors are used to calculate the percentage: Priority column values, width of the book (i.e. Lines to play settings) and special conditions described in the logical formula section. Additionally you can set % for any move yourself. Use Ctrl-V key on the cell with desired percentage for this.

If you need to make some column more or less important you can use Reliability and Weight edit boxes below the board. Here you can see immediately how your modifications influence the final results. Another way to change these parameters is to use Configuration properties window. To open it click on the (…) button to the right of configuration list.

Note the Reliability is a more important factor in comparison to weight.  

If at some moment you see that you have found optimal percentage for some positions but you are going to try some other settings further you can select Position Snapshot item from local menu which will save percent values for this position. Note that all the values saved are displayed as bold and underlined. The stored values are kept in the tree named Percent.

The moves could be sorted in descending or ascending order for any column. Just click a mouse on the column caption. You could change the order of columns by dragging the caption to a desired column place.

Openings book window operations.

Columns

With the help of this item you can add a new column, change the parameters of the columns or delete one of them. Adding a column you must name it, denote its type, the path to the tree and put all the data into Reliability and Weight fields.

Logical formula

This item calls for logical formulas editing window for this configuration. For more information see the corresponding item.

Reset Tree

Adjusts the starting position on the board and shows the moves from the starting position.

Make standalone book

This operation allows making the openings book from current trees in configuration with only one Priority column. Such opening book occupies less space on the disk and in the memory. So it can be useful in generating tournaments books and books for specific conditions.

Import Games operation allows to build a new statistics tree from any list of games of opened bases. It is the same operation as Dataset\Build the Direct Tree, with the only difference that the tree is linked to a column just after finishing the operation.

Build and add DT for opponent allows to select the opponent and to build the tree with the moves that have been done against him. Using the statistics of these moves you will have more chances to force your opponent into the position unpreferable for him. 

Build DT with repertoire is similar to the previous function. But unlike it the latter function increases the player’s chances to acquire the position familiar to the person selected.

Position snapshot

If the percentage of the moves in the given position seems to be successful, but the probability for them to be changed as a result of further alterations of the openings tree is high, carry out the aforesaid operation and either all the percentage or the percentage of the current move will be stored in the tree. (The path to this tree is shown on Configuration properties\Options\Name of tree with percents panel.)  After carrying out the operation the stored percentage will appear underlined and in bold.

Add current move 

Adds the current move from the notation to the Percent tree.

Add moves from cursor

Adds the sequence of moves from the notation up to the end of the line to the Percent tree.

Configuration properties window. 

Click on the button with 3 dots to the right of configuration name (or use the last local menu item). The window with the list of configurations appears. You can see the list of trees included into the current configuration.

Columns  page
In this page you can change parameters for every configuration. Editing of parameters is transparent and doesn't need clarification. Note that local menu (called with clicking right mouse button) can work differently for every row. For example, you can assign Update tree for evaluation trees but can’t to do this for statistics tree.

You could find that Comments type could be assigned for the tree. Trees of this type are not used for priority calculation. But you can set behavior for these moves depending on comments in Logical formula section. For example you could disable to play moves marked with ? sign.

Options  page
This page allows seting a few additional parameters of the configuration.

Lines from book

This panel sets the width of the opening tree from Random to Strongest. Good type is recommended to be used for a tournament game. Average but solid also can lead to interesting games. Probability of some mistakes in the opening by sometimes weak is very high.

Name of tree with percents

This panel sets the path to the tree name, where changed percentage of the moves will be stored. If you leave this field unfilled you will not be able to edit the percentage and carry out Position Snapshot operation.

Show score 

Evaluation of the moves can be shown in the form of chess signs or in numbers.

Show statistics

Depending on the resolution of your monitor you can show either Progress bar with statistics or just percentage.

Show moves 

This option allows disabling showing of the moves not played with the current book settings.

Logical formula

This mode could be very useful for experienced users. For example you can disable to make positional sacrifices that could be described as moves with good statistics and Eval values, but with bad CAP values.

Configurations panel

To the left of the page panel there is Configurations panel. Here you can choose the current configuration for editing. Also you can choose different operations for configurations' export and import, which allows to exchange configurations between different computers. It must be kept in mind that the trees coming into configurations are not copied when exported. It must be done by hand when necessary.

Evaluation Priority page
This page allows to set absolute priority of columns with evaluations. For example if you place CAP line below Eval line in the Book order list, CAP evaluations will not be taken into consideration at all if a move has evaluation in Eval  tree (anyway CAP evaluations will be used in Logical formula).

Linking books to engines

CA6 allows using different books with different engines and also different books against different engines and against human players. To assign a book (i.e. book configuration) for engine press Alt-F11 key, select an engine, click Edit and select the desired book configuration to use for engine games in Openings book box. To assign book for opponents click Advanced button and then Add button. Select a type of opponent and a book for it. Note that the opponent’s name can be typed in by hand. So it works not only for engines, but for ICC opponents for example. To change the selected book use the Edit button.
Trees in classifiers

CA 6.1 allows to see the trees directly in the classifier mode. Note that at least 1024*768 resolution is recommended for comfortable work in this mode. To allow displaying the tree for some classifier call “This windows properties” in it and select “Horizontal” or “Vertical” option in “Tree” panel. Additionally with the help of “Show notation” check box you can reduce the size of the tree panel. Try these options and tune optimal placement of panels for your display resolution.

Trees in the classifier can be useful in the following cases.

· If you would like to prepare a demonstration of chess material your ideas can be demonstrated with the help of moves from a position, statistics for them and evaluations as well as annotations for moves in the tree.

· If you would like to make an opening classifier you need to see moves from the position to make a better decision what folders should be added.

· If you would like to make a special indexing tree allowing automatically classifying games

· You can see what folder is assigned to the current position and what folders could be reached after moves from the position;

· You can add/delete a position or sequence of positions for the current folder;

· You can change a folder for the position.

Showing the trees for the current folder could be activated with the help of Shift-Space hotkey. CA searches assigned position to the folder in the current tree configuration. If the position is found in the tree the list of moves with statistics will be displayed. You can also attach a specific tree and a position manually. In this case the tree will be activated automatically when you select the folder without pressing Shift-Space key. For manual attaching just drag and drop any opened tree of current database to folder (or use Local menu\Folder data\Tree). Note that both position and current tree configuration are stored and displayed in case of manual attaching.

Indexing trees and automatic opening classification.

The main ideas inside automatic opening classification are

· A set of positions can be assigned to every folder.

· When a new game should be indexed (i.e. should be attached to some folder in classifier and/or a link to the folder should be stored in the game header), CA scans for all the positions of the game from the end to the beginning, and if it finds the position that belongs to some folder the game is indexed with specified folder.

CA supports 

(1) automatic building of indexing trees using the sets of games attached to folders, 

(2) indexing new games using indexing trees

(3) showing indexing trees in classifier tree mode with easy navigating tools

(4) manual editing of indexing trees.

Creating indexing tree

Indexing tree is sets of positions that belong to classifier folders. It is built from the games attached to folders. As a rule every folder contains a lot of positions taken from the games attached to folder. Taking positions from the game started from the move number specified in the “Build indexing tree” operation and ending with the move that is absent in the Direct tree.

Note 1.

First of all it is important that Direct tree configuration would contain link to existing direct tree, i.e. d1500000.* file. If this file is absent for some reason, creating indexing tree will not work at all. If Direct tree option was checked when CA was installed on the computer you should not worry about this problem.

Step 1.

Open the classifier for NOTa6 database that is included as classifier example. (BTW, it contains indexing tree already. But we will do the process once more.)  Select “Build indexing tree” from classifier local menu. There are a few options. But the only thing that could be tried awhile is to check “Mark novelties with folder mark”. If it is checked you will see final moves in the games that are stored in the indexing tree. The final move is usually the first move that is absent in the Direct Tree. So every game supplies different number of moves (positions) to indexing tree. 

Really there is another way of manual setting the final moves of the games with Folder-] annotation.

Press Ok and CA will select what moves will be used from the games. After this it will offer to select Indexing tree name and (very important) number of starting moves of the games that should not be presented in the tree. Set 5 for this classifier. 

It is possible to set Folder-[ comment in the games to mark start move for indexing tree.

Step 2.

That’s all. Now you can see the tree with folder names. Best of all is to use Indexer configuration for this. Select this tree configuration, make the moves and see what folders are assigned to the positions and what folders it is possible to reach making different moves. There are two additional operations for synchronization tree and folders positions.  Shift-Space sets the position in the tree panel that is attached to current folder. Vice versa Ctrl-Space sets the current folder due to position in the tree. It works even if there is no indexing tree. In this case Ctrl-Space searches for current position from tree through all the positions attached to folders of classifier. In case if indexing tree exists, CA just takes the position folder name from the indexing tree and highlight the folder.

It is possible to change folder name for moves and positions directly in the tree mode without rebuilding the classifier. Use Ctrl-Alt-F key for this or tree local menu operations.

Indexing dataset with user folders.

We consider that you will index another database as a rule. This is very simple. Just drag and drop classifier entry in the control panel to any dataset entry. Classifier will be attached to another database, and indexing the dataset will be started. 

Tip.

If you are in the list mode and desire quickly to go to folder link on those is written to the game header, press Ctrl-Space key, select the folder and press Alt-G.
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