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 ( ) ( ) ( ) AI( ) 
( ) 42.06 12.83 13.02 8.31 
( ) 70.36 33.35 33.21 31.82 
( ) 70.73 32.73 32.84 31.75 

AI( ) 72.8 34.24 33.63 32.94 

Defensive algorithm 
P:      
M:      
E:      
D:       
define score: 

score = M*10 – E*40 + D 
for card in m: 
  score = score + card.life + card.attack 
for card in E: 
  score = score – card.life – card.attack 

bestscore = -999 
for board in P: 

bestscore < score(board) then 
  bestscore = score 
  bestboard = board 

return bestboard 

Trade algorithm 
P:      
M:      
E:      
D:       
define score: 

score = M*30 – E*12 + D*3 
for card in m: 
  score = score + card.life + card.attack 
for card in E: 
  score = score – card.life – card.attack 

bestscore = -999 
for board in P: 

bestscore < score(board) then 
  bestscore = score 
  bestboard = board 

return bestboard 
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