
Arimaa is a strategic board game for two players. It was designed with the aim that it will be hard to
create a computer program that could defeat the best human players. In this thesis, we focus on the
design of the static evaluation function for Arimaa. The purpose of a static evaluation function is to
determine which player is leading in a given position and how significant the lead is. We have divided
the problem into a few parts, which were solved separately. We paid most attention to the efficient
recognition of important patterns on the board, such as goal threats. The basic element of the proposed
evaluation function is mobility. For each piece, the number of steps that the piece would need to get to
other places on the board is estimated. We also examined machine learning. We developed a new
algorithm for learning a static evaluation function from expert games. An implementation of an Arimaa
playing program, which demonstrates the proposed methods, is part of the thesis.
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