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ning on the Cray supercomputers.
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the famous Belle special-purpose
chess automaton.
In
1982, searching about 8 plies (4 moves by White, and
4 moves by Black) in chess middle games, it became
the first computer
to play at USCF National
Master
level and thus claimed the first Fredkin Intermediate
Prize.
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program performance,
when used in conjunction
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brute force searching techniques.
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Championship

dedicated
massively
parallel
C@ search engines, and
various new search algorithms,
Deep Blue is designed
to be such a computer.
This paper gives an overview
of the system, and examines the prospects of reaching
the goal.
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