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URLは再度確認して、日付を更新


O0O0A ODOOO0OOd

A.1.1 senkanplay.c
#include <stdio.h>

#include <time.h>
char 1line[100];

#define N O
#define BM 1
#define BH 2
#define SK 11
#define JK 12
#define KK 13
#define SM 14
#define YS 15

void haichi (int sb[][10]);

void dispsb (int sb[]1[101);

int zanteki (int skp, int jkp, int kkp, int smp, int ysp);
void shoot (int sb[][10], int i, int *x, int *y);

int meichup (int sb[][10], int x, int y);

void meichud (int k);
int skp = 5, jkp = 4, kkp = 3, smp = 3, ysp = 2;
int
main (void)
{
int sb[10][10];
static int flg[10][10]={0%};
int i, %, y, k;
haichi (sb);

dispsb (sb);

zanteki (skp, jkp, kkp, smp, ysp);
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Hitoshi
タイプライタ
ここにも、このプログラムがなんのためのものか
書いておくべし。

Hitoshi
タイプライタ
プログラム中のコメントの書き方が
美しくない


do

shoot (sb, 1, &x, &y);
}
while(x < O || x> 9 || y <O |l y>9);

flg[x] [y] 1;

printf ("(x,y) = (4d,%d\n", x, y);
for (i = 2; i <= 100; i++)
{
k = meichup (sb, x, y);
dispsb (sb);
meichud (k);

if (zanteki (skp, jkp, kkp, smp, ysp))

break;

do

shoot (sb, i, &x, &y);

while((x <0 || x>9 [l y<O0 |l y>9)

Il f1g[x][y1);

flglx] [yl = 1;
}
printf ("OOOOO %d\n", --i);

printf ("\nPress any key to continue...\n");

getchar ();

void
haichi (int sb[][10])
{

int i, j, %, ¥y;

srand ((unsigned int) time (NULL));

15



for (i = 0; 1 < 10; i++)
{
for (j = 0; j < 10; j++)

sblil[j1 = N;

if (rand O % 2 == 0)
{/x 00000 */
y = rand ) % 10;
x =rand () % 6;
sb[x] [yl = SK;

sblx + 11[y]l = SK;
sblx + 2] [y] = SK;
sblx + 3] [yl = SK;
sblx + 4] [yl = SK;
}
else

{/x 00000 =/
x = rand () % 10;
y = rand O % 6;
sb[x] [y] = SK;
sblx] [y + 1] = SK;
sblx] [y + 2] = SK;
sblx] [y + 3] = SK;
sblx] [y + 4] = SK;

if (rand ) % 2 == 0)
{/x0000oo */
y = rand O % 10;
x =rand () % 7;
while (sblx][y] '= N || sblx + 11[y]l !'= N || sblx + 2][y] '= N
[l sblx + 3][y] '= N

rand () % 10;
x=rand () % 7;

sb[x] [y] = JK;

sblx + 1]1[y]l = JK;
sb[x + 2] [y] = JK;
sblx + 31 [yl = JK;
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}
else
{/x0000ono =/
x = rand O % 10;
y=rand O % 7;
while (sb[x][y] '= N || sblxlly + 1] '= N || sblx]l[y + 2] != N
[l sblx]ly + 3] !'=N)

rand () % 10;
y =rand O % 7;

"
]

sb[x] [y] = JK;
sblx] [y + 11 = JK;

sblx] [y + 2] = JK;
sblx] [y + 3] = JK;

}
if (rand ) % 2 == 0)

{/x0000onO */
y = rand O % 10;
x =rand () % 8;
while (sblx][y] !'= N || sblx + 11[y]l != N || sblx + 2][y] !'= N)

y = rand O % 10;
x = rand () % 8;

sb[x] [y] = KK;
sblx + 1] [y] = KK;
sblx + 2] [y] = KK;

}

else

{ /000000 =*/
x =rand O % 10;
y = rand O % 8;
while (sbl[x][y] !'= N || sblxlly + 11 !'= N || sblx][y + 2] !'= N)

x =rand () % 10;
y =rand O % 8;

sb[x] [y] = KK;
sb[x] [y + 1]
sblx] [y + 2]

KK;
KK;
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if (rand O % 2 == 0)
{/x0000ono =/
y = rand O % 10;
x =rand () % 8;
while (sb[x][y] !'= N || sblx + 11[y] !'= N || sblx + 2][y] !'= N)

y = rand OO % 10;
x = rand () % 8;

sb[x] [y] = SM;
sblx + 11[y]l = SM;
sblx + 2] [y] = SM;

}

else

{/«* 000000 =/
x =rand () % 10;
y = rand O % 8;
while (sblx][yl !'= N || sblxlly + 11 != N || sblx]lly + 2] != N)

x = rand () % 10;
y =rand O % 8;

sb[x] [yl = SM;
sblx] [y + 11 = SM;
sblx] [y + 2] = SM;

if (rand O % 2 == 0)
{ /000000 =*/
rand () % 10;
rand () % 9;
while (sblx][y]l '= N || sblx + 1]1[y]l !'= N)

y

X

y = rand ) % 10;
x =rand () % 9;

sbx] [yl = YS;
sblx + 11[yl = YS;
}
else
{ /000000 =*/
x =rand () % 10;
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y =rand O % 9;
while (sb(x][y] '= N || sblxl[ly + 1] != N)

x = rand () % 10;
y = rand () % 9;

sblx] [yl = ¥S;
sblx] [y + 1] = YS;

void
dispsb (int sb[][10])
{

int i, j;

static int count=0, csb[10][10];

if (!count) /000000x*/
{

for(i = 0; i < 10; i++)

for(j = 0; j < 10; j++)
{
csbl[il [j] = sbl[il [j];

count = 1;

printf (" 123456789 10\n");
printf (" e \n");

for (i = 0; i < 10; i++)
{
printf ("%2d", i + 1);
for (j = 0; j < 10; j++)

putchar (°]’);

switch (sb[i][j1)
{ /000000 x*/
case BM:

switch (csb[i][j]1)

19



case SK:
if (!skp)
{
putchar(’5’);

putchar(’1?);
}
break;
case JK:
if (!'jkp)
{
putchar(’4’);
}
else
{
putchar(’1);
}
break;
case SM:
if (!'smp)
{
putchar(’3’);
}
else
{
putchar(’1’);
}
break;
case KK:
if (!'kkp)
{
putchar(’3?);
}
else
{
putchar(’1°);
}
break;
case YS:
if (lysp)
{

20



putchar(’2’);
}

else

{
putchar(’1’);

break;
case BH:
putchar (°X’);
break;
default:
putchar (° ?);

break;

printf ("|\n");

printf (" \n") ;

int
zanteki (int skp, int jkp, int kkp, int smp, int ysp)
{
if (skp == 0 &% jkp == O &% kkp == O && smp == 0 && ysp == 0)
{
printf ("O0000\n");

return 1;

printf ("OO0O");
if (skp > 0)
{
printf ("OO ");
}
if (jkp > 0)
{
printf ("O00 ");
}
if (kkp > 0)
{
printf ("O0O0O ");
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}
if (smp > 0)
{
printf ("OOO ");
}
if (ysp > 0)
{
printf ("O0OO");
}
putchar (°\n’);

return O;

void
shoot (int sb[][10], int i, int *x, int *y)
{

int tate, yoko;

while (1)
{
printf ("ODO (¥d) OOOOO O,0 O ", 1);
fgets (line, sizeof (line), stdin);

sscanf (line, "%d,%d", &tate, &yoko);

// if (tate >= 1 && tate <= 10 && yoko >= 1 && yoko <= 10)
/74
*x = tate - 1;

*y = yoko - 1;
return;
//}

}

int

meichup (int sb[][10], int x, int y)

{
int a;
a = sblx]lyl;
if (a == SK)

{
sb[x] [y] = BM;
skp--;
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return SK;
}
if (a == JK)
{
sblx] [yl = BM;
jkp--;
return JK;
}
if (a == KK)
{
sb[x] [yl = BM;
kkp—-;
return KK;
}
if (a == SM)
{
sblx] [yl = BM;
smp—-—;
return SM;
}
if (a == YS)
{
sb[x] [y] = BM;
ysp~—;
return YS;
}
if (a == BM)
{
return BH;
}
sblx] [yl = BH;

return BH;

void
meichud (int k)
{
if (k == BH)
{
printf ("O000\n");
}
else if (k == SK)
{



printf ("O00");
if (skp <= 0)

printf ("OOOOO";

putchar (°\n’);
}
else if (k == JK)
{
printf ("O0O0O");
if (jkp <= 0)

printf ("OOOCOOO";

putchar (°\n’);
}
else if (k == KK)
{
printf ("O0O0O");
if (kkp <= 0)

printf ("OOOCOOO";

putchar (°\n’);
}
else if (k == SM)
{
printf ("OOO");
if (smp <= 0)

printf ("OO0OO0OO";
putchar (’\n’);
}
else if (k == YS)
{
printf ("O0O0O");
if (ysp <= 0)

printf ("OO0O0OO0O");

putchar (°\n’);
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A.2.1 senkan001l.c
#include <stdio.h>
#include <stdlib.h>

#include <time.h>
char 1ine[100];

#define N O

#define BM 1

#define BH 2
#define SK 11
#define JK 12
#define KK 13
#define SM 14
#define YS 15

void haichi (int sb[][10]);

void dispsb (int tsb[][10], int sb[]1[10]);

int zanteki (int skp, int jkp, int kkp, int smp, int ysp);
void shoot (int sb[][10], int i, int k, int *x, int *y);
int meichup (int tsb[][10], int sb[][10], int x, int y);

int meichud (int k);
int skp = 5, jkp = 4, kkp = 3, smp = 3, ysp = 2;

int
main (void)

{

int tsb[10][10], sb[10][10];
static int flg[10][10]1={0%};
int i, j, x, y, k, kekka;

haichi (tsb);
for (i = 0; i < 10; i++)
{
for (j = 0; j < 10; j++)

sblil [j1 = N;
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dispsb (tsb, sb);
zanteki (skp, jkp, kkp, smp, ysp);

do
{
shoot (sb, 1, BH, &x, &y);
getchar O);

}
while(x < O |l x> 9 |l y <O |l y>9);

for (i = 2; i <= 100; i++)

{
k = meichup (tsb, sb, x, y);
dispsb (tsb, sb);
kekka = meichud (k);
if (zanteki (skp, jkp, kkp, smp, ysp))
{
break;
}
do
{

shoot (sb, i, kekka, &x, &y);
getchar ();

while((x <0 || x>9 [l y<O0 |l y>9)
[l £flglx] [yl);

flglx] [yl = 1;
}
printf ("OOOOO %d\n", --i);
printf ("Press any key to continue...\n");

getchar O);

void
haichi (int sb[][10])
{

int i, j, %, ¥y;
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srand ((unsigned int) time (NULL));

for (i = 0; i < 10; i++)
{
for (j = 0; j < 10; j++)

sblil [j1 = N;

if (rand O % 2 == 0)
{/x 00000 =/
y = rand O % 10;
x =rand () % 6;
sb[x] [y] = SK;
sblx + 1]1[y]l = SK;

sblx + 2] [yl = SK;
sb[x + 3][y] = SK;
sblx + 4] [yl = SK;
}
else

{ /00000 =/
rand () % 10;
y =rand O % 6;
sb[x] [y] = SK;
sblx] [y + 1] = SK;
sblx] [y + 2] = SK;
sblx] [y + 3] = SK;
sblx] [y + 4] = SK;

X

if (rand O % 2 == 0)
{/x 000000 */
rand () % 10;
rand () % 7;
while (sblx][y] '= N || sblx + 11[y] !'= N || sblx + 2][y] '= N
[l sblx + 3][y] !=N)

y

X

rand () % 10;
rand ) % 7;

sb[x] [y] = JK;
sblx + 11[y]l = JK;
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sblx + 2] [y]
sblx + 3][y]
}
else
{/x0000oo */
x = rand () % 10;
y=rand O % 7;
while (sb[x][y] '= N || sb[xl[y + 1] !'= N || sb[x][y + 2] !'= N
Il sblx]ly + 31 '=N)

JK;
JK;

rand () % 10;
y =rand O % 7;

o]
]

sblx] [yl = JK;
sblx] [y + 1] = JK;

sblx] [y + 2] = JK;
sblx] [y + 3] = JK;

}
if (rand O % 2 == 0)

{ /000000 =*/
y = rand O % 10;
x = rand O % 8;
while (sblx][y]l !'= N || sblx + 11[y] !'= N || sblx + 2]1[y] !'= N

y = rand O % 10;
x =rand () % 8;

sb[x] [y] = KK;
sb[x + 1]1[y] = KK;
sblx + 2] [yl = KK;

}

else

{/x0000ono =/
x = rand O % 10;
y = rand O % 8;
while (sb[x][y] !'= N || sblx][y + 1] !'= N || sb[x][y + 2] !'= N)

x =rand () % 10;
y =rand O % 8;

sb[x] [y] = KK;
sblx] [y + 11 = KK;

29



sb[x] [y + 2] = KK;

if (rand O % 2 == 0)
{/x0000oo */
y = rand O % 10;
x =rand () % 8;
while (sb[x][y] !'= N || sblx + 11[y] '= N || sblx + 21[y] '= N)

y = rand O % 10;
x =rand () % 8;

sbx] [yl = SM;
sblx + 1] [y]
sblx + 2] [y]

}

else

{ /000000 =*/
x =rand () % 10;
y =rand O % 8;
while (sblx][y] !'= N || sblx]lly + 1] !'= N || sblx]lly + 2] !'= N)

SM;
SM;

x = rand () % 10;
y = rand O % 8;

sb[x] [y] = SM;
sblx] [y + 1] = SM;
sblx] [y + 2] = SM;

if (rand O % 2 == 0)
{/x0000ono */
y = rand O % 10;
x =rand ) % 9;
while (sblx]l[yl !'= N || sblx + 11[y]l !'= N

y = rand () % 10;
x =rand () % 9;

sblx] [yl = ¥S;
sblx + 11 [yl = YS;

else
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{ /000000 =*/
x = rand () % 10;
y =rand O % 9;
while (sblx][yl !'= N || sblx]lly + 11 !'= N)

x =rand () % 10;
y = rand () % 9;

sbx] [yl = YS;
sblx] [y + 1] = YS;

void
dispsb (int tsb[J[10], int sb[][10])
{

int i, j;

printf (" 123456789 10\n");
printf (" -————————————————————— \n");

for (i = 0; i < 10; i++)
{
printf ("%2d4", i + 1);
for (j = 0; j < 10; j++)

{
putchar (’]?);
switch (sb[il[j])
{ /*x000000x*/
case BM:
switch (tsb[i][j1)
{
case SK:
if (!skp)
{
putchar(’5°);
}
else
{
putchar(’1’);
}
break;
case JK:
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if (!jkp)
{
putchar(’4’);
}
else
{
putchar(’1°);
}
break;
case SM:
if (!smp)
{
putchar(’3’);
}
else
{
putchar(’1’);
}
break;
case KK:
if (1kkp)
{
putchar(’3);

putchar(’1’);
}
break;
case YS:
if (lysp)
{
putchar(’2’);
}
else
{
putchar(’1°);

break;
case BH:
putchar (°X’);

break;
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default:
putchar (* ?);

break;

printf ("|\n");
}
printf (" \n") ;

int
zanteki (int skp, int jkp, int kkp, int smp, int ysp)
{
if (skp <= 0 && jkp <= 0 && kkp <= 0 && smp <= 0 && ysp <= 0)
{
printf ("OO0O00O0\n");

return 1;

printf ("O000");
if (skp > 0)
{
printf ("O0O ");
}
if (jkp > 0)
{
printf ("O00 ");
}
if (kkp > 0)
{
printf ("OOO ");
}
if (smp > 0)
{
printf ("OOO ");
}
if (ysp > 0)
{
printf ("O00");
}
putchar (°\n’);

return O;
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int
meichup (int tsb[][10], int sb[][10], int x, int y)
{

int a, b;

tsb[x] [y];
sb[x] [y];

if (b !'=N)
{
return BH;
}
if (a == SK)
{
sb[x] [y] = BM;
skp——;
return SK;
}
if (a == JK)
{
sb[x] [y] = BM;
Jkp=-;
return JK;
}
if (a == KK)
{
sb[x] [y] = BM;
kkp-—;
return KK;
}
if (a == SM)
{
sb[x] [y] = BM;
smp—-;
return SM;
}
if (a == YS)
{
sb[x] [y] = BM;
ysp~——;
return YS;
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}
sb[x] [y] = BH;

return BH;

int

meichud (int k)

{

if (k == BH)
{
printf ("O000\n");
return BH;
}
else if (k == SK)
{
printf ("OO00O");
if (skp <= 0)

printf ("O0O0O0O0\n");

return SK;

putchar (°\n’);
}
else if (k == JK)
{
printf ("O0OO");
if (jkp <= 0)

printf ("O0D0O0O00\n";

return JK;

putchar (°\n’);
}
else if (k == KK)
{
printf ("O0O0O");
if (kkp <= 0)

printf ("OOOOOO\n";

return KK;

putchar (’\n’);
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else if (k == SM)
{
printf ("O0O0O");
if (smp <= 0)

printf ("OOOOOO\n";

return SM;

putchar (’\n’);
}
else if (k == YS)
{
printf ("OOO");
if (ysp <= 0)

printf ("OO0O0O0O00\n";

return YS;

putchar (°\n’);
}

return BM;
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A.3.1 senkan100.c
#include <stdio.h>
#include <stdlib.h>

#include <time.h>
char 1ine[100];

#define N O
#define BM 1
#define BH 2
#define SK 11
#define JK 12
#define KK 13
#define SM 14
#define YS 15

void haichi (int sb[][10]);

void dispsb (int sb[][101);

int zanteki (int skp, int jkp, int kkp, int smp, int ysp);
void shoot (int sb[][10], int i, int k, int *x, int *y);
int meichup (int tsb[][10], int sb[][10], int x, int y);

int meichud (int k);
int skp = 5, jkp = 4, kkp = 3, smp = 3, ysp = 2;

int
main (void)

{

int tsb[10][10], sb[10][10];
static int flg[10] [10]={0};
int i, j, a, b, x, y, k, kekka, total = 0;

for (j = 1; j <= 100; j++)
{

skp = 5, jkp = 4, kkp = 3, smp = 3, ysp = 2;

haichi (tsb);

for (a = 0; a < 10; a++)
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for (b = 0; b < 10; b++)

{
sb[al [b] = N;
}
zanteki (skp, jkp, kkp, smp, ysp);
do
shoot (sb, 1, BH, &x, &y);
while((x < 0 || x> 9 |l y<O0 |l y>9
[l f1glx] [y1);
for (i = 2; i <= 100; i++)

k = meichup (tsb, sb, x, y);

kekka = meichud (k);

if (zanteki (skp, jkp, kkp, smp, ysp))
{

break;
do
shoot (sb, i, kekka, &x, &y);
}
while(x <0 Il x>9 [l y<O0 Il y>9)

[l flglx] [y1);

flglx] [yl = 1;

}
for (a = 0; a < 10; a++)
{
for (b = 0; b < 10; b++)
{
flglal [b] = 0;
}
}
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total = total + 1i;
printf (")3d0000000C0CCOO0O %3dO\n", j, 1);
}
printf ("OO0O0O0O0O0O %6.2f\n", total / 100.0);

void
haichi (int sb[][10])
{

int i, j, x, ¥;

static unsigned int seed = 1;

srand ((unsigned int) time (NULL) * seed);

for (i = 0; i < 10; i++)
{
for (j = 0; j < 10; j++)

sblil [j1 = N;

if (rand O % 2 == 0)
{ /00000 =/
y = rand () % 10;
x =rand () % 6;
sb[x] [y] = SK;

sblx + 1]1[y]l = SK;
sblx + 2] [y] = SK;
sb[x + 3] [y] = SK;
sblx + 4] [yl = SK;
}
else

{/x 00000 =/

x = rand O % 10;
y =rand O % 6;
sb[x] [y] = SK;
sblx] [y + 1] = SK;
sblx] [y + 2] = SK;
sblx] [y + 3] = SK;
sblx] [y + 4] = SK;
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if (rand OO % 2 == 0)
{/x0000ono */
y = rand O % 10;
x =rand ) % 7;
while (sblx][y] '= N || sblx + 11[y] !'= N || sblx + 2][y] '= N
[l sblx + 3][y] !=N)

rand () % 10;
x =rand () % 7;

sb[x] [y] = JK;
sblx + 11[y]l = JK;
sblx + 2] [y] JK;
sblx + 3] [y] JK;

}

else

{/x0000oOo =/
x = rand O % 10;
y=rand O % 7;
while (sb[x][y] '= N || sb[xl[y + 1] !'= N || sb[x][y + 2] !'= N
Il sblx]ly + 31 '=N)

rand () % 10;
y=rand O % 7;

o]
]

sb[x] [y] = JK;
sblx] [y + 1] = JK;

sblx] [y + 2] = JK;
sblx] [y + 3] = JK;

}
if (rand O % 2 == 0)

{/x 000000 =*/
rand () % 10;
rand () % 8;
while (sblx][y]l !'= N || sblx + 11[y] !'= N || sblx + 2][y] !'= N

y

X

y = rand O % 10;
x =rand () % 8;

sb[x] [y] = KK;
sb[x + 1]1[y] = KK;
sblx + 2] [yl = KK;
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}
else
{/x0000ono =/
x = rand O % 10;
y = rand O % 8;
while (sb[x][y] '= N || sblxlly + 1] '= N || sblx]lly + 2] !'= N)

x =rand () % 10;
y =rand O % 8;

sb[x] [y] = KK;
sblx] [y + 11 = KK;
sb[x] [y + 2] = KK;

if (rand O % 2 == 0)
{/x0000oOo =/
y = rand O % 10;
x =rand () % 8;
while (sb[x][y] !'= N || sblx + 11[y] '= N || sblx + 21[y] '= N)

y = rand O % 10;
x = rand ) % 8;

sb[x] [yl = SM;
sblx + 1] [y]
sblx + 2] [y]
}
else
{ /000000 =*/
rand () % 10;
y = rand O % 8;
while (sblx][y] !'= N || sblx]lly + 1] !'= N || sblx]lly + 2] !'= N)

SM;
SM;

X

x = rand () % 10;
y =rand O % 8;

sb[x] [yl = SM;

sblx] [y + 1] = SM;
sblx] [y + 2] = SM;

if (rand () % 2 == 0)
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{/« 000000 =/
rand OO % 10;
rand OO % 9;
while (sb[x]l[y] != N || sblx + 1]1[y] != N)

y

X

y = rand OO % 10;
x =rand ) % 9;

sbx] [yl = YS;
sblx + 1]1[y] = YS;
}
else
{ /000000 =*/
rand OO % 10;
y = rand () % 9;
while (sb[x]l[y] != N || sblx]l[y + 1] != N)

X

x =rand () % 10;
y =rand O % 9;

sb[x] [yl = YS;
sb[x] [y + 1] = YS;
}

seed = rand ();

void
dispsb (int sb[][10])
{

int i, j;

printf (" 123456789 10\n");
printf (" --———————————————————— \n");

for (i = 0; i < 10; i++)
{
printf ("%2d", i + 1);
for (j = 0; j < 10; j++)

putchar (’[’);
switch (sb[i][j1)
{

case BM:
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putchar (°07%);
break;
case BH:
putchar (°X’);
break;
default:
putchar (’ ?);

break;

printf ("|\n");

int
zanteki (int skp, int jkp, int kkp, int smp, int ysp)
{
if (skp <= O && jkp <= O && kkp <= O && smp <= O &k ysp <= 0)
{
/* printf("O0000\n"); */

return 1;

/*
printf("O000O");
if(skp > 0) {
printf ("0 0 ");

}

if (Gkp > 0) {
printf("O00O0 ");
}

if (kkp > 0) {
printf("O00O0 ");
}

if(smp > 0) {
printf("O00O ");
}

if(ysp > 0) {
printf("000O");
}

putchar(’\n’);

*/
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return 0O;

int
meichup (int tsb[][10], int sb[][10], int x, int y)
{

int a, b;

tsb[x] [y];
sb[x] [y];

if (b 1= N)
{
return BH;
}
if (a == SK)
{
sb[x] [y] = BM;
skp--;
return SK;
}
if (a == JK)
{
sb[x] [y] = BM;
jkp—-;
return JK;
}
if (a == KK)
{
sb[x] [y] = BM;
kkp—-;
return KK;
}
if (a == SM)
{
sb[x] [y] = BM;
smp--;
return SM;
}
if (a == YS)
{
sb[x] [y] = BM;
ysp~T;
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return

}
sb[x] [y] =

return BH;

int

YS;

BH;

meichud (int k)

{

if (k == BH)

{
return

}
else if (k

{
return

}
else if (k

{
return

}
else if (k

{
return

}
else if (k

{
return

}
else if (k

{
return

}

return BM;

BH;

SK;

YS;

SK && skp

JK && jkp

KK && kkp

SM && smp

YS && ysp

<=

<=

<=

<=

<=

0)

0

0)

0)

0)
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