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[bookmark: _t13kq85kla3g]Prologue

It has come to my attention that previous assessments of Ayanokōji’s Chess Feat were fundamentally misconstrued, leading to it being wrongfully dismissed as “unscalable.” As a result, while his CPI (Cognitive Proficiency Index) metrics received an upward adjustment, skepticism has lingered over the validity of the feat itself.



In response, I have meticulously re-examined and re-evaluated this feat to present the most logically coherent interpretation possible, with the ultimate goal of restoring its credibility for future scaling debates.



To build an airtight case, the reasoning outlined in this document - particularly within Pillar Two - will be grounded heavily in Game Theory. Because this is the first scaling document I have ever created, I have poured a great deal of effort into ensuring every claim is precise and well-supported. I sincerely hope you enjoy reading it and find it a valuable contribution to the community.
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Admittedly, the old way people interpreted Ayanokōji's Chess Feat is highly unrealistic and difficult to scale. If we assume he just brute-forced a modern chess engine by out-calculating it with pure CPI, we run into a major issue: that level of raw processing power is biologically impossible for a human brain.
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Because of this, I want to present a new, much more logical interpretation. Ayanokōji didn't beat the machine by trying to match its calculation speed; he defeated it by exploiting how it was programmed to think. He entirely bypassed the need for absurdly high calculation by attacking the engine's structural limitations.
Specifically, he achieved this through a combination of three concepts:
· Forcing-Move Bottlenecking: Playing moves that demanded a specific, absolute response, which shut down the engine's ability to calculate multiple branching paths and forced it down a single line.

· Advanced Pattern Recognition: Relying on a deep, macro-level understanding of board positions rather than calculating simple move-by-move arithmetic.

· Exploiting Heuristic Horizon Blindness: Setting up long-term positional traps that the computer couldn't "see" because the negative consequences were hidden just beyond its maximum search depth.

To explain exactly how he pulled this off and how it applies to his intelligence scaling, I have broken down my reasoning into three main pillars below.



[bookmark: _p7qly0xm3ivo]Pillar One: Exploiting Heuristic Horizon Blindness

To understand why the engine flagged Ayanokōji's winning move as "inferior", we have to understand how engines actually evaluate a board.





Engines do not know they are winning in a conceptual sense. They use an evaluation function that assigns mathematical weights to the board (e.g. a Queen is worth 9 points, a Rook is 5, controlling the center adds +0.5, etc.). Because an engine cannot calculate to the end of the game due to the sheer size of the search tree, it calculates to a specific depth limit (its horizon), stops and tallies the points.





· If Ayanokōji initiates a massive positional sacrifice - say, giving up a Rook and a Knight to permanently damage Sakayanagi's pawn structure and open a fatal diagonal - the payoff for that sacrifice might not materialise for 30 moves.

· If the computer’s calculation horizon stops at move 20, it only sees that Ayanokōji lost 8 points of material for nothing. The evaluation function instantly drops his score and flags his move as a blunder.

· Ayanokōji operates on goal directed behavior. That leads me to believe that he isn't essentially scoring points, he is establishing a win condition. He saw past the machine's horizon because human conceptual understanding doesn't rely on short term mathematical tallying.
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[bookmark: _oze7v5lhkhum]Pillar Two: Forcing-Move Bottlenecking

 A counter argument you might see is: "Even if he saw the goal 30 moves away, the branching factor of chess means there are trillions of variations in between. He still had to calculate them all."

 This is mathematically false. Ayanokōji bypassed that trap of endless possibilities through Forcing Moves. 

Utilising Game Theory allowed me to validate this:

 In game theory, the complexity of a decision tree is determined by bd, where b is the branching factor (the average legal moves per turn, typically ~30 in a middlegame) and d is the depth (the number of turns). 

· A normal 10 move sequence generates a search space of 3010 nodes - impossible for a human to calculate. 

· However, if Ayanokōji plays a sequence composed entirely of forcing moves (checks, capture threats, and mate threats), he can dictate the pace of the board. Sakayanagi is forced to respond to the immediate threat to survive. 

· By doing this, Ayanokōji reduces the branching factor, b, from 30, down to 1 or 2. The math changes from 3010 to 210. 

He didn't calculate millions of useless branches. He used Forcing-Move Bottlenecking to choke out Sakayanagi's legal responses, collapsing a complex game into a narrow, linear tunnel that led directly to his predetermined terminal node.
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Pillar Three: Pattern Recognition

You could ask yourself, "How did Ayanokōji identify this 30 move tunnel instantly when a computer couldn't?" I suspect the answer lies in his White Room conditioning and Advanced Pattern Recognition. 
· 
Ayanokōji has played a large number of simulations. When he looked at the board against Sakayanagi, his brain didn't calculate  Move 1 -> Move 2 -> Move 3 . His brain instantly matched the current board geometry to an archived pattern that he already knew contained a forced win.
. 
Finally, he didn't have to calculate the path, he just had to recall the topological blueprint and execute it.

This contributes vastly to the following categories/sub-categories:

(FRI, NCPS, VSI, WMI, CPI, PSI, Crystalised Intelligence, Fluid Intelligence, Knowledge Application, Macro-Strategy, Macro-Tactics, Foresight, Intuition, Analysis, Pattern Recognition, Backward Induction, Deductive Reasoning, Abstract Reasoning, Convergent/Abstract Thinking, Adaptability/Learning Ability):


























[bookmark: _ef70c0vzees3]Possible Arguments I Want To Address

“You’re arguing two contradictory things. In Pillar Two, you establish Fluid Intelligence. Whereas, in Pillar Three, you claim its Crystalised Intelligence.” - It is a synthesis of both, governed by Grandmaster-level intuition.




“You assumed the branching factor dropped from 30 down to 1 or 2 because of forcing moves. But in a complex chess middlegame, maintaining a purely forcing sequence for 10 to 30 moves is practically impossible unless it's a pre-composed problem. Real opponents have quiet moves, intermediate moves (zwischenzug), or multi-branch defenses that force the branching factor to spike back up.” - This critique actually reinforces the nature of the feat. If Ayanokōji had executed a continuous forced sequence, Tsukishiro's engine would have easily calculated it. The engine failed precisely because the path was interspersed with "quiet moves" and non-forcing structural shifts.
Ayanokōji bypassed these branching spikes not through brute-force calculation, but through Teleological Pruning. When Sakayanagi’s defensive choices caused the mathematical branching factor to expand, Ayanokōji didn’t calculate every new node. Because he had already established the endgame terminal node via Advanced Pattern Recognition, his brain instantly pruned any branch that did not mathematically disrupt his win condition.
He didn’t need to bottleneck the entire 30-move sequence linearly. He used forcing moves to drive Sakayanagi into structural checkpoints, systematically compromising her board geometry in phases, severely limiting her functional responses even when her legal responses spiked. This is what makes Ayanokōji’s FRI essentially broken. Bypassing entirely bypassing the need for impossible biological processing speed.
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This marks the end of my very first doc - I hoped you liked it!
I left my Discord on the First Page for any inquiries, refutals or such.

Have a great rest of your day!
image5.jpg




image2.png
Her first response took 30 seconds, as did the next. And the move after that took
‘her a full minute.

1 on the other hand, was responding to her moves within one or two seconds
each.

‘The two of us were now walking down a path that would lead to my victory.
The endgame was approaching. The outcome would be decided soon.

With my next move, checkmate would be all but certain.

She still had moves she could make to escape it, but those were few in number.

1f she messed up, she would lose her last way out.
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Each move we made took anywhere from 10 to 20 seconds. And each time I
pressed the enter key to send our instructions, the countdown timer would stop
decreasing.
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“He was planning to use a different move, at the time. An even better
move than the best move we could come up with. I had a significant number of
personnel and machines to account for his options, but we were still forced into
making an extremely difficult decision.”

If they’d made an overtly careless move, it would've been obvious to
anyone watching that something was off. To avoid that happening, he'd been
forced to come up with a complex move.
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No matter how much time I took reading into what move to make, it would still

be worth it.





