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Explanation of positional evaluation by computer programs
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The ultimate goal of this research is to present backgrounds and reasons of
decisions made by computer programs, in a human-friendly manner. We focus on games such as shogi or go,
because computer programs enhanced by game tree search and machine learning techniques are able to play
decently as well as top-level human players do. We have developed a method for estimating relevance of

possible future positions to be commented and improved its performance where the effectiveness of the
method is evaluated through actual game records.
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