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Development of Shogi opening algorithm that exceeds the Meijin
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Computer shogi is generally strong in the end game, but there are still weak
points in the opening game. Although professional players can evaluate a good "shape", the computer
can not evaluate "shape" consisting of many pieces position pattern. In order to realize

professional-looking play in the opening game that understands the "shape", evaluation consisting of
many pieces positions is required. However, as the number of evaluation factors increases, memory
and time increase exponentially, which is difficult to realize. In this research, in order to
evaluate a high frequency pattern using multiple frames, we propose "automatic evaluation item
evaluation using random numbers" and succeeded in automatically extracting high frequency evaluation
factors. However, it was found that considerable speeding up was necessary for practical use, we
proposed a new data structure and succeeded in increasing the speed to a certain level.
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