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Applying heuristics to complex games close to real-world competition

Hoki, Kunihito
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Aiming to develop competitive artificial intelligence by achieving the
scale-up of existing heuristics in games that are close to competition in the real world, where
there are many options for actions, and situations and state transitions can only be partially
observed. This research was carried out by using Go, Mahjong, a card game, chess, digital curling,
etc., provided a new algorithm to realize the aim, and was published in several papers.
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