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Kyoto Shogi Is Weakly Solved

MASAHIRO SHIODAY® TakesHr ITo!:P)

Abstract: Kyoto shogi is a two-player zero-sum game invented by Tamiya Katsuya in 1976. It is played on
a b X 5 board and each player has to flip the piece moved after each turn, which characterizes this game. In
this research, we developed a kyoto shogi engine and then applied the reinforcement learning algorithm that
is widely used in standard shogi to kyoto shogi to make a strong player. We found a proof tree effectively
using this engine. As a result, we we weakly solved kyoto shogi and showed that the first player wins at the

initial position.
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Fig. 1 Initial position of kyoto shogi.
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Table 1 Number of positions per total number of pieces in

hand in kyoto shogi

SRy ]V JRTHIE
0 48,585,426,075,648,000

1 12,146,356,518,912,000

2 1,339,671,674,880,000

3 84,349,698,048,000

4 3,313,271,808,000

5 83,239,833,600

6 1,311,552,000

7 11,923,200

8 48,600
&# 62,159,201,802,653,400

S50V, FHFRECEGEEFOTHFEEIZI &4 R
5. ZTOMMDIN— VAN L [k TH 5.

FEH ORI 2 K RS 572012, V—
—YIEEETIC AR AROREBEOMAGDEEEZ D L
R1DESITwd. ZOHFMAIX, E582L 85D
B (# 1.6 x 109) ITHATHaIcRE <, sEREHTIIE
BITIIREECH B L EZOND.

4. FRFTOBME

ARETIL AR & 59 2 BAR 22 5112 D W Tk
R%. HHIIZ Fairy-Stockfish*! 2 A\ T &R 2 535 &
Ve ZARTFREPREIBEB L2206, MR
WWETFHBTHEZ R FHING. 1ZUDIZARGHLTHE
FATAAAAZMESET 2 7L D) ALIZDONWTHRR, X5
WZEEAARZ SRR R T2 2DIfT oy YV OFF
& MBI D FE B DWW THIIIT 5.

4.1 EEERA
5 B R D7 — AMfR T B D12 RS A BA A A
BHBALIER (6], HlXIEH2REVEFBHTHS
YaRERLEVES, MBRORETRTRED LS LT
e

*1 https://github.com/ianfab/Fairy-Stockfish (z
2021.10.04)



The 26th Game Programming Workshop 2021

Algorithm 1: EF 0% R EHARZEEST 57 L
TYRL. Sy BEFBEOREES. child(s) XFH s
DI NTOFJFHH % LT 2BEE. nextMove(s) 1&F
M s IZBI2HEUFE 1 DRI doMove(s, m) 1&
AT s 22538 UF m T 72 T % K 3R

1 function proofTree(Sy):

while S, 72T\ do

Sw  Sw.pop()

foreach sy, € child(sy) do

if sy, BBl E DT E/IE5EHEE then
‘ return false

end

move < nextMove(s,)

st, < doMove(sp, move)

if si, 8|24 /3E then

‘ return false

10

11

end

if sf, TRFEN,FEATLAL then
‘ Syw.push(s,)

end

12

13

14

15

16 end

17 end

18 return true

end function

ZEINLTH, BFRIEDLRLEE 1 DOBBEFVEE
5 eEREIEEV. KX TIE I OFFITIER L.

Algorithm 1 IZEF 02 RTAEAREMET L7 LT
VALTHD. FUDICEFHEOREES Sy ZHEL,
Sy PS5 EME%Z 1 DD Y 317H). IO B LR
Ml sy I LTTRTOTRMZERT S 417H). &1
R s, 25X 5121 FHUED (8-917H), faLiED %
T s, BRI L TWARWEEIXINhE S, ITENT 5 (14
7H). AEO#EZE S, DZEIZHRD ETHVIERT. Z07
NIV ZALWEERT L E, BFBBERIEHAZ KR
L7zEWVWZ 3.

Algorithm 1 IZEWTEEHARZHER S DT 572012
1%, 817H DEAE nextMove THEFZ1EIRNT 5 Z & 13T 742
iz 5w, KX Tld, T2 Y v ORIF L Mm%
D¥FETV, HHTBNT VA VEERT S EICEo
TZOMEDEREZRS. fER LT VA Y T&FHZ R
EIH, TOEEFE SITHDOEB move IZRATSZ. %
LU T proofTree WEZIRT L &, BFEVREDLSIZHLF
ZEALTERFIIBBFEIGFET E720, LFLBETHS
Z e ERIHHTE 3.

4.2 I VI VDR
PRD 5 E2IH 29 MR O Yo — ZNEGETHED
*2 https://github.com/yaneurao/YaneuraOu (£ 2021.10.04)

© 2021 Information Processing Society of Japan

-44-

B0 L0THY, REMVEHIY YD1 DTH

5. KT, PRISEEN—ALT ST

TV OFEEToS. HHSEILC++TH D, HERI

PRISFEICEEINTVEILDZWREETITHH L.

Y — 23— ROREZT- =it 2 AFIZH%ET 5.

° E“‘V }\ﬁ?“ }‘

o fRLFAM

o JRTH O B Hr ALEE

o 1 FFEDHE (FWA2FN» XTI 1 FFEDDFEEH
ET 5 EE)

4.3 FEREHKOESE

SEMMBE B OREE X, IBHEIZ & > TEEE /- NNUE
iEE% (7] 2 A L7z, —BBAMR KP 2 & L 72 #H&E %
AN TE2eEE=Za—I VA NT—2THY, HiE
1% 256 X 2,32,32 / — R okhd, 2y NT—TDEFE
< CPU THEIZEET 2 MR TH 5.

2.2 HiOFFEIFPAMNEL D 5728, s sEIZFEEIN
T3 NNUE & Z DR % 4RSI ZE L7250
EAWCIOFRERZBEM L. BB ST A —Z2D TR
TOfliZ 0 L LZREPSFHEEZ 30 MIEMEL 7. HAK
HEHRFDIEREX L& L, NI N=NRTA—XF1HHT
D DAY B TR E 107 Ny FH A X% 107,
FELE 01 LU A (2) O NDfEIEK, FH1-5EHIX
0, 6-10 [E[HIX 0.1, 11-20 A H % 0.33, 21 [BHLAREIX 0.5
L7

TR

WIRE 2 5 M 1 ERL e ED - HE (K 2) % Algo-
rithm 1 DG S, IT5 A7z, 2 2 MREI R L T BEEAAR
ERATLZZeATENE, YHEHIZA 1S TET
WETH B Z L WRES. Algorithm 1 D 8 7H TIZ,
FIRT Y Y VB XIOFPHE U MR E AV C R 2 BE
I, BREEAPOREFIMBEFEZERNLZ. TV IV
BIETIERTA S HEN D FEP Ny Y aREFAVTWVWEN,
BUFORRIZOABRBEREZFHAT 20THNET VT
DVALDIEL XITHEIRITI W,

AE Y 32GB @ Ryzen9 5950X ¥ v 1 HE2HW& Z
5, BEZ 1 IBHETIHAAREZRR TSI LIl L 7%.
iz kb, FENBIEAETERBEO S —LTH DB Z LR
XNTz. FHEPARDRE SBUL 54,728,872 fHTH Y, TDS
HALGHE R (SRS 0 DJFIHE) 1% 18,443,888 fHlTH - 7.
E-HREECORRFHIVPRE»SBA TSI FTH
D, ZOFMEIX Ik A1 IZEHKL 7.

AT TR T VUSEANOIR LU FEFERT VR
WiED, FIEFOEFORUFENEICRETHDHEMTE R

I —
y X —

5.

*3 Y — 23— Nid https://github.com/msioo/kyotoshogi TA

BLTW3



The 26th Game Programming Workshop 2021

5 4 3 2 1 {q- ﬁ/%

|2 e\ 2 Al EEBAAR

AR CHR L EFOBBFIHO—HERT. K20
BEOEAEFIHT B HEFORFRUTOEY TH 5.
ﬁﬂ@ Jy AROEFITIMRE D S KRBICE S £ TOFRER

//Z\\/@\&\\@ ; LTWas.

N1ZER MRMATHERER (45 F
2 YIARET 1 AoE 1 WcE» LR (BFE)

s pocin - o N2=8W MAMEE (57 F) « FIH (a)
1g. os1tion alter move Irom -pawn to a € 1nitila. Q 1 :ﬁﬂﬁ\z - 4 [mﬁﬂﬁﬁ 23 a,:

( )
( )
( )
02 2R M4 VIR (57 F) « FIE (b)
N3 Z4EmM A1 —RK (23 F)
N2-% A 4 VISR (21 F)
N3==% A1 Rk (29 F)
( )
( )
( )
( )
( )

position.

W7z, RETFIEIIRZHBIHIN TV RWZ LIZEEI R )
N4=-% A4 (21 F

S N3=&K M5MER (25 F
6. it&)t%%i N4=&Kk A1—HK (23 F
N5 =& M1 —RK23F

KX TR O BRI 21T - 72, BRIIZIE, » 0525 M1k (55 F

NILEER—ZL U Z 8N > v 2BF L, @ik
FEHOFLREZHEHLU CFMEKOFTE 2752 & T+a
W VA Y EERLUEZ. TLTCZOS V1 Y 2RHET

FIE (a). MIFHS
ALK N2 2k M4VHEREE O3 R
A3UEK O5 A M2 R QAR X

52 LT, MIMRETREFVBEEL 22 FIHEZNRR < F a2TE N3 —%x a1l UK N2 &
HU7ZZ, 2z kO mHSEBEFRBTHE Z L 2R L A3VUEE D1 & MFMK 04 =&k
7=, RO TIRIZMER U= T LA ¥ DR RITHIFE L a2 =& 04—% A3 B O3k
THMHAZMEL TS0, ELTORNEHS LW BinE D4R AF E D5 MER

A3uE N4=/E A2=FFK 0O5=%
a2 N5 =% A1 R D4 =4
a5 7R ns5=x AF TR OF %
[ WP O A A AR N3 =4
SE Xk A [ OV R aF £ n1—£A
A3NE n3=x [ Eikiy5 QT £

RDOFERITIBELL LD 2 2T 555 PR RICKET 5
LanfEIn, ThoB3S5BROPETH 5.

[1] Allis, L. V.: Searching for solutions in games and artificial

intelligence, PhD Thesis, Univ. of Limburg (1994). AR E 04 —4R A3NE ns5—%
2] BHIEA SIS 2 FEHAREREHIZOWT, 7T —4 a2 R Ns5=% a5 uE 05 Z§K
TRTTIVIT = a3y T 2008 #CHE, Vol 2008, a4 = T 57 FCLTFOMS

No. 11, pp. 116-119 (2008).
B8] HFEM : TES82L&5&] D2, Vol 2009-

GI-22, No. 3, pp. 1-8 (2009). FIE (b). AF5
[4] Kaneko, T. and Takizawa, T.: Computer Shogi Tourna- AR D2 iRk M4DUEREE 02—k
ments and Techniques, IEEE Transactions on Games, A2 Mk QOFREK A4 HEK O5 R
Vol. 11, No. 3, pp. 267-274 (2019). a3 ek Do v M4-m OH
[6] WEEE Bk, OHEEEGE LUK B 3 a— K0 2. P A3—% & HE 5=

elmo DFANE & HKAfi-25 27 MR 0 > ¥ o — ZGHGETHEE

BT 025 A1 VR a—h 5, WEILE, Vol. 59, No. 2, 25K D4=F  M4—-A O3=RA

pp. 153-156 (2018). A4 HFE A5 HE A3 Ak N4HE
6] FBAER : Fx v —RIARME, HHWAHE, Vol. 48, No. 11, A 4 =5R n4pme A5 =R QO3=¢

pp. 1257-1263 (2007). A2 =M N3 =2k AEMK 0O 3 Y &AL
[7] ﬁﬁ?ﬂ/ﬁg: %E}Ci;’éﬁ%%ﬂﬁﬁﬁil—iﬂ/;‘fvy b7 — PYGELTDY N1=4 a2y N4-—%

27 RUREAHL R BEAL, https://github.com/ynasu87/nnue/ Q1= N34l M3HEE A 5 EE

blob/master/docs/nnue.pdf (2018). &5 S N4=% a5k 05 =f

A2 A N3=% A3 =S8 D4=F
MATEE D4vufik  REEFK N 5 T
A4HERE  OFERK a3 iR ns5=%
a4 % FT57T FTREFOBKL

© 2021 Information Processing Society of Japan -45-





