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Automatic Selection of Useful Positions for Learning Shogi Evaluation
Functions

Yusel KAwakaMmi®  AKIRA UrRA?2 MAKOTO Mriwa3

YOSHIMASA TSURUOKA2 TAKASHI CHIKAYAMAZ

Abstract: Today, the parameters of evaluation function of a shogi program are usually adjusted by ma-
chine learning methods using many game records. This approach requires game records of professional Shogi
players, but the number of such game records is limited and creating training data is costly. In this paper,
to reduce the cost of creating training data, we propose an active learning-based method to select positions
that are particularly useful for learning. We evaluated the proposed method by using existing game records.
Experimental results show that that there indeed exist such positions and that it is possible to select them

automatically.
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