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Analysis of Game Records to Learn Playing Style in Shogi

SHOTARO OMORI}® TOMOYUKI KANEKO!P)

Abstract: There are several work on playing styles of computer players in Artificial Intelligence research in
recent years. This study proposes a method to make a computer player have an intended playing style in
shogi. We focus on the preferences of attack or defense moves as an example of a playing style, because many
moves in shogi are categorized in attack or defense. We select a set of game records played by players having
the intended playing style, based on statistical analysis proposed in existing researches. Then, we conduct
a supervised learning of an evaluation function by using the records. To see how accurately game records
are categorized into attack and defense playing styles, we compared their impacts on the evaluation function
learning by the frequency of each piece in each square. And we test how well programs with or without the
tuning of evaluation functions. Then, we show how different moves are chosen by the evaluation functions
tuned for different playing styles, with respect to the prediction rates and the responses to tactical problems
focusing on defensive moves. For prediction rates, two sets of game records were used; attack playing style
and defense playing style.
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