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CNN Mahjong [1-An Effectivity of CNN structure for Mahjong-
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Abstract: In this paper, we propose a CNN configuration that is effective for selecting MahJong’s discarded
tiles. The deep learning technology is beginning to be established recently, and it is becoming increasingly
very high precision, especially by realizing automatic feature extraction by deep learning and CNN which
were difficult with existing technology in the field of image recognition. By the way, the research using
neural networks and deep learning in Mahjong have been published, but it is necessary to code features by
the developer. It can not be said that it is a design that takes advantage of deep learning characteristics such
as feature extraction automatically, and further improvement in accuracy can be expected. In this paper,
we propose a CNN configuration for learning mahjong, consisting of the concept of position invariance and
share weight which are also features of CNN, with the aim of automatically extracting features of Mahjong
and automatically selecting discard tiles. We succeeded in increasing the precision rate with the testdata to
53.98% using only simple input data of hand and discard tiles.
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