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Estimation Method of Human Player’s Rating from Fewer Game
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Abstract. In order to estimate the strength of the shogi player, we investigated the method using "mean loss" which is the difference between the
evaluation values before and after a move. In the past works, in order to secure a certain number of position to be analyzed, many game records
are required. In this research, in order to estimate player's cohesiveness with fewer game records, under the hypothesis that good results can be
obtained to measure strength for game score values with evaluation value close to 0, we examined the game records which can estimate strength.
As the result, it was suggested that if the evaluation value is less than 300, there is a possibility that can estimate the strength even with a few game
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records.
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Figure 1  Graph of mean loss and number of analysis

board.(threshold 1000)
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Figure 2 Graph of mean loss and number of analysis
board.(threshold 100)
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Figure 3  Graph of correlation coefficient between rating and

mean loss.
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Figure 4 Graph of threshold of evaluation value and number of

analysis board per game.
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