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Abstract.

Revival of games
Nakamura Taichi? Hiroyuki lidal?
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Abstract. Traditional games are being solved one after another by introduction of computers and rapid
progress of throughput of computers. Before such a wave rolls in, | want to regard games with the long
history for 1000 years or more like chess or shogi as a mental cultural heritage, and to find out the method of
protecting such games that are human beings' precious inheritances. This paper considers the definition of
games being solved from the viewpoint of the indefinite nature of games, and proposes the method of

reviving the solved games.
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Lv2 LV1 LVO 2
v B/ID B”D
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0 2 4 6

D 7.62 6.31 433 3

B 5.69 6.345 7.335 8

LVO 0.1308 0.5208 0.5442 1

v B/D 0.313041 | 0.399196 | 0.625478 | 0.942809

B"D 567486.4 | 115702.7 | 5587.049 512

D 8.4126 4.558 4.045 42708

B 5.9087 7.6711 8.0314 8.3294

LV1 0.3061 0.3649 0.8354 1

v B/D 0.288945 | 0.607651 | 0.700611 | 0.675768

B"D 3092097 | 10793.97 | 4569.626 | 8545.885

D 10.008 5.1976 5.1612 4.4368

B 5.7336 7.6811 7.7097 8.2171

LV2 0.2657 0.322 0.447 0.4888

v B/D 0.239258 | 0.533223 | 0.537982 | 0.646085

B"D 38935104 | 40001.54 | 37859.76 | 11439.93
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