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Search Efficiency based on the Statistics of Moves Played
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Yoichiro Kajihara, Tsuyoshi Hashimoto and Hiroyuki Iida

Abstract

In the present computer shogi, alpha-beta search algrithm is often used. In the alpha-beta search, the
issue of search efficiency is important. The increasing of the efficiency enalabes a computer to look ahead
more deeply within the limited time, and then the program could become stronger. Various ideas for
the search efficiency have therefore been studied and proposed. This paper presents a new approach to
the search efficiency while using games scores played by shogi grandmasters. The basic idea is to obtain
the statistics on the moves with its specific movements, namely, square information on moving from-and-
to. The frequency of moves played is also considerd. The idea is implemented on a shogi program, and
evalauted the effectiveness of search efficiency. For this purpose, two experiments are performed: soloving

test problems and playing games between a program with-and-without the proposed idea.
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