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Learning of evaluation functions for different strategies
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Abstract
Shogi has strategies which are classified depending on shapes of attack with a rook and castling.
Therefore we learn weights of some features of them (e.g. the number of possible moves of the rook
and the attack of piece around king.) from game records of different strategies and make
evaluation functions for different strategies. As a result, agreement degree between moves in the
game records and moves which are chosen by quiescence search using the evaluation function for

different strategies has improved.
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