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Evaluation Function Based Monte Carlo Tree Search in Shogi

SHOGO TAKEUCHI, ™! TomoYukr KANEKOT!
and KAZUNORI YAMAGUCHI 1

Recent improvements on Monte Carlo Tree Search(MCTS) have produced strong computer Go programs.
Evaluation function based MCTS (EF-based MCTS) has been approached in the game of Lines Of Actions,
Amazons, and Arimaa. In this paper, we apply EF-based MCTS to Shogi and present a method for im-
proving the efficiency of EF-Based MCTS in Shogi. Improvement is confirmed by solving problems and by

self-play.
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