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This present a simple method that generates multiple different df-pn searchers from an existing searcher using 

pseudo-random number. Distributed computing using client sets generated by this method showed improvements in 

performance for solving Tsume-Shogi problems. The validity of the ensemble-generation method is confirmed by three 

different Tsume-Shogi programs, GPS Shogi, Bonanza, and Kishimoto’s df-pn search programs. 
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10
(s) (s)  (%) �

#1 94.0 33,785 91.5 2.6 0.061
#2 57.8 23,461 59.9 -3.7 0.000
#3 47.6 18,444 40.3 15.2 0.167
#4 29.5 11,303 15.6 47.2 0.438
#5 14.8 5,640 8.1 45.3 0.446
#6 8.3 3,095 3.1 62.6 0.639
#7 3.8 1,835 3.7 2.4 0.054
#8 3.5 1,580 3.3 5.1 0.072
#9 1.9 809 1.9 1.4 0.092
#10 1.9 775 1.6 17.7 0.167
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