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Abstract

It is an important theme that pruning useless moves in game tree search. In Shogi, there are
”Soppo(wrong direction) moves” that is left from fighting area and meaningless. We propose two for-
ward pruning methods, Static Soppo Cut(SS-Cut) and Dynamic Soppo Cut (DS-Cut). The proposed
methods were incorporated in our computer Shogi program TACOS and some experiments proved its
effectiveness. SS-Cut and DS-Cut brought TACOS on the final at the 14th and 15th World Computer
Shogi Championship.
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