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Comparison Training of Arimaa Evaluation Functions
with Diverse Features

YUSET KAWAKAMIY®  YOSHIMASA TSURUOKA!

Abstract: Arimaa is a game more difficult for computers than chess, shogi and Go. One of the reasons
is that the size of the Arimaa game tree is much bigger. Comparison training is often used for learning
an evaluation function for a shogi program, but there is no research on learning a practical evaluation
function for Arimaa by comparison training. In this work, we attempted to learn a practical evaluation
function for Arimaa from game records. We built evaluation functions with and without search, but
neither of them was better than the original handmade evaluation function. One possible reason is that
the quality of the training data without search was too low. Another reason should be that the amount
of the training data for learning with search was too small—we could not use large training data because

even a shallow search is computationally demanding in Arimaa.
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