The 24th Game Programming Workshop 2019

BEREORROTRIC & 2 BEBEOBRIN T
FELEORE

FH FELY Gk gL

BE GEF, 3V Va— XEERAEBBEERTZ. —fle LT, by Uit TsarYa—&H
HTdH D AlphaGo FDFENET 5N DS, £z, MEOERFIINT 5 LBICBT2MELITDATY
5. LU, WI%&EINTEELBCET MR T2 I3 fTbnT w2y, #2EEIE, RET>FD
G B 2 REH R EZ BB TRV E WS HERH S, FERE LT, HZ2EREROBRINZL W
78, BEOWRNKZHMT DI EPHEL NI EVREFONDS. ARETRYEEEZNGE L, BE ORI
AL T B 2 & TRIEDMRRIZEAA S, BEORREZ RIS S LI2E D, RO—FOGFHIEEL
PRI BB, TR L HMEBHOMMBEIRES NSV AT LEHEET.

A Proposal of a Learning Support for Understanding of a Go board
by Visualizing the Situation of a Go Board Surface

Kazuki Topal® Kgr Ito!P)

Abstract: In recent years, computer Go has grown rapidly. One example is the development of AlphaGo,
a computer Go that can beat even top pros. There are also studies on support for Go learners. However,
there is not enough research on learning support for beginners. There is a problem that beginners do not
understand how to determine the location of the next hand. The reason is that it is difficult for beginners
to judge the situation of the board because they have little experience of actual battle. In this study, we try
to solve the problem by visualizing the state of the board for beginners. By visualizing the situation of the
board surface, it aims to make it easier to grasp the location of the next move and to promote understanding
of the Go board surface.
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Table 3 Full information about the game
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