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Discriminate Analysis Distinguish Moves that Professional
Shogi Player Elected from The Others
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Tokyo Univ. of Agri. & Tech., 2-24-16 Nakamachi, Koganei,Tokyo, Japan
{kagyuu ,go ,kotanif@fairy.ei.tuat.ac.jp

Abstract
When the shape of the position evaluation function is liner. It becomes a plus that
evaluated value of the result that the vector of the move whom a professional didn't
choose from the vector of the professional move was subtracted. In other words, the
position evaluation function that distinguish professional move from others is the
same as the liner combination, which makes the difference vector plus. Discriminate
Analysis can find such liner combination easily. We use discriminate analysis toward
the record of the 2000 professional games to make the position evaluation function.
That function made the evaluation value of the professional move lager than
evaluation values of the others at 86% of rates. And that function is strong as the

function that human experts adjusted.
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