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Optimizing conjunctive features of game components

Yukt YANO,' MakoTro MIWA,? Daisaku YOKOYAMA T3
and TAKAsHI CHIKAYAMA !

With abundant computing resources that have become available with recent information
processing apparatus, expressing game positions with features based on all the possible com-
binations of primitive features has become worth considering. Constructing the set of all
possible combinations is easy without deep knowledge of the subject, however, combinatorial
explosion results in a huge set of features, which can hardly be handled efficiently even with
massive computational resources. In this paper, we propose a new method to skim off the
most effective features from the set of high dimensional conjunctive features. Applying this
method to the game of shogi, the evaluation function constructed shows better accuracy than

those obtained using conventional methods.
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