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Heuristics to improve solving Tsume-Shogi

Avyumu Nagart!

We focus on heuristics which support to solve Tsume-Shogi problems. Ideal heuristics can
settle troubles concerning individual domain-specific games and draw out latent abilities of
the search algorithm. In this paper, we suggest some heuristics and find out the best com-
bination among them. Our experimental results show that three heuristics in combination

reduced execution time down to around 77%.
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