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Learning Evaluation Function Based on Tree Strap in Shogi

Takuya UGAJINT! and Yosuryukt KOTANI2

Recently, many Shogi programs use evalation function that has many features. However it
is difficult to determin many parameters of evaluation functions by heuristic. In this paper
we apply Tree Strap method which learns evaluation functions using self-games and is suc-
ceeded in chess programs to Shogi. We used the weight of pieces, pieces in hand, the safety
of the King and so on as features . We examin the learning the parameter of piece, piece in
hand, the safety degree of the King and so on as parameters and discussed about the learned
evaluation functions. We discuss the the learning result.In addition we performed the match
experiments between the program which uses the learned parameters and the program which
uses the old parameters in order to examine the effectiveness of the method. The program
uses the learned parameters 109 wins, 26 loss and 5 draws against the program uses the old
parameters. The results of the experiments show that the method is also useful for Shogi

programs.
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3.1 Tree Strap
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if H(s) > al (s)

0 otherwise
5(s) { bD(s) — H(s) i H(s) < bD(s)
0 otherwise
OF = " 67(s)" +07(s)° (1)
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