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Learning shogi evaluation functions
from records of players with a voting algorithm

TAKAHISA NAKAZAWA, Tt SHINYA HAYASHI, !
Y OSHIMASA TSURUOKA,? KENJIRO TAURA T3
and TAKASHI CHIKAYAMA 2

Today, evaluation functions in Shogi programs are usually tuned by machine
learning with game records of professional Shogi players. One possible way to
increase the amount of training data is to incorporate self-play game records.
However, no successful attempt of the self-play approach has been reported so
far, presumably because the quality of the game records created by self-play is
far below than that of the game records of professional players. In this study,
we apply a voting algorithm to the record generation process in order to gen-
erate game records of higher quality, which could lead to a better evaluation
function.
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