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Feature and Strength Analysis Using Mean value loss in Shogi

Fusta KazuTtol® TAKEUCHI SHOGO?ZP)

Abstract: In the field of Shogi Al research, it is increasingly common for AI player to outperform human
players in terms of playing strength. However, gaining insights into the specific factors influencing move
evaluation and player strength remains a challenge, primarily because the evaluation values generated by
Shogi Al lack transparency and are often challenging to interpret. While some studies have utilized move
frequency in a player’s game record to analyze playing style, the relationship between move frequency and
playing strength is not clear. To address this issue, we propose the utilization of the mean value loss, a met-
ric employed in rating estimation, for the analysis of game records. As a result of analyzing amateur Shogi
records, we were able to find features that cannot be explained by move frequency, but can be explained by
mean value loss.
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if (i > 40 && abs(npl[i - 1]) < 1000
&& abs(npl[i]) < 1000) {

if (move[i] !'= move_ail[i]) {
if (1 % 2 ==1 && -npl[i] < npl[i - 11)
{

badB += np[i - 1] + nplil;
sumB++;

}
if (A% 2 ==0 & npli - 11) {
badW += npl[i - 1] + npl[il

sumW++;
}
}
}
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1000-1500 122.2 120.5 142.5 118.3 100.2 121.3
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500-1000 117.0 187.5 151.8 142.3 1452 1382 1469 99.5 135.1 130.3 137.0 130.7 156.9 179.5
1000-1500 105.7 165.1 1329 124.8 130.6 122.7 127.6 944 1204 1229 117.3 1204 1449 164.5
1500-2000 93.7 1429 116.7 109.4 116.7 107.7 1121 86.2 107.1 105.8 107.1 100.6 133.4 149.9
2000-2500 80.9 122.6 101.7 93.9 100.8 93.2 979 783 885 956 941  89.3 116.2 131.4
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