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Stochastic Selective Search Applied to Shogi
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Abstract: This paper proposes a stochastic selective-search algorithm based on softmax search using a Boltzmann distribution
function that is classified to the Monte Carlo Tree Search algorithm. It does not use a playout; it uses a positional evaluation
function for evaluating leaf nodes. We developed a search tree from a root node by iterative Monte Carlo sampling. Asynchronous
parallel processing can be easily realized by assigning a thread to each sampling procedure. Moreover, evaluation functions can be
learned by applying the same sampling method as in looking for search trees. In this paper, in our preliminary experiments we

applied our search algorithm to shogi, a Japanese version of chess, and reported the results.
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1. [XC®HIC

BEOa L Ea—FFICBW T, BRERAZ -TEOH
& £ TaIlEEER (full-width tree search) 4% Z & ZHA L 3
LMRBF AN ERTH D, £ Z CTrEIER i (leaf node) D J& i
FEAGAE 2 Minimax EIC LY BAL ) — RGBS, &KE
JISFFIEAFET S Minimax BRE2ERLETS. LaL,
JAHERHERA R D RT A—H B L LD L AR T
HEICIE, Minimax EESC o (F721X8)8 » M & DX
DB I >TLEY. ZZCHASREDON
Softmax 852 T H[1]. SCHR[L] TIFEERANE D /) — KD
FHAEIE, ED ) — FOETOF /) — FOFMhE % SRR
ROMBTEAMTEFH 2B - HFETERIHTVD,
ZDEEDF ) — NEIRFER TN E 2 H V72 Boltzmann
A AW S.

L7z o T, P THEAEITH OTIEL, b—h/—
K (root node)7» & fEZRAIIZ 1/ — REFRIR L 72203 B ERFEA
RS TTS DBIREER ] D58 Softmax BRERIZ I M)
WTWND. ZOEZITHE S TAREME S, REELHER
AT OBRFENRRASONZ[2]. 277 L, ZORRTIIL
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— bk = RO RG ) — F~EHRE ETORRIEROFE
Z [EBUER] [a& ER L, EHERIC X D BRI O
24T > Tuhi=.

L»L, ZOHETIETF/, — FOBRFITERITHY,
KETRWT — FIIERPHZEILIZR D, HOERTYH
FAFRRRRETFERLTLEILE LS. F,
PRZALPR DA FIEIZ & Softmax R DR 2RI AT
T EERL, kD o BEEETHWSLN TV DS %
ZOEFWMH LT ThHo72. B2, TGPS i) T2
RENTWH ) —FICALy R8I YM TS P-GPP %
(pipeline-game position parallerization)[3][4] % ~— A IZ L7z
WHMHERFX[2]0, TBEZEICA Ly FEEIY H T3 Lazy
SMP V&2 N — 2 ZEBEROBEME I LIZA Ly FEEID
B THWHNERFEFHFATH 5H[5].

2T, AWFFETIE Softmax R ICBWT, — K —
RGBT/ — ROBREMERIITNRE L RIED / — K
BT REAT SBIEOREIC LY, BEAEHRLIC
R SHETITS ARERETSH. ZOL—F /) —FhHE
U/ — R~ORBT O 7Y 7Bl 2 LR T
5. ZOMRNRBIRERETHWET 7Y 70T,

a) MR TEHLSALIRREIN TV D EBER LITERNE TRRY,
KHRMREMRT 2 F / — NIEPUER 3R ERHIER 2O 2 685 T 5.
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HTCRKL 2L D 7= F T v 1 AKEEFR (Monte Carlo Tree
Search, MCTS) & JERIMEN & 0, IRBLFLOWFIL b HE A

Ly R3b—k =R 7Y o7& FERICIT 2
IXESICEBTE .

A SLOMBAITILL T O@Y Th 5. 2 ECTIIIRETIEL
MCTS D {F#Cd % UCT(Upper Confidence bounds applied
to Trees)° % DAL TIETH D UCTH R UCTMAXH & D
HOM, Z4FE TIZ MCTS Z L~ L7z e s & o
BhEA R ~%. 3ETIIIRETFEOFME, 4 ETITRET
EOFHEEROMR EBEELERRD. IHICEETIE, K
PRBTFIECHARM S NI RBARICK LT, BRRRE R
Y RS Rl BB O E R ERETD.

2. BEHR
21 BRERICBVWTHESHZAV-BERR

FHEA~OWE A TIEZRV DS, BIRIRRICT 7 AEEZEA
L T AL E T # S Tz J7iE & LT RBFM(Randomized
Best-First Minimax Search)[6]233> 5. ZiLid+/ — RO
EaMeRELE B L, T b OEBMHEIZK LT Minimax
WRETH. UM T/ — FOMICHER A 2 IRE
TEHMEIZNL Sb DD, 3 ETHRRDBETFIETIE
¥/ — FOFEEDOHEE IR ET 2D TiEke<,
T/ — REEIRT HRERM TR E L CTHREEDMZHVD R
NI > TV B[1][2].

22 EVTHILOKREREDOEE

P TR LT=® v T Lo REEFR(MCTS)IE, IRHEA
BRI Y CTfT &, /7 (leaf node) & FFAM - 2B L 72
MOHBRICARZRESES[7]. ZOMITARNE TOREF
ELIEEN D D, T I REERITEH A~ 2
RADNTWER, FAEIT ) — FOEIIZ UCT 2T
WA[8][9][10]. UCT T/ — REPUIRERBITH Y, K
RETFIEOMRARE LITR2 D, EHIZ, BF O MCTS
ICBWTIE, ERE TOMEICIE playout 24T 9 2%, A%
FIETIEFILRE &2 Th o Rma B2 T & 1
W5 FET, fHELTIRIESLEE A R AGA A TS MCTS OFfF
ZEBNT D 720,

F72, UCT Ok R E LT UCTH & UCTMAXH &R
Ramanujan & Selman 12 LV 2RI N TWH[11]. RIFIT
UCT IZBWT, RARDERE DAL D721 playout T
F7e b a—Y AT ¢ v o R)RmEiHn Bz A5 5T
b2, BEZTUCTRICNAT, ERENH/AL— R — R~
DR LD — NEHlfE 2 FEMRZ DNy 7T v THIE
[b]PBEIZ, /— ROFMEZ Z D1/ — FOFHBEIC S L
T Minimax BEIC L VIRET D HETH D). 51T h

b) Value Back-up ¥ 7= % Backpropagation & & IEIEiL 2.
C) Z#4LiE Minimax PR ICE T DEERBZANE D / — RFHIEOFHIETH
Y, Minimax #EE L DONA TV v RRGIER EBREFITFHRL TV 5H[10].
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b 2 DD JE%A Mancala & FEIEN D 2 AFEFS — H o~ H
L, UCTMAXH %% Minimax #R28<° UCT, UCTn &Y H 2%
MIRRRIETH -T2 LA L TV B[],

3 W TR HIELEFIEE, R OFAMGIZ playout D1t
DI R REBI S A VA sUX UCTH ER T TH B, Lo
L, /— FOBBRPERN THLANERS. £/, K
REFEICBWTURE NG A — 2 ZERBET D &, R
M7e ) — REBIREFR LNy 77 v 7THAEX UCTMAXH O
Minimax JEH 25 < .

3. ABIETRETIRRFE

31 EEOKN

ARG TR T HERE FIEIT 7 — FEHE O Minimax i
BT, MROMTESWTHERM R /) — NEIRE{T
9 Softmax HRR AT 5. L— b/ — Ko bLfERMIC T
J— REBIRLTREG — RE TR T BRI, e
BRICBIDECT ALY T Y T ERRTIENT
5. TIT, AMRTRET DHFELZ [T
Softmax #£5% | (Monte Carlo Softmax Search, MCSS) & 5.
ZOBROHENEZLTIORT (K128) [12][d].

OFIWIHRE  BEOHEE ) — FviZ/b— bk /) — REHE
@/ —F&ER: /) —F v HhH@ERERIHE>TT/— K
child(v) % &R
@ — FIER : child(v)2S BB 75 % T dh AU v % child(v)ic @
EHZTO~, REMTONE BRI T/ —Fi2a
TR L, #IERE TR LNEETNENOJRE O
Z JR R BE A L v R
ORI T 7 =K —= Kb v ~ORKEEWIZE
D, B o — REAME & T

DA

[[2/—rmir | @/—rme | [@so77 |
Ri&
X1 H#ETIHEERT /LT XLDHN
Figure 1 Flow of the proposed search algorithm.

d) 2017 E D 27 Al 2 2 o — 2R FHEIC OIS L7 DE R
Softmax| X MCSS Z#:H LT/,
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ZOO~@D% R L TIRBAREZRZITHESED. HRE
W TRICRBRRFIECB T 2 EISFFIRERET 5121,
N— b — R OHMEEOR S EWT/ — Fa)EA IR
TV, £/, O~@0—EONFHE —~H>D AL v K
WEIMTT, RAIWCA Ly FEETIEIEMEICIER
W FUL R ATRETd 5.

3.2 Boltzmann il & 2 HEEML / — FER
AERTFETIE, BEATO /) — FERIRT BRI
T LR E LT, LLN® Boltzmann 434 & AV 5 [1].

n(als) = exp(Es(v(a;s))/T)/Z @
Z= Z exp(Es(v(x;5))/T) @)
XEA(S)

7L, E(as))IZRm s BT LT a lc kv Ak
IND T/ — Nv(a; s) DFHIE, AGS)IZ/RME s 2B 1T 2 61%
FOES, TIHRERTA—F2THDH. 1=, /— KDFF
EE ()X, s DIESR T T H VLR LB A M EIE N 5 .
S TR T AUE, Eg(s)E 1/ — Ro(x; s) DFFHHEE,(v) &
AWTKRO L9 ICHIFMICER STV B[][2],

Es(s) = erA(s) m(x|s) Es(v(x;s)). (3)

ZIT, F/ — FOMRERIT(1)D Boltzmann 5347 &
HAWDEE IR OEY TH 5. Boltzmann 53 AR IZHE H BN
X, ZNE CICBTRBEROEHR (1 — FOFEMRE )
DFT, ZNLLSNOER, M, THREEHnRnhk
IR DIRNAYTR ) — FBIRE G2 51 bTHD. ZD
LEXDORY BNV nEREL LTy br e — (OxKR{L)
ZHWTUW 5. Boltzmann 434 DEH & Z O EBRIZOWT
BN P

33 BENRSA—FIC&ZERRIEEMNY

WR)DIBFENRT A —H T OEIC L 0 BIRFE R D 5547 M
L, ERAOENENTSH. T OFEIEV & 2IFHRR
W2, KL 722 ERBESEHFERIGESL. LER-T, TO
EEEBHET D &, BROWWIIIED 5 BRBOGHE S 1T
7%, W T OEEESHRET D &, HBRITE 2D H
IRV X< 72 5.

Mi&EDOHE, AN ELIR-oTLEY, BEOHAIL,
FATIENDEN L~V TORERIEL T2 AEK LT
o TLED. MEORESCHEIZLIVEGONIERAD
MO N BT DEBEZDND.

e) BHROFEIIFB E T EIIRNTH S,

f) Bonanza ver.6.0 TidAx 1 L OAlifEiL 87 TH 5.

0) ap YEHR T, X{ETRL - Extended Futility Pruning « Null Move Pruning *
LMR - Move Count Based Pruning - Scout & OV IE##57 &SR35 L T\ 5.
h) http://www.geocities.jp/shogi_depot/ssp.zip TAB SN TV 5.
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4. BREFEOFFMEER
41 BREEHA

RE LA OBBREFRD DO BEREI T2, FE
BRI & 5 I T T o 72, o gA L, W on
OEICTEZEEL, RUMATE FrROLME xR IS
bR U7z, EBRTIE, #ETF— L4, MEHETFE LICED
R MBI % & L T Bonanza (ver.6.0.0) 0 #1Ah B %k 2 ] L
7. 22U, K/ — R COREEMIE#F R Z v
TW5. MEEROBREZE LITRT.

[Frt© o FEBr ]

 SSHRARTE 2T I, (2015 £ 3 AL E F—F R
Vb 28 F =L 16 0L, af RFR, AL v R 1)

< JEEBIRER 0 1 P 10 RUICEE

- ponder : 72 L

- %% : 300

F1 I T D5 R EBROR R

Table 1 Game results in shogi.

A2y M RET B A o BEe
1 120 69 231 0 23.0%
80 124 171 5 42.0%
40 100 194 6 34.0%
6 80 162 129 9 55.7%

# 1LIZBWT, T=80 &9 fEIE, 0.92X (4 1 HdfE)[f]
LEMTHD. £1OMENBIRET OIZL > THIIHR
HEEZTL NS, Lo THADZM ESE DI
WEIRBERENLETH D, £z, WHHLIZ X - THESR
mmELTEBY, WIHEOBRIIRNTVWDL EEZS.

F72, SEFHMADBERICOVWTIE, BEFETHD
MCSS % [GA ffver9] [gl~EELI=Tr T T LE2TY —
Y7 h® ssplh] & &t/ SH7-. R ST GA FF ver.9
DOFHmBEE[]ZZ D EEHVZ., EHIZBEDZDIZ, #
LERTD GA F ver.9 & ssp DX JRFEBR BT 7=,

[ 5 FoRFHE T O FEBR A ]
AT cssp (AL v RER1)
BB LR LBIICEE

- ponder : 72 L

« xtE%k : 1000 &

« i F CPU : Core i7 5960X

i) BoMlifis, 250 - 3 B0RSGR, TF, FRFOBE)ATREFPHA O ARk, HEA
PGLeaf D AR D5t b8 k% 57 TTRO B Oxt/RciEmA LTk,
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2 5 LRI B xR FEBR O R]]
Table 2 Game results in 5X 5 shogi.

2Ly M BET B A BE

1 120 564 380 59.7%

80 635 132 64.9%

60 651 316 67.3%

40 647 296 68.6%

20 527 388 57.6%

16 120 740 220 77.3%

60 773 193 80.0%

40 737 234  73.1%

GA I (af #ER) - 838 132 86.4%

7k, RPORET=801%, EEROWET TIIRL,
MOFZALFRITL, 092X (B 1 KofE) L2bREEE
LTW5. GA¥Fver9 TiI# 1 BofMifEix 3.25X107 & L
TWb0T, EEOREET L T LoBRIT,

T=0.92x3.25X107 X T/80 ()

Tho. RK2hbb, WMEREOREEN L WIULOMREZ
RTLDTENTED.

42 BENRTA—ZIZ&2BRADRS EIENY DEIE
A TIRIRENRT A—F T L RERE T HROBERADES
LR ZBBEMICMB 20T, EEdTED ) — RS
MDT T 7 %ER L. X 210, fLicisv T T=120, 80,
40, 1 DBFEOBERAKIZBIT D/ — RS H, K3 1E5+H
P2 B8N T T°=120, 80, 60, 40, 20 DA D/ — %y
FiThD. FREPERBEIEZRL, HHEHHRZNLETNOBRS
TED )= FEERLTWS, FTI71F41 D1 ALy R
TOX R IR TIER SN BGE H, IROFNETIERL L 7=,

-
-

(T D/ — N2 T 7 OIERKTIE]
DEENELIT 1 5 OS2 8RR [ K]

QX F B FE BV TIRE = L ITEBRAZ AR

@RS LD — N2 TOFREREIC OV THEL
@OHEHEZ B CEY , R d 720 OFE o340 % HHE [m]

M2 LX3ZERDE, BENSVBEEITERAD ) —F
BTGNS L < oA L, IBEMRWEEIZE O
EWEFT A~ 7 FLTWD 2 ERNbns. LER-T, |
FEREWIGEIIRBARDBE NG CTEN Y, BWIEAITZ

DI Y 2 TRPRS OIS MR H D L EA 5.

COREIZ L DEMRINTEBRADIROE NN, 4.1 OX}
REBRTRENEZLIICHEAICEELZEEZOND.

- B
a2

J) B2OEBRTIETHFIISNE ST E L, BROFHEIZIFRNTHS.
K) BT T=80, 5 TfFHLIE T'=80 T %R ER OB HE AT,
) JFEEE 1 F 108, 5 HIFHIZ 1 F 17 BoBERE L.
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Figure 2 Distribution of nodes over search depth in shogi.
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Figure 3 Distribution of nodes over search depth in 5x5 shogi.

5. ARRFEICBITIH Y TILAR—RDEE
FILTYXL
5.1 PG Ht§iE%

SCHR[A] T, AEZEZR F 15 (MCSS) THI VO 7= il SR AR PE 57
WLV, BELEZES DDA TTITH/ — &R L
AEAEER L, HEFEICHT SRR T o
RT A—H o \ZBT D FRAEIT/d0% 5t T 5 ML
% (PG HIFHEYR) 2B L7Z[n]. TOMEIIUTOLEY
Ths.

m) 5 S TIETE R EE(=32) THl > TARVWEAK 3 ITRENRTNS.
n) SCEK[L]CIE TPG 1TEMNFHIIE] L IEA TN,
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t B H (t=1,2,.... LD FF R BN TFEEE—Y
N ADE LT a2 RINT D 0ER(75R) %

7, (a |u; @) =exp(E, (a,u;0)/T,)/Z, )

Z, _Zexp( a u,; a)/Ta) (6)
LT D, 2L, o FRHEREE T OFEEANT A =2, Tald
?ﬁ};{/\"?)‘_yf&)é.Ea(at,ut:w) ITFEFERE wllBIT 5

%L%m@ﬂﬁ%%#%ﬁf%@f%b%@ﬂm1jkw
W, Boltzmann AAlZE T2 THRREE [o]& RS, —
ﬁ,ﬁ%z~y;/h5®ﬁ%i@wmmfﬁx5h,%
HMOBRKICEEINRTWA ET S, 72720, widxtike—
Tz O tEA@=12,.. L)OFER@TTHY, hixZED
LEDRLFERLTND
—RBOE LT L HBBE L ORRIT—& (R 2 T
EY— R CEETDH. TEY— KT, FEH—Vx
W r 252 5. WixtRE O LFOREIIMEN
FHRICELDHDT, FE—V 2 FADIBLESK (==t
V—FE L) B r ofib =Y — FZEICEET 5.
ﬁ%ﬁﬁﬁﬂﬂﬂﬂfigﬁ%tb®%ﬁ$MﬁEM%
MKALT D EIICEFNRTA—F 0% BT 5H. ZhiZ
L, E[OAEE~Z hLn

L
E[r]/aw:E{rZew (t)} @
t=1
e,(t)=alnr,(a|u;0)/om ®)
LRINDHZEND, FHAL LT
La
Ao=¢c-1)e,(t) 9)
t=1
WD, 2L, el ZFERRTINIRERHICL D, 4,
TRING) T D Yrtr, (8)DFFAAIIEIEE esft)lE
e, (t)=(YT,)[ €, (a,u;0)/00
(10)

_;ﬂ'a (a'|u; ) 0E, (a',u; a))/aw}

LRIND.

L FOMmIE, i REARORBE) &85 H
NEWEEZLND. 2T, (5)D B Ea(anus0) %,
EF%RORHE v=v(a,u) Tix7e <, BRZEA Golay,u) D3R
ORI Z AW e 3 5. T, Go(at,u)ld &
vayu)E/— k) — RETHRE D ORFEAT, FH—
VM ADOFEENOCROFEETERIOIHME L

e
[

- -
— —

0) MBI F O TIL, OO/ &I L BEEIT AR =%
NFE—%RT [ZXLX—[% THY, XTA—FTIHRETHS.
p) I TIEEERREIFE ATV AR, E, Bl — FE T — PO
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Uty t ] Ugyg
d=0 | —© . AD Oo—t
AN EN(@uui0)
d -
P(ulagug @)
d=D OO0 O 0O O NJ
- u__
Gp (a,uy) T Bl (uiew)

4 15 L FHM O MFHEE; (a, ug; w) & BERT C O
AR ES (w; ), EBRBHEER P(ulay, ur; ) D BEFR %2 97 [1].
Figure 4 Expected value of move a, Ea"(at,ut; w), static evaluation

function of state u, Ea*(u; ), and transition probability from u: to
u, P(ulas,ut; @)[1].

HERHE wZ2%ES 00, Golayu)DERHZHEI DO AD
FEREETS. K4 IR ZRT. BB, t IXREEIE
F, dId@tsDBWE, Golayu) XS D O REAREZR L
TW5. 72, OFIO /) — NiZFEE=—Y = P ADTFE
JamE, OO/ — Fi3xtHFEB O FEREAERL TWD
SCHR[L] TR, BAT o T4 L FREm O #IFREE ),

E.(a.uio)= > P(u|at,ut;a))E: (Ui@)

ueUp (a ;)
Z (1) BB Ea(anugw) & LTHWD 2 EARBELTH
B[pl. 72721, Ub(ayuy) IHRFEA Go (ar,u) D223 R DO
A%, EWaUue)TEERE u coffiRmEAmEZR cH 5 (X
4).
Lo, #EI—Yxr bk ADFEQD),QIE

(11)

7, (a |u; o) =exp(E; (a,.u;0)/T,)/Z, (12)
Z _Zexp( a U a))/Ta) (13)
LRSI, ZoLxoEEAN, (9)10)£Y,

Ly
Aw=¢e-1)e,(t) (14)

t=1
e, ()= (YT,)[ %E; (a, u;0) /0w

(15)

_;ﬂ'a (a'|u; @) OE; (a',u;; a))/aw}

(12)~(15)1%, Ez(a ug w) &aE;(at,ut; w)/dwDIEH R
IR DAEERBLT a il oW\ TTRTH UL 72
HECTES.

utt
filE 3

EOBIRILE) TH D = & HUEL TV 5.
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52 PGHIFFEEICE T2 BRNCEEREZT LTI XL

SCHR[1] TIE(12)~(15) D EL (ap, ug w) & 0EL (ar, ug; w) /0w
IEHIRICHE TE A Z ENRENTWA. 77, X d(0
SAED-D)ICBTFAFE -V b ADTERDHE I
W LFaARAERT 2 TFOFERTZ vi=v(ad,ud),
ZOREPLHFERELFE b 2L TELNLY
Yz hOFEREE uh=ubd, vi) LT 5 (1X2).

Z O, BBRES d OE;(ad, ul; w) £ E(al ufw)/dw
IERO LD ITHIRAICE T H[1].

E. (at"' u! ;co) =7 (btd |vf’ )
b‘d

B —

(16)
zﬂ_a (a‘td+l u{‘”;w)~E;(a,‘“1,uf‘“;w)
a1d+l
oE; (atd ,utd;a))/ﬁa) = (6/8w)27zb (btd |vtd)~
17)
Zﬂ_ ( d+1 d+1 ) E;(af“,u{‘*l;a))
:Z”b(btd |v{‘)Za;za(af*l u{“;w /6m-E;(qd*1,uf*l;w)

b a (18)
+Z”b(bd ‘V )27[ ( d+1 u+1 )6E (atuu gl /(3&)
—Z”b(bd|v )Z”( ad+ d+1 )

(19)
[ (t.d+1)E; (& u"" 0)+0E] (a’", f*l;a))/aa)]
7272 L
e, (t.d+1)=2oln 7z‘,,l(af'*l u{’*l;a))/aa) (20)
(1/-|- )|: d+1 d+1 /aa)
(21)
—Zﬂ' ( |ud+1 ) OE ! a))/@a)}
F72, (16),(17)iZ Téﬁkﬁ@% %, b L, uHh NS
W, 775, d=D-172561%
E.(af,u;0)= ;nb (le’l |le’1) E: (u?; o) 22)
(at u @ /60) ZIZb(bD l| - 1) 6E /660 (23)

EET D, K5I ERROEKFERFRER LA E R

L L, Efo%EE@06)~@23) T, Eila,usow) &
OE}(ap, up; 0) /0w DEIZRH wiZB W TR LT a zf Lz
JRE LA T DS AR Go(a,u) D2HERE uE Un(a,u)lZ K79
L. DFED, —EOWIDETOTRTHD/ — REERT

Q) (7) DAL T P(u*p(asuylasu)=1 & L, i OERHEHR P(ulay,u)l® 0 & EV
- BT S
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+1 d+1 /66()‘

a[d
e,(td+ 1)
(b)

5 PG HIFHEIEO FImEHRIC
L F7Alh 0 BB E, (at Juf; (U) (b) 1
0E;(ad, ul; w)/dw.

Figure 5 Recursive relations in “PG expectation method”[1] for

B DEAFBALR[L] - ()8
EI AR B D fiE

(a)the expectation values of moves, and (b) the first derivatives.

6m%m%@,#”9®ﬁf%m%é ZZC, (12)~(15)
B AMMHENEZ —U{ThRWT, ERRKOKREILT

?JIIE\(Principal Variation, PV) D 2 Jj ifii O % / J&3 il aEAf i C 3T
LU= D78 TPGLeaf 3] (Policy Gradient Leaf Method) [15]
ThbH[q]. 72721, PGLeaf (5 TH, L — K/ — R b D4
BEFICRT 2 PV 2 HET ILERH B[]
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