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Feedback on stones that may be taken by the opponent in
computer Go

Abstract. Compared to other perfect information games such as Othello and Shogi, Go can be played anywhere
on the board, except for some illegal moves, making it difficult for beginners to understand whether a move is
good or bad. Therefore, beginners do not know the cause of defeat in a game, and this may hinder their motivation
to play.To solve this problem, we proposed a system that supports beginners' moves by introducing a quiz-style
game against the computer Go. However, there was room for improvement in terms of beginners' progress. In this
study, we have implemented a function to display the stones that may be taken as feedback for the move, which is

expected to speed up the understanding of whether the move is good or bad.
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