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Entertaining Computer Go Players
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Making "strong" computer Go players is not so difficult task now, then our
next target is to make "entertaining” computer Go players. For this purpose, we tried 6 components,
1) to estimate opponent”s strength and preference, 2) to lose intentionally by bad moves, 3) to play

natural moves at the same time, 4) to show various strategies, 5) to play/resign at good timing,
and 6) to speak with natural language. By using mainly machine learning methods and Monte Carlo tree
search method, some progresses for all except 5) have been achieved in these given 3 years. This
result is valuable because this is also related to "educational” computer Go players.
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