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How to Coach Human Players using Computer Go Program
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Recently, artificial intelligence methods have been greatly improved and
affected human life. In the area of game informatics, super-human level computer players have been
developed for many games including Go or Japanese Chess. So, not only just strong computer players,
but also entertaining computer players or educating computer programs are attracting attentions.

In this research, entertaining computer program using very strong deep learning computer Go program
has been tried. For the purpose, computer players should select non-optimal moves intentionally, but
such intentional bad moves should not be detected by human players. In addition, not only single
play style, but also various play styles for example "center-oriented” or "edge/corner-oriented”
should be served. Many ideas were proposed and their values were confirmed through experiments using
subjects. Further, procedural contents generation for education was tried using many games, such as
VS-tetris, geister, or rhythm games.
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