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A pattern encoding method independent of
symmetry applied in joseki learning

YUE Peng ,L| Ta-hua,QIU Yu hui
(The Key Laboratory of Intelligent Software & Software Engineering, Southwest University , Chongging 400715, China)

Abstract :Joseki can be learned from game recordsin Computer Go. To more effectively maintain the joseki
library , a pattern encoding method independent of symmetry is needed. Thisis provided by an encoding
method is designed based on the pattern’ s neighbor character , the outline character and the row and col-
umn’ s character. The results show that this method’ s hashing performance is good, and it rapidly swit-
ches between patterns. The method can also be applied to tsumego and yose in Computer Go.
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Fig.1 The same position with different history
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K=mod(A x B + C,2*).

:1)
(KB) ;2)
(Kw) ;3)
(Kt) ;4)

mod( KB x Kw x Kt ,2%) .

1

S = mod(KB x Kw x Kt ,2*) =

mod (159 766 479 x 141 680 8 x
1230 201 772 835 ,264) =
3 483 223 225 763 992 904.
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