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Abstract

To make strength on playing games improve, there is the system called "3-Hirn System™. In order to make
this system completely automatic, we proposed The Counsil System that choose one among a lot of opinions
by certain algorithm, and we have examined it in 5x 5 Shogi. Consequently, it was shown that applying The
Counsil System that choose decision simply under majority rule improve its strength.
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