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The major problems in computer-Go include the size of its search space and the complexity of evaluation of
games. These two problem lead to hardness of estimating accurate and effective move in various game situation.
On the other hand, recent studies in the limited and small games found various kind of effective game strategies. If
a computer-Go program can successfully divide an entire game into several groups of smaller game, it will be able
to utilize already developed strategies for smaller games. In this paper, we propose a method for dividing a game
into several smaller segments, and an attention method with which the program can identify the most important

segment.
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