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Investigation of the dispersion patterns of the voting results in 

Council System with Homogeneous Chess Program Group 
 

SHOGO SONE†1 KAORU NAGATSUKA†1 

TAKAYA YUIZONO†2 HIROYUKI IIDA†1  

 

 It is well known that the council system of three or more programs is a powerful evaluation tool used in various social sciences, 

and well-adapted for computer games such as chess and shogi. However, no one has a clear answer why performance is improved 

by the group voting system.  In order to find the answer to this question, we focused on the concept “The Wisdom of Crowds." 

We proposed the Aggregation in Council Algorithm, and analyzed the results of thousands of chess games. Using majority voting 

consisting of iterations of the same program to test the effect of group size on performance, we classified the outputs of each 

program into four categories and investigated how the voting is gathered or divided. As a result, we propose that the condition of 

optimal group size in council system may have enough engines and odd numbers groups. 
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Sn  (Stockfish 2.2.2 64-bit)

 s7 s6 s5 s4 s3 s1 Total 

s7  501 515 512.5 540.5 584 2653 

s6 499  519.5 512.5 539.5 572 2642.5 

s5 485 480.5  504 531 574.5 2575 

s4 487.5 487.5 496  517 568.5 2556.5 

s3 459.5 460.5 469 486  540.5 2412.5 

s1 416 428 425.5 431.5 459.5  2160.5 
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 g7 g6 g5 g4 g3 g1 Total 

g7  503 522.5 530.5 562 595.5 2713.5 

g6 497  523 529.5 543 580 2672.5 

g5 477.5 477  502 552.5 587 2596 

g4 469.5 470.5 498   569 2532.5 

g3 438 457 447.5 474.5  546.5 2363.5 

g1 404.5 420 413 431 453.5  2122 
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4 (Stockfish 2.2.2 64-bit)   

  )  ( )  

s3 36840 21759 5579 0 64178 

s4 34213 24536 1443 6193 66385 

s5 31612 30603 319 4315 66849 

s6 28167 28309 59 5595 62130 

s7 28515 34801 21 3375 66712 

s8 27216 33321 2 4493 65032 

s9 26248 37151 1 2933 66333 

s10 25212 36637 0 3592 65441 

 

 

5 (Gull II b2 64-bit) 

  ( )  ( )  

g3 38467 25718 7417 0 71602 

g4 34007 28157 2079 6939 71182 

g4 30605 33780 493 5115 69993 

g6 27964 33414 144 6785 68307 

g7 27767 40292 43 4444 72546 

g8 25984 39688 12 5667 71351 

g9 25126 40635 3 3412 69176 

g10 24965 40562 0 4255 69782 
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