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Crisis and Value Reconstruction of Weiqi Culture
in the Era of Artificial Intelligence
HUANG Wen-hu

Abstract: After artificial intelligence has completely defeated the leading world champions at the weiqi game the competitive
function of weiqi has been continuously magnified while its cultural attributes have been obscured instead. The emphasis
solely on how human players are “beaten” by the machine with artificial intelligence is based on confrontational relationship of

either this or that and its essence is the product of “competition supremacy” and “technical determinism”. “Man—machine

(@ Charles B. Cain. Go and Artificial Intelligence: Potential for Strategic Decision—making. pp. 31 —44.
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confrontation” focuses solely on the techniques of weiqi game. It tries to separate the technique of weiqi from the Dao of weiqi
game which leads to the value split of weiqi culture. If we trace the origin of the weiqi culture we must return to the subject
—centered concept of “the Dao and technique in one”. The core of this concept emphasizes interaction between skills
games art and Tao ( philosophy) . They constitute the value connotation of weiqi culture. In the era of artificial intelligence
the concept of “the Dao and technique in one” is helpful to find a new balance between human and machine and make it
move from “man-machine confrontation” to “man-machine collaboration”. Only from the premise of “man-machine collabo—
ration” can weiqi achieve a relative balance between its competitive nature and non—competitive nature and realize the organ—
ic unity of humanistic value and practical value in the age of artificial intelligence.

Keywords: weiqi culture; artificial intelligence; man—machine confrontation; man—machine collaboration
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“Popular Will Is Destiny”:
On Dong Zhongshu’ s Political Philosophy
ZHAO Wei WANG Si—da

Abstract: We can analyze the possibility on Dong Zhongshu’ s political philosophy of “popular will is destiny” from three as—
pects: 1. Did Dong Zhongshu advance or regress the political thought of “popular will is destiny” appeared in the pre—Qin
days? 2. what is the subject of Dong Zhongshu’s political philosophy? Is the so—called “popular will is destiny” is his core
pursuit? 3. In the era of strong monarchy and centralized rule how could Dong Zhongshu as an imperial philosopher be
possible to promote this political ideal? The analysis shows that Dong Zhongshu did not advance but regress the thought of
“popular will is destiny” which had been put forward in the pre—Qin day§ “Popular will is destiny” is not the core pursuit of
his political philosophy; Under the historical conditions of autocratic monarchy and centralized rule the political philosophy
of so—called “popular will is destiny” can not get rid of the dilemma of theory and practice.

Keywords: Dong Zhongshu; political philosophy; popular will is destiny



