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Singleton Leaf Value
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In this paper, we introduce a new endgame database making method for n-
person games using simplified singleton values as search tree leaf values. We
show a player model for an n-person imperfect information game using this
endgame database which was pre-made. Multiplayer games have tie-breaking
nodes in which the winner can not be determined by his own decision, thus
searching was difficult to approach these games. Tanhinmin, that is a small
sized Daihinmin game is introduced to make the endgame database, which use
a singleton value model and shrinking method for game situations. As a result
of making endgame database in 10 cards for 3 or 4 persons, 38%, 25% of game
moves are revealed to be the winning moves. The result of experiments us-
ing Daihinmin game tournament server system show good performance of the
model.
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Table 2 winning patterns for 10 cards, 3 players.
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Fig.1 Proposed model player vs. base palyer x 4, 5,000 matches.
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Fig.2 Proposed model player vs. default palyer x 4, 5,000 matches.
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Fig.3 base player vs. default palyer x 4, 5,000 matches.
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Fig.4 Proposed model player vs. base player, default palyer x 3, 5,000 matches.
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Fig.5 Proposed model player vs. base player x 3, default palyer, 5,000 matches.
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