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Game-tree Search Based on Player Model in Computer Bridge

ToMOHITO OTAWAT and TAKAO UEHARA*

Any algorithm used by existing Computer Bridges cannot find advanced play techniques
such as deceiving the opponent or preventing the partner’s mistakes. Since the Contract
Bridge is an imperfect information game, those advanced plays are not represented in the
game-tree based on the Minimax search. This paper proposes an extension of the OM search,
which is developed for the perfect information games, to the Contract Bridge. We implemented
it and applied the method successfully to examples deceiving the opponent or preventing the
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partner’s mistakes.
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Fig.1 The OM-search and the minimax strategy

compared.
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