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Information Extraction in Playouts
forcusing on Two Points Relationship in Go

TAKESHI ISHIDA!® TEIGO NAKAMURAZ2P)

Abstract: Although Monte Carlo Tree Search (MCTS) is an excellent search method in game of Go, it
does not work in the position that require a deep reading. In such position, the low probability of hitting
reasonable move in playout. It will apart from the true winning percentage, can not be found a valid move.
The method for controlling the probability of playout has been proposed (Pattern [2], Criticality [1]), not
fully resolved. In this paper, by extracting statistical information focusing on the relationship between the

two points from the playout, we propose a method to solve the aforementioned problems.
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