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Search Method for Playing Daihinmin with Rational Playout
Based on Machine Learning
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Abstract: We propose a method to improve the accuracy of playout in the Monte Carlo method with models
obtained by machine learning. More specifically, the choice of move and the estimation of the opponent’s
hand in a playout are performed based on the models obtained by CNN (Convolutional Neural Network)
and LSTM (Long Short-Term Memory). Here we focus on a card game called Daihinmin, which is a kind of

multi-player incomplete information game.
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