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Parallel processing of incomplete information game

T T
Tomohito Otawa Takao Uehara

The game tree search is a time consuming task in case of Bridge because Bridge is an
imperfect information game and searches must be performed in various worlds generated by
guessing opponents' hands. We propose a parallel processing method assigning each world to
a computer. Since game tree search can be carried out as a perfect information game in a
world and the world is in a computer, the speed up technique, such as alpha-beta algorithm
and a transposition table, is effectively applied. When the alpha-beta algorithm with a given
depth is applied to search in each world, the processing time of each computer depends on the
rate of cutoff, and the waiting time of computers increases. We solve this problem by applying

the iterative deepening method within a limited time.
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