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A Monte-Carlo Game Tree Search
with Bias which Depends on the Depth

YASUHIRO TAJIMAT!

In game tree search, the monte-carlo simulation method is a hot topic for
selecting the best move. Especially, computer GO is growing rapidly with this
method. UCT algorithm is one of the most effective algorithm to control ran-
dom similations and UCT is based on UCBI1 algorithm which is an effective
algorithm for k-armed bandit problem. Neverthless, searching deep nodes is
difficult because of the combinatorics problem. In this paper, we propose a re-
striction method for tree nodes exprosion by a huristic method for deep nodes
creatioin. We evaluate this method on the game named Othello, and confirm
that it works faster than the normal UCT algorithm.
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UCT algorithm
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