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Hardware Monte Carlo Simulation Server for Go

Takerumi Mryosur, ! Hipexr Katof! 12 and Ikuo TAKeEucHI!

Hardware Monte Carlo Simulation Server for Go is considered. Specialized hardware can
achieve high computational performance by employgin internal parallelism of target appli-
cation. In this paper, An method for achieving the simulation by hardware is discussed.
Here, the required hardware resources and signal delay is also estimated. As the result, the
the amount of the hardware resource can be implemented into the actual hardware and the

simulation speed is 40 playout/s.
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for i in 0 to 360 loop
if iStoneArray(i) = ’1’ then
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BlackArray(i) := pBlackArrayOut(i);
WhiteArray(i) := pWhiteArrayOut(i);
SpaceArray (i) := pSpaceArrayOut(i);
end if;
end loop; -- i
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