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A combination method between Monte-Carlo simulations and a
win-rate approximation function

Yasuhiro Tajimaf, Yoshiyuki Kotanif
TDepartment of Computer and Information Sciences,

Tokyo University of Agriculture and Technology

Abstract We show a combination method between UCBI1 algorithm and an win-rate approximation
function. Eventhough there are some studies which uses a huristic evaluation function in UCT algorithm,
our method takes the evaluation function into UCBI1 algorithm smoothly. For evaluation to confirm our

method, we made some matches between our algorithm and UCB1 algorithm or a huristic search algorithm.
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