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Monte Carlo Tree Search Using Degree of Progress in Computer Go

KAZUKI TANAKAL®)

GEN Fuurral

Abstract: In recent years, a method to combine Monte Carlo tree search such as UCT and evaluation
function have been widely known. On the other hand, most of the evaluation functions of the computer go
still tends to be heavy computational cost. In the previous study, we have proposed a efficient evaluation
function which focus on results of play out based on UCT. O However, some pointless moves such as* dame”
have been occurred in the middle and later. To address the issue, in this paper, degree of progress based on
statistical information of play out has been proposed. Adaptive method using degree of progress seems to

make efficient search possible.
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Th, | OO | 00O (00O ,000) | 00O
0.10 | 57 % 226(121,105) 174
0.15 | 59 % 235(118,117) 165
0.20 | 58 % 230(114,116) 170
0.25 | 52 % 206( 96,110) 194
0.30 | 64 % 256(132,124) 144
0.35 | 52 % 206( 96,110) 194
0.40 | 56 % 222(114,108) 178
0.45 | 56 % 225(113,112) 175
0.50 | 57 % 228(120,108) 172
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0.85 | 62 % 247(110,124) 116
0.90 | 59 % 234(109,111) 180
0.95 | 55 % 220(111,116) 173
1.00 | 57 % 230(121,109) 170
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