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Abstract: In recent years, a Monte Carlo tree search such as UCT for computer go have been widely known.
On the other hand, an evaluation functions of the state of the game of computer go still tends to be heavy
computational cost. In the previous study, we had proposed an efficient evaluation function which focus on
results of play out based on UCT. However, the method had only limited effect, because UCB value was pre-
served. To cope with this problem, in this paper, an improved UCB value including a statistical information

of results of playout. The evaluation results show some effectiveness of the proposed method.
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