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Reducing the number of shot simulations for estimating the achievable
score in the final phase of digital curling

SUNAO MASHIKO!
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AYUMI SHINOHARA!

Abstract: In digital curling, the final shot, i.e. the sixteenth shot of each end is very important because it
decides the score of the end. Therefore, a digital curling Al is required to quickly calculate the final shot
which achieves a higher score. In this paper, we propose methods that find promising final shots in practical
time by reducing the number of shot simulations. Also, we show that final shots by our proposed methods
are better than those by all Als which participated in GAT 2016 by experiments.
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