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Dominion AI to learn unknown places in a short time

TANAKA KarTol® HASHIMOTO TSUYOSHI!

Abstract: In recent years, Al has surpassed humans in perfect information games and some imperfect in-
formation games, but there is no strong AI for many complex imperfect information games, and research
is active in this area. Dominion, one of the complex incomplete information games, is well suited for deep
reinforcement learning due to the large number of sequential selections within a turn. On the other hand, it
is difficult to learn all fields in advance because each game uses a different combination of cards. Therefore,
we considered that it would be possible to shorten the learning time by using the learning model of a field
with high similarity among the existing learned fields when learning an unknown field. We proposed the
Learning by Deceive Method (LDM), which uses an existing learning model as a starting model and changes
only the effect of the cards to make the learning model think that it is learning the same place as before.
Experiments using LDM showed a significant reduction in learning time.
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