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A new UCT search method using position evaluation function

and its evaluation by Othello

SHOTA MAEHARA, ! Tsuvyosur HasuimoTo!?
and YASUYUKI KOBAYASHI!

The Monte Carlo tree search, particularly UCT, gains a great success and is being widely
studied as a game tree search method. However UCT using position evaluation function has
been studied because of the difficulty of calculating position evaluation function in the game

of GO, the main target of UCT research.

We propose a new method that adds position evaluation function to the UCB value in this
paper. It is implemented for the game of Othello that is relatively easy to make position eval-
uation function and experiments are performed. The results show the overwhelming ability
of proposed method and its effectiveness is verified.
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01 UCTOOOOO0OO (000%)
Table 1 Right answer percentage by UCT.

S=30 S=40
Playout=10000 | 47.83  56.33
Playout=30000 | 50.17  63.50

02 UCT+000000 (0DO%)
Table 2 Right answer percentage by UCT+.

S=30 S=40
Playout=10000 | 82.17  82.50
Playout=30000 87.5 88.33
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03 000000000 (000%)
Table 3 Right answer percentage by simple method.
S=30 S=40
ooooooo 45.30  46.70
0000000 (Playout=2000) | 45.00 57.33
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