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Strategy Acquisition in Monte-Carlo Go
0000 Using a Gaussian Process

HikARU ARAI! and SHuicHT FUKuNAGAT!

Recently, a tree search algorithm using a Gaussian process which applied
Gaussian Process Bandits (GPB) to a Monte-Carlo tree search was proposed.
It has a better performance than former methods. This paper proposes a Monte-
Carlo go based on the tree search algorithm using the Gaussian process. The
proposed method employs a strategy which maximizes a upper confidence func-
tion using a covariance matrix and a kernel function in the Gaussian process.
Numerical simulations show the effectiveness of the proposed method.
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3.1 Gaussian Process Bandits(GPB)
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Table 1 The result of the game between the proposed method and the player with random strategy
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