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Combining UCT and df-pn algorithm in the game tree search

YASUHIRO TAJIMAL:®)

Abstract: Game tree search is a study field to select the best move for a specific game. There are three
major approaches for this problem. (1) Evaluation function and searching its min-max value. alpha-beta
algorithm is the most famous searching algorithm for a game tree. (2) Monte-Carlo tree search : UCT is an
application of k-armed bandit problem to the game tree search. (3) AND-OR tree search : the proof number
search is an algorithm to find the best move which leads to a winning node, and the df-pn is its effective
algorithm. In this paper, we combine UCT and df-pn algorithms in the game named “pentago”. From the
evaluation, we confirmed the combined algorithm is more efficient than the normal UCT. Especially, this
combination is powerful if search time is not enough.
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