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Learning Strong And Balanced Policies
for Monte-Carlo Tree Search in GGP

Abstract: General Game Playing (GGP) is an approach to building a program which can play various
games well by interpreting the formal descriptions of their rules. Monte-Carlo tree search has recently been
successfully applied in GGP, but it is still largely unknown how the simulation policies should be learned. In
this paper, we focus on the strength and balance of policies and propose a new learning method for acquiring
policies that are ”strong” and balanced. The experimental results show that the new method performs better
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than existing methods in some games.
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BRETDIF & AL DI MEFRNCFMIROHFESIC L DITD
N2z, TudT LR BEIXIZADO—ICT TR0,

HEMRORA MBI LIFE LWEZS5 %2, AMO
BEEVEERMBTZ2 X5 Al 0l o L eRBld 57
BIclE, FEDT — L% EL TLAT 3 DDFEHAi O
RIZF TR L, KAOT —LEZoH LB cEs 7
075 L%, BIEWT — LA EEMIC RS 2 B2Eh 8%
BTHBLEIONDS. ZTOOEHTRNEILEOHIZED
W% & LT, General Game Playing & &7 1)V AREE
RERTDHTEHNTES.

2005 #0D Association for the Advancement of Artificial
Intelligence (AAAD) AT 7 L VARCHBFZIAUXT o
va vORfER YD ICGERZHEDH TS General Game
Playing (GGP) [10] i&, JEXMICRIR S Nizr —Lb—
WG B2 ik D, AEDTAT BT Lz <iRay
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F—=LESFTLATELZTOT S LT 5HAT
H%. GGP T LAYIIFEDT—LDIHETLATBS
07 S LERZD, RNOTF =L L, HIEH, ¥R,
#eem, FE Vo Al ZHA GRS LICKD,
Tl S LEBT—LESH LT LATEHT e EEREN
%. GGP FIEIEWT —LISHT 27— L7 LA > 7 Hiffi
DEIMEDOFMES 25T A Xy R LTOREZ R
Feedid, Y'—LELTETIT BT ENTESZ LR
TSR RE R > AT L e LT, B R RE R
ANDSHATREME L WS EAMMiEE A LT3
l%k%ﬁ%ﬁ%%%o#ﬁk%hkﬂhéﬂ%$5t
TolzTeryTHVaRERIZ, RN IalL—Ya ek
BORUTREZFM LN S — LARERRT % R
FETHS. HELINCEREA LT —LTEMEDVREN
THO, R —LEGOHMZE LY, ¥ Ial—
Vg YEERZEN Y C L TRIAWT — LICHEIGTE S &0
SWEN S, GGP NOEHDEINZID T2 [6].

ARFZED IR — LA 2 TR
5T ETHB. PCHLEYTHIVARERDIEREICHE %
H5Zz3vIal—yaryaRoMEICERL, JWEEE
i 2 T RO =2 Higd.

GGP ORHHAZ NS T I KD, IEEWT—LICH
35T L AYOMURERFHES % C LA AREIC RS, BED
GGP MIRICBWTIE T LA ¥ DEERFE OHIE %z g L <
RIET BT MWL oTh, AW TIIEE ORI X
D &P XN FROMEICHER UTdMiliZ17 9 728, 24
gz BbNnd7E « T AREZEHEST 3.

2. BEEMAZE

2.1 General Game Playing

General Game Playing (GGP) EZEXRMICEREH I N
TF—=LIV—)VEFIRT B Lickb, NEBPNTATE L
HBIENT— L2 ZTLATEEZTI0 T I Lk
HIBilATHD. TDXIBT AT 17 1& 1968 F DO
LB ICETHD T LMW TEDM, 2005 D AAATICE
JBEBEaYRT v g YORMEZRYIDIC, ALFIRIC
B2 REGPIKE UTLVELZED TS [21].
2.1.1 Game Description Language

GGP i BWTH — LV—)lid Game Description Lan-
guage (GDL) [13] £\ 5 FFEICK > TadhEN%. GDL
1 Datalog £\ 5 7 TV Sz T LEESETHD, 77—
LORAZAETH2MmEDEGE LTERTS. £10DK
5 IR HHORGRAFENAHEES N TS

DUFTI&, Tic-Tac-Toe &MHEN S — LzHillc, SRR
DT —=LI—IVED K S CDLIC K T B
/RY. Tic-Tac-Toe DHEHEIZ 3 x 3 DMENSKD, ¥t
WEZETHAhE L xFE oY= TN T3S
x, 0 TNFUIHIET % 2 AD T LA ¥ xplayer, oplayer
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MRBICEDY A2 —7 L, FIC3DEM EICSY—T L
T LAYDERIE L7525,

T— LSBT % 7 LAY H xplayer & oplayer @ 2 A
THHTEERDEIICFHRENS.

(role xplayer)
(role oplayer)

HFTLAYH xplayer TH B &S T & NUHIHIKRE
TRETDRINETHZ VST ki, TLAVYDOFH
29 REE control N 0Pt )V DIREE % 9 REE cell 238 A
THLILKXDZENETNRD LS ICRRENS.

init (control xplayer))
cell 1 1 b)) (init (cell 1 2 b)) (init (cell 1 3 b))
cell 21 b)) (init (cell 2 2 b)) (init (cell 2 3 b))

cell 31 D)) (init (cell 3 2 b)) (init (cell 3 3 b))

init

init

AA,.\,.\
—~ Y~~~

init

TLAYOFBENLAICANE DS T i, BUE xplayer
DFHF7% 5 RE oplayer DF-F, BIfF oplayer DFHEZ S
R xplayer DFHEE VS T ETHD, TNHIER—VEi
DI TRD X SICFEERENS.

(<=

next (control xplayer))
true (control oplayer)))

(<=

next (control oplayer))

(
(
(
(true (control xplayer)))

TLAVIZEZOFFETRIEDOIAICI—7T 5T N
TE, HADOFETHRINZIMETERV. THERDK
ICFRENS. GDL TRAGNC?ZDIIT 2 T & TERZE
L, TTTRBIV (2%, ) IEY—2F %LV Tk (mark
7% ?y), ME LRV EWVS T2 noop LXK LTS

(<=

legal ?player (mark ?x ?y))
true (cell 7x 7y b)
true (control ?player)))

true (control oplayer)))

(<=

(
(
(

(<= (legal xplayer noop)
(
(legal oplayer noop)
(

true (control xplayer)))

# 1: GDL IZAE SN TV 5 RIS

(role P) F—LZ LAY P BT S
(init X) PIHREBIC BTl X DETH %

(next X) TARBBIC BN T X DETH S

(true X) BEDIRBICBWTHE X BETHS
(legal A) F ANBEFTDHS
(does P A) TLAY P OF A ZESR
(goal P R) TLAY P DI R 2193
terminal FRUIRIETH B
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T LAY xplayer BEIV (7%, 7y) IKR—0F B E0SF
ZEASGE, JARETIEIL (7%, 7y) B x TY—7 &N
TWERITNRESEN. COXIBTLAVINEST LR
IREEDBIRIERD K S ICidibhE D, T LAY oplayer I
DT EARRICEHEENS.

(<= (next (cell ?x ?y x))

(does xplayer (mark 7x ?y)))

Tic-Tac-Toe I — /DT LA VY EM LIC 3 DHGTD
=7 ZUNBD, HEWVIFZEDOIANMEL XD LICK
DIRTT S, TDT ki, TLAVplayer HNEH FIC 3D
H DX — 7 2N TW\W5 T &% (line ?player), ZED A
DENT % open ERTELIE, KDL IR ENS.
T T TCEA LUTZIAEE line U open MED X 5 HZMNTE
B MIINCEER LT NIX R S HR0WA, T2 TIIEE
9 5.

(<= terminal
(role 7player)
(line ?player))
(<= terminal

(not open))

GGP TRT—LODOBBIZ T LA VICHEZ SN2 WM &
LTEZRERINDG. F—LWPRTLESGS, &7 AV
77— LOIRREICIG U Tl 215 %. 7' LAV OEiE 0 L4
| 100 KO TRI NI RS RV, EiR EIC 3 DEY
D=7 &Rz T LAY 100 2185 £ 3 555,
FRUEIRDO XS IR TN 5.

(<= (goal ?player 100)
(line ?player))

GDL I X B EBEDOT — LD)—)VOEdid L ED XS
BREDICED. FrADX D BEMRT — LDV —)ILE,
PO EITIEZ 28 DD, FERRICEIHRT ST EMNTES.
2.1.2 /ITEHTESRT—L

GGP Y AT LWL S T LW TE BT —LOHMIZ GDL
DRI X > THEE N, LINOZKMZNT T EN D
% [13].

o JREEBNHIBTH S
o REMTH2Z (MEHRMEEZZTER)

o MM THS
o TLAYOEMWT — LD ST ETEIL LRV
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2.2 EVFTHIVOKER
VT AIVAARERIESHERNZ Y I 2 L— 3 Y 2FIH
LIeTr— LARDRBEARKZTHD, ¥Ial—arz
BOBRLENS XEY RICHRREAZES C LICKDRET
ZRERT B,
2.2.1 Upper Confidence bounds applied to Trees
EVTHVEARERDON) T—> 3 V5 bRt KA
&% 7)Y XLIC Upper Confidence bounds applied
to Trees (UCT) [12] % %. UCT IFERZT v TicHBW
TRDOEMNERKREZD XS ET/—F j 2#IRT 5.

UCT = X, 420, | 200

. 1)

722U n 3B/ — FORAREEL, n; &7/ —F j OafRiE
B, X; 37/ —Fj ZRE UGS OEEHM, C, >0
BEHTHS. nj =0DHAUCT =00 &752578, T
DT/ —Ridda Lt 1 BIEEIMENS T EMRIEE N
3. HAOE 1 FIX MM EOT/ — R EEI N
FEWS A (exploitation) %, &5 2 TEIZFARIEIEAD
BT/ —RIFEREINLTVEWS A (exploration)
ZEAHL TS, C, 13T D 2 DOMHAIDINT > X7 HL
EX2ICHREENS.

UCTICBIL T, Y2 al—y 3 VEEEDT &P
NI =<y 7 Al (BT LA YHHEICHRETZ#EA
B OMWM) IR T 2 2 EARENTNS [12].

2.3 EVFTHIVORERDYZ2L—Y 3 VAR

V3al—yaviiBI3 T LA YDOTORERTS, Tk
DERECEICHEA SN TFORIROERSHZY I 2
L—ya ViR, $20VIEHICHREESR., I al—
TavEFDIRT T IR VRO END FEHIIZY S 2
L—ya VHRICKET 2. —HOMICENTFEESON
RLHHMZTRTHZN, TOHEOMORERE IS &
V. ZLOEE, XOTEEOHRT, BOTEEOMHER
TESK I TR E#E Mz 7259, L
TeM>THROEZ T LAY OMREIC K ERFERETD
U [11], AHEdET 5T LIck D T LA Y Orkaezm -
SHBIELHNTES.

EDX I BITRERPBNT LA VT EARICT ZhE0S
MICBELTINETIKHASHICES> TWBHIRD 1 DI,
M TR ENT 2V AD N TROBREN S 5 [11], [19].

Fim, ROKS5KY T W< w7 ABEBOET, RE s
ICBWTTF a 2RI 2R LTEHRT 5.

ed(s,)T0
N @

72720 ¢(s,a) IFIRRE s LF o ITHT BRERT ML, 01
82 DRI T BEART MILTH S, chic X b &Ik
REICH LT ORI EZ 5N5.

mo(s,a) =
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RAE s DI=w Z AR V(s) L, TLAYHTA
BRC LI K DIREED 5, 0D 500 1B LEBAIAEL
ZIRRED I =~ v 7 A DL L%

6t = V*(8t+1) — V*(St> (3)

EXRL, HANT MV OIH LT M8E ] (strength) J(6)
EAVINT VA (full-imbalance) Boo(0) ZE#ET 5.

J(0) = Ey[Ex, [67 |50 = s]] (4)
Boo(0) = Ep[(Ex, [2]s: = 5] = V7(5))?] ()

72120 p(s) FEHRERICHB W TR % IRAE s DFERM T
HY, E,iF p(s) LOWIRHER, E., 375K mg ZHWNTZY
Sal—varvEBORLZ FTOHHERZERT. 213 s
WO T IEVERETY I a L— 3 U EITH IGEDR
zEd. JO) ZE/IMET % 79 2 [58L] (strong) 733K,
By (0) Z2ie/ME T % mg 23T Y AD ENTe (balanced)
FHREMS.

ERRIICIE, T8V TREKEZIBF2TEERTHE
WHER TS T, N VADENTGERE, ¥Ial—
VavrBOIRT L T%@ﬁi’ﬂ?ﬁ%“@?ﬁ%ﬁ‘ﬁb‘blﬂ
BIHINBEOICBNT, BZESTTFHE

N%yx®khhﬁ%%yslb—yaywmm&z&
ICBILTIE, 5 x5, 6x6, 9x9DHEICHBNTHRIMED
IRENTWS [11], [19]. —7, FHICHBWT M@y AR
ENTGVADENTFTHRZ UCT 7 LA VICHWIRR,
AIEDOEERNEN > L EMEENTVS [23]. DX
IEHRNENMNET — LT K> TREZ VWA S.
2.3.1 Apprenticeship Learning

MRV ARz P85 F e LT, Rigs &2 T
OEMIN SR ET o D (s, af) DEE L ZAIlT — %
IV Apprenticeship Learning (AL) DMERI N TV
% [19]. THUITTRDFNBET — & & [F] UF 72 3 SouEO0EE
log L(0) ZAR LAEIC X O ARILT 5 FETH 5.

L
L) = Hﬂ(sl,al)
l:L1
log L(9) = Zlogw(sl,al)

L
)= Vglogn(s;,a) (6)
=1
BT — 2 (51, 1) WR U CHERI AR EAEIC KD
RDEXSITHANY M)V 0 ZHHT 5.

Volog L(0

A0 = arp(sy, ap) (7)
7=zl
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(s,a) = Vglog (s, a)

= ¢(s,a) — Zﬂ'gsb)qub) (8)

THY, alFFEERTHS.
2.3.2 Policy Gradient Simulation Balancing

NG YADENT TR AR HFHEELT, =%y
7 ZEOEUE V*(s) IS N TV BIREE s DHEEEF
7 — ZICHW % Policy Gradient Simulation Balancing
(SB) MMERINTWVS [19]. THUIA 2 INT VX B (0)
bk MEC KO RIMET 2 TFHETH S,

RO b(s) I FIHME = =<y 7 AEHIC—HREE 3720
WICENTETIEREEZXEDNZEKRL, FHERAR g(s) &
SR RS A7 DIC 0 Z ED K D ICHEHTRNE D Z
FT 5. KT —X sicxl, b(s), g(s) ZZNZN
MNREODYIal—y3a ek oiEfll, RN
TECKDEIRT MV O ZTHTS. ZOFRLUI— %
Algorithm 11Z/R9. o (3¥EHETHS.

Algorithm 1 Policy Gradient Simulation Balancing[19]
00
for all s; € training data do
Vo0
for i =1to M do
simulate (s1,a1, -
VeVt g
end for
g+ 0
for j=1to N do
simulate (s1,a1,---

, 8T, ar; 2) using mp

, ST, ar;z) using mp
9 9+ 7 Limy b(st, ar)
end for
0+ 0+a(V*(s1)—V)g
end for

24 GGP7LA¥
2.4.1 BEOIAVRTAY 3V

2005 F 5 2012 F X THE, AAAIDOAYT 7 LU A
% 7213 International Joint Conferences on Artificial Intel-
ligence (IJCAD OHIT GGP DEEa> XT3 VW
SN TV, WEDIVRTF v aryTEBLETL
AV D52 2 IORT.

2007 4, 2008 fFR TF 2012 FIC RS L 7z CadiaPlayer[8]
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EHSHT GGP ILBWTEY T AIVaAERZ T L
LY THS [6]. 2000 4T 2010 LEICEIE L7z Ary[14] &
EVTHVBAAREREZANTED, £z 2011 FFICERFL
7z TurboTurtle HFANIRATH H D I 2l —va vk
HW7LAYThs (2]

EVTANVEARERE, T—LIV—IVEZHSHTHN
X7 — LER O Z Rz T I dT 52 & TE, &
Ral—Ya yOEEERT T L TIRLEWT — LSS T
TBEWVI TSRO0, GCP ICH# LIEERFIET
Ho, TOEMEN T RT3 VBT BERBICHN
TWVWaLEEAS.

2.4.2 GGPIIHBIIBYIaL—YavARDER

GGPILHBWT v al—varyaRrEEdsk0
DR IEFEDREEIN TS, Move-Average Sampling
Technique (MAST) [9] i&, H2JHHICEBNTRWFEEBZ
5z & S HRIOREICENTERY, W a—U
AT 4w ZICHEHDE, BT VR AERORICRED
SN LT T L DM 2 Ry L DD, ZThick->T
VIal—yaYiEBOTROFZEVERTHRIX S IC
INAT AT BFETHO, BEANT —LICBNTHY)
PEWRENTVS. ThZRETELEDOELT, FLIK
REAREDIH T L1 TN 21T 5 Predicate-Average Sampling
Technique (PAST) *®, ETICEIINFOMEGEI LIcT
NZ2I79F5 20] BIREIN TN 5.

EHICTD BT X - T, HIKREmEDMifE [17], [18] %
T—=LIV—=)VDISZ =23 F 2 7 KOS i
ISR ZEOMIAX /I B OME 9] Z2H L, ¥Ia
L— 3 VAFRELTHOS Z EHREINTNS.

3. RBREFZE

AL TIE, RO MHRE | ZhiE{t 9% Apprenticeship
Learning (AL) &/\T VA%t d % Policy Gradient
Simulation Balancing (SB) @ 2 DOJ5iRFE FiEx &
A, TRE ] ENT Y AZFARHCHAE S 572D AL & SB
OfiEFE (AL+SB) Z#ET 5. BN E RS
T A*(s) MU R ==y 7 ZEOGEEUE V* (s) BHIS N T
ZIREE s DS L ZFlIfiT— ZICHWT, JiT— 2t
T BRI log L(0) & A >IN 2 A By (0) [RIKFIC fi

% 2: W@AED GGP AV RF 4 ¥ 3 VOB TLAY (1], [20]
2005 | ClunePlayer|[7]
2006 | FluxPlayer[16]
2007 CadiaPlayer
2008 CadiaPlayer
2009 Ary

2010 Ary
2011 TurboTurtle
2012 CadiaPlayer
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9 %. ZDHOHNBKZ

0(0) = log L(6) — Buo(6) (10)

LEEL, INZAR ERECKVREANET .

ng(G) = Vg IOg L(@) - VQBOO(Q)
=D U(s. A%(5) + 2B, [b(s)g(s)] (1)

seL
BLla— R 7% Algorithm 2 1Z/RT. o MU BIEHEEET
Ho, BT ENT U AOBOFMZIREDOL S ICEDS.

Algorithm 2 #§&Fi% (AL+SB)

0+ 0
for all sy € training data do
V0
for i =1to M do
simulate (s1,a1,---
VeV+ 5
end for
g+ 0
for j =1to N do
simulate (s1,a1, -
9 9+ w5 sy dst, ar)
end for
0 0+ a(V*(s1) — V)g + Bp(s1, A*(s1))
end for

, ST, aT;2) using my

, ST, ar; z) using mp

COWEETFHEE AL MU SBEZZFNEFNGGP LAY
WGEA L, 2 ez EZTS 2 ik D, HEDT—
LIZBITB @] FERENT VAD ENTTTROBEGRZ
it LD DA FEDOEMMEIC DV THGEET 5.

A

AL, SB, #&FHED 3 D% GGP L AVICHEL,
NEEANTYIal—raVikeEFEEY, ZToRE
FEELT 2 L L EICHRIC WO TE R Z G L 7z

4.

4.1 FHERE

GDL ZUH L — L2 #1719 % e b OHffambi & LT,
GDL Z ticEiic a— F24ER T % gdlec[22] 2 Wiz
D728 D7 — LT iE, Dresden GGP Server[4] THefit
TN T 5 Crisscross, Breakthrough (5 x 5 Icfi/hL7z%
D) ZRHTHELBIC, E55DL&5E 5] 2 GDLIC
KOFALED B ZFIH L. E55DL &5 TRdAN
V=N DEDITIAT, DOEATENADTEELH
FORBENCAZNVT—2 3y (UF, E55DL&5
X 0) ZHEL.

77— LO#HMIE GDL IC LD 005 100 DOFiFHDESL &
LTERINDD, EE7 NIV XLNTHWBEIE —1
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M5 1 OHFIPFHOFEICE LTz, AL D o, SBD o, S
FEDa KU BIZVINE 0.05 ICRE L. SB LA TIE
DM, NIFEBE5E 100 & L.

B = LDV, EHEDRRW 1200 DIRER T V& L
WAL, ZO%IREZIL—FE LT 1 HEO UCT 43
ZIT9 T I K DU ARET LI =~y 7 A lizfiic
T, 2055 1000 IREEZFIFT— 2, 200 JKAEZ T R
Fr—2 & UTHWE:. T —22TICOWT 1 ERY
HAOEHEITS>DOEFED1 AT L—rarel, 100
AT L—yaryoEEriTok. 4T L—v 3 VDEE
2, FEAOHERIONWT, TAIT—XDEETLFET
Fa ik SHER DY (Correct Rate, CR) &, FRZEH
WT 100 HIDY 2 a2 L— 3 V=T GE O
ETART—ZDI= Y T AEOFYE ZFiHEA (Mean
Squared Error, MSE) ZZNZNEIHE L.

KT B ¢ (s, a) DFEZRIT, MIST 25N BT
1, BFhuFoo2fiE U, I 55 E LTIEIETHS
i & FOMBEDEZH V. FIZIE T(cell 11 x)(mark
12)] EVIRHHIEEIL (1,1) Wx TY—7ENT 55
FICEIV (12 IER—=7 T2V RAZEKRT . D
R M7 — LORMEZ IR Z 21201 iEI A9 Th %
KICHRZAZD, 42HNT 43 HTRI LI ICTNEZT
THLHERD MBE ] DNRNFUAREEHL GGP LAY %
LT BT EMNRETH S, HAEDEZmEOEE B
T ERMOEBR IR E DD, FOBD BN TL
FW, LY LEAFREHWEZY I 20—y 3 UhEL -
TLXE.

BT =DV, ¥ EN 3HEO T RENNS T
LAY & —RERTT VX LT R#ESHE (Uniform
Random, UR) ZHWVWS LA VYEHWMIHEKEE, Zh
5OMREZFHI LTz, FRMNG X BHERICH > CHETZ
BT (Direct), HERZHOVTESEFIIOVTENTE
N100mDY I 2 L— 3 VEIT- I ETRD RO
EWFERBEIHAE T Al (Simple-MC), /55%% H
WTHIEFOE x100 DEED UCT K Z211-> 12 | Ty
&I O = W F S 575D 3 DD ROFIREICD
WTZENZ NS T 500 B, %F 500 [B1, AFF 1000 BEIOXS
21T o 7z,

4.2 FBEZE

Crisscross, Breakthrough, &9 5DL &5 E, £55K
DL&HE O DEEEZTNTNXN, 2, 3, 4I1TRT.
ALIZDWTHS &, 2 TDOT—LIZBVT CRMFIE
HINTHEMLUTHL, REMITIE 5 BIRRIGEL TV 5.
BOWFEZEVERTHEIXIICHRPEF TN TS L
Wohsb. —7 MSE OZ{LIEHHFTIE AL, HEBET
Mo B EFICHEE U S L WO HAD A SN, MOTF2 5
WHERE TS DT LE MSE OBESITHET DM RN

(© 2013 Information Processing Society of Japan

Vol.2013-GI-29 No.3

2013/3/4
0.38 T T T T
0.36 |
0.34 b M, hwﬁ[ v
0.32 W / b
w 03F ¥ AL —— 4
© 028 SB ------- i
= 026 AL+SB i
0.24 -\ -
022 % 4
001§ i = ] Y TN -
0 20 40 60 80 100
Iterations
05 T T T T
0.48 | YA MMV
0.46 |
0.44 f .
x
© 042 1
04 F e -
038 F .- AL —— _
- SB -------
0.36 I AL+SB T
0-34 1 1 1 1
0 20 40 60 80 100
Iterations
1: Crisscross DB F5E
0.26
0.24
0.22
0.2
4 016
2 014
0.12
0.1
0.08
0.06

CR
o
w

Iterations

2: Breakthrough D23

T EWHEBAEND. THUIFHES Tic-Tac-Toe ICBWVTH
MERENTVAHRTH S [19], [24]. AL FFFED Tt
RiEREOT 5 LRI X EZITS 1280, /R
WEZ 2 FOWMESMMEONBIZERD, ¥YIal—Y3
VEBORLTERE S F LR R L R B HEmICH
D, TNAVFEEHRME I =<y 7 2l BIEE ) BRI
o TWABARENEN D 5.
SBIZDWTHZ &, AL LARRICETDT —LIZHBNT
CRDHFNTEINL TEHD, SBICK ¥ INHRER
WEEZEWIERTERSMEAMNH S NS, SBDOT
WV ZLEFOMEICHEE LizE O TRy olicshh
bHITOX S AN ERDC LIFKEN. MSE 134
TOT—LICBWTHINCHA L TED, Tz =
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0.36
0.34
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K 4: E55DL&5E 0 O¥FERHE

T AEIGEDT B X IICHEPEE N TWB T e
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AL & SBzltikd 5L, 2TDTF—LIZBVT AL &
SB & D&\ CR Z#ERFd 5. mA&i7 MSE 32 TD7 —
LIZHBWT SB WAL K O EWMEZFBIL TV %M, Break-
through £ £5 5DL & 5 ¥ O TRRFEH D TIE AL ©
FOMEWD MSE Z#iRF LTV a., T —LAIcE > TRBEWVWF
ZEVIERTESIOICEHTEIENREL - B MSE
ERFBTLICDOENBT DB,

WETFHETHS AL+SBICDWTHS &, £ TD -4
IZBVT CRIZEIE AL ERICETHR L, AL LR
I 5RO HRDPETE TR T MR TE 5. MSE
IZDWTIE, Crisscross & Breakthrough Tid AL &IFIX[H
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CHhDUNEWEEHR L TED, ok pZ2ELIREL
2B ECIE AL BTROEEANG Z 23755 SB D ZhIC
HRNTRELIFZENICE DN BIZEEZ NS, LALE
HSEDL &I ETRATETIZ AL - SBOWTNELEXRTE
UV MSE Z#ERF U, &7 MSE & AL & SB DIFIEH
MICEDBHE VTS, E55DL&5E 0 TREICRD
U MSE Z#EF LT 3. F—LIc K> Tld SB DFHEE
EHEATZ RNV S T LMD, BRIEMIEZE S 5D
LEIH2FELESIRDLEITOICBNT, AL LEFEIC
<), ™AL XD (ES55DL&2¥ 0T, MAT
SB&D) NTGUVADENTZHFREZFEFTE TIN5,

4.3 YHEERRIE

AL, SB, AL+SB O 3 MO FETHE LI ikz i
Wi LAYE, —BREHETT VX LCFZESTHR
(UR) ZWTETLAYD 4 DD T LAY O THk%E
o TzBED, DT LAY & ORI IV TR U 72 3
DERIO—E %L 31TRT

JRICHE> CTHEE T2 RS T LA /51 (Direct) Tl&, &
TOTF =BT AL KU AL+SB W d % < D%
HELTHY, TNDICK> THEEENLTED [1RE )
EEMFTVS.
SBIE3207 LA KoM TREMEY T LT
(Simple-MC) TLE#MNZ < OMMEHER L THD, C
NUEFOFHIIC W 2 M OR 2z m S8 2% SB D
HEIAHENTWVSB LS X%, Breakthrough @ Simple-MC
Tld SB Wb % < DM L T30 UCT Tld AL
MU AL+SBICKE<LATTED, Biity7h)laTk
WHERZE 7253 RN UCT ICBEVWTE LW EIRIES &
WeEWz 3.
AIIEOIRET S AL+SB I, EHRDLEHELES
SEDOL&H2 T OBV THME T ) E, UCT 55
KRR LR E T mE L OMMEES L. Thid¥
B ORGBIZINT CR & MSE O I DWW T LRI & <
FEMTON TV L BT 2R THD, F—LIC
Ko TRHED RE | LTV ADMN % HIETHEE T
ENRNT LAV T FBT B 1DICANTH S T LR
LTW5.
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DiEimZfTo72 BT M8RE ) &NT Y ADm2HIgT 7z
DOREEFIEE TR UZ OMEREZ - L /z.

FRD 58X | EINTG Y AD T LAY OVWRENDFEZ,
T—=LIZE>T, £lZFOAROFMAAIECL>TREL



IPSJ SIG Technical Report

Vol.2013-GI-29 No.3
2013/3/4

% 3: DT LAY & D 3000 [FIDOXHEE THER LIz (Crisscross ZBRVTC, 1 RIORIETHEBH:100, 51&5319:50, F1F:0 OWMZEST3)

7—L TLA Tk AL SB AL+SB UR
Direct 224100 199050 224775 | 102075
Crisscross Simple-MC 193800 | 278400 | 175950 101850
UCT 187350 259575 215850 87225
Direct 242700 103900 244200 9200
Breakthrough Simple-MC 176500 194700 168900 59900
UCT 204100 153200 203200 39500
Direct 228750 123800 223850 23600
ES9FRDOL&SE Simple-MC | 161300 137850 | 183400 | 117500
UCT 157100 149600 166150 | 132650
Direct 224700 134300 219100 21950
E55DL&5E O | Simple-MC | 163100 | 164550 | 183300 | 89100
UcCT 169400 139200 178850 | 139700
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