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Extracting Information from Playouts in Monte-Carlo Go

Chihiro HASHIMOTO! Masakazu MURAMATSUT

t Department of Computer Science, the University of Electro-Communications O

O This paper presents new approaches in Monte Carlo Go. The traditional Monte Carlo Go
program extracts no information from playouts except winning rates. In contrast, we propose
to derive more information from playouts, by calculating, e.g., probabilities that each string
is alive and that each pair of strings is united at the end of the game. In particular, we
propose an index based on some conditional probability to control playouts to have more
reality. Numerical experiments against GNUGo shows that our approach is promising.
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