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Sharing Lower-Ranking Positions in Parallel Searching based on

Game-Tree

SHU YokovaMal-® Tomovyuki KANEKO!

Abstract: P-GPP is parallel game-tree search method. In P-GPP, promising moves which have a high pos-
sibility to play are predicted and assinged to the worker computers. Each worker asynchronously searches
assigned moves in advance. When the predicted move is realized on the board, the worker in charge of the
move takes advantage of additional thinking time. It is equivalent to the pondering effect. Moves which
have low possibility to play are aggregated and assigned to one worker for each sibling group. We present
an improvement method of worker allocation for low probability moves in order to enforce the pondering
effect. In this method, multiple workers serve the group of low probability moves, through splitting equally
the group. We evaluated this method in a simulation, promising results for improving play-strength were

observed.
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