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Attack Action Pruning in Unit based UCT for TUBSTAP

RIN SAGEHASHI'-® JUNJI NISHINO?

Abstract: We examined the effect of pruning in multiple turnbased strategy game that have multiple unit movement
in trurn. Experiences is done with TUBSTAP which is a common platform. Turnbased strategy game has more than
100 million branching factors per turn. It is practically impossible to search a complete two or more turns. Therefore,
effective pruning is indispensable also in the Monte Carlo search. In this research, in particular, we studied a method
of pruning based on unit attack behavior. For experiments, a player that reduces attack behavior to only representative
one was used. As a result, within the range of the experimented conditions, there was no effect of increasing the win
rate. From this it was shown that the formation of the posterior unit is more important than the magnitude of the attack

effect.
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