=

i A A L iy
EVTALBET LA Y OMREHE

PR R

EVTANVBEEFILBEEAWEZY I 2L —vay (FLAT7 Y N) 2 ERETT > LR
ERODHBETETH L. AIETREYTFAVOERZMHA LAY L1 Y 2EKL,
ATV A YR EERTI L TEYTANOET LA YOWRERAET 5.

K#X T, AR EEVTFAHNVOEIOWTHATS. LT, EVFHLRES
VAV OFBMEDID e TV AT 0 MIaZILES®EI LT, EVTAVRETLVATD
PEREME D & S IZZALT 202 H|lET S, FHLEVTHVOET LA VHERETZERTH
LZMEIPIZOVTHHFHET 5.

PHEORER, FHMEOE D HIZBH 6T LA 7Y MERPTIFEE YT ALV OET LA
TOWRELERLSRBEZI LR hoT-. FLEVTANVAET VA VidEREFTIERL, BF

WL IEB XD IZFZBATVWS Z LR DD o T,

F—T—F Ao (UN=-YV), EVTHLOIE



Abstract

The performance investigation of the Monte-Carlo player in

othello

Kohei INATA

The Monte Carlo method is an algorithm that computes an approximate solution
by a number of random simulations (playouts) . In this study, an othello player based
on the Monte Carlo method is created, and the performance of the Monte-Carlo player
is investigated with respect to random-play player.

This thesis first explains the othello game and the Monte Carlo method. Then,
we investigate the performance of the Monte-Carlo player by changing the method of
computing evaluation values and the number of playouts. Moreover, we also investigate
whether the Monte-Carlo player chooses the best move.

The results show the followings. For any method of computing evaluation values,
the Monte-Carlo player shows the better performance when the more number of playouts
are performed. It also turns out that the Monte-Carlo player chooses not the best move

but a move that has less possibility to become a bad move.
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