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Abstract

Hybrid approach of A* search and Upper Confidence bounds

applied to Trees in turn-based strategy game

Yu Kobuchi

In this study, we aimed to improve the performance of AI using UCT search in
TUBSTAP by using a hybrid approach with A* search, because the performance of
UCT tends to deteriorate due to the size of the map. By using A* in the early stages
of the game and UCT when there is a possibility of a battle, we expected to improve
performance by creating an advantage in the early stages, when UCT’s performance is
declining, but the results were not good in the competitive experiments. However, the
actual game revealed a problem: even after switching from A* to UCT, the UCT did
not move properly, and the performance of the UCT remained poor even in the middle

of the game, when the battle was taking place.
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