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Distributed Game-Tree Search Based on Prediction of Best Moves

ToMOYUKI KANEKO'! and TETSURO TANAKA 2

Parallel game-tree search techniques on distributed systems have been intensively researched. However,
one has to drastically modify his program to adopt such techniques. This paper presents a simple but ef-
fective framework of parallel game-tree search on distributed systems, which requires few modifications on
a sequential implementation. In this framework, the master tree grows based on the prediction of the best
moves at each internal node until when each slave is assigned a unique leaf in the master tree. Then, each
slave independently conducts a game-tree search. In the experiments with GPS-Shogi, the presented search
worked effectively even when one simply assigned most computer resources to the top two moves at each
node. The strength of the presented search with 8 slaves was almost comparable to that of a shared memory

search with 4-threads.
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