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Abstract

In"this thesis, we design a software framework for developing computer
games based on parallel Monte-Carlo tree search. This framework hides the
game-independent details from developers, so that developers can concentrate

on improving heuristics related to game-specific knowledge.

This framework supports parallelization in beth shared-memory and
distributed systems, and cross-platform in‘both Windows and Linux operating
systems. In our experiments, we use the implementation of Go. In
shared-memory parallelization, the speedup is 36.08 for 48 cores, and the
winning rate against the single core version is more than 90% for 12 cores. In
distributed-memory system, the winning rate for one machine with 36 cores
against Fuego is 23%, while that for 8 machines each with 36 cores is 68%,
about 45% higher. In addition to Go, we also applied this framework to

another two-player perfect-information games, NoGo, a two-player



imperfect-information game, Dark chess, and a single player game, 8 puzzle.
The one for Go using a total of 576 cores won the 4th place in the 17th

Computer Olympiad, held in Yokohama, Japan, 2013.




=+ 2
RO

ot
= »

AR R ARRE NIRRT RS KRR F R

Ko RF RO REpE SHAZRITRBY PR B

<

HARE R T A TRE R 2 LA R e L R
HE R -

BN FA S R it gE s e R G S Bz g

A

RHETE R B A AR RT AL e R EDES £ RN AT

T4 S BT UA RGBS AT b e

AR REOEE B FNEREFs 425 F I APFAEER o R
LR GIRE R B Ry FARFRE P E - R HK LT
flz doe RaHp £ 2 i A A BEFRS S ST A ST R
WA R A o R B e - Ao d P2 R P s o RS e o
i 20 i 2 HappyGo e & 38 fm &b » SR A iy g Ul 2B § # on
25 T qrfe fedl— 42 % HappyGo # 7| fiff=2E b » 4 2% 1 7k
BuF BB RE S BEHEAINEEL %

BEH#HR T EREFMEEORE S REA L6 DT F LR TR B

PR RS SR BB E R AR AT T

]}L;{T‘angk‘/g,hhr"ﬁ FEN G RA PP A

E-FESEL G AR LRI ETRBRETER



2 ——— I
ABSTRACT cistssssssssmsmsssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssassssssssssases 11
= R O IV
| R W, o . AT —— \Y
3P & .M. Rl T G, ... ... VIII
WP il e B =l ... ... IX
$ D T \). R ... 1
LGRS ... e ST 1

12 FFF B B2 B 5 ittt e sss et sdh st Sia e st 2

1.3 32 AR i i eeevenneneesseses e st sesiiben e satbhs s ssassssssssaasss st basees 3

F I R TR s ————————————————— 4
21 F3 F RBHRIEF e 4

211 F B b BB AEE ST 5

2.1.2 Upper Confidence Bound Applied t0 TrES.........vvueumreeesmmreesssnressssnsssssnssssssnsssssnnes 6

22 TE U FE F BABRIETF o st asssaes 6



D A U PSS 7
2.2.3 BFT 17 oot e ettt ettt ettt e et s e eerene 8
2.3 EF HWT T correesreessees sttt st b s bbb bbb a s tees 10
2.3, FUEBEO . cettieiiiiiiiiieiiieteeeteeeeeeeeeeetererererereeeeeeeeeeaeaeaeteteeeteteaeeeeeeeeseseseseseseneesssesesssssssssnsssnsnnens 10

0 T A - Tl o | B S SRR 10
= T o A 1] ¢ = = 10
B T o e T s T 12
3.1 # * 22E% 38 (Generic Game MOAUIE)....cicvuitentereeeriiuresnreessseestieresseiassesasneeesseesssesanns 12
T N ) 21 SO B SR 13
312 IMICTS A B ettt e e it e e e e eiinaaa e e aae e e eanaeeeetseaeeasseeeeeattesassesaaansbe e SRR R an e e sreeaans 14
3.2 =Rt § =A% (Memory Management Module) .....cocvieevenricecccecieneeeeeenens 15
320N L W B b S .. 15
IR T - - S 15
323 S BRSNS 17
324 a4 N0 N N O BB, 18
3.3 F A E(CONLrol MOUIE).......eueeeeeeeeieccceereeeerececrnereeeessseessnnneeessssesssnnnneesssssssssnnneenens 20
3.4 £ 3730 % 3T 17 1L (Distributed System Parallelization) .........ccceeevveeereiveneresreneenesenennes 24
3.4.1 25 ZUPIOtOCOI) couveeeree ettt et ettt eete e e be et eeetre e eaeeeetee e teeebe e e beeeareesaaeenaee et 25
3.4.2 TP PR BB ZH (SEIVEL) ittt ittt ettt sttt st ettt e sat e s sb e s b e st st esabe e sateenaae e e 26
343 1 f’F—;ﬁ‘ FBIWOTKEL) oottt ettt et s be et e e nareeeaeeenteeereeeares 29

VI



Vil



#

#

#

#

1. GAMESTATE 2 B 1T 607 J2 F1 F it 13
2. UCTACCESSOR T AF B 597 2 F e ittt ettt 14
3. PLAYOUTAGENT F 48 B 6197 J2 Z1 e 1ttt st 14

4. NODEPTR B 32 71 A, o seeeeee sttt et st ee st st et et s e ts st st et e et s e e se st st et e et s tess st st eee st et et se et eenstste s sestnen st 16

I T £ O Y 17
6. % & B oK B ; M. 18
TR e 7 SR 20
8. 4 i 2 1 ol e 21
9. BEFRLYH 0 X AN Vv A 21
10. [ > AR\ e 28
11, 3 (FR# r b A R R ... 31
12.°% fem ¢ A S ... .. 33
13. 2 L o ——— ... 33
14. £ 3 ;e Ras 2 4 - - = L e F .. 35
15. ¥ 3 e RABZE 4 T 7 - 5 oo . 36

16. f : T W TR 37

Vil



Bl L 55 F BB IR oo s s 5
A Y lon Eo T 7
Bl 3. Z FBAET 176902 22 oo s s 8
I Y 12

B 5 A F HZA R Bl e 16

Bl 6. NODEPTR #5¢ ..... A O e, 16
IO TR R 3 OO i S 20
Bl 8. 4 i7 A~ dait ... . S ... N 22
Bl 9. A4 #HaAr......... L. N Ve B T, YRR N ot 23
] 10. r. g — NS 23
B 1L F B A . . ii—— ... M 24
Bl 12. % 43 R R E ., . .......................... 0 .. 25
Bl 13. 45 Y E o SO 27
B 14. i * C ) s, ¢ g - W el Nl Ve WRNE N SR 28
B 15 PIRE=; i o TR 29
Bl 16 PR B e 20 i ARE] e T 30
B 17 2 f’r—‘ﬁ ¥ IR L AR AN B BN B W RN 30
B 18. 2of8 T EH + BHRIOF T T oo 32
B 19, £ 32 RAEZEHET 17 18 240 P B 35
B 20, % 3 3 RAEZ AT 171 588 1 oo 36

Bl 21, A T35 5 BT 1718 38 R P R 37



-gg

5 - 3

AEHE AT LIEARTERY P FH o 08 12§58

B B n R R H L3R A BER K R

11E7 648

% &+ + Rk 40 & (Mnte-Carlo Tree Search» 7 @ # MCTS) g 2006
ERSHE R AR NGRS [9] ) BAed R L R AR PSR
[1][18][21] > v+ & H 8 2L 4t 25k eh 4 1 47 & 4o Pacman[17] > general game
playing[12] - Te B¥ = A% * 25 & S f & VB 354 F 1 30 1 it AR R 4
(Flexible Job Shop Scheduling Problem)[20] ~ X 4 4% = 3% 7 42 F* %2 (Unit

Commitment Problem)[7] & -

¢ WA MCTS enggpk A 1 FFEchm &k 0 3 3 8% % o - 45183
VEENAR B o B Rt > 0 R E LA EF Y 03 2 e Simulation
Balance[15] ~ Minorization. Maximization[16] » 2 & = iz 2 ;5\ e 2 4o
All Moves As First ~ Rapid Action Value Estimation[14]:+ %2 Last Good

Reply[10] % -

- HpRE kAR M it MCTS & & e f o de Ll e ol
Fog o~ BorFeopbk B4~ M2 B-MCTS T (714 [6] ; 2R k&
FOEE o FRE NG KA 2 FRIE 2 EE D P ik o 7
PFE A - B A MCTS goilife2f > RSB A I FERFH g b

AT RREN AR B ARk en R iF o



AR R BT R AR IOE 2 W R L

REEX SRS 1SRN -

125 B2 3%

R ko BRI F 0 MCTS sfcfiizs - B A 1 FER
3

RN AR MR AR T B

L e R R

® ZRFHMIFARETALSN A BT RREHT LT e A



® Bpuzzle: F (TH £ 25k > %

1.3 %% 3k

AE-FYoRAPALRT A

IR

S N

iz

B2 oy b 2 B 2 enp i

R EE WP AP e R
=7

3
=~

VLR BH A PEEE o

‘ﬁt
,:;g%

I3
5 NF

W.\

J_/
* iR




BERRE AP E AR B AE e DA e 21 &4 %
MCTS cfk R LA 2 o © 22 & 4 2% 71t MCTS ez fa it - 2.3 &
HlghmH s A At & 024 & A AP AT (Tie B IEE »7% I

:}:);\“ﬁ- °

2.1 ¥ ¥4 Bk IEE

&+ % ;2 (Monte Carlo Method) .- #& 28 3 ~ #ic2 Pl e 2 > 7
FETES PR S B AT R R 2 % & 1949 & J _Metropolis = 4 2t3E 11[19] o
BH AT AR P 3 AR BT éﬁtﬁ@?]@ﬁi’ DS AR R L

FEARE P o 1993 AR R TelElHE L [0] 0 k¥ A EW RS

‘F_k
B0

s
bl

2006 # > Crazy Stone[9]#-% + + %= 2 B * LhhkioF F > EFT
MENRT RN EL RFIE LN 0 Bt B R A bk (v
T {4 MCTS) & Mo ¥t/ + a8 3 <1 & » Mogo[13]+#- Upper Confidence
Bound (UCB)s e 4 s * &%+ + Rd0F 4+ > L2 % Upper Confidence
Bound Applied to Trees (UCT)[4] - ** % # 0% " R ™ L - 4 BBk

P EE 2 e



2.1.1 5+ RAbREF N

504 RARIOF £ - a6 4 kL 40F (Best-first search)[8] - H % &

& 5T oaw B REE I # (selection) ~ B B (expansion) ~ -4 (playout)
r 2 f #7(update) - izw B FR T - =fL s - B Simulation - %’ﬁ“z’ T A

12 7 Simulation k& 73F o

1 E# KIS A R DT ME R - BT HE B

Fas

IES B -

47§37 REFERESY 0 (AFRREST N -

L Repeat n times J
selection expansion playout update

£t

Bl 1 53+ Rpphies




2.1.2 Upper Confidence Bound Applied to Trees

& MCTS ¥ » 2% i e Jp & T =45 ¥4 (Exploration) £2 & % (Exploitation) -
Upper Confidence Bound (UCB) ¥ g_% >t T fi7s& % iﬁ 38 o 4 MCTS e

ERFE EERBUCB 25538 ot it ond &2 B o 30eT

UCB; = X; + C x l‘jviN (1)
® UCB;: + %2:ihUCB i
® X, I B FNTEA ik
® . UCB ¥ #ic » # ¥ fEiF s Bas e )
® N: K &ELP e
® N3 & ELicp e ol
hipdE sty o JI* X385 8 MCTS 28 P a0 32 5 s &8k ;

logN
N;

B0 L HEGEI N HGE Y 0 oA+ R P o RT3

R

SEAPH P SRR G e R e SR e -

F# UCB =V J* fasbikdes » PIfL % Upper Confidence Bound
Applied to Trees (UCT) -

2.2 T 7w+ BAGKRIES

T {7t MCTS e 2 [6]1 & 7 = & : ¥ T {7 (leaf parallelization) ~ 2



T {7 (root parallelization) 2 2 £+ {7 (tree parallelization) » # #% 4 B4 B

20

Leaf parallelizati \ elization

(e

7 4 (thread)s& (7 4 R R R R REBEAN G TR
3w 4 (mute g : TiF L, F) L
FIAC - RoREHT R PR AR A pirk a2 nft

DT F kR T4 R

B b AR ELT o
2221 =

PFOTET 7R SRR R 7T g RS B

BT - B SEF A TS S RRE A UD  E TS



BRIEEL 2 FRRY T ORH o RApES RSB L SR FE M
FenTaus 7 g4 % B 5 P d0F e i € T IR F A 0 ehig % o

Boav %% AAdsy i enT (7 i b oo

2.2.3 BT 7

;(Fffu%/"}'g_l f—? - f@;#{ f—r Z&j m,gf—,;}frg » B m-'—’ﬁ .ek{ /= é;lz + T e —
BAOF A N8 RETHESS NS 2 HEREF AR Y 2 g
(global lock) ~#¢= i & 2L i¢ * T 3 4 (local locks) 2 %2 % & * 4 (no lock) -

P £ Bl4cBl 3 e

3\

Using a global lock Using local locks Using no locks

?] 3. _ﬁéﬁj’—l f’fm"‘ /z‘

o v By
F% 2R AEE BRI L RER S EEE TR - BRE S
b AR R A BARF ARG R B R RO L R -
BAPF R BT F T B R R FEE R GOFA R R R
R Mk R4 -



R

R DA X BIER Y R T4 LD ALY
Frut LE L BRI R R PR RO NS o B T ER -

FO 4

Martin Muller # 2009 &% d 3~ 487 7 & 3 <43 A [11] > &7
3 ket 2 L i3 it MCTS fiseae o H s g &

P v gy @ BEE 0 T4 F A B ga(F i 2 5 - B
SRR R ) IOE BTG HE o

LB BEPFER BB SELEE ) KR AT s gl Al 4 fie -
PSS SR BT AR > QSR AR G Bl E

- BF BRI FF IR ERFREER - B
BoPEp RSB AR R d i RIRT ¢ 1F 2 - BhLaRARE A o
ed 2 7RI A KRB E T O F 7 € g A RNA

(memory leak) o

B AR AR i (£ R g R T R L
%#%é’%’%*“%miﬂ%g‘ﬁq.ﬁ Ej%ﬁa,wp»}i;ﬂ“«—\,h

B ATRAE S ERB{ATHT MR 5 BHEEEF{ AT

i 4 - A U ATHIRG LA AL B &R T EER

o R e TRC R U



2.3 &%

BEREEE LA ES R TETF MCTS it > ¢ 7 -
BAp % B2 chicAi=2 Fuego» M % - s E@# ¥ T (31t MCTS ehR#

#2.3% Pachi »
2.3.1 Fuego

Fuego[d1] & — M B % R 4o i cndi B 4228 o # BB A = 2 T
P5Ek 4 1 AFE S & & Alpha-Beta 2 T {5 * MCTS = ffjf & 2 - tielh
B F 92 Fuego sRAE — BTG — B> R Al HUGRE BRI

Tz e GRER o
2.3.2 Pachi

Pachi[2] &~ i B < p4548 chB Az » F {87 T 71 53 MCTS « &
TR T Fuego R0z o fe B B e B 12 b > Pachi gk #ry 4 75+ *
- BIEABRF L] B B o ik GCC#E?—,"I—E'?’“J:}?%?‘L:}% £ TR
=+ ¥ 17 (atomic operation) » F& = B 7 EEF + 5 2LpF > 75'3 ER* 2

el ieg o

2.4 Boost libraries

Boost libraries[3] & - BT S CH++a N B & & » 7 L3 A ML F

B e 5 de Linux ~ BSD ~ Windows % o 24 g * 7 T A ip i endi N B o

10



® Boost.Thread

Boost.Thread & — BET 5 f LTSN Ro PR * 2B S B>

RAP ORI R A B BT 5 R AR R 0E

Asio

Boost.Asio @i R KPE A DR (T T S SN R

5 3R oF B 17 1 A )
e P < #<

ST : : W LR ZER ﬁﬁ;;i)\ﬁ;e]

d

11



LR S S

AR ERERD AL SRR §E S BT 7R
AEGU BT E I o F 4 S A HIRE e B R ¢ i

Eenficie > WEBRFETERF Tafite o
AmsR

developer

____________________________________ .
i
I Game Module Memory Related User Interface :
|| Game Related MCTS Related

Command Handler 1
: [Mvove | [ selea | I I |
||| GamesState ||| | Expand | I WorkerMovelnfo I :
I
I | Playout I |
I Update :
b f— ——t— - — 32 xTxrx: == "
n— - r |
1| Generic Game Module Memory Management Control Module :
I Module I
| I
! I
! I
! I
| e - W E—— 0 g . . (S & S a1

framework

W 4. ks
3.1 i * #%HC%e (Generic Game Module)

W Gpie | AR R R RS e S e 7 A BN

i d - LEssRRM 0 5 - Blé 3 MCTS dox B4 3 -

12



3.1.

7

1 &Sptip ¥

SRR B PR A & 5 A A N

’%ﬁktb

: Move 17 2 GameState > # ’%iﬂ‘

i oo

3R ES B AT SR LS L

® Move : * 3 4:iE Aaigdss? » BT BH T bldc e
BAfeg 3T ARR f:‘:j’:%_i&{* B Move o d *TiE B AT N g AR 3T &
Bl B Rk L S T RIS T 0 ] 1T
FA

® GameState : * *t A AZTEENP gy i o Bldc Y o AR v
EF R A0 F ok B FHARE SR B 3R e B AT
BT e B 5 T B P engt AR R 0 e B R AT 1T
R = e e

reset() TR B o

backup() F o SRV AR o i A Simulation B R fé AT ik o

R -
rollback() |#FEELEPTRIH- i o
play(Move) | :csggpihk i o ¢ ieth Move T 8B4 ¢ & §F ivchy
- JEHEH o
% 1.GameState Z § iTeh> 2 5] &

13



3.1.2 MCTS #p

MCTS e @4 Z4 4t K23 Bape @ @ UctAccessor 11 2
PlayoutAgent > i & X & 23032 BT i 35~ UCT > B & 7 1395

H 2 RAF BN S o

® UctAccessor: ¢ 3 it 3B UCT ez BIFE - EH-EFR ~ L 370

HA3 24 20

select(root) B A5 B w B E 5B T T (T L T
G R UCB 23V E B 3%E Tl E a2 o

expand(node) BAREI PE G B BB &) 3 &g o

update() RBEERE S IR S F R -

% 2.UctAccessor ¥ 4§ B e 2 7] &

® PlayoutAgent : ¢ ¢ il IF BT 5 > L Bagnl? » 22 535

UCT - # = jZdrdk 3o

run() B T SRR BRI S Ok

% 3.PlayoutAgent ¥ 4 5 e 2 7] 4

14



3.2 =R ¢ 2 2 (Memory Management
Module)

R E e f F AT UCT B4 $BFL . 52 s Brx

A e 8 8RB R o
3.2.1UCT %4

BAFCRAEE Y o A Rdp 223 E hE AT AN kT T &
BER ¢ GUEEALR SHIZE T MCTSw & el - FREH T &5~
£ B G BRE ArinT A AR SR S 0 R e TR o 2
Fiad il SEA ] EHT RERAT 2 HMERNT BEAw L
HoAe A% & O i o

3224 EER

BRI E R LT A E e SRR B T E
S8 Lz 5 - AT (page) IS Aol S pF o S - 32
Bk L agarg o TE K NodePtr 3w ; %‘gt“ E L
64 =~ & v "a;f;*)fij—#“fﬁ TR AL e Rt -NodePtr # V4o 6>

FlrmnBER A AEERSRLAFTAFAT S A mBEEA
E e Ar A o) 10 VAN S FA

15



Indexing Array
vV

38 9PON
38 9PON
38 9PON

Bl 5. & g &7 LR

32 bits

|

page index offset

| 1
1 bits mbits

B 6. NodePtr ;¢

BRuiEr 1 o NodePtr & s+ R4 sodp it 4 it B 7o

pOENT AL R ARAc A 4

procedure resolve_address(node)

1. offset < right m bits of node.index
2. Index < node.index >> m

3. page < GetPage(index)

4. return page.GetNode(offset)

% 4.NodePtr # & /" 42

S

% 4 NodePtr ¥ » ]#* = A EH 3@ EBAS BBAT U2

.

SHATY RS BERIREEA T P AT R E RSB RL

16



323 & BA B
B gLt s APRET S PR R FEEL e - BA T AR
% (Page Allocator) )2 2 = i34 (7 45 p & cha g4 fe - (Node Allocator) °

pE AR T e TR RSB E ST M- B R A R R

NodePtr ## & 4 Jp ik » & &4 F 8 2 BRFHNE L fF -

fedod 5o
procedure allocate page()
1. i1if MAX PAGE pages. exceeded then
2. return null
3. end 1f
4. 1f not PA_has free page() then
5. allocate new page from system
6. end 1f
7. page < PA.consume_page()
8. return page
% b. éﬁ'ﬁﬁﬁaﬁﬁ&%ﬂﬁﬁimz
@E»mgaﬁaaﬁﬁ’ﬁiﬁ:{@@Wm@* iz i
MAX _PAGE » % @ * #ic® = 426 > w @ null & 2 T oz 5> f3cg * o

‘k

FRCEBRFREF TAZTFEONEFTRE D ELT R kAP EAT

A ke - Brae vy B Frg;‘!:.ﬁﬁa-%f o

FRREHT - PR DERLFF A F oA T AR ERED

AR TEGARTPRESGHITFLEERFRY » L f2dcd 60

17



procedure allocate_nodes(n)
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