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MinMax (P osition)
Max = MAXVAL
Score= ValeurMini (Fils)
Score > Max

Max = Score
Coup= Fils

Coup

V aleurMini (P osition)

Feuille (P osition) = V RAI
Evaluation (P osition)

vMin = MAXV AL
vFils = ValeurMaxi (Fils)
vMin = min (vMin; vFils )

vMin

V aleurMaxi (P osition)

Feuille (P osition) = V RAI
Evaluation (P osition)

vMax = MAXVAL
vFils = ValeurMini (Fils)

vMax = max(vMax; vFils )

vMax




AlphaBeta (P; Alpha; Beta; P rofondeur )
P = Feuille Profondeur =0
Evaluation (P)

Max = INFINI

Val= AlphaBeta(Pi; Beta; Alpha;Profondeur
Val > Max
Max = Val
Max > Alpha
Alpha = Max
Profondeur = ProfondeurMax
MeilleurCoup = Pi

Alpha > Beta
Max

Max
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Sims(s;d)

S p d
S Sims(s) = 4 Sims(s;d)
decision = Bandit (situation s in the tree )

d

p(d) = Wins(s; d)=Sims(s; d)

score(d) = p(d) + P 2log(Sims(s))=Sims(s; d):

q score(d) = P(d) +

¥ log(Sims(s))=Sims(s; d) ¥ = max(0:00% p(d)(1  p(d)))
q score(d) = P(d) +

¥ log(Sims(s))=Sims(s;d) + log( Sims(s))=Sims(s; d)
¥ = max(0:00L p(d)(1  p(d)))

scorg(d) = (d)p()+(L  ())A(d)

A(d)
d S

(d) Sims(s; d)

argmaxy score(d)

K (n)

K (n) N















i2f1;2;3;4;:::;Ng
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(dx;dy)

dx = JX  XcoupPrisEnCompte ]
dy =]Y YcoupPrisEnCompte

bonug(x;y) = Mg,:q, BonusDistance







UCBCte=0:5 UCBCoef =0:2



winW (thresholdSelfAtari e )
winB (thresholdSelfAtari ¢ )

3 winB (i) = winW (i) = lossB(i) = lossW(i) =0;8i

nbMC =3
32 winB (thresholdSelfAtari ref ) = winW (thresholdSelfAtari rer ) = 3
" ChoiceB = ChoiceW = thresholdSelfAtari |ef

UCBluyax = 1
i=0 6
Nbit = winW (i) + lossW(i)

_ winW (i)+ UCBCte UCBCoef log(nbMC +1)
= +
localyce (Nbuor +D) @+ Nbior )
localycg > UCB 1yax

UCBlyax = |OC8|UCB
ChoiceW = i

UCBlMaX = 1
i=0 6
Nbgt = winB (i) + lossB(i)

_ winB (i)+ UCBCte UCBCoef log(nbMC +1)
= +
localyce (Nbor +1) (T Nbuor )
localycg > UCB 1yax

UCBlyax = |Oca|UCB
ChoiceB = i

Resultatsimy = Simulation (ChoiceB; ChoiceW)
nbMC = nbMC +1
Resultatsimy > 0

winB (ChoiceB) = winB (ChoiceB) + 1
lossW (ChoiceW) = lossW(ChoiceW) + 1

lossB(ChoiceB) = lossB(ChoiceB) + 1
winW (ChoiceW) = winW (ChoiceW) + 1




Taille groupe < TailleMax seiratari

Choix = Rand
Choix < Constante coupdapproche













Priorité

Priorités absolues

Zone de chevauchement

Nakade

Zone de chevauchemen

SelfAtari

Fillboard

Intervalles de priorite

Patterns


















