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Using data structure for tree to get
fast access to nodes

Tree

Map<State, Node>

expand()
clearTree()
...

Strategy

Complicated clearing routines needed 
due to growing heap. At the time
only possible to clear whole tree.

searches in
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Able to determine the domain included
minimum and maximum element

Finding successor relation

Finding step counter(s) at present but
not implemented yet to deal with
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Iterative deepening search

Saving information about best move and
maximum evaluation of children per
state

Very space consuming, but so far only
solution, because of missing
evaluation
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...May the force be with us
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Thank you!

Kocsis, Szepesvari: Bandit Based 
Monte-Carlo-Planning,
http://zaphod.aml.sztaki.hu/papers/ecml06.pdf

Schiffel, Thielscher: Fluxplayer,
http://www.fluxagent.org/download.php

?file=07-SchiffelThielscher-AAAI.pdf


