


40 Years of Computer Go

® 1960’s: initial ideas

® 1970’s: first serious program - Reitman & Wilcox
e 1980’s: first PC programs, competitions

® 1990’s: slow progress, commercial successes

e 2000’s: GNU Go - strong open source program

e now: Monte-Carlo and UCT revolution,
strong 9x9 programs







Monte-Carlo Simulation

and UCT for Go

e 1993 Bernd Briigmann - simulations for Go
e 200x Bouzy and students revive simulations
e 2006 Kocsis and Szepesvari - UCT algorithm
e Sylvain Gelly;, Yizao Wang - MoGo
e Remi Coulom - Crazy Stone

e Don Dailey - CGOS server, new programs




Classic vs New GGo Programs
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Dec. 2006 - My Wakeup Call
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e Martin Miiller vs Valkyria by Magnus Persson
Komi 7.5







guojuan-MoGoBot.sgf, guojuan-MoGoBot-9.sgf










Example: Random Play
in Decided Games










Simulation - Example

e Random legal move
e Do not fill one point eyes
e Game over after both pass

e Evaluate by Chinese rules
1 for win
o for loss
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The MoGo Patterns
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Example of Biased Simulation
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valkyria-ExBoss-biased-random-game.sgf





































