Applying General Reinforcement Algorithm on
Games with Small Search Spaces

James Parker!

Research School of Computer Science, Australian National Unievrsity
u57440910@anu.edu.au

Abstract. AlphaZero[10] algorithm is the current state-of-the-art method
to train an agent in deterministic 2 player zero-sum games. We have
tested whether the slightly simplified version of the algorithm performs
well in two of the simpler game domains: TicTacToe and Kalah. Our
agent learned to perform well in TicTacToe under much shorter training
time and computation. After 1000 episodes of training, the agent was
playing almost perfect games. In Kalah, however, the agent using sim-
pler model struggled to improve its performance without some tradeoffs.
This suggests that deep neural network with a convolutional neural net-
work is a necessarily required for training an agent with game domains
with some complexity.
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1 Introduction

The recent artificial intelligence techniques with neural networks have been pro-
ducing surprising achievements in various fields of research.[3,6,10] The one of
the most outstanding work was produced by Google DeepMind team creating an
AT that a game of Go in superhuman level[8]. After beating the world-class player
Lee Sedoul in 2016, an improved version of the program has beaten the world
champions on an online Go tournament, winning all 60 games played against
professinals[10]. In the end 2017, DeepMind has produced its last version of Al-
phaGo called AlphaGoZero[10] which performs better than all of its previous
versions with less computation power and less training time. The most fasci-
nating fact about the algorithm is that it does not use a dataset of previously
played professional games; it learns all of its techniques only through repeated
self-plays. In a matter of 3 hours of training, the program was performing profes-
sional level. After 3 days of training, the agent overperformed all of its previous
versions of AlphaGo.

It was also shown that the algorithm works on other zero-sum two-player
games such as chess and shogi[9], which is a Japanese variation of chess. Unlike
Go, chess and shogi lack in structural symmetry with smaller search spaces.
Hence, they were thought to be less suited for the algorithm. DeepMind has
tested the general version of the previous algorithm and called it AlphaZero.
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Despite the concerns, the agents trained with AlphaZero surpassed the best-
performing programs in each of the game domains.

Although chess and shogi have smaller search space than Go, they are still
considered to be highly complex, and neither of the games is solved. Game-tree
complexity is defined as the total number of possible games that can be played.
Shannon estimated that the game-tree complexity of chess is about 10*2°[7]. On
the other hand, the game-tree complexity of shogi is estimated to be 10226[4].
AlphaZero is shown to be an effective algorithm on these larger games, but
we could not find any research on whether the algorithm works well on games
with smaller game-tree complexities where a standard minimax algorithm with
alpha-beta pruning can perform well. In this paper, we will we consider two such
games: TicTacToe and Kalah.

1.1 TicTacToe

TicTacToe is a famous two player game where each player draws their symbol
on 3 by 3 grid in alternating turns. The symbols are usually played with Os
and Xs. The player who achieved to place their symbols three in a row wins the
game. Without considering the geometric symmetry of the games, the game-tree
complexity is roughly 10°. It is shown that this game ends with a draw if both
players play optimally.

1.2 Kalah
Player 1 < Direction of Flay
, | BBBBER
Direction of Flay > Player 2

Fig. 1. A figure of a normal Kalaha(6, 6) board. The diagram shows the starting state
of the game. Two players sit at the opposite ends. There are six houses on each side of
the board with six seeds in each them.

Kalah is another two-player zero-sum game with several variants. The board
of kalah consists of houses and end zones for placing seeds. Each player sits on
the opposite sides of the boards. There are several fixed numbers of houses on
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each side of players. End zones are located on the opposite ends of the board.
The goal of the game is to move as many seeds to your own end zone. We will
be considering a standard Kalah(6,6), which means there are 6 houses on each
side with 6 seeds in each of the houses in the initial state. The board is shown
in the Fig 1. The rules for moving the seeds are the following.

1. A player can pick one house on their side containing seeds in their own
turn.

2. All seeds are taken from the house and distributed in a counter-clockwise
direction around the board. The player places one seed in each housew and end
zones.

3. If the last seed is placed in the empty house on the player’s side, it can
capture seeds on the opposite house. All of the seeds in the last house and the
opposite house are moved to the player’s end zone. The capture can only occur
if the opposite house contains a seed.

4. A player can play another turn if the last seed is placed in the player’s end
zone.

The game ends when one player does not have any seeds in their own houses.
A player wins if the number of seeds on his/her side is more than that of the
other player. The game-tree complexity of Kalah(6,6) is about 1033[5], and the
game was solved in 2011[1]. The optimal moves always allow the first player to
win the game.

2 Methods

2.1 AlphaZero

The core of AlphaZero algorithm is a deep neural network aided monte-carlo
tree search (MCTS). The deep neural network fy with parameters 6 is used to
evaluate the current state. The network takes in a representation of the game
state s and outputs move probabilities and a value, (p,v) = fo(s). The vector
of move probabilities represent the probabilities taking the action a at the state
s, pa = P(als). The scalar value v represents the probability of the current
player winning at the current position. The v values of 1,0.5, and 0 represents a
winning position, drawing position, and losing position respectively. Combining
the probability and the value in a single network maintains the consistency
between the two outputs. The original AlphaZero utilized 20 layered deep neural
networks with convolutional layers and pooling layers, but in our paper, we used
a much simpler model (see Architecture).

2.2 MCTS

The deep neural network is trained from games of self-play. In each state s,
MCTS is executed guided by fo. MCTS outputs the probability vector s of
playing each move at state s. At the final state sy, we compute the winner of the
game z. Then, for each of the states, we compute the winner value in respect to
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the players’ turns ry = 2. We scale the values rs to match the range of position
value to compute r%. Finally, we store the values (s, s, rs) in our history. This
history of position information is overwritten from the oldest values. We use the
history size of 50,000. At the end of each gameplay, uniformly sampled state
information from the history is fed into the network, and trained in mini-batch
fashion. The loss [ of the network is computed with the following equation|[9].

(P,v) = fo(s) and I = (1] —v)* — = log(p) + ¢||6]|” (1)

This is a combined loss of mean squared error of r, and v and cross entropy
error between 75 and p with Lo regularization.

MCTS performs series of game simulation and stores the playout statistics in
the structure of a tree. Each edge (s, a) in a tree stores a prior probability P(s,a),
a visit count N(s,a), a total action value W (s, a), and an average action value
Q(s,a). These values are initialized to P(s,a) = ps, N(s,a) = 0, W(s,a) = 0,
and Q(s,a) = 0. Each simulation starts at the root of the tree and iteratively
selects an action a the action with Polynomial Upper Confidence Tree (PUCT)
algorithm using the following criteria[2].

a= arginax(Q(s, a)+U(s,a)) (2)
where
N(s,b
U(s,a) = cpuct P(, G)M. (3)

The PUCT algorithm allows some diversities in the selected action. At the
same time, well-performing actions are favored more as the search is repeated.
When the game is completed with an output of v, we update the edge statistics
with the following algorithm.

1. Update edge statistics. N(s,a) = N(s,a) + 1.

2. Update action value. W(s,a) = W(s,a) +v

3. Update mean action value. Q(s,a) = %

The number of simulations for MCTS for each domain is explained in the
Experiment section.

Once the simulation is completed, we evaluate 7 with

1/7
(a, s0) = _N(so,9)"/7 (4)
> 5 N(s0,0)/7
where sg is the current state and 7 is a temprature parameter[9]. Higher the
temperature, the probabilities are more distributed. As 7 — 0, the algorithm
becomes greedy. In the training phase, we set 7 = 1 in half of the games. In all
the other settings, we set 7 — 0.

2.3 Architecture

We have conducted an experiment with four-layer feed-forward neural network.
The original paper used convolutional layers before feed-forward layers, but we
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have kept the architecture simple as it turns out to be still effective in small
games with small state space such as TicTacToe or Kalah.

2.4 Preprocessing

The original paper did not mention about the preprocessing as all of its inputs
were binary values. Similarly, we did not perform any preprocessing for TicTac-
Toe domain as all the inputs are binary. With Kalah, however, input can be any
non-negative integer with an average value of 5.14. The input was normalized so
that most values fall in the range of 0 to 1.

3 Results and Discussions

Performance of AlphaZero
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Fig. 2. The perfomance of the agent in each of the domain. The score is evaluated with
w + 0.5d where w is a number of wins and d is the number of draws against minimax
agents

We trained our agent for 1500 episodes in each of the game domains. We have
tested agent every 50-time steps against minimax agent with varying depth from
one to seven. When the agent reaches the leaf node which is not a terminal state
in the game, the state is evaluated with the heuristics. In TicTacToe, the agent
used an uninformed heuristics which always returns 0. In Kalah, the agent used
a heuristic value based on the number of seeds in its own end subtracted by the
number of seeds in the opponent’s end. The agent is tested twice against each
agent with the switched sides. The score of an agent is evaluated with w + 0.5d
where w is a number of wins and d is the number of draws against the minimax
agents. If the AlphaZero agent does not lose twice against the minimax agent of
the same depth, it is tested with the agent of higher depth.

The result of the experiment is shown in the Fig 2. The agent has learned to
perform well in TicTacToe domain. In 600 episodes, the agent has performed to
beat most of the minimax agents winning almost perfectly. In fact, it was able
to win against the minimax agent with depth 7 which requires playing optimally
on all of its moves. We can also see that the performance of an agent is not
consistent throughout the test. Between the episodes 650 and 1000, the agent
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did not perform well as before, but it is able to regain its performance with more
consistency later.

There was not much improvement in the performance of the agent in Kalah
domain. It won an almost consistent number of games throughout the training
phase. However, there were some improvements as well. After 500 episodes, the
agent was able to gain some wins against minimax agent with depth 2 or 3. On
the other hand, its performance against the depth 1 agent declined. This shows
that there was some overfitting or overgeneralization of the model. The original
paper was able to perform superhuman level after 700,000 episodes of training,
and our agent was not able to perform anywhere close to that level.

4 Conclusion and Future Work

The agent has learned to perform well in TicTacToe domain with some con-
sistency, but Kalah(6,6) domain was a challenging domain. The agent’s perfor-
mance in TicTacToe domain was almost perfect after 1000 episodes of training
and proved that AlphaZero is an effective learner in a game with smaller search
space even with a simpler model. Additionally, our agent learned in a smaller
number of episodes than the agents in the paper. On the other hand, the agent
struggled to perform well in Kalah(6,6) with some consistency. The reason can
be the limitation of the current model. With a larger model, however, it can get
undertrained with the current number of episodes.

The paper left several questions about the AlphaZero algorithm. How much
of the performance of agent is affected by removing CNN before feed-forward
neural network still remains unknown. The future work can test the performance
of the agents under different types of model.

Additionally, the speed of the training procedure against the different model
is still untested. Our result suggested some tradeoffs between the complexity of
the model and the number of episodes required for training. The optimal balance
between these two values is still unknown if the agent is required to perform over
some fixed performance.
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