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 Marchenko O.O., Marchenko O.I. “Depth-breadth” criterion for control of the search tree shape using Monte-Carlo 

method. Basing on analysis of the Monte-Carlo tree search (MCTS) method and specific features of its behavior for various cases of 
usage, a new tree “depth-width” criterion for controlling search tree shape along with for estimation and choose of potentially better 
options for the search continuation. It is supposed that this criterion could be used for development of new techniques of MCTS 
method improvement and for creation of faster MCTS implementations for concrete applications. 

 Keywords: artificial intelligence tasks, game trees, tree search, Monte-Carlo method, MCTS, MCTS improvement 
methods.  
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