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« Partner Play | | W el e Pairwise tests of Team 1 (top) against
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< The Calling Phase Teams eam 2 (bottom/color)
> A single decision made first in the round that heavily s . .

Ao e the results of the round * Double Rules consistently performs best

“ Double Random consistently performs worst
* Double MCST does fairly well
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. Our work focused on |deas for future work include:
three types of agents: % More testing on MCST Agent
Player 1 . Player 3 > Experiment with exploration weight
+ Random “ Develop Deep Q-Learning Agent
Flayer 4 > Selects a playable card at > Train an agent with a neural net
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< Partners earn points together > Plays simulation games from| ™
> Players 1 and 3, Players 2 and 4 each decision point and AR ST B ‘rt T
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* Players play the same suit that was led of winning accordingly T i T
> If unable to follow suit, a player can throw a card or ‘trumpin®
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% The highest ranking card wins the trick
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