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A Study on Learning Method Using Scale Down about the Tetris

SEIMA Aokih®  TsuyosHl HASHIMOTO!

Abstract: A general learning method of game AI that human does not select evaluation function have suc-
ceeded, but this method can’t apply in complicated games. Tetris is also one of the complicated games.
To obtain good features in learning, it’s necessary to align one row horizontally by random action, and it’s
necessary to continuously act operations without gaps. The probability that continuously act operations
without gaps is low, and if it acts operations making gaps in the middle, it gets away from state that it can
align row horizontally. Because of this difficulty, the game AI that human does not select evaluation function
han’t been created yet. In this research, we focused on the feature that Tetris can play with the same rule
even if the size of game is scaled down, we proposed a method that learn with scale down size, and using
the result for learning at the original size. This method can be applied not only to Tetris but also to other
games that can be scaled down. We experimented to evaluate this method, we found that learning using the
proposed method is inferior to learning without using it. Also, we investigated the cause of poor performance
of the proposed method.
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