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A Learning Support System for Tetris
Considering the Assistance Dilemma

KOHEI NISHIKAWAT  TAKESHI ITO™

Abstract: In recent years, as Al has evolved, many of them have shown performance that exceeds that of humans. In such
Al-based learning, the adverse effects of over-teaching have been reported by displaying the candidates shown by the Al as they
are; by over-teaching the Al, the learner becomes too dependent on the Al, depriving him or her of the opportunity to think. This
adverse effect of over-teaching on learning is called the "assistance dilemma," and has been studied using thinking games such as
Shogi and Go. Previous studies on Shogi and Go have suggested that assistance using future phases is effective. In this study, we
propose a method of assistance using the future phase of the real-time game Tetris as a subject and consider its effectiveness.
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Figure 2 Ultra-Mode Game Screen
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Figure 3 Outline of Support System.
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Figure 4 An Example of Support with Best move Display.
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Figure 5 An Example of Support by Future Position Display.
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