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Human-level Adaptive and Various Othello Als
with Genetic Algorithm

Youer Uepaf! and Kokoro TKeEDAT!

Advancement of the Al technology makes stronger Als than any human play-
ers in many games. On the other hand, structure of various Game Als, which
have the same strength as Beginners and Intermediates and act naturally, isn’t
easy work. I proposed the method for structing ”a group of rival Als” which
has suitable strength for general players and variety of strategies with Genetic
Algorithm. In this paper, I applied the system to Othello game and evaluated
its performance by an experiment with testees.
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