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Artificial Engine Development through Reinforcement Learning on
Jul-Gonu Game
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Abstract

Game program manufacture had been classed by 3D or on-line game etc. simply. But, atomized game programmer’s
kind now. So, Arificial Inteligence game programmer’s role is important.

This paper used reinforcement learning algorithm for Jul_Gonu board characters to leam, and so they can move
infelligently. To compare a leamned character o an random one, a board game was created, and then they fought
against each other. As a result, leamed character’s ability was far more improved.
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procedure Q_Learning

Generate minus reward
Find Max from Q Table with Current State.

Generate plus reward

if (be captured)
Multiply gamma and max and add reward.

Select player character action from QTable
Update QTable with Previous State.

Select player character action from QTable

Find Max from Q Table with Previous State.
Move player character

Move enemy character from e_action()

if (catch)
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