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ABSTRACT

It takes quite amount of time to study a board game because there are many game
characters and different stages are exist for board games. Also, the opponent is not just
a single character that means it is not one on one game, but group vs. group. That is
why strategy is needed, and therefore applying optimum learning is a must.

If there were equal result that both are considered to be best ones during the course
of learning stage, Heuristic which utilizes learning of problem area of Jul-Gonu was
used to improve the speed of learning. To compare a normal character to an improved
one, a jul-gonu game was created, and then they fought against each other. Improved
character considered distance and attacked other one. As a result, improved character’s
ability was improved on learning speed.
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procedure Q_Learning
{
Find Max from QTable
Select player character action from QTable
generate random
Move player character
Move enemy character from e_action()
if (catch)
Generate plus reward
if (be captured)
Generate minus reward

Update QTable
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procedure Q_Learning
{
Find Max from QTable
Select player character action from QTable
if (all player action value is Equal)
if (total value is shorter than)
if (one of two characters is longer than)
if (one of two sides is shorter than)
move to opponent

Move player character
Move enemy character from e_action()
if (catch)
Generate plus reward
if (be captured)
Generate minus reward
Update QTable
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