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[Abstract]

Mighty is an imperfect information game, similar to the internationally popular four-player card game Bridge,
but more complex in terms of game rules and operation. An environment for exploring and analyzing the
strategy of the Mighty Game is required, but compared to the development of many simulators for strategy
analysis of other card games such as Bridge, there is no analysis tool for the Mighty Game. Even the definition
and understanding of the Mighty game at the academic level is lacking. To solve these problems, this paper
systematically defined the procedures and rules of the Mighty Game. And based on this definition, we
implemented a simulator that can learn Mighty game and analyze various strategies. For the usability and
accessibility of the service, the simulator was developed with JavaScript, and various analysis functions are
provided in the web environment. Lastly, comparative analysis with other trick-taking games dealt with in
the related research domain showed that the Mighty game has its value as an incomplete information game

and that there are many characteristics that make it easy to apply Al-based learning methods.
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I. Introduction

otole]= 229 7F=(playing card)2 sh= EHE[O]
7(trick-taking) A0l =& FE Aldolch AU &
A8 AYn 298 JE AYer g & e, ¢
A AR AL v, AlAe o] Aol AledE g
o] = FEIF /i 9 AR AU A A4
Lot [1}5 3l ol ol23it. utdof |40 Jea},
27[2], AP LE[Z]R} o] 4B FRIT A Qe
e 2 ZE Algolet it T 7t Ald
JHigol 2o £ 7IES B 4 glotg 2 AR
Aol st 29 FE ALY of2fg-L U7t AEigt
Hefe] Zapt gEAoz FojRlth= Zlolct. Aol
&0 & 7tEY it 7RAl Jlo] 7tES mer) gz,
Aol Eﬂﬂ Zutg gEX o= 7O ko] 9l o
P390 #5 geAor 24T p4o glone A=
<} %7}7} o
EZE 0] 7I= AYolM 2 2ole AY HAA
o, Ex(trick)}S 7Pq=(taking) AYolt 018 4
At} 4714 EHL == Feolo7t FoPy 7t=E |
ojgo] Ui ¢ ¥ © 82 SRS oulsha, §F
B} E2lolM 7Py =2 7t=S W E2o]o)7t Hlol=9]
U e AL7IES 77k o] BiEE= Zlo] E
2ol Aot} utolEl= Beja|et Al WAlo] FAF

Sl B2JR7} 4918 Algelal Fo] A<l v at

P

rok

re

O

l

P

oJE[: 5918 Allo]n Hol o uhis] P Aato]
AY AW =50 Seidchs Aol el dolest

0k B 4 9ok
221 Holol B2lA] AU oz

It
o
s

rr 19
re
-+

So| Exfstd] B3], vlolg) AYL it AP 9]
Ao ajsict. ol ofole] Aol ARG FAOZ
3 ool Sl A5Eie S402 wehE 2ofelg
o2 739 ujo]g] AYo] UL WASAL, tlole] Ay
Aol B Aeke Pashn B4 9% e FA)
s1A] Shct. Axlof olole] Aol gt ahe Aol

Aol gl o]5l|7} ¥&st Alsolct.
& oo (D=AdeR 585 = EHoPY 7tE 7
A AL BolE F85to] Ufolg] Al BAF R fAlE
ARz ZoJstRitt. T2]al oF 7[¥keg (2)ufolE
Ade 5ot Ae 74T 4 e AlEdolHE +
e e e L
so nxol2 ThSo] Mg AR 4747 ARS

R, e

¥

o} £ (3T Lol AP FAZ R 9t O
Ejeo]7) Agdat vl EAstel, oole] Aglo] £
A AYORA A7 7KK} 9os] Al 8o §olat
o S4o] Erfghe B,

L.

r

[Tl

II. Related Works

1. Card game simulation
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IV. Web-based Mighty Simulator

1. Purpose of Mighty simulator
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2. Design and implementation of Mighty simulator
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Table 1. Comparison of characteristics with existing card games
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