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Abstract

Genetic approach to Janken game

Masaomi YAMASHITA

Recently, information processing technology develops rapidly. However, a computer
that can react like a person doesn’t exist. For instance, it looks difficult that the
computer reads person’s mind by present technology.

On the other hand, the genetic algorithm is an approximation procedure because
it solves optimization problems based on the mechanic of natural selection and natural
genetics.

In this paper, we propose a strategy to read person’s mind with the computer. The
Janken game is adopted as an example. It aims to acquire an excellent strategy in the
Janken game by estimating player’s hands from past data. It is achieved in using the

idea of the genetic algorithms.
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