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The main purpose of this research is to entertain human players. For this purpose,
methodologies for generating computer players have been proposed, which can control the position accordin
g to the opponent®s level, reduce the frequency of unnatural moves, and produce varied strategies. In addi
tion, researches for improving the strength of computer players have been also done, and an academic platf
orm of a game has been also published. The target games are Othello, Go, Puyo-pop, Turn-Based Strategy and
Mahjong Titans.
For Othello and Go, entertaining programs were ﬁroposed and evaluated through experiments using human subj
ects, and the effectiveness were proved. For Othello, co-evolution approach was used so that the computer
players had almost the same strength to a human, and had different strategies from other players. For Go,
many requirements for entertaining players were summarized in a list, and an online position control metho
d which can reduce the unnatural moves was proposed.
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