An Application of Classifier System to Two Player Game
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Abstract Recently, there are many researches about Classifier System(CS). CS is a kind of
machine leaning systems which acquire the production rule. Especially, Genetic Algorithm is
adopted to generate the production rules of CS. In this paper, we apply CS to two player game.
The purpose of two player game is that an agent beats an enemy. So, the optimal action will

change by an enemy’s action because player’s action has dinamics. We show agents can learn the
optimal action by CS. Furthermore, some results show the validity of this system.
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