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In this research, we focused on mistakes of human. We got the following research
results by aiming at making game Al that makes human-like mistakes.
1) Classification by focusing on the cause of a mistake in human playing games.2) Proposal of a game Al
with the model in consideration of human biological restrictions.3) Proposal and estimation of a game Al
that adjust the strength in a game automatically and direct to a good game.4) Proposal of a game Al that
realizes a human-like play by giving the "flow".
These research results bring new evaluation other than the directivity of "strength” to game Al and serve
as new indicator to generate the various game Al.
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