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Two player games often use some heuristic in decision-making. In the Minimax or Alphabeta methods, however, sometimes the game can build the whole tree of the game, it’s often impossible. Other games like Nim may use perfect evaluation functions while playing. We have developed a method for building heuristical evaluation functions for games; witch can not use these methods (the game tree or perfect evaluation). Our method can be applied generally, if some important features can be extracted from every state of the game. This is an iterative method, a genetic algorithm; witch guarantees a convergence to the optimal evaluation function.
