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The objectives of the research was to develop an artificial intelligence system for fighting
style games using the length fuzzy rule-based techniques, and to find the system’s efﬁciency
according to Arsa Fighting. The length fuzzy rule-based technique is composed of 5 components
(1) Rule-based system using data classiﬁcation and decision tree theory with flexibility on
parameter adjustments from the results allowing the actors to respond appropriately. )
Fuzzification was the vague calculation system which the actors used in decision making to
respond based on the available input. (3) Length Judge Line System was used to check the level
of attacking objects. Input crisp value was converted into fuzzy set and generated in length judge
line table in order to weigh the pararﬁeter value for the attacking objects value.
(4) Defuzzification was to transform fuzzy back to crisp value (5) Express Behavior was the
acting the actors. When the results were obtained, the system ordered the actors to act
appropriately. Concerning the finding of the efficiency using the length fuzzy rule-based
techniques in conjunction with fighting games, found that the percentage of avoiding attacking
was 72.65 which was higher than Arsa Fightin’g standard which was 46.62%. Therefore, it could
be concluded that artificial intelligence system for fighting games using length fuzzy rule-based

techniques yielded higher or equal to Arsa Fighting standard.





