214239

MuddsiiEueszuuALANLaTl FuATINANARIENA MANTR TN I sayuaf
NAIA" qailsrasd e indnIN1enaintesgniv ssuuiiiauelfuuadndedeainszuy
xcs TunszununisFaudsruuaziuaniuzainanmuondanieiywifsruusiaanisFaug

1% 5 ] o ' 1 9u=; ar o
sruvAzaiNngaunt minnaauzdana litinglaluguanminaunsodnnisivaniue
v 1 v )

wiaanmnmsniiuld Tneudaznphaire@uunazil 2 daune doulieulu(Antecedent part) ua
dauneudiaau(Consequent part) dauAaudiaaussuiaznazivaiual lunseuaunisFeuf
sruparngeNlss i uLAaA119340UAB T IAGUAINEANEINNLLLNTITEUF ULLAY(Q-
. . - ) el P e 4 o ) Y o
Learning) UAZIAANANAATGANONIZLUIUNTTEEUIAUAA NINAFBINTENILURIUIAGDNA A
Feanaosniaasuudasesiwentnfiouazulng lnsfennaes  XCS gniinlumraunu
ManiseenuarlassudIlieny e AINNINARBINLIGITZULATNITIATUANTTLIL

seuaananiiisuas lulnelsatnafls@nsnw

214239

This project proposed the water quality control system for Marine Shrimp Culture
using X-FCS. The fuzzy rules that generated by proposed system are stored as rule-
based systems. During the learning process, X-FCS perceives environment state and
decides to create a new fuzzy rule. If the existing rules do not respond to the current
state then a new fuzzy rule is created. Fuzzy rules generated by the system consist of
two parts, antecedent part and consequent part. An online-clustering algorithm is used
to construct antecedent part while cohse‘quent part, Q-Learning algorithms is used to
determine the appropriate linguistic value of a consequent part variable. The goal of this
project is to control Nitrite and Ammonia in shrimp culture cube box. From experimental

results we found that the proposed system gives good performance.





