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ABSTRACT

The traditional marble game is a stochastic game which is has random probability of 
distribution or pattern that may be analysed statistically but not be predicted precisely. 
It need to target which marble is the most suitable to shot accurately. The study of 
traditional marble game will be implemented in a game prototype using Ant Colony 
Optimization (ACO). ACO technique is used for searching method in order to find the 
nearest marble that can be selected to be shot. Instead of get random value of position, 
ACO helps to optimize the nearest marble. Collision detection technique is one of a 
physic law that manipulate the movement and position of marble. The prototype is 
evaluated based on distance between initial position and selected marble position. The 
shortest distance is defined as best result. A set of data contains position of marbles is 
tested for ACO algorithm in the prototype. As the result, the accuracy of the shortest 
distance is moderate because number of marbles limited to fifty marbles. The more 
number of marbles, the higher the search accuracy. In future, traditional marble game 
can be applied with other search algorithm to optimize the solution.
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