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MOTTO 

“Mereka itulah orang yang dibalasi dengan martabat 

yang tinggi (dalam surga) karena kesabaran mereka 

dan mereka disambut dengan penghormatan dan 

ucapan selamat di dalamnya“. 

Surat Al-Furqan Ayat 75 
 __________________________________________________________________ 

 

We spend so much time being afraid of failure, afraid of 

rejection. But regret is the thing we should fear most. 

Failure is an answer. Rejection is an answer. Regret is an 

eternal question you will never have the answer to. “What 

if…” “If only…” “I wonder what would have…” You will 

never, never know, and it will haunt you for the rest of 

your days.”  

Trevor Noah 
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INTISARI 
 

Nine Men's Morris adalah salah satu permainan papan strategi tertua, 
sangat sulit untuk menemukan asal usul permainan ini, Papan tertua yang pernah 
ditemukan adalah di Mesir, diperkirakan berasal dari abad ke 14 SM. Pada era 
abad pertengahan permainan ini sangat terkenal di berbagai benua, di Inggris 
permainan ini mendapat nama Nine Men’s Morris , di Jerman dikenal dengan 
nama Mühle, di Perancis disebut  Jeu De Moulin atau Merelles, di Cina disebut 
Sam K'i, dan masih banyak lagi. Permainan ini tidak lagi terkenal seperti dahulu , 
hal ini disebakan oleh munculnya permainan Catur, Go, dan permainan berbasis 
dadu.  

Oleh karena itu penulis mencoba membuat kembali versi digital dari 
permainan ini, dilengkapi dengan Kecerdasan Buatan yang dirancang untuk 
memberikan tantangan untuk pemain. 

 
Penelitian ini menunjukan bahwa Kecerdasan Buatan lebih kuat jika 

dilengkapi dengan: Trigger, Algoritma Evaluasi, dan Sistem Memori. Penelitian 
ini membuktikan kekuatan Kecerdasan Buatan yang memiliki komponen lengkap. 
 
 
 
Kata Kunci:Permainan, Strategi, Nine Men’s Morris, Kecerdasan Buatan, 
Algoritma Evaluasi, Sistem Memori. 
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ABSTRACT 
 

Nine Men 's Morris is one of the oldest strategy board games, it is very 
difficult to find the origin of this game, the oldest board ever found was in Egypt, 
estimated to date from the 14th century BC. In the medieval era this game was 
very popular on various continents, in England this game got the name Nine Men 
's Morris, in Germany known as Mühle, in France it was called Jeu De Moulin or 
Merelles, in China called Sam K'i, and many more . This game is no longer as 
famous as it used to be, this is caused by the emergence of Chess, Go, and dice-
based games. 
 

Therefore the author tries to recreate the digital version of this game, 
equipped with Artificial Intelligence designed to provide challenges for players. 
 

This research shows that Artificial Intelligence is not just an evaluation 
algorithm, but consists of: Trigger, Evaluation Algorithm, and Memory System. 
This research proves the power of Artificial Intelligence that has a complete 
component. 
 
 
 
Keywords: Game, Strategy, Nine Men Morris, Artificial Intelligence, Evaluation 
Algorithm, Memory System. 
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