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The Fighting Game Character that Grows up by
Imitation Learning

Junicur HosHino, ™! Akiarro TANAKAT2
and KATSUTOKI HAMANAT!

In action game, the computer’s behavior lacks diversity and human players
are able to learn how the computer behaves by playing the same game over
and over again. As a result, human players eventually grow tired of the game.
Therefore, this paper proposes technique to expand the behavior pattern of
COM. To this end, we use imitation learning. In this technique, play log
is recorded. And COM expands the behavior pattern by imitating a part of
player’s behavior pattern. In the result, COM is able to expand the behavior
pattern every match and grow up.
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Fig.1 Creation and expansion of base behavior pattern by imitation.
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Fig.2 Tactics and sequence of tactics.
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Fig.8 Game screen.
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Table 1 Action list.
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4 | LedBHvia | 16 | ¥y
5 | Ledty 17 | sFL%FuY
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8 | Fifwia 20 | grov T
9 | #2Fvia 21 | SevTRyy
10 | %R 22 | =—%wy
11| £Ov7 23 | Lepia ST
12 | BRA—F 24 | Leopsxysy
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Fig.9 Evaluation result.
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