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Introducing ranks of troops to StarCraft Al

Abstract: StarCraft is a popular series of Real Time Strategy (RTS) games with which many professional
players play. Tournaments for AI are often held and development of StarCraft Al gradually becomes pop-
ular, however it can not defeat professional players yet. Higher-ranking prize StarCraft Al programs on
2012 and 2014 tournaments played with a professional player and the result is zero win twelve loses among
twelve games from AI. Analysis of these games makes aware that disposition of units while moving has great
difficulty. This research introduces a concept of ranks of troops to StarCraft AI, implements it and examines
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its effectiveness by experiments.
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