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Abstract: While various systems that have aimed at automatically acquiring behavioral patterns have
been proposed and some have successfully obtained stronger patterns than human players, those pat-
terns have looked mechanical. When human players play video games together with NPCs as their op-
ponents/supporters, NPCs’ behavioral patterns have not only to be strong but also to be human-like. We
propose the autonomous acquisition of NPCs’ human-like behaviors, which emulate the behaviors of human
players. In this paper, instead of implementing straightforward heuristics, the behaviors are acquired using
techniques of reinforcement learning and pathfinding, where biological constraints are imposed. We evaluated
human-like behavioral patterns through subjective assessments, and discuss the possibility of implementing
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the proposed system.
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