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A prediction of opponent strategy using deep learning in StarCraft
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Abstract: StarCraft is a particularly popular series of RTS (Real Time Strategy) games with which many professional players
play. Various studies aimed at development of StarCraft Al that is stronger than professional players have performed to date, but
the Al played with professional players and that result is zero win fifteen loses among fifteen games form Al. It shows that Al is
far from professional level. Considering effectively reinforcement of StarCraft Al, this reserch introduce a prediction of opponent

stragegy using deep lerning.
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