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FightingICE version 2.10

2http://www.ice.ci.ritsumei.ac.jp/˜ftgaic/

TABLE II
THE PARAMETERS USED IN THE EXPERIMENTS

Notations Meanings Values

µ 8
ω 5
a 20
Smin 3
Tsim 60 frames

Fig. 1. MCTSAI TOWAI 1200
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