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Method of imitate a video game player using deep
learning and prediction

YUSUKE AOKI* HITOSHI TAMURA?

Abstract: In computer games, automatic players as human opponents have existed since the beginning of the
history of game Al, and have been an ongoing research theme in the field of artificial intelligence since then. One of
the goals is to develop an Al that is appropriate for humans.

In addition, research is being conducted to obtain the personality of an individual by learning, with the aim of
creating a unique Al.
Research aimed at imitating human behavior using artificial intelligence can be found in a variety of fields. In this
research, we use OpenAl Gym, a reinforcement learning platform provided by OpenAl to train game Al.
Specifically, our goal is to create a game Al that can imitate the playing characteristics of an individual, combined
with the prediction of game aspects. Our research on game Al can be applied to e-sports.
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