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Using Object Detection Models
Battle Analysis in Action Games

KAZUKI TAKAHASHI' TOMOKO OZEKI'

Abstract: To increase the odds of winning in action games, it is important to understand the competitive style of the
players and their opponents, and to develop tactics. One effective way to achieve this is to analyze video clips of the
player’s matches and those of strong players, but this analysis is time consuming. In this paper, we propose a method
to detect characteristic frame images during the motion of a technique by using an object detection model to
automatically count the number of times the player uses the technique. The proposed method detects techniques with

high accuracy and is effective for analyzing playing styles in action games.
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