HSHUFE ANF 7=+

K
Ho

Al(BRL, Basic Research Lab)0f| MLt

(Human Computer

O, AMAZE AIME,

Al

AorE

L
A

ofe] M=7t=2 45 U

=
=

Interaction)

A=lo|ct.

ofl

[HO
o

Jod
ok

Ul

M SEALE A

0|0 &

=
=

1 L—
(e NES

4
=

(@)
[ |

A

14

<lo
olJ

|

K
Ho

Kl

Of/= &/

-
K=1
[=)

AZ171 <lsll xHal/

=
=

s

=
=

Ns 7le2 AlY S40[0

MHo
o

ol

<
Kfo

N

ol

.

oju

o

K

ol

ol

w|r

7l

7

o °’8 O|Cf.

!

Joll

W&

i
Kl

]

Ll

M

o

JHSMAIOA EO|= AtE
5! Action Net A%t

2Rl

| ¥ 9

o

MITS}

]

Kk



® Tuning Test E1& $ Y&
Humanlike ¥ Al

o Attah EE ThsT AIY Al
° E0]0] £=F0f A HE
7ksE Al Al

o HE| E0]0f A Al

Game Player
Modeling

(1)

e Natural Ul €3¢

o AlY Al2] AFEY 3
AH8X AE "ot

° 7|58 AY, XRAIY 7HE

Ea0]ojo] ¥H E A2 E2ojo] RS
A8t 71!%! QA i R e ) IIs%8 7|I°'—| SE &

il (@]
o T
StarCraft Al ZZICH3|, IEEE CIG Game Data Mining AT E 2%t HE ULCH

2 m4k XA AY UBXS 2Ofet HO £0re| METIO| gEoE FE]
S Ay Solojo BIES YU ABXS Jla ATE o1z FHolater oot
oD, O ATt OfFAH MK h J|ThEChD Ct

7| S YEENRAN XIYSD SFATHUCN XISt J|XATH Argje
3430 A7D HEATE XY ZSUTS YD, WAv|E UG A
AMT|E BEol NS ORs| 93 AbOICh MYE HRAL 317t 13759
AS X YWOt IHE +HoH 0, A) 6HNK AZE + AL



