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ABSTRACT

As the industry develops, the technology used for games is also being advanced. In
particular, Al technology is used to game automation and intelligence. These game player
patterns are widely used in online games such as player matchmaking, generation of
friendly or hostile NPCs, and balancing of game worlds. This study proposes a model
generation method for game players. For model generation, attributes such as hunting,
collection, movement, combat, crisis management, production, and interaction were
defined, and patterns were extracted and modeled using decision tree method. To
evaluate the proposed method, we used the game log of a commercial game and
confirmed the meaningful results.
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[Fig. 1] Game player propensity modeling
procedure
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[Table 1] Hypothesis for game player properties

Property The content of the attribute
Hunt Game plgyers have .Varlous
hunting tendencies.
The game player will have a
Collection |different number of items collected
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Move ..
ranges of movement per unit time
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in battle.
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damage and hunt more enemies.
The distance the player moves
Battle 3 | and the number of times to hunt
will be different.
ma(rjlzsjme The player will always maintain a
n% certain amount of HP and MP.
Produce Item crafting activities are
different for each player.
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(transactio| is a unique behavior and can be
ns) used as a collaboration index.
Interaction A party.between players is a
(Party) unique action and can be used as
a collaboration index.
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[Table 2] Game player model validation results(average error rate %)

set 1 set 2 set 3 set 4 set 5 set 6 set 7 set 8 set 9 | set 10

1 4.56 5.35 5.09 5.00 417 423 474 4.87 5.66 5.62

2 4.85 4.96 5.02 5.55 5.22 4.45 439 4.85 533 5.11

3 452 5.22 5.35 5.27 4.87 470 5.27 5.44 474 5.33

4 4.70 4.96 5.31 5.09 4.63 437 4.63 5.77 5.51 5.51

5 4.56 5.51 5.24 5.35 5.07 478 4.61 5.05 5.00 476

6 491 5.33 5.09 5.20 494 4.61 5.38 472 5.95 5.33

7 437 548 5.55 5.35 498 4.85 5.20 5.24 5.09 5.13

8 4.59 5.16 542 4.26 4.85 476 4.61 5.07 5.84 5.68

9 4.67 5.35 5.40 5.16 5.35 472 4.96 5.38 5.51 494

10 4.56 478 4.85 4.70 5.64 4.65 5.62 5.27 5.09 483

4.63 5.21 5.23 5.09 497 4.61 4.94 5.16 5.37 5.22
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