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i We aimed to develop techniques to model player behavior and preferences for
multiple games, and to play them as opponents or friends accordingly, and to create problems for
them.

As an example, for Super Mario, we proposed a reinforcement learning task that generates stages to
maximize the stage desirability as a reward, and confirmed that it produces diverse and high-quality
stages.

As another example, for Go and Shogi, we modeled moves that humans consider natural by combining
supervised learning and reinforcement learning. We then proposed a technique for guiding the Al to

play well with natural moves against beginners and intermediate players, and confirmed the
effectiveness of the technique through experiments.
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