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Imitative Learning from the Logs of a Soccer Simulator
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In late years, multiagent systems in which agents achieve a task collaboratively attract attention. This study aims
to achieve collaboration and learning in multiagent systems with RoboCup Soccer Simulator. However, the learning
in multiagent systems has a problem with the way of getting supervised signals and difficulty for programmer to
set criteria for evaluation. This study tries to acquire the skill in dribble by imitation learning from the logs of

other teams.
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