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Abstract

In this thesis, we research the driving behavior of players in the TORCS racing
game platform. At first we introduce the reason and purpose to research player
behavior, and then we introduce the TORCS racing game architecture, some
TORCS-related researches and other researches. on the player behavior. There are
driving behavior differences between-each players, this thesis provides some methods
to compare different players, and construct statistical individual player models, then

use player models to predict the driver of racing trajectories.
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trackl track2 track3 track4 track5
userl 0.8614 0.8300 0.8119 0.6569 0.7440
user? 0.7665 0.7609 0.7103 0.6400 0.8355
user3 0.9610 0.9312 0.9911 0.8515 0.9886
user4 0.8280 0.9801 1.0294 0.8259 0.9316
userS 0.8910 0.9351 0.8561 0.7461 0.7978
user6 0.9057 0.9928 0.7934 0.7590 0.9720
el 0.8689 0.9050 0.8654 0.7465 0.8783
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% 4-2 speed % # T HFF B F ¢ checkpoint £ £ & RIE % %

trackl track2 track3 track4 track5
userl 0.7907 0.6346 0.5776 0.8316 0.7929
user?2 0.6663 0.5791 0.5544 0.6191 0.6608
user3 0.9580 0.8746 1.0103 0.9282 0.9789
user4 0.6302 0.9895 0.9021 0.7262 0.8160
userd 0.8533 0.7605 1.0113 0.9142 0.8434
user6 0.6162 0.5355 0.7057 0.7151 0.9843
el 0.7525 0.7290 0.7936 0.7891 0.8461

% 4-3 accelerate % #&™ B #3 checkpoint £ £ & Rl % %

trackl track?2 track3 track4 track5
userl 0.9327 0.9214 0.9035 0.8849 0.8320
user?2 0.9185 0.9023 0.9542 0.8932 0.9708
user3 0.9720 0.9124 0.9803 0.9988 0.9710
userd 0.8349 0.9765 0.9955 0.9826 0.9979
users 0.9587 0.9032 0.9429 0.9476 0.9038
usero6 0.8311 0.9705 0.9587 0.9851 0.9583
el 0.9080 0.9310 0.9559 0.9487 0.9390
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% 4-4 angle %™ 5 B Fif checkpoint £ £ &Rl % %
trackl track? track3 track4 track5

userl 0.8902 0.8609 0.8000 0.7418 0.8696
user2 0.8241 0.7996 0.7437 0.6648 0.8712
user3 0.9507 0.9021 0.9914 0.9034 0.9238
user4 0.8661 1.0720 1.1266 0.9128 0.9333
userd 1.0428 1.0358 1.0847 1.0562 0.9467
user6 0.8576 0.8640 0.8281 0.8438 1.1372
el 0.9052 0.9224 0.9291 0.8538 0.9470
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# 4-5 Position ¥ #cenE % R Fp R 2 %

FTERlL | FERI 2 |FERI3 | FERI4 | FERID | FEBI6
ki 1 1133 42 405 75 324 181
Xk 2 980 52 501 150 288 189
xRk 3 932 46 533 159 315 175
x4 904 36 466 216 317 221
%k 5 983 27 401 151 388 210
Xk 6 900 45 573 159 271 212
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% 4-6 speed % #cE B B Rp %%

FERlL | FERI 2 |SERI3 | FERI4 | FERID | RO
Kk 1 476 238 106 586 419 335
X ik 2 436 268 124 593 387 352
Xk 3 385 189 194 714 386 292
x4 420 187 138 728 384 303
ik b 349 143 76 826 512 254
x ik 6 489 198 178 428 393 474
% 4-T7 angle ¥ #cE % B Bl 5%

TR L [ FERI 200 FERI3 | AR 4 | FERID | FERIG
xRl 596 188 424 321 304 327
X ik 2 588 215 404 360 258 335
X ik 3 504 196 527 355 268 310
xR 4 482 183 408 447 301 339
ik b 553 165 416 359 346 321
X ik 6 513 182 471 371 269 354
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