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I, Preliminaries

1. Related works
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2. Data sources
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lll, The Proposed Scheme

1. Variables
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Table 1. Variable Data Set

Rank Variable Weight
1 DragonGap 0.29073733
2 LevelGap 0.25727928
3 TowerKillsGap 0.19852534
4 BlueRiftHeralds 0.17530133

2. Data normalization
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IV, Experiment
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Fig. 1. Architecture of the Game Prediction
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V. Conclusions
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