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Abstract

This paper is concerned with novel information dynamic models and their application. The first model is
relating to certainty of game outcome, and the second one is to the uncertainty. They have been applied to
Shogi and Soccer. It is found that these models are useful for visualizing the detail processes in the game,
such as the quality of entertainment, game pattern, together with time dependency of the advantage and
winning rate. It is suggested that FIFA Women’s World Cup Germany 2011 Final is a typical balanced
game in which Japan got the win against USA, but fighting spirit of Japanese players was slightly stronger
than that of American players.

—132-



00000000 Vol. 12, No. 3, pp. 132 — 142

1 0000

Ogfdoooooooooboooooooooooa
000000O000o0o00o0obooonoooooog
000000000000 oooooooooooog
go0oooooooooooooooooooonon
0000000000 000000000000o0O
Jdo00oo0oooooooooooooooonog
godooboooooooooobooooooooa

00000000o000ooooooooooooon
00o00D0D00Doo00DOoooooooooog
O00000000000000000000 20110
70 170000000000 FIFA Women’s World
CwpOOOO0O0O0O0OoOoooooooooooooO
goo0ooooooooooooooooooonoa
0000000000000 00000000000
0Do0DO0ooDOoooooooooo

069000000000 00O0O00O00O0OO0O0OO
dooOov0DOO0OO0oy0DO0OODOODOOODOO
00000000000 D0ooOoooDoooan
o0ooooooooooooooooooooooon
0000000000000 000000000o0o0
003030000000 00000DO000000
goo0oooooooooooooooooooon
00000000000 Db00000000o0oagon
00D000o00oooo0oooooonooooooog
000d0O00000ob0Oooooooooooooo

“d0000b000r’00bDO00bDOoOoO0DOOoOn
0000o00oDooooDoooooooooooo
000000O0o0o00o0oooooOoooooog
000000000000b0o0bD0oooooooog
000000000 00D00o0ooDoooOooaon
0000000000000 00000o0ooOooan
00000000000b000DoD0o0ooooooo
OoooooUoooo Q)Rooooooooouo
000000000000 Schannon[3] 00000
0000bO0DOO0oDOoooooooog

0D0DO0DOooOoooooooooo

l. Doooooooboooooboooboooboo
goboooooooo

2.069000000 0OO0OO FIFA Women’s
World Cup Germany 2011 000000000
JodopooooOboooooooooooo
goono

2 OQUooobobooobood

21 0OO0O00O0
0000000000000000000 [1JO0

0ooooooo

(a) 000O0O0O0O0O0O0O00000000O0O0000

(b) DOODUOOODUOOODDDOOODDODOODOD
oobooouoboooooooboooooo

(¢) DODOOOOODOODOOOOOODODOOOOO
goboooooooobO oroooooooo
Ubad00o0o0ogd

(d) DoDO0OD0O0O 0O’'o00O0oLDbOUObDOoo
goooooboooooooooooooo

(e) DOODUOLODOOUUOOLOODOODOOUOO
oo

(f) ooOoooOOooOoOooOOooOooDoOooo

oooooooooooooboooooooooa
gooooooooo
allOO0ODOOOODODOOODOOOODOD 1000
goboooooooboocooooooooooon

U,

—

o —

0

[0 1: A definition sketch of flow past a flat plate
at zero incidence.
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O 1: Correspondences between flow and game information.

Physical world(flow)

Informatical world(game information)

u: Velocity

Us: Free stream velocity
out of boundary layer

y: Vertical co-ordinate

0: Boundary layer thickness

I: Current certainty of game outcome

Iy: Full game information

t: Current game length or time

to: Total game length

[0 2: Correspondences between flow and game information.

Physical world(flow)

Informatical world(game information)

U: Velocity
Up: Velocity of lower plate

y: Vertical co-ordinate

6: Gap between upper and lower plates

I: Current uncertainty of game outcome
Iy: Initial uncertainty of game outcome
L: Current game length or time

Ly: Total game length
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O 3: FIFA Women’s World Cup Germany 2011 Final Results
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