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Fig.1 Normalized advantage & against normalized
game length 1. Winning rate p, (or p,) against
normalized game length 1
(Yonenaga' s evaluation)
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Fig.2 Normalized advantage & against normalized
game length 7. Winning rate p,(or p,) against
normalized game length 7 (Bonkras’ evaluation)
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Fig.3 Certainty of game outcome &
against normalized game length 7.
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