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Fig.1 Normalized Advantage & against Normalized Game Length 7 for

Human Player(Winner) vs. Computer Player 1(loser).
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Fig.2 Winning Rate p against Normalized Game Length 7 for Human Player

vs. Computer Player 1.
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Fig.3 Certainty of Game Outcome & against Normalized Game Length 7 for

Human Player vs. Computer Player 1.
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Fig.6 Information Energy against Normalized Game Length 7
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(2 : 5 ADT L —F—ZLDF—A « 2a7—HB

Move No. Human Comp.1 Comp. 2 Comp.3 Comp. 4

1 0 0 0 0 0
2 30 0 0 0 0
3 30 280 0 0 0
4 30 400 0 0 0
9] 30 400 0 480 0
6 30 400 0 520 0
7 30 400 0 520 100
8 30 400 0 800 100
9 30 400 0 950 100
10 30 400 0 950 400
1 390 400 0 950 400
12 480 400 0 950 400
13 480 670 0 950 400
14 480 670 330 950 400
15 480 670 340 950 400
16 480 670 340 1090 400
17 590 670 340 1090 400
18 590 800 340 1090 400
19 590 830 340 1090 400
20 590 830 410 1090 400
21 590 830 410 1330 400
22 980 830 410 1330 400
23 1100 830 410 1330 400
24 5140 830 410 1330 400
25 5140 940 410 1330 400
26 5140 940 650 1330 400
27 5140 940 1450 1330 400
28 5140 940 1580 1330 400
29 5140 940 3760 1330 400
30 5140 940 3760 2530 400
31 5140 940 3760 2530 410
32 5140 1140 3760 2530 410
33 5140 1140 3760 2530 -590
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