The 25th Annual Conference of the Japanese Society for Artificial Intelligence, 2011

1P2-11in

Doooooooooobooonbon

Application of Losse Symmetry Model to game

oo ooo*t

Keitarou Saitou-

oo oo+

Tomonobu Nishimura

‘000000

Tokyo Denki University

oo oo+

Ryouhei Maruyama

oo oo+t
Tatsuji Takahashi

00 OO+

Oyo Kuratomo

2000000000

Graduate School of Tokyo Denki University

Human reasoning sometimes goes wrong, but the error has a certain trend. The illogicality is the result of
environmental adaptation through evolutionary process. If not formally rational, it is adaptively rational as a
heuristics under restricted computing resources. It may also be a source of certain properties proper to human.
In this article, we apply Shinohara’s LS model to game AI and game theoretic framework for constructing human

information systems.
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