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Experimental Study of Players’” Cooperation Pattern Acquisition Based on Referring Behavior in
Goal-oriented Ball Game
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In goal-oriented ball games, players dynamically cooperate and compete with each others, and they change their
behaviors based on a recognition of situations including other players’ positions and behaviors in a moment. In
this research, we focus on cooperation patterns that are shared by players for their behavior selections. Behavioral
experiments of these pattern acquisition in a soccer game are constructed in a virtual environment using head-
mounted display (HMD). Players’ referring behaviors which reflect their instant decisions based on cooperation
patterns are approximated by their head directions and focused. The effect of acquisition of patterns are evaluated

by analyzing their referring behaviors.
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