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Quiet Accumulation Game iZ>w»T

EEEZAEEEEE #HE &% (Kensaku Kikuta)
School of Business Administration
University of Hyogo

1. 3Caic

#R#HEH (Search Theory) DR L LT, #MERM>AROHREDIE S, BERY CORBONROTRE
R, SIRRL, BAOEE, NEMETOREL, VU A2EOFHEL, XA—/— - v—7 v MBI 3HRD
BEFl, 7cavCa—SBRTR, 7077 20N EHFEORR, 2V E2—F P4 VADF 2y I Ny h—
ORFRLRLELAEZ NG, TRSOMEREFEEFLE L THSLLENTRES N, BRREEOBES K
2RI ICRD 2, 20V I2al—va VBl TCEBBWIKRD 2, L) k) KBRETHHEAL
KHEIhTWw3,

FROBMZ, BEPRID 2 ALY Y - LEFLO—2TH % Accumulation Game 2#M L,
MRBRRLSBROMAFBEFTICOVTRRBIETH S, ZITHIToN T2 EHOTRIZBE M [4],
[9],[10] ® k tr [11] zBE I v, (8] i2 Accumulation Game 2ROV TDH—T 24 TH 3, [1],
[2], [3] B k¥ [7] 13#B%Y — 2 (Search Game) ic>WTHBIN T IRETH 2, HiC [1] RBBED DD
T&YH Accumulation Game DHERRD —HHHEN ST 03, 72, [3]icd Tk, Accumulation
Game & ARICEED 2 A¥ nRIERS — LA TN TE Y, ML DT FLITE W TRITHICERZ B8R
LR BRBBR5NnTw 3, Accumulation Game Z2H T 2BicBE L 3ETH 3, 5] B &
U [12] BBRRBRICOVTFRIL FLd Y —T 24 TH 2, [6] BEREROEEFTTH 3,

FHEDNE 2#i Tk, Accumulation Game 20> THIB L 728, Noisy B& B oh T 28R
D—WEAB~ 3, B I3H Tk, Quiet Accumulation Game izowTIh i@ o BB 2N T 3,
BAMICk TR, BRRESVHERY 77 £/ — F&hThH ) RREOBE: V7 70T LICHB S hi
£12 Quiet Accumulation Game DBIEDHEICOTHRMAL. BRICBSHicE T, YEoWMEEE
ZowTRR2,

2.Accumulation Game
A#iTiz Accumulation Game i >TSS 2, ¥, HRENIMEEEIT object b EBOBEDETF
NERRG,
ETFTNIL.
o 2 A® Players (Hider & Seeker) #3v2 3,
e nfAOFHH Y, 1HERTRTOFHEHE TH 2,
o B (7:%7 2, k) Hider & Seeker ZEFICKRD & 5 78T 3 ¢
Hider 13 a f® object % n @D I &, ZTH KD THHIBT, ~ELERHICEL 1
&7 3, Seeker i3 Hider #iRzM S s hdic, bEOHEZFRS,
eSeeker 2t object BREN TV 2HERLL 2, BRI TZhEROIT S,
» kB0 L OEBMOEIDKT . object 23 N L OIS h- R4 T Z Hider nBs ¢
BHF—L32ITHRT TS,
ok ElZTOTRTOEICE VT, object 45 N L EORICE X N7 R4 L 4\ & 213 Seeker D
L5 THdLT 5,
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ETFNVIZERLTHS I DIKROFAR KL,

#ll. n=3,k=3N=2a=b=1,
(1) Hider »B-84: 201,

fl 2 3
1 Bl H DR Hider Seeker
1 B BT R Object .
2BIH D®R Hider Seeker
2EIEKTR Object Object

HERTRIC N = 2flR 7 RBP4 U 20T Hider D@L TH 35,

(2) Hider 23Bo&: 202,

Al 2 A3
1 Bl H DBIR Hider Seeker
1 BB TR Object
2 [B]H D:BiR Seeker Hider
2EI B TR Object
3[EH DR Seeker Hider
SEIBR TR Object Object

SEHEKTRIC N =2 BB I REY4E L 0 Hider ot th 3,

(3)  Seeker BoB&: 201,

il 2 3
1 B DR Hider Seeker
1 BB # TR Object
2 HEHDER Hider,Seeker
2HERTHR Object
3[E B D&ER Seeker Hider
SEERTH Object

SEIEMTRETIIN = 2 @RIV RENEL B> 7D T Secker DL TH 3,

(4) Seeker 2iBs>HE : 2D 2,

F1 w2 3
1 Bl H 0@&R Hider,Seeker '
1 FB# TR
2 [ H DER Hider,Seeker
2EIHKTR

CEIHRTREI TN =2 RS REBELT, L2OBY 1IN =2@BIh-REELZ L
1372w D ¢ Seeker DL TH 3,

RDBIDEICEFRVIDT 7YV L - a > % BIZLHTED,
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# 1. p.396 of Kikuta/Ruckle (1997)

Feature FEasy alternative Hard alternative
Type of media Discrete Continuous
Nature of location Discrete Continuous
Relation of locations Independent Related
Numcer of searches per turn Fixed Variable
Finding probability 1 pe(0,1]
Hiding rules One of each location/ Variable
all at one location
Time Limited Unlimited
Movement of objects No Yes
Result of finding Seeker wins/seizes object Seizure or more searches
data from other locations No Yes
Seeker strategy Random Game theoretic optimal
Hider information Location of each/no search  Location of finds

EFN 1 OBFATI Hider B 2WBRICERL Tk o, BEIOKTHIZ, Seeker R AHOES

% Hider 2L OBERZ Z LB TEIPIE ST, F—2ERDIDDI L 7T} 3,

(i) Noisy Case: EEIN#T#ic, Hider i3 2 DEIiz Seeker BRARLFHOBSEMB = LHTE S,

(ii) Quiet Case: BEO#KTHIZ, 2ZDHEIc Seeker 7 object Z B>/ & # D&, Hider iz 2 [
Seeker HFRHMOBHE LMD LHTE 3,

(iii) Very Quiet Case: SEOKTH#Iz, Hider i3 Seeker RO BE M2 2 L AT R,

MFEOTHICOWTOMBRS 5F X % £, Seeker ic & > T Very Quiet Case 2BbFHRITH b, Noisy
Case PBROFATH 2, UTEM T, Noisy Case DWFTHRERLBET 2,

HLEDKTH, RRINTICHE->Tw 3 object Bz M LT3, b kER-> T EHE, DIsR#IC
$BENRDT —LDMEE V(M E)TRT LT3, ROFBEABRIAY IO ¢

b
V(M k) =Y Pu@V(M +a—ik~1),
=0

_fo ifk=0and M < N;
WMH_&,KMzm

TR, Pu(@) = M) x ("MT)/(G). COBREBRE2ES THEL MR UTICRT.

2. n=100N=42a=b=3M=0k=20D%%E, ¥—LOfH2085324 TH%, n=100,N =
42,a=b=3M=2k=10DLE, ¥—LDHEIZ05389 TH5, n=100,N =30,a=2,b=6 TOHE
2L TORIIRT,

#£ 2. p.406 of Kikuta/Ruckle (1997)

k/M 0 3 15 25 : 28

5 0 0 0 0.47536 0.91556
10 0 0. 0.05621 0.93249 0.99325
15 0.00002 0.00249 0.62132 0.99315 0.99994
20 0.14001 0.30757 0.93538 0.99934 0.99995

25 0.69564 0.81726 0.99234 0.99994 0.99999



106

o, BREELZ 06 LS, XDkiichk 3,

# 3. p.406 of Kikuta/Ruckle (1997)

k/M 0 3 15 25 28

5 0 0 0 0.9091 0.9947

10 0 0 0.05833 0.9991 1

15 0.0059 0.1496 0.9871 1 1

20 0.79 0.9231 0.9998 1 1

25 0.9942 0.9984 1 1 1
EFN2.

unit interval I = [0,1] CO¥ ~L%EZ 35, Seeker i3BEH, B¥b< 1D I DHIHEM A ##A 3,
—%. Hider i2 a Bifi0¥E%. LR T LOESEK foWE LY fol ft)dt =a ZW-FT X, T
L7, fI\A f(t)dt > 17%6iF Hider ot 29 Chvek %i3 Secker DL TH 2, b< 1 ITHL,
p(b) =p 2 I %W DRPELRX b DHRMOBIETH 2 LERT 2,

Seeker DB BMMBE & 13, BEE 1/p TEM [i/p,G+ 1)/pl.7i =0,1,...,p— 1 ZBEBEETH 2, Kic
Hider D#Eg P(to, M) 2 ROBEKTRENI LD LT 3,

Metomd  if g —e <t < o
fuelt) = § Mlotest) jf 4, <t <ty +¢

0 otherwise.

IEED(M%kzl)@f—AK%wT\1$a<#ﬁ&éw\f—A@ﬁﬁ%}?ééotﬁwﬁﬁﬁﬁ
ﬁS%hw@-O@ﬁﬁﬁ%?%%oik\H;&jhﬁﬂm“”m—l%ﬁ$%?ﬁ$ﬂ%ﬁHMﬂ@~
DOBREBMETH 3,

EFN3.

RI1OMAC LT —2%2E%23, c;,c06C mod 1IKL Aler,e2) & ¢ 225 cp ¥ CHREHE D DBY
WRBTH B ET D, C LOR c 2~ IS X > TGRY, RICH A(c, c+ 6c) %:BIWIE% . Seeker O —
BEE LIRS, C LOBIMK f(c) = a,Ve € C % Hider 0 —RREEE L LS, Z OB, C LO¥ —LTDZH
Zho player OREREEE 2 Y (72720, Hider DB, o> L DL E), Y—20fRRDL Sk
2. a<1DEE, 0, a2 DEE L, LHL, 1>a< Ty DERREMETH S,

3.Quiet Accumulation Game

Quiet Accumulation Game (2% 9, Accumulation Game » Quiet Case) 3, Noisy Case izt
LT, IS Rifind i, 20BHO—>I player DR ERIEIMEI LS - L Th3, KT
%, Quiet Accumulation Game D2 R 7N — X %457 L 728X [9] % X ¢f Quiet Accumulation
Game D77 Y x—% a v Z;ALBK [10] DREER< 3, AMfiCiRa=b=1 L{RET 3,

3. 1. Quiet Accumulation Game with N =2,k =3

EFNV1LIZEWT, Quiet Case TH 5, EH (k=3) i3 Hider 0 EEEEK (W=2) kb 1 XSO T,
2 EIHKTHICHE X hie object %2 0 THiuE, Hider f117TH 3, #ED outcome 2XD & 3 i<
ERT S,

N: Seeker 232 DEiC BB % Rot o,
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F: Seeker 3% OE\C BEM % ROt 7,
& 542, Hider ofild s R ROBEF A3,
Fi: 2EIH, Seeker i, Hider »5iH® (i=1,2) iCBL-HBEWE B,
T=LDERIZLD, RD6BH D outcome DI h 2 3,
NN NFN,FNN . NFF,FNF,FF

B#19 3013 Hider 2B$>B&TH h. 2 Ofthiz Seeker 2>BA&TH 2, Hider OMMIEE k= (hy, by,
hr) LEL, ROX S ICBRT 3, 22 hy = (RY, A hE2) & R = (RF,RY) 1358 1 HIH ® outcome 2%
ENEFNN and F TH-BED2, IEHMERTH 2, FEFIBREL2INIEZET,

hy:%8 1 B H o Hider 0iEHR

hY,i=2,3:(i — 1)- BIH® outcome 3 N TH -7 L ¥ D i FH DR
hE: 1 EH? outcome 43 F THw = & ¥ 2B HDER

REti=1,2: 2[EIB® outcome 5 Fi TH- 1 & 9 3 [EHDER

Secker O#BEE% 5 = (s1,5n,57) ERL, ROXICERT S, SZicsy = (s, sF) BX U 55 = (sF, D)o
BRFIBRVLE A% RT,

51:%8 1 M H® Seeker 78R
sV, i=2,3:(i - 1)~ EIH® outcome B N TH -7 & %0 i FHDBR
sf,i=23:(i— 1)~ EIH® outcome 2 F TH - &£ 20 i HHDER
i player DBRIZBRIITON L DTHTEWIE L #E 2 5, Seeker DITBIMRIEIZ
g= (Q()5 Q('Isl,N),Q('Isl,N, sév’}-)aq('lslv]:)’Q('Islafa Sg,N)),

TEZBND, ZIiZ, BRI Seeker DHEREDHICE T 2BEXHTH 3, gy = (q(-]s1, M),
a(|s1, N, sy, F)) 8 X Gr = (q(-)s1, F), q(ls1, F, s, N)) £ 8. —H. Hider 0i78ismsz

ﬁ = (p(‘),P(‘lhlsN),P(’lhl,N» h"_Iva]'-l)ap('lhI)Na hév’fz)ap('lhh]:)sp(',hlaf7 h'2F:N))

?52%“%0 PN = (p('lhl:N)ip('lhlaNshévij:l):p('lthahév!fz)) E;U PFr = (p('lhll]—-)s
p(|h1, F,h{,N)) 8L, f(5,9) 13 Hider & Seeker 212 nZniT8MME 5 & g 2 A7 & % Hider 758
OHERZRT,

An optimal strategy for the seeker

7 — 20 minimax ff & UGS 3 Seeker DITBMIEZ S L X 5, RORIZY — 2 Y =Tl w0,
Seeker 23f7R¥E % Fi\> Hider 23Btdg 2 i\ 7 L % 0 Hider DMISRIB %M T 2 L 2IcHATH 3,
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,
_W__N_
#hi,h 1
N N F F2 N
s1#h; h2 sy =hg h s3 #h1,hg” 1
ha g e M A |
= 8 TTZAN A
F F N N
— —'T"‘-F_N_
\ si1=hy h3 83 #£hy hs Y #hg k3 1

B1
Seeker DMz Hider 2o 2 BT 2L TH 3, THROLLITHBEEG %
maz{f(h,q) : h = (h1,hn, kr)}

BBAMIEBZEIBRCETCH S, B 1B Seeker BEEZEITE LT, BEBBOTCRE
BE2ERETHEE, Thbb, ¥TXTD s € TRHL ¢(s1) = L. Lido>T, Seeker i HEY 2 X
LoRo3, L Seeker :EEME R-I1F 7% 5, Seeker & Hider RZn FHBME gr & hr ZAV
2: Bodhdokizsif, Seeker ¥ Hider 32 nFhMBE gy & hy ZA W3, Hider oifFHBIZ
f(R,@) = 2L f(hn,gn) + 2 f(hr,gF) EEHREEND, ZZig=((3,...,2),qn,qr) BL U h = (h1, AN, hF)
TH3, ZDXHCLT. 1EHBD outcome iZHEL T, NN, NFN DBE L FNN OBE& L ICHE
TELI LS, TOHMAI Hider BMEE#E2 2 2L #ATES, Ko TUTTR, @ player o
minimax %73 maximin B2 HAICEL THLXICEZL S,

NN & NFN DA D Seeker DO¥RRE
T, NN & NFN DG D Seeker DBIE 2 EH/T 5, a1 # hy LREL T,

Lo for s eI\ {s1};
N - n—1 2 I
a(sz 51, N) {O, for s¥ = ;. ()
8L, s1 Fhi BXU Y e (Y b} EREL T,
0, for sf = s1;
q(sglsl,N, sév,f) = % for s§ = s¥; (2)
m’%, for sf’ € I'\ {s;,s'}. ‘

LEETS, (1) ickb s £ TH3, (1) & (2) 3. BEMERSOI 3 L TE R BUN2BIRT
5TLEMIKLTVS, ZhER NN 2 NFN Oféic, Hider BEROBIE R 2 A Baic, 7r—27
44— 2 Hider DMSAIARHET 2 2 ik b, BIFABORARI 032 4 L(n 24 (37
THBEILPbhD,

FNN OBE&D Seeker DEEE ,
RIZ, FNN DBAED Secker DMiBg 2 EHT 2, sy = h; EHEL T,

1
q(s5 |81, F) = =~ for all s5 € I. 3)
N F _ 0, for Sév "'—“Sg,
asflonmf = {0 TR TR @

LEBT 3, FNN OB4iz, Hider t*&ﬁ@!ﬁﬂﬁlz FHWEHEIZ, ¥— R34 — 2T Hider DRIEH
BEHETLICL Y, HSABORKAHER n""’ ThHHT EWbhs, WAL, Seeker B EROBME
(1) — (4) 2R\ 2725 i¥ Hider Dii%H@ 2 H 4



L1
PHE;;

ETBHIENTES,

Hider o Ri#&8E

(n—22 (n-2)? 1 B (n—1)(n—3)*
+ + n—2+4 —————

nPa nPZ E{ n(n - 2)
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TR, -4 maximin fE & 2wt 2 Hider 07888252 2, XOBRY —AY Y —Ti3
mwds, Hider H3f7E18E&% A v> Seeker ps#lisk#g% v 7= &L 20 Hider oI HIB 2 HE T2 L 2cEH

TH3,

81 o

Hider oRIER BB OBERE2BAICTI 2L THS, ThbL, THHE p %

ni 1
—_———r—
N N h3' #£hy 85
—_———n— 8
h1#s1,85 83 2 F oF N 1
hiu =32“ 3 hs1 i# hl,sal

F N N N
hy=s1 32 "'2! #32’ ,83“ 83 hsnaéhg,as“ 1

N SN F SF N
ZEr i B e S B LF

1

N N

P N
\ h1=3§ 2 h;v#h] ,S;V'

2

min{f(p,3) : § = (s1,3n,5r)}

BBRICEZEIHCBECLTH S,
NN & NFN OBE&D Hider 0#iEg
RIZ, NN L NFN o4 Hider 088 % €% T 2.

p(hE | hy, N Y F1) = An=]
n&—-az)” for h§* € I\ {h1, h}'},

- 2 Ny-
P(hgzlhly./\f, hév»fz) = { n—2? for h3* €T\ {hl’h‘Z }’

=1, for K eI\ {m};

hy |h1, N) = { ™=
p(2 by, A {O, oy h

0, for h{t = RY;
n -9 for h{* = hy;

0, for hF? ¢ {hy, hd}.

(5)

(6)

(7

L8 NN NFN DFEC, Seeker PHERDOWEE 5 2 B, i —2%234 sy —2¢ Hider O#
RAREHET 2 S Licdk ), MENBOBMER CFL + L {n-2+ L ep 32 tatbd 3,

FNN 0@ &0 Hider o #BHg

Y. FNN OHE0 Hider DBIEE BB T2, TRTDhy e TitRL, p(hy) = Lgl, &sk

p(hF |he, F) = % for all AF € I.

0, for Y = hf:

N F —
p(h3 [h1, F, by , N) = { 25, for bl e 1\ {rf}.

n—1’

®)

@)
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LB, FNN OB&Ic, Seeker b)fﬁﬁ@ﬁi%s FROGEBAEIC, ¥ —234 77— 2T Hider #5158 %
HETZZ kD, %%ﬂ%@%mﬁuggﬁrfﬁa Lbd 3,

w z.iZ, Hider 23 EEEDOHRES (5) — (9) %ﬁiuotcaoi AR ZP R ED PLETBIEWBTES,
HUEDFPTICX Y ROERER S,

#8 1. Quiet Accumulation Game with N = 2,k =3 Offiiz P; TH 3, il player ORLEEIEIZ
(1)-(9) T5x5h3, KL, %81 EBIZFplayer &£ b at random ISERT 3,

BEM [9] TR, ¥ —20RL OETEL THFELFE LT, 2hEhoBE&ic8 T  Hider DR
FiBzEETsz itk (1)-(9) SBERETH 3 2 LBMENEZFETRENT VS, —H, [8] D
p.186-189 ic R\ Tz, EH 1 2B/ 237=DDILF v P hEEREZ ohTws, 512, (8] D p.189 itk
W, Py & Very Quiet Case % Noisy Case D7 —LADHE OHBR 2 INTH 3

3. 2.Quiet Accumulation Game with N =&

RICN =k DBE. 2% 9 (n,k, k) 2829, B Hider D BBUIZEL wo T, Seeker »'—ETH By
ZHOU S E5— 4 lj%@ﬂ%ﬁT‘%TT% Ltrb 35T, Wiplayericto>T, FRBE-BROBE LS
bDEEZ LPHBEHR, . A tBEic BT Hider & Seeker 32 hFhihy,... by & 51,...,8 %
BAKRERELT, Hy= (hl, ,m)ts;zﬁst.:_(sl,...,s,) LR, BAREUZCED, H BXUS, ik
TNTNEKhy,.. by BEU 5y, 5, DBEEZORTZ LT 2, plilha, ..., hy) = pli|Hy) & Hider #t
i€ I\H; 2 BERELTH S, q(ils1,...,s:) = q(i|St) i3 seeker 2% i € ] 2 BIWRTH 3,

EHE 2. Quiet Accumulatlon Game with N = k OffiZ v = v(n, k) L—F)— <3, M player 0—
DORBWIRIL p(hi|Hi—1) = =iy for hi ¢ Hioy B W g(s5]Si1) = =y for 85, ¢ 81 TH2,
3.3.EFNMDTr )T~ aV

ETC, 3.1 e Eniy — A0BREBED> S FEINS X 512, Quiet Accumulation Game % —#REY
RS ZLRE#BTHDZ, TIT, V- L0RBERINCOPALED, ERF-LDHEDOETRERD B 7:
Dic, player DITENCHIKIEMA S, Lv) T thEAoh3, I TR, EFAVICE T Seeker DITEhIC
RD &) 2HlKIEMZ S :

Seeker 138, BECHIISERL =2 LR LHAZBIER TR S 2,

COfKIC X D, Seeker BIDOEFNVNDBELIIVFRMICRZ2DT, F—LDBERTDOEFALYKREL &
BILBFRHEING, TR, FrLBEFAOFX - LDOMERBTOEFALDF - LDHED ERTCH B, T,
outcome PHERD LI THB LT 5,

d }'(\_/ NFN .. N}"d NFN - N}'N N

m+1

£1+---+£m+1=N »D OSZ,,SNfOTISlSM"‘I
%9, Hider 0f78/0EE % ERT 3. HtHHEK

pi(h) =

n—t+r (10)

SR+l a+r 1 St< O+ AT 228 rSm(r=m+1DEE, {1+ +Lp+m+2<
t<k+m, ZLTr=10L% 1<t<lH+1), XbIT,

Pi(s-1) =1 22 pi(h)=0 for h#s 1. (11)
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S t=41+ g+ r PO 1I<r<m,
RiZ, Seeker DITEIEEIE %

for seI\S,_1,1<t<N+m. (12)

qt(s):n—t+1

EERT S, BB {fulicacmsr &
fa(l; /) P |ya) = fl(fl?;ya){fa—l(-’l?; Y1, - vya.—l) - fa-l(z - l;ylw . '1ya—l)})

filz;y) = V.
LERT S,
v(n,N,1) = ——-—fl(a;;v),

EBL, oz, r=2,...,m+ 1L,

| NZANZh-1 N—timoofig-d
'v(‘n,N,T)=v(n,N,-r~1)+-—Z Z Z folmly+ 1,80, .. 6y, b — 1),
nPn £=0 £,=0 £o_1=0

EBL, TR H+-+4. =NTHD,

EHE3. k=N+2,F3, (10),(11) B (12) ¥ zhFh Hider £ X U Seeker OB TH 2, 7 —
LDMEIF v(n,N,3) THEZ 5N B, '

4. 79 7 o Accumulation Game

BEM (11] DERFLEML 72 b 0F, TTLHARCHBBRFECE-T w3, AMTRBEMR [11] 0
NEZBAL2H5, SoSBROBRNBEICOVTRRZ, Z2TKS EF LB IMOEFAICROERSE
EMA72bDTHD, Bficba=b=1 2{KET 3, Seeker BV=7777 k%8 DT, B2/ —F¢
BuEL3,

RE:nf@D/ = FpoikdV=7757 (V,E), IV ={l,...,n} BXUCE={(1,2),...,(n,n—1)}, %
%25, Seeker XBFNIC/ — F 112w 3, Hider iz Seeker O#IHIGIE % M- T 3, &EICH T Seeker
BRD2ODI L 1O0TBE L3 £45T2 3, (1) MEKRTHEICCE / —FIckYEh, 20— F%
AND, BIU (2) SiEKRTRICVLS ) —FicBEds /) - FcBBL T/ — F2#~ 3, —4. Hider
2EE, £8P, object BBVTARW /- F2BRCE 32,

=2 RIS DRBLVWOT, ROREZ B,
N = k(< n).

n22k+10BA, Hider iz object 2/ —Fnn—1,n-2,.. KIOBick I Lick VERCE-OC &
T2, —H. n=k DEFA, Secker IBEERD / — P2BRT2 - Lick b, BEEiz Hider o HE
ZRHIETE S, X515 n =2k DHAIZ, M player DESERMEEBRICRD 2 2 LMTE, F— LR
k/(k+1)THBZ 923, BEE.

k+1<n<2k-1

DJERHASNL L O, BT, n = k+1 5D n <7 DHA. Seeker DEEMIZIIRD L 5 ZBBDORETH 2

:kbi[ﬂ]mﬁ&énfwéaC:?ﬂ‘S%hﬂ@%j@ﬁ@ﬁﬁ%s@)&b\ﬂ%%szwaandm)

DEHRL TG, .
s'=(2,3,...k+1), =(1,2...,k),
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. {(Lz“”%%%g—lpnaJL k RO L &,
2k—1 —
S =

23,....5+1,%...,2,1), kEREO L &,
EoZ, y=2,..., k-1, k+y »EE%Z 5,
9 if1<j<&E+y

@) =qQ M (G-1)-1, f5¥+2<j<k—y+1;

ity—k ifk—y+2<j<k,
¥ k+yBEEESIE,
j+1, if 1<j< kst

syl(j): Syl(j—l)—l, iflc:'gi_—l"i'lﬁjﬁk—y-\i—l;

j+y—k, ifk—y+2<j<k,

EoiC
{(LGq%%%9—1wnwx k+y DMEED L ¥,

(2,3, L BRusl ) pgy BERO L E,

n=k+1,n>80t2Td, BBEREEI LEOBBEEAL LI RO LI I LBHEMING, KR, n=18
DEE, BEEBI FIROBIICXSICRD 2ODMBMBEMA L LODREBIR DI I ENREND,

(2,3,4,5,4,3,4) BXU (2,3,2,1,2,3,2).

B EEHE (H) (8% (/—F) 02RGTRATE. I THELSNLBL OBBOBRH LD O a
2T B, FMIBEUR [11] 2BBE Nz, Seeker ik o T, WEBMOMMEEE BRI X5 2R
WEREEE LD L2, HBMOBKIRSVAHIEE L, 227, MBROMTXERESEL 2RIl
TENL SVH OB EBMD T I B TES D, L) T ePBETHS, 2HEL, EROBMEDS
b s, BRU s Rfaintesdhldt s kel enFRENS,

5.8bhHiC

% 3Mic BT Quiet Accumulation Game OHERRBEZMEMH L, B4 HIICB T, Seeker DITEIDSY
=779 7 LRI T 2BE&D Quiet Accumulation Game 2t L7, Tho BT, S
BT REBEL L TROEZDITLZEWTES

(1) Quiet Accumulation game 2—BICHHTF§ 2D I#L VT, player DITBHICHIKIZ L T, 7'—
LOED LR, TRERDZ Z L, EMWICRELBMEEZ 2L, F¥H2, TDH b5, player DITEIC
HRZ BT 2BE60—8%. B2HiokLicBLTEMNLE,

(2) BAEmCB T, Seeker DITBINY =777 7 EKHKZI T 38/8%2 K-, hd player ofF
B2 T 284 TH 2. ZOHIL, player DFBNICHIRNER I AVBAID LML 23, HK
RYF7DHFBIV=FI77 XD bTRBBERTHZ LB TFRIND,

(3) Seeker D78 =777 7 LT T 2Ba, / — FE8UT 2 TRB#LXEREMEHIRD
o, /—FEH 9 U EOBAIK Seeker DREBIEE RD 27201, L DEBLBENEMA T ER Y,
(4) player DI7Bc M2 BT L. BNHERD L5 2 FEEEATE 2THELD 5, KB, (9] T3
BAHBRIB O TS,

(5) Seeker DiT#yH») =727 7 Licfif I vtk b, Hider DRt Noisy ® Very Quiet TH 3 & 95
ZBEREREFROIF SR TR,

(6) 3.3 c&birreFn L Very Quiet Case L DRiziz, BIE3H 2 BERD 3,
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