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(54) INFORMATION PROCESSING DEVICE

(57) An information processing apparatus is provid-
ed wherein a user can be evaluated by a novel technique
on the basis of results of actions carried out between
users or user groups. The information processing appa-
ratus acquires action result data indicative of a result of
an action executed between a plurality of users or user
groups, and executes a trace process by a plural number
of times and calculate an evaluation value of each of the
users or user groups in response to a number of times

by which the user or user group is selected as a target
in the plural number of times of the trace process. The
trace process includes a starting point selection process
for randomly selecting a target from among the plurality
of users or user groups, and a target selection process
for repetitively performing a process for newly selecting,
as a next target, an opponent of an action carried out by
the target at present on the basis of the action result data
until a predetermined condition is satisfied.
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Description

[Technical Field]

[0001] The present invention relates to an information
processing apparatus, an information processing meth-
od, a program, and an information storage medium
wherein evaluation of an action carried out between a
plurality of users or user groups is carried out.

[Background Art]

[0002] When some action is carried out between a plu-
rality of users (or user groups), for example, in a compe-
tition of a game, it is sometimes desired to evaluate a
result of the action and carry out ranking. For example,
in a competition of a game, it is desired to implement a
process for calculating ranking of all users and finding a
user having a strength substantially equal to that of a
certain user on the basis of wins and losses in results
where competitions are carried out among various users.
Particularly, where a large number of users participate
in a game, each of the users cannot be directly concerned
with all of the remaining users and is concerned only with
some users from among all of the users. In such a case
as just described, it is difficult to simply juxtapose users
and carry out ranking of all of the users on the basis of
results of actions of users.
[0003] Therefore, in a technique so-called Elo rating
system utilized, for example, in the chess or the like, the
strength of each player is evaluated in the following man-
ner. In particular, each player has points (rate) allotted
thereto and, when a competition between players is car-
ried out, the loser loses some allotted points while the
winner acquires allotted points equal to those which the
loser loses. At this time, the number of points transferred
from the loser to the winner varies in response to a rate
difference between the players before the competition.
In particular, even if some player wins a different player
having a lower rate than an own rate thereof (namely, a
different player having a lower rank than an own rank of
the player), only a small number of points are obtained.
However, if some player wins a different player having a
higher rate than an own rate thereof (namely, a different
player having a higher rank than an own rank of the play-
er), a great number of points are obtained. If the compe-
tition between the players is repetitively carried out in
such a manner as just described, then each of the players
comes to obtain a rate corresponding to the ability there-
of. Therefore, by comparing the rates to each other, a
difference of the ability between players who do not carry
out a competition directly with each other can be evalu-
ated.

[Summary]

[Technical Problem]

[0004] The present invention has been made in view
of such a situation as described above, and it is one of
objects of the present invention to provide an information
processing apparatus, an information processing meth-
od, a program, and an information storage medium
wherein a user or a user group can be evaluated by a
novel technique on the basis of results of actions carried
out between users or user groups.

[Solution to Problem]

[0005] An information processing apparatus according
to the present invention includes an action result acqui-
sition unit configured to acquire, regarding a plurality of
users or user groups, action result data indicative of a
result of an action executed between the plurality of users
or user groups, and an evaluation value calculation unit
configured to execute a trace process by a plural number
of times and calculate an evaluation value of each of the
users or user groups in response to a number of times
by which the user or user group is selected as a target
in the plural number of times of the trace process, the
trace process including a starting point selection process
randomly selecting a user or a user group as a target
from among the plurality of users or user groups, and a
target selection process repetitively performing a proc-
ess newly selecting, as a next target, an opponent user
or opponent user group who has been an opponent of
an action carried out by the user or user group selected
as the target at present on a basis of the action result
data until a predetermined condition is satisfied.
[0006] An information processing method according to
the present invention includes a step of acquiring, re-
garding a plurality of users or user groups, action result
data indicating results of actions carried out between the
plurality of users or user groups, and a step of executing
a trace process by a plural number of times and calcu-
lating an evaluation value of each of the users or user
groups in response to a number of times by which the
user or user group is selected as a target in the plural
number of times of the trace process, the trace process
including a starting point selection process randomly se-
lecting a user or a user group as a target from among
the plurality of users or user groups, and a target selection
process repetitively performing a process newly select-
ing, as a next target, an opponent user or opponent user
group who has been an opponent of an action carried
out by the user or user group selected as the target at
present on a basis of the action result data until a prede-
termined condition is satisfied.
[0007] A program according to the present invention
is a program for causing a computer to function as an
action result acquisition unit configured to acquire, re-
garding a plurality of users or user groups, action result
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data indicative of a result of an action executed between
the plurality of users or user groups, and an evaluation
value calculation unit configured to execute a trace proc-
ess by a plural number of times and calculate an evalu-
ation value of each of the users or user groups in re-
sponse to a number of times by which the user or user
group is selected as a target in the plural number of times
of the trace process, the trace process including a starting
point selection process randomly selecting a user or a
user group as a target from among the plurality of users
or user groups, and a target selection process repetitively
performing a process newly selecting, as a next target,
an opponent user or opponent user group who has been
an opponent of an action carried out by the user or user
group selected as the target at present on a basis of the
action result data until a predetermined condition is sat-
isfied. The program may be stored in a computer-read-
able information storage medium.

[Brief Description of Drawings]

[0008]

[FIG. 1]
FIG. 1 is a general configuration diagram of an in-
formation processing system according to an em-
bodiment of the present invention.
[FIG. 2]
FIG. 2 is a functional block diagram of an information
processing apparatus according to the embodiment
of the present invention.
[FIG. 3]
FIG. 3 is a graph depicting an example of contents
of action result data.
[FIG. 4]
FIG. 4 is a flow chart illustrating a flow of a trace
process.
[FIG. 5]
FIG. 5 is a view depicting an example of a display
image of ranking information.
[FIG. 6]
FIG. 6 is a view depicting an example of a display
image of competition opponent candidates.

[Description of Embodiment]

[0009] In the following, an embodiment of the present
invention is described in detail with reference to the draw-
ings.
[0010] In the following, a case is described in which,
as a particular example of an action carried out between
a plurality of users or user groups, a game competition
between users is handled. In this case, any kind of a
game may be applied if victory or defeat is determined
by a competition between the users. FIG. 1 is a config-
uration diagram of an information processing system 1
including an information processing apparatus according
to the embodiment of the present invention. As depicted

in FIG. 1, the information processing system 1 includes
a totalization server 2, a plurality of user terminals 3, and
a game server 4. The user terminal 3 is a terminal appa-
ratus used by a user who participates in a game platform
implemented by the information processing system 1,
and may be, for example, a consumer game machine, a
portable game machine, a smartphone, a personal com-
puter or the like. Each of the user terminals 3 includes
an operation device used for operation inputting by its
user and a display screen for displaying various kinds of
information.
[0011] The totalization server 2 is a particular example
of the information processing apparatus according to the
embodiment of the present invention, and includes a con-
trol unit 11, a storage unit 12, and a communication unit
13 as depicted in FIG. 1.
[0012] The control unit 11 is a CPU or the like and
carries out various information processes in accordance
with a program stored in the storage unit 12. The storage
unit 12 is configured from a memory device such as a
RAM and stores a program to be executed by the control
unit 11 and data which are a processing target by the
program.
[0013] The communication unit 13 is a communication
interface such as a LAN card, and the totalization server
2 carries out transmission and reception of data to and
from the plurality of user terminals 3 and the game server
4 through the communication unit 13.
[0014] The game server 4 is a server computer which
provides a play function of a competition type game and
executes a process of a game played by the user of each
of the user terminals 3. Since the user terminal 3 carries
out communication with the game server 4, the user can
play a game provided by the game server 4 through the
user terminal 3 and can enjoy a competition with a dif-
ferent user. Further, the game server 4 transmits action
result data indicative of a result of a competition to the
totalization server 2.
[0015] A function implemented by the totalization serv-
er 2 is described below with reference to a functional
block diagram of FIG. 2. As depicted in FIG. 2, the total-
ization server 2 functionally includes an action result ac-
quisition unit 21, an evaluation value calculation unit 22,
and an evaluation information providing unit 23. The func-
tions are implemented by the control unit 11 executing
the program stored in the storage unit 12. The program
may be provided to the totalization server 2 in a state in
which it is stored in various information storage media
such as an optical disk or may be provided to the totali-
zation server 2 through a communication network such
as the Internet.
[0016] The action result acquisition unit 21 acquires
action result data indicative of a result of an action carried
out between users. Since an action between the users
which is an evaluation target is a competition of a game
in the present embodiment, the action result data include
information indicative of a result of a game competition
carried out between the users. Such information as just
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described is acquired from the game server 4. For each
combination of two users who carry out a competition of
a game actually, the action result data includes at least
information for specifying the two users and information
indicating which user wins in a result of the competition.
The information included in the action result data is used
to configure a directed graph in which a user and a com-
petition are indicated as a node and an edge (link), re-
spectively.
[0017] Further, the action result data may include in-
formation relating to a result of a competition other than
a win and a loss such as a score of a competition carried
out between users. Further, the action result data may
include information relating to a characteristic of a game
of a competition (information of distinction between an
easy mode and a hard mode or the like). Especially, if
the two same users have carried out a competition ther-
ebetween by a plural number of times in the past, then
the action result acquisition unit 21 may acquire, as the
action result data, information obtained by totalization of
the number of times of wins and losses in a competition
by a plural number of times. For example, if a user A and
a user B have carried out a competition by five times and
a result of three wins and two losses is obtained, then
the action result acquisition unit 21 may acquire informa-
tion indicative of the result of three wins and two losses
(winning percentage: 60%). Further, where a score for
each competition is recorded, a totalized value of the
score may be acquired as information of a result of the
competitions. For example, if a user A and a user B have
carried out a competition by three times and results of
3:2, 1:0, and 0:4 are obtained, then the action result ac-
quisition unit 21 may acquire information indicative of a
score of 4:6. Further, information obtained by combining
the two kinds of information described above may be
acquired. It is to be noted that the action result acquisition
unit 21 itself may carry out totalization of competition re-
sults to acquire totalized action result data or may acquire
totalized action result data from the game server 4.
[0018] The evaluation value calculation unit 22 exe-
cutes an evaluation value calculation process for analyz-
ing the action result data acquired by the action result
acquisition unit 21 to calculate an evaluation value of
each of a plurality of users who utilize the information
processing system 1. The evaluation value is used as an
index value indicative of what degree of strength each
user has in the game. The evaluation value calculation
process in the present embodiment is on the basis of a
sort of a random method (Monte Carlo method) and sta-
tistically calculates an evaluation value of each user by
executing a trial using a random number (hereinafter re-
ferred to as trace process) by a plural number of times.
Therefore, even if the evaluation value calculation proc-
ess is carried out by a plural number of times for the same
action result data, the same result may not always be
obtained. However, by carrying out a trial by a sufficient
number of times, the accuracy of the analysis can be
enhanced. A particular example of the evaluation value

calculation process is hereinafter described.
[0019] The evaluation information providing unit 23
transmits, in response to a request from a user terminal
3, various kinds of information according to the evaluation
value calculated by the evaluation value calculation unit
22 to the user terminal 3 of the requesting source. Con-
sequently, the user terminal 3 of the requesting source
can display various kinds of information relating to a
strength of a user such as, for example, ranking informa-
tion of the user on a display screen thereof to provide the
information to the user.
[0020] In the following, a particular example of the eval-
uation value calculation process executed by the evalu-
ation value calculation unit 22 is described. Here, con-
tents of the evaluation value calculation process are de-
scribed taking, as an example, a case in which it is as-
sumed that four users A to D play a game utilizing the
information processing system 1 and action result data
indicative of a result of the competition are made a target
of the evaluation value calculation process. FIG. 3 is a
directed graph indicating a result of a competition among
the four users. An edge (arrow mark) in FIG. 3 couples
users who actually carry out a competition with each oth-
er, and a user indicated by an arrow mark represents a
winner. In the example of FIG. 3, the user A loses in the
competitions with the users B and C, and the user D wins
in the competition with the user B. On the other hand,
the user A and the user D, the user B and the user C,
and the user C and the user D do not compete directly
with each other.
[0021] Further, a concept of random tracer is intro-
duced in the following description in order to explain con-
tents of the trace process. In the trace process, one ran-
dom tracer moves in accordance with a predetermined
rule on such a directed graph as depicted in FIG. 3. More
particularly, the random tracer moves in order from a
starting point provided by a node of randomly selected
one of users (hereinafter referred to as starting point user)
on the graph such that one of users who have won a
selected user is selected newly (namely, along an arrow
mark of the directed graph). The movement of the random
tracer ends when a node of a moving destination is not
found any more or a given ending condition is satisfied
as hereinafter described. It is to be noted that, in the
following description, a movement of the random tracer
from a certain node to a different node on a directed graph
is referred to as hop. Further, a user corresponding to a
node which is a moving destination of the random tracer
is referred to as target user. A single time trace process
corresponds to a series of processes for determining a
moving path after one random tracer departs from a node
of a starting point user and hopping is carried out by sev-
eral number of times until the movement on the graph is
ended. Then, the evaluation value calculation unit 22
adds an evaluation value to target users existing on the
path along which the random tracer has moved. By ex-
ecuting such a trace process as just described by a suf-
ficiently great number of times, the evaluation value cal-
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culation unit 22 calculates an evaluation value corre-
sponding to a number of times by which the random tracer
passes for each of the users. Since the random tracer
selects a user who wins a target user (namely, a user
who is stronger than the target user) as a new target user,
a stronger user is selected as a target user by a greater
number of times. Therefore, the evaluation value corre-
sponding to a passing number of times of the random
tracer represents the strength of the user.
[0022] Here, a flow of a trace process in one cycle is
described with reference to a flow chart of FIG. 4.
[0023] First, the evaluation value calculation unit 22
selects a first target user (starting point user) who is to
serve as a starting point of a random tracer (S1). This
starting point user is selected at random from among all
users included in the action result data. In particular, all
users have a chance that they are selected equally as a
starting point user. Here, as a particular example, it is
assumed that the user A is selected as a starting point
user from among four users. The evaluation value cal-
culation unit 22 adds one point to the evaluation value of
the selected starting point user (here, the user A) (S2).
[0024] Then, the evaluation value calculation unit 22
decides whether or not there exists a user (winning user)
who has a history that it has won the target user (S3). If
it is decided at S3 that there exists no winning user, then
since this signifies that a next movement destination of
the random tracer does not exist, the evaluation value
calculation unit 22 ends the trace process. On the other
hand, if a winning user exists, then the evaluation value
calculation unit 22 selects one user as a next target user
on the basis of a rule determined in advance from among
the winning users (S4). For example, if the target user is
the user A, then according to the action result data, two
users of the user B and the user C have won the user A
as depicted in FIG. 3. Therefore, the evaluation value
calculation unit 22 selects one of the two winning users
as a next target user. In particular, for example, the eval-
uation value calculation unit 22 may select a next target
user at random. In this case, both of the users B and C
are selected at a probability of 50% as a next target user.
[0025] Further, the evaluation value calculation unit 22
decides on the basis of a predetermined ending condition
whether the random tracer is to actually hop to the node
of the user selected at S4 or the movement of the random
tracer is to be ended (S5). In particular, the evaluation
value calculation unit 22 continues the movement of the
random tracer on the basis of a fixed probability. For ex-
ample, the evaluation value calculation unit 22 hops the
random tracer to a next movement destination at a prob-
ability of 85% and ends the hop of the random tracer at
a probability of 15%. The reason why such a process as
just described is adopted is that it is intended to avoid
such a state that the random tracer continues to move
infinitely among a plurality of users having, for example,
such a relationship as three-way standoff of rock-paper-
scissors. By introducing the process at S5, it is possible
to avoid that one random tracer continues to move infi-

nitely and the movement is ended at a fixed probability.
It is to be noted that, in place of or in addition to the
probability condition described above, the evaluation val-
ue calculation unit 22 may unconditionally end any further
movement of the random tracer which has repeated hop-
ping by a fixed number of times counting from the node
of the starting point user. Alternatively, the probability at
which the movement of the random tracer is ended by
the decision at S5 may be increased as the number of
times of hopping of the random tracer increases. Further
alternatively, if one random tracer selects a node passed
once by the random tracer once more again, then since
this signifies that the movement route forms a loop, the
movement of the random tracer may be ended there.
Alternatively, when one random tracer selects the same
user as a target user by a predetermined number of times,
the movement of the random tracer may be ended.
[0026] If it is decided at S5 that the movement of the
random tracer is to be continued, then the evaluation
value calculation unit 22 actually hops the random tracer
to the node of the selected next target user at S4 and
adds one point to the evaluation value of the user (S6).
It is to be noted that, when one random tracer passes
the node of the same user by a plural number of times,
the incrementing of the evaluation value may be carried
out only at the first time whereas the evaluation value is
not incremented at the second and succeeding times.
The evaluation value calculation unit 22 returns the
processing to S3 and continues a process for causing
the random tracer to hop to a further next movement des-
tination. For example, it is assumed that one random trac-
er selects the user A as a starting point user and selects
the user B and the user D in order as a target user by
the trace process described above and then ends the
movement. In this case, the evaluation values of the three
users of the user A, the user B, and the user D are indi-
vidually incremented by one point.
[0027] As described above, the evaluation value cal-
culation unit 22 executes the trace process represented
by the flow of FIG. 4 repetitively for N random tracers.
The evaluation values accumulated for the users as a
result of the trace process carried out by N times are
used as indices indicative of the strengths of the users.
In the example of FIG. 3, since the user A has not won
any one, the evaluation value is increased only when the
user A itself is selected as a starting point user. On the
other hand, the evaluation values for the users B and C
may possibly be incremented not only when the users B
and C themselves are selected as a starting point user
but also when the user A is selected as a starting point
user. Furthermore, the evaluation value for the user D
may possibly be incremented not only when the user D
itself is selected as a starting point user but also when
any of the users A and B is selected as a starting point
user. Therefore, when a trace process is executed repet-
itively by a sufficient number of times, the evaluation val-
ue of the users B and C is higher than that of the user A,
and the evaluation value of the user D is higher than that
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of the user C. The relationship in magnitude of the eval-
uation values reflects actual repetition results of the us-
ers.
[0028] It is to be noted that the number N of times of
the trace process executed in one cycle of the evaluation
value calculation process is determined, for example, in
response to the total number of users. Since the accuracy
of the evaluation values increases as the execution time
number N increases, where high accuracy is required as
in the case where the order table of all users is to be
made, it is preferable to increase the execution time
number N. On the other hand, where the accuracy is not
required very much, the execution time number N may
be decreased in order to reduce the processing load.
[0029] Further, the evaluation value calculation unit 22
may use an evaluation value normalized by the execution
time number N of the trace process for evaluation of a
user. In this case, a final evaluation value is calculated
by dividing an evaluation value obtained for each user
as an accumulated value of the trace process by N times
by N. If such normalization is applied, then, for example,
when an evaluation value calculation process is executed
every day using action result data indicative of a compe-
tition history till then, even if the evaluation value calcu-
lation result of the previous day and the today’s evalua-
tion value calculation result are different in the execution
time number N of the trace process, the evaluation value
obtained the previous day and the evaluation value ob-
tained today can be compared with each other. There-
fore, since the necessity to execute the trace process by
an equal number of times in every time operation is elim-
inated, every time the evaluation value calculation proc-
ess is executed, the execution time number N of the trace
process can be changed in response to the processing
load, required time period and so forth. Further, in place
of the execution time number N of the trace process, an
evaluation value may be normalized by the cumulative
number of times of hopping in the trace process by tota-
ling N times. Since this cumulative number of times of
hopping coincides with the cumulative value of the point
incremented for all users, by using this value, such nor-
malization by which the total value of the evaluation val-
ues of all users becomes 1.0 can be carried out.
[0030] As described above, the evaluation value cal-
culation unit 22 executes, at a certain point of time, an
evaluation value calculation process using action result
data relating to actions between users in the past accu-
mulated till the point of time as a processing target. Ac-
cording to such a technique as just described, several
problems appearing in such a technique as an Elo rating
system in which exchange of a rate is carried out every
time a competition is carried out can be avoided. For
example, in an Elo rating system, it is known that, when
three users having abilities equal to each other compete
with other, an order effect that a difference appears in
rating among the three users depending upon a compe-
tition order among them. Since this is a problem arising
from that a rate is exchanged every time a competition

is carried out, this does not occur in the evaluation value
calculation process of the present embodiment in which
an analysis is carried out using action result data after a
competition is carried out by a plural number of times.
[0031] Further, in the Elo rating system, also a problem
called local problem (island problem) occurs. As a par-
ticular example, it is assumed that a plurality of players
belonging to a certain group A compete with each other
and ratings corresponding to results of the competitions
are given to the players while a plurality of players be-
longing to a different group B are given ratings on the
basis of competition results in the group B similarly. If a
player A1 belonging to the group A and a player B1 be-
longing to the group B compete with each other later,
then in the Elo rating system, although a result of the
competition is reflected on the ratings of the players A1
and B1 who competed directly with each other, the com-
petition result is not reflected on the other players who
belong to the groups A and B. Also this problem does
not occur in the evaluation value calculation process of
the present embodiment by which an analysis is carried
out taking a directed graph which reflects all competition
results of the players in the groups and the players be-
tween the groups as a target.
[0032] In the following, several modifications to the
trace process are described. First, a modification to the
selection criterion in the process of selecting a next target
user indicated at S4 of FIG. 4 is described. In the fore-
going description, where a plurality of winning users are
candidates for a next target user, the evaluation value
calculation unit 22 selects the users as a next target at
probabilities equal to each other. However, the evalua-
tion value calculation unit 22 may otherwise select a next
target user in response to information of competition
records indicative of in what manner each winning user
has won the target user at present. In particular, a prob-
ability at which each winning user is to be selected is
determined so that the movement to a winning user who
is estimated to be stronger taking a winning percentage,
a load difference and so forth into consideration exhibits
a higher probability. Then, a next target user is deter-
mined by a random number on the basis of the deter-
mined probabilities. As a particular example, if the user
B has won the user A at a rate of 7:1 (difference between
points obtained and lost: 6) and the user C has won the
user A at a rate of 2:1 (difference between points obtained
and lost: 1), the user B is selected at a probability of 6/7
and the user C is selected at a probability of 1/7 as a next
target user of the user A in accordance with the goal
differences. Alternatively, paying attention only to the ob-
tained points, the user B may be selected at a probability
of 7/9 and the user C may be selected at a probability of
2/9. Alternatively, if the user B has three wins against the
user A and the user C has two wins against the user A,
then the user B is selected at a probability of 3/5 and the
user C is selected at a probability of 2/5. If this method
is applied, then where a plurality of users have won the
user A, the random tracer can be hopped such that a
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user who is estimated to be relatively strong in relation
to the user A from among a plurality of the users has a
higher evaluation value.
[0033] Alternatively, the evaluation value calculation
unit 22 may determine, in response to the number of vic-
tory or defeat, which user is to be selected as a next
target user and whether or not the random tracer is to be
actually moved to the next target user. As a particular
example, it is assumed that the competition record of the
user A against the user B is 2 wins and 4 losses (more
wins than losses of the user B) and the competition record
between the user A and the user C is 2 winds and 2
losses (even). In this case, the total match number 10 of
the user A is determined as the denominator, and the
random tracer hops to the user B at a probability of 4/10
in accordance with the number of wins of the user B but
hops to the user C at a probability of 2/10 in accordance
with the number of wins 2 of the user C. Further, the
movement of the random tracer is ended at a probability
of 4/10 corresponding to the total number of wins 4 of
the user A without hopping to any user. In the present
example, the competition record between the user A and
the user C totally is a draw. However, since the user C
is two wins against the user A, even a case in which the
random tracer hops from the user A to the user C occurs.
Further, although the user A suffers more losses than
wins, since the user A has two wins to the user B, the
random tracer may hop from the user B to the user A. It
is to be noted that a similar process may be carried out
taking not the numbers of wins and losses but the sum
total of obtained points and lost points as a target.
[0034] Alternatively, the evaluation value calculation
unit 22 may evaluate the reliability of a competition history
and use the evaluation result to select a next movement
destination of the random tracer. Even if the number of
wins of the user B to the user A is greater than the number
of wins of the user C to the user A, where the absolute
specimen number is small, there is the possibility that
such a competition result as described may have been
obtained by chance, and the reliability is low in compar-
ison with that in an alternative case in which the number
of specimens is great. Therefore, in the case where it is
selected to which movement destination the random trac-
er is to be moved in response to the number of wins,
where the total number of wins is small, the probability
is varied at random. As a particular example, where the
user B has one win to the user A and the user C has two
wins to the user A, since the ratio in number of wins be-
tween the user B and the user C is 1:2, according to the
example described above, the random tracer selects the
user B at a probability of 1/3 and selects the user C at a
probability of 2/3. On the other hand, also where the user
B has 50 wins to the user A and the user C has 100 wins
to the user A, since the ratio in number of wins is 1:2
similarly, one of the users B and C is selected at an equal
probability. However, in the former example, the total
numbers of wins of the user B and the user C to the user
A are small (three), and therefore, the possibility that the

ratio in number of wins may reflect the abilities correctly
is low (in other words, the reliability of the data of wins
and losses is low) in comparison with the latter example.
Therefore, the evaluation value calculation unit 22 varies
the probability at random taking the reliability into con-
sideration, and selects the user B at a probability of 1/3
+ α and selects the user C at a probability of 2/3 - α. Here,
α is a value determined at random in response to the
reliability of the action result data, and can assume pos-
itive and negative values centered at 0. The evaluation
value calculation unit 22 decreases the deflection width
of α as the reliability of the action result data increases
to raise the possibility that the value of α approaches 0.
On the contrary, where the reliability is low, the evaluation
value calculation unit 22 increases the deflection width
of α to increase the possibility that the absolute value of
α may become high. By this, where the reliability of data
is low, a random element can be taken into account when
a next target user is to be determined. Where a move-
ment destination of the random tracer is selected taking
not the number of wins but the difference between the
numbers of wins and losses, the winning percentage or
the like into consideration, since it is considered that,
where the number of specimens of data is small, the re-
liability is low similarly, the value of α may be increased
as the number of specimens of data decreases.
[0035] When the reliability is to be determined, also a
factor other than the number of specimens of data may
be taken into consideration. For example, where the
number of persons who compete with the user A is great-
er, the reliability may be higher. Alternatively, as the user
A has played a game more lately, the reliability may be
higher, and after a longer period of time elapses after the
user A played last, the reliability may be lower. Further,
where there is such a deviation that the winning percent-
age of the user A is extremely high or low, there may be
the possibility that the winning percentage may not orig-
inate from ordinary game plays but may be artificial.
Therefore, in such a case as described above, a next
target user may be determined deciding that the reliability
is low.
[0036] Now, a modification to the point added to the
evaluation value of a target user set as a movement de-
termination of the random tracer by the process at S6 is
described. In the foregoing description, the number of
points to be added to the evaluation value by passage
of the random tracer is always 1, and therefore, the eval-
uation value obtained finally coincides with the number
of times of passage by the random tracer. However, the
evaluation value calculation unit 22 may otherwise
change the number of points to be added to the evalua-
tion value of a user corresponding to a node depending
upon which movement route is followed by the random
tracer until the random tracer reaches the node.
[0037] For example, the evaluation value calculation
unit 22 changes the number of points to be added to a
user corresponding to a node in response to the number
of times of hopping until the random tracer reaches the
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node. In particular, the evaluation value calculation unit
22 may set the number of points to be added at S6 to
each user at which the random tracer arrives after it hops
one or more times so as to be greater than the number
of points to be added to the starting point user at S2.
Further, the number of points to be added may be deter-
mined such that, as the number of times of hopping until
a certain node is reached increases (namely, as the
number of target users selected till then increases), the
number of points to be added to the user corresponding
to the node may increase.
[0038] Alternatively, the evaluation value calculation
unit 22 may change the number of points to be added to
a certain noted user in response to contents of an action
(number of competitions or the like) of a user before the
random tracer hops to the node of the noted user (name-
ly, an action of the defeated user defeated by the noted
user). In particular, where the total number of competi-
tions of the defeated user is small, it is estimated that the
user has just started the game, and there is the possibility
that, even if the noted user wins such a user as just de-
scribed, this may not prove that the noted user has higher
ability. Therefore, if the random tracer hops from a defeat
user whose number of competitions is smaller than a
predetermined value to the node of the winning user, the
number of points to be added may be reduced from that
where the random tracer hops from the defeat user
whose number of competitions is equal to or greater than
the predetermined number.
[0039] Further, the evaluation value calculation unit 22
may vary the number of points to be added to the noted
user in response to an attribute of action result data cor-
responding to an edge along which the random tracer
hops to the node of the noted user. For example, in the
case where the random tracer hops from the user A to
the user B, the number of points to be added to the user
B is changed in response to when the competition be-
tween the user A and the user B is carried out. Where
the competition history of the two is of competitions old
in time, there is the possibility that the competition history
may not reflect the ability at present. Therefore, when
the random tracer hops following an edge corresponding
to competitions in the old time, the number of points to
be added to the user after the hopping is reduced. By
this, an analysis in which a comparatively new competi-
tion history is emphasized can be carried out. It is to be
noted that the evaluation value calculation unit 22 may
carry out an evaluation value calculation process ignoring
a competition history in the past by more than a fixed
interval. By this, for example, a ranking according to com-
petition records in the latest one week or one month can
be generated.
[0040] In the foregoing description, competition results
included in action result data indicate results of one-to-
one game competitions by two users. However, the eval-
uation value calculation unit 22 may otherwise use a com-
petition result of a team competition as an evaluation
target. For example, if a directed graph is created as-

suming that, when the team A to which the users A1 and
A2 belong and the team B to which the users B1 and B2
belong compete against each other and the user A1 wins
the users B1 and B2 and also the user A2 wins the users
B1 and B2, then the strength of each user can be eval-
uated in a similar manner as in the case of individual
competitions. In such a case, if the degree of contribution
to the victory of each user who belongs to the winning
team can be evaluated, then the movement destination
of the random tracer may be selected in response to the
degrees of contribution. As a particular example, in the
case of such a game that the outcome of an entire team
depends upon the cumulative of the scores acquired by
the users belonging to the same team, to which one of a
plurality of users belonging to the winning team the ran-
dom tracer is to be hopped may be determined depending
upon the scores acquired by the individual users. Alter-
natively, the probability at which each user is to be se-
lected as a movement destination may be determined in
accordance with a role of each user in team competitions.
Further, while it is described in the foregoing description
that an evaluation value is calculated in a unit of a user
using a directed graph in which the user is regarded as
a node, an evaluation value in a unit of a group may be
calculated by carrying out an analysis of results of team
competitions in which a user group (team) configured
from a plurality of users is regarded as a node. In this
case, the action result acquisition unit 21 acquires action
result data indicative of results of actions (here, team
competitions) carried out between user groups. Then,
the evaluation value calculation unit 22 executes an eval-
uation value calculation process in which a user group
is regarded as a node (evaluation unit) in place of a user
described hereinabove and calculates evaluation values
of each of the user groups.
[0041] Here, a particular example of information pro-
vided by the evaluation information providing unit 23 on
the basis of evaluation values calculated by the evalua-
tion value calculation unit 22. For example, the evaluation
information providing unit 23 may sort all users with an
evaluation value to carry out ranking of the users and
provide rank information of each user. In this case, rank-
ings within different periods may be calculated by deter-
mining a today’s competition result, competition results
in this month, and all competition results so far as a
processing target. FIG. 5 depicts an example of a display
screen displaying such ranking information of a certain
user. Also a total rank, a this month’s rank, and a today’s
rank are depicted in regard to the game A. Further, a
rank of the user in a district (here, a rank in Japan and a
rank in Tokyo) is displayed. Further, where the user be-
longs to a virtual district or team prepared in a game
system, the evaluation information providing unit 23 may
provide information of the rank in such a virtual district
or team as just described. Further, where a plurality of
kinds of games can be played in the information process-
ing system 1, a total ranking of a plurality of games may
be determined by calculating an evaluation value for each
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of the game types and calculating the total value of the
evaluation values. Further, the evaluation information
providing unit 23 may totalize evaluation values of users
who belong to the same team or to the same district for
each team or district to determine a ranking for each team
or a ranking for each district. The evaluation information
providing unit 23 may provide, to a requesting user who
issues a providing request for information, not only rank-
ing information of the requesting user itself but also rank-
ing information of a user registered as a friend of the
requesting user or a different user who has a high rank
in various kinds of ranking.
[0042] Further, the evaluation information providing
unit 23 may select a user (recommendable user) who
becomes a candidate for an opponent with whom the
requesting user is to carry out a game competition sub-
sequently and provide information of the recommendable
user to the requesting user in accordance with a request
from the requesting user. Further, in this case, the eval-
uation information providing unit 23 may provide infor-
mation relating to actions carried out in the past between
the recommendable user and the requesting user to the
requesting user. As a particular example, the evaluation
information providing unit 23 selects a user whose eval-
uation value is proximate to that of the requesting user
as a recommendable user. Alternatively, the evaluation
information providing unit 23 may select a user whose
evaluation value is higher than that of the requesting user
(namely, a user whose ability is higher than that of the
requesting user) or a user whose evaluation value is low-
er as a recommendable user. FIG. 6 depicts a display
example of such recommendable users (opponent can-
didates) and depicts evaluation values of the recom-
mendable users as scores in an associated relationship
with user names of the recommendable users. Further,
also history information representative of whether or not
a competition was carried out in the past between the
recommendable users and the requesting user is dis-
played. The requesting user can refer to the scores to
select an opponent of the game taking the ability of the
opponent into consideration.
[0043] The embodiment of the present invention is not
limited to that described above. For example, while, in
the embodiment described above, the game server 4 car-
ries out processing of a game, each user terminal 3 may
execute processing of a game such that, upon game
competition, the user terminal 3 directly exchange data
to and from the user terminal 3 of the opponent.
[0044] Further, in the foregoing description, the eval-
uation value calculation unit 22 selects a user who wins
a target user during execution of a trace process as a
next target user. However, not only a winning user, but
also a user whose competition result with the target user
is a draw may be made selectable as a new target user.
Further, the evaluation value calculation unit 22 may not
select a winning user but select a user defeated by the
target user as a new target user. In this case, a user
having a competition result by being defected by other

users is provided with a higher evaluation value. There-
fore, ranking of users can be obtained by sorting the users
in the ascending order of the evaluation value obtained
by the evaluation value calculation process.
[0045] Further, the processing target to be determined
by the totalization server 2 in the embodiment of the
present invention is not limited to action result data rep-
resentative of competition results of a game, and the
management server 2 may determine data relating to
results of actions carried out between various users as
a processing target. As a particular example, each user
may input information of evaluation of an opponent when
a game completion is carried out, and the totalization
server 2 may analyze action result data indicative of con-
tents of evaluation obtained by such information inputting
to calculate an evaluation value indicative of in what man-
ner each user is evaluated by an opponent or opponents.
In this example, the game server 4 acquires and accu-
mulates information indicative of evaluation of an oppo-
nent from each user when game competitions are carried
out. Then, the game server 4 provides action result data
indicative of contents of such evaluation to the totalization
server 2 separately from action result data indicative of
competition results. This evaluation may relate to wheth-
er the play of the opponent is good, whether the opponent
is fair, or whether the opponent is preferable as an op-
ponent, and may not necessarily relate to the ability of
the game. For example, when the user A takes action to
positively evaluate the user B, a directed graph having
an edge from the user A representing such an action
result toward the user B can be created. The evaluation
value calculation unit 22 carries out, for the directed
graph, a trace process similar to that in the case of com-
petition results. In particular, where the user A evaluates
the users B and C and is selected as a target user at
present, the evaluation value calculation unit 22 selects
one of the users B and C as a next target user, hops the
random tracer to the node of the selected user and adds
a point to the evaluation value of the node. By carrying
out such an analysis as just described, the evaluation
value calculation unit 22 can calculate an evaluation val-
ue of each user such that a user who is evaluated by a
greater number of users has a higher evaluation value
and a user who is evaluated by a user evaluated high
has a higher evaluation value.
[0046] In the example described above, when contents
of evaluation carried out by a user are indicated by multi
stages, the evaluation value calculation unit 22 may se-
lect a movement destination of the random tracer at such
a probability that a user who receives a higher evaluation
is more liable to be selected by using the evaluation con-
tents similarly as a score of a game. Further, when a
certain user carries out a competition with a particular
user by a plural number of times, evaluation may possibly
be carried out every time a competition is carried out. In
such a case, a movement destination of the random trac-
er may be selected at such a probability that a user who
is evaluated by a greater number of times is more liable
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to be selected making use of the number of times of eval-
uation similarly as the outcome of a competition.
[0047] Further, also in a social networking service and
so forth, it is performed by each user to comment in regard
to remarks of other users or to operate a button to indicate
some positive or negative evaluation with regard to re-
marks of other users. Therefore, also evaluation actions
carried out between such users can be determined as
an evaluation target similarly as in the evaluation of game
competitions described hereinabove.

[Reference Signs List]

[0048]

1 Information processing system, 2 Totalization
server, 3 User terminal, 4 Game server, 11 Control
unit, 12 Storage unit, 13 Communication unit, 21 Ac-
tion result acquisition unit, 22 Evaluation value cal-
culation unit, 23 Evaluation information providing
unit.

Claims

1. An information processing apparatus comprising:

an action result acquisition unit configured to ac-
quire, regarding a plurality of users or user
groups, action result data indicative of a result
of an action executed between the plurality of
users or user groups; and
an evaluation value calculation unit configured
to execute a trace process by a plural number
of times and calculate an evaluation value of
each of the users or user groups in response to
a number of times by which the user or user
group is selected as a target in the plural number
of times of the trace process, the trace process
including
a starting point selection process randomly se-
lecting a user or a user group as a target from
among the plurality of users or user groups, and
a target selection process repetitively perform-
ing a process newly selecting, as a next target,
an opponent user or opponent user group who
has been an opponent of an action carried out
by the user or user group selected as the target
at present on a basis of the action result data
until a predetermined condition is satisfied.

2. The information processing apparatus according to
claim 1, wherein, where e a plurality of opponent
users or opponent user groups have been opponents
of actions carried out by the target at present in the
target selection process, the evaluation value calcu-
lation unit randomly selects the next target from
among the plurality of opponent users or opponent

user groups.

3. The information processing apparatus according to
claim 2, wherein, in the target selection process, the
evaluation value calculation unit randomly selects
the next target at a probability determined in re-
sponse to contents of the action result data regarding
actions carried out between each of the plurality of
opponent users or opponent user groups and the
target at present. [Claim 4]

4. The information processing apparatus according to
claim 3, wherein, in the target selection process, the
evaluation value calculation unit evaluates reliability
on contents of the action and randomly varies the
probability in response to the reliability and then se-
lects the next target in response to the varied prob-
ability.

5. The information processing apparatus according to
claim 1, wherein, every time each of the plurality of
users or user groups is selected as a target in the
trace process, the evaluation value calculation unit
adds a given point to the evaluation value of the user
or user group to calculate an evaluation value of each
of the plurality of users or user groups.

6. The information processing apparatus according to
claim 5, wherein, where each of the plurality of users
or user groups is selected as a target, the evaluation
value calculation unit adds a greater number of
points to the evaluation value of the user or user
group as number of targets selected in the target
selection process so far increases.

7. The information processing apparatus according to
claim 5, wherein, when each of the plurality of users
or user groups is selected as a new target, the eval-
uation value calculation unit adds a number of points
determined in response to action result data regard-
ing an action carried out between a preceding target
to the new target and the new target to an evaluation
value of the user or user group selected as the new
target.

8. The information processing apparatus according to
claim 1, further comprising:

an information providing unit configured to se-
lect, regarding a requesting user or a requesting
user group from among the plurality of users or
user groups, a recommendable user or a rec-
ommendable user group recommendable as a
next opponent of an action of the requesting user
or requesting user group using the evaluation
values calculated relating to the plurality of users
or user groups and provide information of the
selected recommendable user or recommend-
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able user group to the requesting user or a user
who belongs to the requesting user group.

9. The information processing apparatus according to
claim 8, wherein, regarding the selected recom-
mendable user or recommendable user group, the
information providing unit provides information relat-
ing to actions in the past carried out between the
recommendable user or recommendable user group
and the requesting user or requesting user group to
the requesting user or a user who belongs to the
requesting user group together with information of
the recommendable user or recommendable user
group.

10. An information processing method comprising:

a step of acquiring, regarding a plurality of users
or user groups, action result data indicating re-
sults of actions carried out between the plurality
of users or user groups; and
a step of executing a trace process by a plural
number of times and calculating an evaluation
value of each of the users or user groups in re-
sponse to a number of times by which the user
or user group is selected as a target in the plural
number of times of the trace process, the trace
process including
a starting point selection process randomly se-
lecting a user or a user group as a target from
among the plurality of users or user groups, and
a target selection process repetitively perform-
ing a process newly selecting, as a next target,
an opponent user or opponent user group who
has been an opponent of an action carried out
by the user or user group selected as the target
at present on a basis of the action result data
until a predetermined condition is satisfied.

11. A program for causing a computer to function as:

an action result acquisition unit configured to ac-
quire, regarding a plurality of users or user
groups, action result data indicative of a result
of an action executed between the plurality of
users or user groups; and
an evaluation value calculation unit configured
to execute a trace process by a plural number
of times and calculate an evaluation value of
each of the users or user groups in response to
a number of times by which the user or user
group is selected as a target in the plural number
of times of the trace process, the trace process
including
a starting point selection process randomly se-
lecting a user or a user group as a target from
among the plurality of users or user groups, and
a target selection process repetitively perform-

ing a process newly selecting, as a next target,
an opponent user or opponent user group who
has been an opponent of an action carried out
by the user or user group selected as the target
at present on a basis of the action result data
until a predetermined condition is satisfied.

12. A computer-readable information recording medium
in which a program is stored, the program for causing
a computer to function as:

an action result acquisition unit configured to ac-
quire, regarding a plurality of users or user
groups, action result data indicative of a result
of an action executed between the plurality of
users or user groups; and
an evaluation value calculation unit configured
to execute a trace process by a plural number
of times and calculate an evaluation value of
each of the users or user groups in response to
a number of times by which the user or user
group is selected as a target in the plural number
of times of the trace process, the trace process
including
a starting point selection process randomly se-
lecting a user or a user group as a target from
among the plurality of users or user groups, and
a target selection process repetitively perform-
ing a process newly selecting, as a next target,
an opponent user or opponent user group who
has been an opponent of an action carried out
by the user or user group selected as the target
at present on a basis of the action result data
until a predetermined condition is satisfied.
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