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I, Preliminaries

1, The Main Subject

W8] AlUS eFARIR Edlollal E13-2 Itk BolER}
B2 A7) o} AAM AYTES o83t HEL A Al
Thtel] 28 31 7|se] AP 71ss ARSte] Z|olofoll|
Hoh QR ol iRl AlR] Edlo] AE ARFshe Zts el
7oz < A5 2 #al | g AR8SEe] Kt SsAo]n
7IRIERE AlR] FlolE AVl 7P Bl T AA 7ieg ARgste]
Hrh B2t ol S Zesie Al ARS Ak, e 2y
4 E2] AdRg ARSShe] Ho) AREo)a ARFE o R Q]
ALS AFeR=S Feck 2 ARk shiEt ozt QAZ
T 71 vh=A] dast diels] 3B 248 AR8sie] Eelel
ole] A} M =S okl Alde] Rkl F4 Flo]
7IAE BT 2 Tt of7ole Zdjojo] 21 A48 |l
e 4, Fdlolo] Fol E f4] 24, dlo[EE ARgste Al
gzl 7 Y 2ol 23R 4 itk

k3

il

149



SR FEIRESS| siAstEs| =FF H31E H25 (2023, 7)

SUH2E 15 26
FAB HE

2REANUE B T BU A
[21 4312 ANAR T YERUE

2% UE Y 0191 32 BE BAHR

Fig. 1. Overview of the Next Generation Game
Analysis Room
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lll, The Proposed Scheme
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IV. Conclusions
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