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ABSTRACT

This study looked into how to carry out sacrifices for intra-game cooperation in
becoming a high-level player. The results are as follows. First, the way players behave
is dependent on their resources(scores). Second, the higher the player’s score, the more
praise cards were given to dealers. Third, high-scoring players have taken on a role of
"sacrificing the self to serve the many” by voluntarily playing the role of healer, leading
the team to set the rules and consequently reducing the risk of a probable role conflict
within the team.
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