R—K45—L BAO (2B T2 B A BN E DR

Fedl RREME, & AT

A X O HHJIE, A — 57— L BAO OEMEZ T L Z DRHEEZB 60T 52 & Th D,
BAO (X 2 5T A2 ROF D 1 O b Azl L, —ERAOS & IZRICAZE LT
WS T —=LThbd, ZOBMEL RETeEA, A27REAMTRZINDA Yy E—
LB 2B EARBRETNVLNAIRETH D, £, BAO 1IMMDOE L DR — K7 — A &3
720 1 FORITE I ORESEIEIZ I LEnMEIE L WEERH 5 &0 ) Fifia Fio,
AL TIEET, 7oA CCS #ffi~>T BAO OB itk L, HHBMBIKELET
DEZoNTEEE, ZOFMELTHNEIDLPNHERRETH D Z L2, KRIZ, &Ik
LRV DR O — R b6 & v— L LT X OBIWEZ - - 5D 2 H Y
DFETLFOEILGMEEZRD, T b OMOBERE R,

An Analysis of Cyclic behaviors of Board Game BAO

Yasuhiro Inahata and Kazuko Takahashi

This paper aims at finding the characteristics of board game BAO behavioral analysis. In BAO,
two players are taking seeds in turn by moving from hole to hole, and the movement may not
terminate. We describe the behavior of BAO using a process algebra CCS by regarding a hole as a
process, and a seeds as a message passed between processes. We investigate the condition for the
termination by two approaches: extracting the condition by generalizing all the patterns that do not
terminate, and analysing the behavior by roling it back. We also discuss the relation between these

conditions.



