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Recognition of flow trend in volleyball game:

Search of differences in cognitive tactics of players

Yusuke Asai

Sapporo Ryohoku Junior High School
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[Abstract]

Flow of the game is understood to show indivisual evaluation of the progress of the game
and to have a certain relation with cognitive tactics based on the phenomena caused in

the past. The present study examined the relationship between capturing method of flow



trend and cognitive tactics.

In the study, participants viewed video movie of the 5th set of a volleyball game, and
answered the questions about degree of game flow in eleven-point scale. They also
answered in writing to characterize their own cognitive tactics.

The results did not show clear differences in capturing method of flow trend by cognitive
tactics. As shown in the preceeding studies, the flow goes up when getting point and
goes down when losing point. To stretch a point, RO (optimistic) group was more stable
in capturing the change of flow than RP (pessimistic) group. These suggest that the
capturing method of flow is dependent on the point getting trend and game content, and
not influenced by the cognitive tactics.

Following these results, the next step of this research will be to let the same participants,
personal or group, view a number of video movies and see what changes will be caused

by pointing trend and game content in order to clarify the feature of the flow trend.



