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Abstract: Through internet retrieval and relevant literataralysis, this paper found that: at present, domes-
tic and international research literature on spevints information platform is very scarce. Ib&sically in

the blank. Especially the basic research on thetoaction of sports events information platformglsias:
scopes, classifications and standards researgioassevents information resources, design pattefisports
events information platform system, system framéwaord architecture, the related research literatuhf-
ficult to find. This study aimed at the above ssabfi research on current sports information platfeystem,
proposed a simulation analysis of sports eventwiimdtion platform system oriented to scientifica@h of
sports events and decision support, and based dirAgent technology.
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1. Introduction

Through internet retrieval and relevant literatanalysis,
this paper found that: at present, domestic anernat
tional research literature on sports events inféiona
platform is very scarce. It is basically in theridaEspe-
cially the basic research on the construction afrtsp
events information platform, such as: scopes, ifieas
tions and standards research of sports eventsriatan
resources, design patterns of sports events infama
platform system, system framework and architectilne,
related research literature is difficult to findomestic
construction of sports events information platfasnalso
relatively weak. Currently, most of the existingnuestic
sports-related information systems are just sorpeds
of sports events or sports events for a specifictsgnd
design, and designs are more concerned about the co
struction of a relational database, such as, spodsts
video library, soccer World Cup database. But mail
the very important and very basic part in sporfsrma-
tion platform construction, the systematic clasaifion
of sports information resources and overall plagnand
system framework of sports information platformside
model of sports information platform system; sysiém
planning of sports information platform as a whdéa-
base and design studi&®.

2. Research Status Quo of Sports Events In-
formation Platform

Existing information systems of sports events diass
tion have the following characteristics: In therplang of
the system overall function, the existing inforroatplat-
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form system of sports events classification camytiee
contents all for information. Thus, the demandifdor-
mation can’t be customer-oriented customization and
output in line with user preferences informatiop;t2e
existing sports class information platform is fdrusers
of the crowd audience sports events. Few of inftiona
studies systems for the event. 3) in the existirigrma-
tion platform system of sports events, the conterds-
ning is directed at some aspects of sport or spwests
of a sport, lack of comprehensive information obrép
events related to the systematic. For examplea &ports
game, main message can be found on the websitesiis b
cally the sports competition schedule, resultsrmfation.

3. Research Results

3.1. Requirements Analysis of Sports Events Infor-
mation Platform System

According to user needs, sports information platfor
should be a comprehensive information platform able
share, integrate sports-related literature, pistuvideo,
network information and other resources at all e
information, and further data mining on the vast re
sources of sports information. This integrated rimi@-
tion platform should meet the following functiona-
quirements(1) timely, automatically collect, mine sports-
related information resources at all levéfssupport es-
tablishment of all kinds of sports information et
and decision support systent®; through data mining to
obtain competitive intelligence related to spongrgs;
(4) focus on customer needs and preferences to provide
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information. (5) major users are research related person- - workers; 4-- minorities; 5-- other. Section 1Zri-

nel engaged in sports events, organizations, spexs
sion-makers, as well as information agent related t
sports service.

3.2. Demand Analysis of Information Resources of
Sports Information Platform System

In the sports events information platform, dividedub-
types of sports events information resources, shoul
clude four types of information: first, sports-teld lite-
rature resources; second, sports-related netwoknia-
tion resources; third, sports events related pstue-
sources; fourth, sports-related images and video re
sources. These information resources based orratitfe
aspects of sports events can be divided into th@fimg
categories:

Sports organization and management informationitspo
scores and results information; sports news aratrimd-
tion; sports marketing information; sports eventddh
and planning information; sports lottery informatjo
policies and regulations on sports events; spa@taies
and facilities information.

3.3. Sports Classification and Information Coding
Analysis in the Sports events Information Platform
System

The author according to the demand of sports irderm
tion platform system, and through the relevantdiiere
analysis and expert research, studied classifitatib
sports events, and according to sports eventsifidass
tion, design information encoding. Sports inforroati
encoded design used mixed classification, inforomati
coding design of sports events classification akrebif
codes. Coding structure is based on bit segmerihgod
each bit segment represents a hierarchical clessdn
or combination concept. Each bit segment can irckd
bit or more digits, all use numerical order codingthod.
Specific information codes are as follows:

Section 1: level of sports events, 1 - the world;idter-
continental; 3 - state; 4-- place; O - other. Secf: the
nature of sports events 1,1 - comprehensive; Biviohu-
al; 3 - League, 0 - other. Section 3: the naturspufrts
events, 1 - professional, 2 - amateur, O - othecti&n 4:
the nature of sports events, 1 - public, 2 - coneiaér3 -
other. Section 5: the nature of sports events,Ameés; 2-
- Championship; 3 - Cup; 4-- Invitational; 5-- Toar
ment; 6-- level competition; 7-- Open; 8-- commuanic
tion game; 9-- League; O - Other. Section 6: theneaof
sports events, 1- groups; 2 - personal; 3 - congusie;
4-- other. Section 7: age of sports events, 1 -prehen-
sive; 2-- adults; 3 - young; 4-- juvenile; 5—adalesce ;
6-- elderly; 7—others. Section 8: participant gendé
sports evens, 1 - male; 2-- female; 3 - comprekensi
Section 9, 10, 11: sports events category. Accgrdin
the Chinese Library Classification. Section 12:tipar
pants attribute of sports events , 1- studentfa®mers; 3
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pants attribute of sports events, 1 - normal; Zsalled
people; 3 - Other. Section 14: hold season of sport
events, 1 - spring; 2-- summer; 3 - autumn; 4--te¥in
Section 15: incentives of sports events, 1 - ppidts
bonus; 3 - Other. Section 16, 17, 18: sports ev@gsion
times, three digits. Up to 999 sessions. Sectiqr20921.:
name category of sports events, three digits. Gande
1000 kinds of events.

3.4 The Application Analysis of Multi-Agent Tech-
nology in Sporting Event Platform Information.

Agent in English is intended to "agent" "agency"ame
ing, in artificial intelligence research, oftenristated as
"intelligent agent", "subject” and so on. Multi-Age
technology development comes from a branch ofiartif
cial intelligence --- a distributed artificial idligence.
The method of multi-Agent technology to solve thelp
lem is to decompose the software system into nieltip
program fragments or Agent. Each program fragment o
Agent has a separate division, and collaboratesto-
plete the function of the system. The emergencyded
velopment of agent technology is not only enrictieel
content of artificial intelligence research, busalpro-
vides a new way for complex software systems aiglys
design and implementation, it is known as the "tlago
major breakthrough of software developmeit®. So
that Agent detached out form a specific techniohltion,
become a software development way of thinking.

In this paper, the sports information platform eystis a
complex software system by collaboration betweet mu
tiple functional modules, it has the following maiha-
racteristics:

(1) Has a complex structure, the system can bendeco
posed into a number of related subsystems. Inrirder
tion platform of the sports events, contains midtigpes
of, multi-level, multi-dimensional sports-relateddarma-
tion aimed at one sport, which are independentiated-
related, therefore, in the collection of informatidadenti-
fication, classification process, it should be [iussto
decompose the complex system functions, theretbee,
use of multi-Agent technology to build Multi-Agent
software applications, can not only better for deeom-
position of the subsystems independently designdand
velopment, but also design muItigJIe Agent inteacti
and mutual collaboration relations’. (2) Sports infor-
mation platform system designed in this articla isom-
plex software system. Because sports information re
sources requirements of this information platforifi w
depend on the sport market, and continue to cauty o
development and change, the initial establishmatt w
continue to evolve with the evolution of the system
Therefore, the design of the sports informatiortfpten
function of the system should be able to contiruéd-
velop as needs change, with a certain degree ptauik
ity. Therefore, this paper used Multi-Agent in thesign
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of architecture, components can be the same andhe

tem can be assimilated to a company, its systentisein

agement of each Agent, when developing a new featur various sub-functions can be assimilated to altosedn
Agent, Agent management subsystem can be addedgenterprises. Thereforg®, this paper used Multi-Agent in

modified. Agent of unwanted features can be dishble
even removed. This will be conducive to improvingr s
tability of sports information platform systent?. (3)
Sports events information platform is a complexwsafe
system. The system has many features. The roladf e
function is not the same. And each function is cah-
pletely unrelated other functions. It will needctamplete
its function with other functions of the job. Vaun® sub-
systems in sports information platform only can ptate
the function of the system by continue to functiutual
coordination and cooperation. It's like a compaatlypf
the work can’t be done by only one person as theesa
The realization of all business functions, needsdaba
number of relevant departments to work togethénljo
with the job. And here, sports information platfoays-

the design of architecture, each Agent is equivdtethe
enterprise, a division of Multi-Agent through thegoing
collaboration and cooperation, strong in the spioftsr-
mation platform to optimize the entire system amati
ture. Therefore, in terms of development sportsnesve
information system platform with the characteristiaf
complex software systems, use multi-Agent technolog
in its system architecture, can effectively breakwd
complex software systems, simplifying the developime
effort. At the same time, due to the sports infdiara
platform system architecture, see the differentfions
as different Agent, allow more flexible system atextr
ture design, and thus, the system adaptabilityalkitity
are also stronger.

Table 1. Research on the Impression of Beijing Olynips of the Population Groups (National Events Compason)

Order | Mark | very Profound Profound General | not Profound | very not Profound To(t)"’fllee%rSﬁ; er Img;egsrzign
1 36 45 156 365 264 866 21
2 30 45 175 327 289 866 2.08
3 A 123 134 335 231 43 866 3.07
4 A 101 168 345 221 31 866 3.1
5 12 48 116 401 289 866 1.95
6 5 25 81 356 399 866 1.71
7 | 358 445 41 22 0 866 4.32
8 ¥ 864 2 0 0 0 866 5
9 55 102 212 321 176 866 2.47
10 o 342 410 34 35 45 866 412
11 56 67 152 365 226 866 2.26
12 15 21 146 374 310 866 1.91

Survey showed that the audience factors are maory problems faced in China's transition, the gra-

posed of four areas of educational level, sportswkn
ledge, sports knowledge, social stratification ammbme,
social sports stars cognition. Education levelrsefe the
academic qualifications of audience of sports megha
formation, what is generally believed is that highdu-
cation, conducted systematic college-style educadind
training, will has deeper understanding of spatising
initiative to involve in the physical exercise ierpon or
watching sports events. The audience's sports laugel
covers two aspects, i.e. sports knowledge accepted
school education stage, and sports informationirdda
from a variety of communication channels after e
into the community, in this area, mainly aimedhe ttole
of school sports for students’ awareness of lifglphys-
ical activity, and whether or not subjectively b#ing to
continue to engage
ment activities after went into the commun§l. Social

dual differentiation of social stratification, thgap be-
tween rich and poor continues to widen, it is galher
considered that a relatively high income sociahtatr
has relatively abundant leisure time and relativeghyin-
dant financing for ~ social  activities,  sports

a social leisure activity has become the main abgxc
consumption, social stratification and income \uéive a
direct impact on disposable leisure time of lahmpkis
of the audience into sports, and even along \migh t
funding expenses of sporting events enjoyment.tSpor
stars cognition is not difficult to understand, ttig the
audience favor of a single star, such as Liu Xiaftgr
110m hurdles champion in the 2004 Athens Olympic
Games, events held in the country are all fulh#re is
Liu Xiang in the track and field competition, inast

as

in sports fithess and entertain- contrast to the state of nobody cares about inigusv

Chinese track and field tournaméfit®, around the cor-

stratification and income are new phenomena and newner of 2010 South Africa World Cup, many femalesfan
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love the ball can be unintentional, perhaps justd¢e
stars in their mind body and chic robust gracea wer-
tain extent, brand building of sports events isanatatter
of material construction, but the star athlete@rtspper-
formance problerft’ .

4. Conclusion

As for sports events researchers, if the need foora-
prehensive understanding of the relevant sportsiteve
and other information, such as: economic evaluatibn
sports information, facilities, venue informatiche bid
information on sports events, sports events orgéiniz
operational information, sports event sponsorshfpri
mation, sports-related pictures and video imaghs, t
basic information of sports events holder, the asde
literature on related sports events etc., compighen
information associated with the sports events itdces-
sary to retrieve a number of related websitesialitee,
and need to spend a lot of energy to correlatafaltma-
tion of these events. 4) At present, in most ofdkisting
sports class information platform systems, thermép
tion is almost empty, specifically for the projestalua-
tion of sports events, market development and niarcke
of sports events, sports management, project argtonmn
and related decision support for sports events.
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