
      Your team leader has put you in charge of developing a feature for a tennis video game.   This feature will calculate the likelihood of winning or losing against another player and tells you which outcome is more likely. You have decided to use a Naive Bayes classifier to determine the probability of Winning or Losing and base your decision on the following attributes:  opponent’s ranking; your tiredness; your opponent’s tiredness and the relative speed of the opponent.  These values are already available and are used elsewhere in the game.  In order to demonstrate the method to your supervisor you plan to test the approach by manually calculating the probability of a win and the probability of a lose using the following test values:
       Your Tiredness=Low, Opponent’s Tiredness=Medium, Ranking=Normal, Speed=Fast}

The following five tables hold training data that have been gathered previously and each table details the recorded conditional probabilities of Winning or Losing for any given attribute. 

Using equation 1, the test values above and the probabilities from the five training tables overleaf, determine which result – a win or a lose, is more likely.





	Opponent’s Ranking
	Win = Yes
	Win = No

	High
	3/9
	4/5

	Normal
	6/9
	1/5





	Personal Tiredness
	Win = Yes
	Win = No

	High
	2/9
	3/5

	Medium
	4/9
	0/5

	Low
	3/9
	2/5


	Opponent’s
Tiredness
	Win = Yes
	Win = No

	Fast
	2/9
	2/5

	Medium
	4/9
	2/5

	Slow
	3/9
	1/5








	Opponent’s
speed
	Win = Yes
	Win = No

	Fast
	3/9
	3/5

	Slow
	6/9
	2/5






	Overall Probability of Win=Yes 
	9/14

	Overall Probability of Win=No
	5/14
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