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Effects of Level Adjustment on Unnaturalness in Games with Shogi Al
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Recently, shogi Computer Programs have reached a level of strength sufficient for amateur players and then the
researches about Al which is designed to entertain players have been focused. Preceding studies have pointed out
that players more perceive moves by person of low skill as unnatural moves, which ruins the fun of games. We
analyzed the relation between unnaturalness and subjective strength and, discuss new challenge about

unnaturalness.
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