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The difference of thought processes between Go and Shogi

- A comparison with eye tracking data and verbal protocol data -

Takeshi Ito! , Dai Saito? , Katsuyoshi Takahashi? ,Masakazu Muramatsu?
and Hitoshi Matsubara?
Department of Computer Science, The University of Electro-Communications?
Department of Media Architecture, Future University-Hakodate?

In this research, we performed two cognitive science experiments on the topic of the game of Go.
In the 1st experiment, amateur beginners' subject learned using Go-software for beginner, and
analyzed the eye tracking data and verbal protocol data in the learning process. As a result, it
turned out that player can see widely the board, as who made progress. In the 2nd experiment,
the next move problems are given for subjects from amateur intermediate level player to amateur
expert player and the eye tracking data and verbal protocol data were analyzed. This result also
showed that the players see the board widely, so that they became an expert.

On the other hand, the related researches show that the expert player of Shogi thought without
seeing the board not much widely. This results are considered to express the difference as a game
of Go and Shogi.

girvo


島貫
テキストボックス
社団法人　情報処理学会　研究報告
IPSJ SIG Technical Report

島貫
テキストボックス
2006－GI－15（3）
　  2006／3／7

島貫
テキストボックス
－17－


[1]

[2]

[31[4]

0iso

[5]

[6]


島貫
テキストボックス
－18－


AB,F

C,D,E o
e . . 15 . .
1.0 4 L 11,0 4 L
55+ I | BB |
b_! o W ATE e - ﬂ.ﬂ' —r
1 ]
EAR | SEEW @ |
il Kl |
1.5 4 L1111 i
g - (R : :
el -1l [1NT] 1,0 &N -mo -fl.o [T i1.o
S d i _ 16,55 A 4 A
1.0 11.01
5.5 - 85,04 |
n_u. — —— NS un. - _I.—..
I
EN-T -5 -
al al
11,0 - 11,00 4
16,5 “ 1,5 - .
-5 -1l.o 0.0 .8 HA -ED -1l.o 0.0 1.8
5.5 16,5 4
11,04 SR L
55 ] 5,5
i, fi 4 e o —— | 1,01 4 ! - \E‘
5.5 - 55,5 1
ul Wl
11.0 1 L1104
i
16.5 = 6.5 y
B 1 =114 .4 1.0 N X -i1,0 0,0 11
B

0190


島貫
テキストボックス
－19－


e e T

0,5 =105
1104 SINE B
E.5- L £ 5]
b,o4 - 0,04 [_
EAl -5 6
ml ul
11,04 11,6 4
|
1.5 : L1656 :
el -1l.o 0.0 1.0 w0 -ua -1l.m 0.0 1o
.5 P DI NS CR e 5.5 d
1,0 LI
5.5 5.5
a.0 a.a
8.8 4.3
] bl
=104 «f 04
B0 -H.5 .
i 10 hrf] g ] e LA o.n .o
M. Wk
1.4 4
554
4.4
5.5
al
.4 4
M5
-0
16.5% 5.5 L L "
L
.0 110
T i i
554 LAE -
01,0 - F o6
i =
5,5 = A
=l | =3]
=11.0 9 eINE
L
-16.9 : -1B.%
Sl =10 [ 1.0 i I . [T TN TR

gz2o0



島貫
テキストボックス
－20－


.5 Sy

1.8+ 14 i E
1 5 1

5.0 { B { |
e “IF was

ST - 5.9
al il
=Tk =110 5

358 : -16.5 ;

2.0 -1le 0.0 n.B - -1t.n (X m.a

0210


島貫
テキストボックス
－21－


[4]

16

10 M1,M2
Al A2

MZ..

10

0220


島貫
テキストボックス
－22－


-
<

A2

10

10

Al

A2

B14

F12

0230


島貫
テキストボックス
－23－


[1]

(1995).
[2] Atsushi Yoshikawa & Yasuki Saito :
Hybrid pattern knowledge Go players’

knowledge representation for  solving
Tsume-Go problems , Proc. of 1st Int. Conf.
Cognitive Science in Korea (1997).

(3]

Vol.43,No.10,
pp.2998-3011 (2002).

[4]

Vol.45,N0.5,0p.1481-1492 (2004).
[5]
(2004).
[6]
(2004).

0240


島貫
テキストボックス
－24－




