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Discussion Support for Internet Shogi

TETSUYA TAKAHASHI ,'! HIROYUKI TARUMI ,T! MAKOTO SAWADA !
KOUHEI YAMAMOTO ,T1 Masaya Kitaoka ' Yukr Hiraca !
and TOSHIHIRO HAvasHi'!

Shogi games are played on the Internet populary, but for KANSOUSEN (game review),
chatting is the only function that is provided. We are designing a support system for network-
based KANSOUSEN. In this article, we describe the difference between KANSOUSEN and
other discussions, the system overview, and the design of communication protocol for KAN-

SOUSEN.
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