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Some Comparisons on the Game Design of Shogi

YuicHt HIRUTA ,+ Kazvromo SHIBAHARA
KazuyosHi MURATA itt YASUHIRO TAJIMA
and YOSHIYUKI KOTANI

It differes from a lot of video games that are know by intuition, but to acquire the board
game is generally required time. Then, we construct the game that can do understanding
known the player or more by intuition by changing the interface of information (design) to
the player and verify it. In this paper, we especially propose new Shogi system like Shogi
(Character-type Shogi) that lower the hurdle to the play of Shogi. The object of comparison
is done with three kinds of Shogi systems of Shogi and the character type Shogi introduced
in foreign countries in addition to usual Shogi. The character type Shogi is the one that the
character was drawn on the surface of the koma of Shogi. The experiment to the player is
conducted by mouting each on the computer, and using it. The change in the game design
evaluates what influence goes out to the player.
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