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When deciding the next move in game positions, how do human players search the
position and make the final decision about which move to play? In this paper, a number
of shogi positions are given to subjects ranging in playing strength from beginner to top
professional. Specifically, the width and depth of the search of each subject were
analyzed using verbal protocol analysis. From the results, it could be concluded that
stronger players search deeper. It was also shown that intermediate players (about
1-dan amateur) search the widest. With improving playing strength, it becomes possible
to narrow the width of the search.
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