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Abdgract

Daing cognitive resaar ch in games can give new indghtsinto the processssinvalved in human prablem salving.
By sudying different games it is possble to compare amilar behavior in different domains In this paper we
presnt the results of cognitiveexperimentsin shogi, a Japanese game amilar to chess We have conducted two
memory tasksand one praoblem solving task in shogi. In general, we got amilar resultsasin chess but we aso
found evidencefar anew typedf chunking, whichwecal “ causal chunking’.
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