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Abstract:
In this presentation, I introduced our previous researches on game player proficiency. 
In the eye camera study, I explained the differences in the eye movements of the players during the 
proficiency in Shogi and Go [1][2]. A study at RIKEN showed that the caudate nucleus of the basal ganglia 
is activated in professional shogi players in brain research using fMRI [3]. Subsequent studies on the mini-
shogi learning in RIKEN and our laboratory also showed that this region was activated in the more 
proficient players [4]. In an interview with a top professional shogi player, I introduced the influence of 
physical sensations on technology and how technological evolution can foster physical sensations [5]. 
Furthermore, our current research on the subject of curling provides an example of how the experiences 
associated with physical technological advances foster strategic thinking. These examples suggested the 
potential for research on strategic thinking and the body by using games.
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