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Abstract Game with perfect information such as Go and Shogi is said to be strategic in general. However, if strategy is

due to the diversity of hands and deployments, it is finite and can be calculated by computers in the future. In this time,

we thought strategy would be lost. We conducted a qualitative survey on the points of strategy in games that were felt by

players, and we analyzed to extract elements. As a result, the two elements “optimization” and “margins for choice” were

obtained.
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