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The purpose of the first research is to clarify overt and covert processes in
insightful problem solving in the puzzle game of Tangram. The result was presented at the 14th European
Congress of Psychology (Milan, Italy). The second research demonstrated that the effect of collaboration
on the Tangram, in which collaboration and instruction to reflect facilitated the successful problem
solving. The result was presented at the 32nd Annual meeting of the British Psychological Societﬁ,
Cognitive Psychology section (Canterbury, U. K.). The third research aims to develop the algorithm which
can solve tasks of Tangram. The algorithm was exhibited in Research reports, Fukushima National College
of Technology.
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begin
Fosommaize™ Fironen ™ B0 CTEARE L7207 ; {A-1}
Solvedflag={);
for i=1to 2 do
forj=1 ton, do
begin
Foi=Fpceg & AP TIER(L L7245 ; {A-1)
if  Fpj Fovomais then{A3-3}
begin
Foak = Fovommaiee— Fpy 3 {A-4}
if Fcezg = Fone then {A-2}
begin Solvedflag=1;
FOWEE (FogFaon) % 518
end
end
end ;
if Solvedflag=1 then
begin
write(*Solved”) ; RO ET
end
else
write(" Not Solved”)
end.
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