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Inset games and their strategies

{hE Bp *

1 BAC#(E

FHEET — LB 1930 R0 [9][3] 72 XU X 2 DIBHEE OIS A E o728 FoT LW
A5, 7F—LADRME® Sprague-Grundy function (SG-E) &, M7 — 4 (impartial game)
EWHENDG 7 T ADT — JIN LT, £ DR 2 flh 3 2 AR BRI > Tw s, K
BCERRT —DAERD DT, HEES — 2 MmO B (D& KBELED) 52 61k
F—LDSG-HBEHRT IR EETRAZEAD.

1.1 T—LODEE
F— ADEBIIIEA BNV L= a UDBEZILNED, KETIERD X SITERT 3.

E&E 1.1. PREE, > 2 P LoZHMEKRE T2, o & Ml (P;-) B75F—LThbdL
&, ROEME (1)(2) 2732 TH5:

(2) P OIE p LT, p o q EBBTE ¢ WHRELDTEL B

P 0377:%:%@8@0“ P ot p q Np—qgDERIIHIEE, ¢l p DREBETHD WV
ZXicT b F7, o(p).epp) ={qeP|lp—q} %p DRBEES & I3, &M (2) &
U #p(p) <00 TH 2. p(p) =2 725 FH p ZERBE L FER.

Ml p=py € P % 2 N7 —2D0RHE LT, 2 A\DT VA Y= HEICARERTF%
1.
po — p1 (first player DF),
p1 — pa (second player DF),
p2 — p3 (first player OF),

AIRER TSR (2) O BRBED TH 5. £z, &M (1) 206 20 X 5 RFE (HEE) 1 ZARE
DRITHEBIE p, 1272 DEL (e(pn) = @). B L n DEL (resp. L) 7£E>Li first (resp.
second) 7L A ¥ =2 ‘0", LT —4 (P;—>) & (Q;=) 777 LTRETHIUZ,
T—Ih (P;—)1F (Q;—) }i’f—l-\ﬁﬂf‘@é EED.
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5 1.2 (1-heap nim). N % 0 2 8O HAKO 2K T 2. > Z@EEOIEFREG (Kah) & F
R, (N;>) 375 =L THb. ZDF — L% 1-heap nim &SR,

1.2 SGRE#
Kz, [9][3] 1hE- T, SG Bk e EHRT 5
EHE 1.3, EHInES ScNITHLT,
mex S := min(N\ 9)
EBL.F—n (P-) I LT, SG = SGp : P — N ZIFHINC
SG(p) = mex {SG(q)|p — ¢}

TEDD. & (1) 2 OIS EE 5 Z LIWCHERET 5. BB SG % P © Sprague-Grundy B8
5 QTN

R 14, XVAVWERTIE, £ Q) ZRELAVDDOH D S. ZOHE SG BEEIE—MKIC
IEFE 2 HICE 2 Z 225,

5 1.5 (1-heap nim). 1-heap nim (N; >) @ SG BEUIEEEBRTH %:
SG(z) =z (z eN).
RIZ, Sprague-Grudy BIBDEEIE 2 52 2 Z e 2 R 5. ZHUIRD @D HHES.

R 1.1 ([9][3]). SG BEEFKZ M5

(1) SG(p) >0 RBIX, 5 qep(p) ITHLT, SG(q) =0.

(2) SG(q) =0 B, EED r e p(q) LT, SG(r) > 0.

(3) q SR (p(q) = @) D& =, SG(q) = 0.
R 1.6. JAM pe P IZOWT, UTD 25M3FETH %

(1) JRE p 12W3 7L A Y — 3RS 2D (b s d %).

(2) SG(p) > 0.

FEBE, SG(p) > 0 22 HH u Wb T LAY —IF, SCG(q) =0 22 [AH ¢ ZHFCET L
MTE2. SC(q) =0 R2FHE ¢ ZESNLMEFIE, BRSKBEICWS 2, b2 AFHETF
MRLTL 2FIF0T SG(r) >0 R2R/HETH 2. 2% H ZOFmE i hiR-E, &H 1)
Mo, HFCHTRERZETZ N TE 5.

Z DAEREIZEEDWT, SG(p) > 0 72 2 [T p 2 &FBEBE, SG(p) =0 &R 2= p 2%
FaltEme ERL

i 1.1 35 2 2 IR 1E SG OFtERERT 2. L L, SG ZEREYICEHET 2
DX, BRAHETOTNTO SGHEROBEEZLEL L, stHEESWKICKRS. 2FD, 2D
BE (O —BINRT — o P DE), SC OFHEIIRIERENTH 2 E2%. —HT, WL
DPDT — 2T DWTIE SG BEBOFTENHETH 2 Z e s TWS. il X,

LEESBENIZ ST BT RITE (SG(p) = 0 2 2 RH p) 2R TS RE (BTFRBREE) CIERZ e 820N,
DITFRMIFIEZIEZ D DI W EFRZEZ TV 5.
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e Nim
e Sato-Welter’s game

e turning turtles

BETHS. TH5LT, [SGREDS (LLRHY) flHICEHETE 27— 4027 7 Rl
5 BRI MBI AL

NHEIRIE, TOX37%7 7 A2ZRAE;— LM EZEIEL, Z2OHTHEMRK
W72 72 LT, PR — L2 ERE L [4].

1.3 Nim %k E

Rz, BARIINC SG B Z R T 2 72DV S = A Y ORAN LREE 2 EAT 5.
7 TEHRORRELEDT. Bl acZ O HEEN%

a = [a7] - [ai}iEN = [...7661',..-761370/2,(14,(10]

DEIITEDLTE FIZIE, RDL DK S:

11=14+2+0+2°4+0+ 0 +--- =[--001011],
“1=1+2+422+23 42"+ 25 ... =[--111111],
-12=0+0+22+ 0 +21 425+ ... =[--110100].

BA 0 = [a;], b=[b], and ¢ = [¢;] in Z ITH LT, Z2FNERD & S 1TEH/S N5
a®b=c
2T, FHiEEEY EX D R LOMTH B!
a;+b;=¢; (mod 2), 1€ N.
= AFNEBIZAERD & S 1CEHEENS:
3¢5=[--00011]®][---00101] = [---00110] = 6.

REHR (Z;0,0) 1

a®a=0, (ac€Z)
TR RS, 2T, NIZ Z O 2 O R e RS L ICEE TS, /2, - T
EHEONECET 2050 (v 4 F2) 2E€bTZ 212U,

(-l)ea=-a-1

2X D IEREICIE, Z % THEREEOR Z, OMIOREATEREALTWS. LdoT, ZHEMMHICELT
“1=310 20 v 725,



Y. Fh Bl aeZ ITHLT,
N(a):==a®(a-1)

EBE a,beZ ITHLT,
(a|b) =N(a®b)

£B<. [2, ch.13], [8], [10] \ZHE-> T, KA fFHN5:
HEE 1.2, B a,b,c € Z 12OWT, BURAHL D 37D:

(1) ¥ a 232! (t € N) OfFET, 27 OEETRVAR S,
t+1
N(a)=[--011---1] =2""" - 1.
2) N(a) <0 722 RETDEME a=0.
3) “FNTD 2 €ZIZOWT (a]z) = (b|z)” %51 a=0b.

(
(
(4) (a|b) =N(a-1b).
(5) (a]b) =(a+clb+c)=(ad®c|boC).
(

6) ¢ >0 (resp. ¢ < 0) B 5IE,
c—1
h=0

2ot Y B ARICOVLTORAL

1.4 n-heap Nim
REIDHED < < DI, Nim @ SG BEEHEN L THL.
EE 1.7 Blin> 1ITHLT, BEFES N Lo ZJHR - %

Zj > Y

(x17"'ax7L)_)(y1>"'ayn) 4 31i€{1727"'an}s~t'{
T =Y

TEDD. 2L TEEDLT —24 (N, =) & n-heap nim & WX,
78 1.3 ([1]). n-heap nim @ SG BAEUIXRTERZ SN 5:

SGX)=11@85,® - ®x, (x=(m, - ,z,) €N").

0@ Y (a|h) =a-c <rcsp. 0@ hi;@(ah) —a—c>,

j=i
j#i
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2 The Sato-Welter Game
E&E 2.1 BHlin>1 THLT, B8 P, ZRDEDITED %:
P,i={xcN|x=n}.
X,y € P, WX LT, ITHHEDIDE &, x>,y ERDT:
o xNy|l=n-1; e rzex\y,yey\x 25IE, y < 1.

IHOLTHROND T — L4 (P,;—a) & Sato-Welter game with n balls ¥ FES.

Sato-Welter game with n balls (&, n D% (O) ZFEM LICKE S 252 Z & THEN
WEIERCE 3. 2o &, FLAY—DFE, E2 IV ECHEZBNTWAFHICBEIXES 2
LITHIET 5. RBEOFRITRZTLAY—DHELTH 5.

F 2.2. Flz1X, R x = {3,5} € P, I,

x=B5 =] [ IO [O] | [-€Ph

DS CETTE S (MO 0 BHTHS 2 LICHEET 2). COREORERE LTI,
LFD &5 BRE 5N 5:

(3,4 = [T IO T 1]

oo —' 25 =IOl IO [T~

(3.2 =[TIOoL LT " , . _
) (150 = (IO TTIoL LT+

By=O T o =TT T o

Bo=OTIO T T T

R 2.3. Sato-Welter game DJHH x € P,

% beta number & A7 3 T Z’C“:)), JRE %Y T OO O]
TRB e ARSI ZeNTES. HIZIR, R
x = {3,5} € P, 130 H (4,3) IZHIGT 5V >~
JHE L A, JRli x = {1,3,4,6) € Py & |
S (3,2,2,1) 1ICHIBT 2 Y ¥ I HE L A% @D@D
¥2. ZorE FE 7y 72K

56 WHIET 3.

[X[X[X

OO0 1O ]

#ERE 2.4. Sato-Welter game P; of 1 ball I& 1-heap nim &7 — AR TH 5.

3Y Y FTHEDHE 15D 7 v 7 K% beta number ¥ FES.



é‘f’ %ﬁ X = {I17I27”' 7ITL} € Pn &:iﬂ‘bf,
@ ®
ay(x) = Z T @ Z (2| z;)
i i<j

EBL a(2)20 8 REBZEWCHEETS. B o, E oy, 2, KWELTHBICKRSTVWS
ZEWHERLT, MUT, a,(x) = ap(21, 1, ,1,) £DRDTZLITT 5. Sato [8] & Welter
[10] WEISTICRE R L 72

FEIE 2.1 (Sato [8], and Welter [10]). Sato-Welter game (P,;—A) @ SG BEIIRXTE Z 5

ns:
SG(x) = an(x), x€ P,.

B 2.5. B ZE, A x = {3,5) € P, @ SGH as(x) &
oa(x) =350 (3]5) =5+#0

£i25. LEehoT, ol x 3EFHBERETDH 2. BBEIEICH - 2FE (Z0HaE%~
—DEN)
{3,5}—=4l3,2}

TH5.

3 The Turning turtles

EE 3.1. EE Py ZRDESITED B

Podd3:UP":U{XgN||X|:n}' (3.1)

n:odd n:odd
xeP,, yeP, LT, UTHEHIIDOL E x—py EERDT:
e n=m and X—,y; oOr en=m+2 and xDYy.

2O LTHELNE T — L (Pya; —p) & turning turtles ¥ FEX.

turning turtles &, & X ZPEME EICAE ST 252 Z e THENICEERTE 5. A X958
ETWVWE 2 BTV O2@)DIREEL 22N TE, HFHEILOIABEETWE T
5. ZOLE TLAY—DFE, 2D DA EEATERT Z L ICHIET 5 (72720 20LD
SHEDH RFEZ TV B I X ZBIIRFIUIR SRV, REOF TR A v =03
BB THZ. 12720, BETWEHIXEETVWE X EMEST2DEIKERDT, ARETIE
Sato-Welter 77— 4 & DFUT, EETWE A X% K (O) T, BETWVWEAXZZENTWVWAHIT
LIz ricds.

B 3.2. Bl Z1F, B x = (2,3,5) € Poga V&,

x=12,3,5) =[] |O[O] O] | [ € Poaa
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DEIRRRTES (EHOFHS 0 BHTH 2 Z L ICFERET ). ZORHEOXFEE L LTI,
UTo&szRHEAEoN%:

234=[] Jooof | | -, w3s=[10] JOf o | i,
3n=[ClooIo T T 1] 035=[C[ I I0[ T,
230=0C oo T T 171, =Ll T 1TTIof ][,
215 =100l [ 1of | -, =T TIo[TTTF-.
205 =0l ol | O] | | =1 lol T 1171t

- 3.3. turning turtles DR x € Pogq ZHHETHE] (strict partition) & AR T Z & T, F/
HEY7 b YU IR ARTZENTES. 2, B x = {2,3,5) € P,y SHES
H (5,3,2) ITHIET 27 b Y U FRE &A%Y, WM x = {1,3,4,5,6) € Pogq FHIFH]
(6,5, 4,3, D) IHIET 27 YU IR ARES. ZO & FiX 7y 7 2HOTEH
522 TS 5

XX

Comes om

HON _© ON

[X[X[X][X
X
X
X

OO OO ] LIOL T IO ]

(0FE 5 FBEDAH X ZIGRT (EDOHADETVS)) (BHYL 5 H/BDH A ZRIERIT(SEDH XADLET VD))
(5H/EDER 0 FOMICHD»T L HICRZ ) (BFL5FDOEEZMDIRL X51CRA %)

IR 3.1 ([1]). turning turltes (Poaq; —p) D SG BABIIRTEH X 615!
SGX) =3 @n® - dx,, X=/{1,22, 2} € Poaa
Bl 3.4. 1 ZF, R x = {2,3,5} € Poaq D SG fHIX,
ax)=263®5=4+0

Y%, Lo, il x ZEFHERETH 5. BIKMIEICIA - =T (2 05aE7Rs
—7E)
(2,3,5)-p(2.3,1).

ST YYD 7 v 7 AN—IERZ b H 5.




3.1 Turning turtles ®/\)I—> 3>
turning turtles & MEEN 27— 21201F, PR BUTD3BEDONV T =2 a v hdH b.
(1) BETWRHRAETFBIEL LT, ~HICERTHIAE 2L TEHD
(2) BETWVRHIXRZMBICE LT, —HIZERTHIAZ 2L TEHD
(3) BETVWE AR BEEILL LT, ~EIREETH A% 2R 1T 530,
A CEHELZOE (1) TH 2, (2)%(3) b (1) LAMTH 2 v 3HHIORENS.
EE 3.5. B Peen ZRDESTHED %

Poen = |J Pu=|J {xcN|xI=n}. (3.2)

n:even n:even

X€EP, yeP, IZHNLT, LUTFTBEDILIDE E, Xy ERDT:

e n=m and X—,y; or en=m+2 and xDYy.
ZOLTHELNDE T — L (Powm; 2oven) D turning turtles ¥ FEI.
ﬁiELH 3.2. f : Peven i Podd %

fla - md)

{{Ilv"'vxn}u{o} 0¢{I17”'7In}
{Ilv"'vxn}\{o} OE{I17”'7ITL}

TEDD L, f 137 — LR
EE 3.6. B Pg ERDEIITED S

Py=JPu=J{xcN[xl=n}. (3.3)

neN neN
X€EP, yeP, ZHNLT, UTFTHEHIIDOL &, x—py EXDT:
e n=m and X—,Yy; e n=m+1 and xDy; or en=m+2 and xDYy.
ZHOLTHRONE T — 4 (Pp;—p) b turning turtles ¥ FES.
ﬁ%ﬁ 3.3. f . PB g Podd %f

_J{0,m +1,--- 2, + 1} n:even
f({xl""’x"}){{g;1+1,u-,zn+1} n:odd
TIEDD L, fId7— LR,

AT 3HH (1)(2)(3) D turning turtles D55 (1) ZERH LTV 2 DIE, Z DEZRIKITEAL
DECEEEDNEH NS TH .
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4 FER

AEITIX, ZOHFEDFEZ MR TH 5 inaset game FEA L, ZD SC BEEEHENT 5. %
3, turning turtles P,qq 7% Sato-Wleter game @ “patchwork” ¥ L TER SN/ Z 2I1CiEH
L C, inset game % EFHT 5.

EE 4.1 BHEN>2 LT, HBE Py ERDOEIWED 5.
Pyy:=PyUP.
O E Jixe P, yeP, (n,me{l,N})) THLT, Fx—>y ZRXTED:
e n=m and X—,y; or en=Nm=1and xDy.

ZOLTEEST — 24 (Pyi;—) % inset game EMERZ EIZT 5.
Fl 4.2. FIZIE, N =432, JAH x=(1,2,4,5} € Py; 3,

x={1,2,4,5}=[ [O]O] [OIO] | [ €Pua

DS CHETTE S (MO 0 BHTHS 2 LICHEET 3). ZOREORERE LTI,
WFD &> BREDE 5N 5:

1,243} =[_[OJOICIO] T [ I, 0,245 =[C] JO[ JOIO] | .
{1L,24,0=[CC[Cl IO T T, Br=L L [ 1 11]o 1t
{1,2,3,5=JO[CIO TO[ T [, W=CTTTIoITTTF-.
{1,2,05)=[Q[OJC] T IO T I--, =1 IO T 1T 1115
{1,0,4,5)=[O]O] | [OIO] | |-, MW=Ll T TITTIT/--

R 4.3. Sato-Welter game P turning turtles ¥ > 7R 7 b Y U K TEO L
X 512, inset game DX TRDOES. ZOXFEE inset LIER®. T x = {21, %, , 70} €
Pyi (m <a <+ < ,) WAL 7 inset 13RD K 572 Hasse I TEF SKETD 5:

N-1 zy - (N -1)
|

= (42 |
| |

e n=N DGE:

1
e n=10DEE - o

SO R L L TIERIW T, inset LIHINBXIEHEICH D, Zhz VRV ER LD DM LB b DT
H5.




n=N DFEDORFED GXD 13Y Y TRFICK>TWEZLICHEET S, £/2, N=2
DEEFEL21TOY Y I, N =3 OEARELA3TOY 7 MY Y HIBICHE TV
(4.1, 4281 THNR D). L7edio T, KEKNTH LVDIE N >4 DFETH 5.

& Z AT, inset £V DX R. A. Proctor 12 & o TEA X7z d-complete poset @ 15 Ff
FDREI 7 D—DI T HNTMFTDH 5 [7):

(1) shapes, (2) shifted shapes, (3) birds,
(4) insets, (5) tailed insets, (6) banners, (7) nooks,
(8) swivels, (9) tailed swivels, (10) tagged swivels, (11) swivel shifteds,
(12) pumps, (13) tailed pumps, (14) near bats, (15) bat.

Z T, shapes, shifted shapes € WS DIFZEhZh Y VY IXKE, 7 b Y Y IRIEDOZ 2T
5. )R DFEEL, Sato-Welter game = turning turtles £ Wo 7z X { HISNMHAE DY
7 — L DIRFENR % | d-complete poset DXARDFATHD TA LS, WS A HD. *
DFERITOWVTEAMNZ [4] 1ICFESZ Z 22T %A%, 22T, ZORBDKFICESINTWS Z
EREIERLTEBI Y. —#D d-complete poset I LT 7y 2 B 7y 7%k
TaE» 5] DEFRIZOVTINNFD (4] REED 5] xRS0,

AR TIEY RVFRCEHLTWS. ZORMIHD [4 L2 25TH5. [HE
D Sato-Welter game % turning turtles @ SG B Y RV FRICE SV TREAR XA TV S
ZEIWCERT B, ZDOMD d-complete poset 12X LT3 SG BV RV FRDFEDNWT
HHETZ213372, L BEASDIIERRILTDHS.

ST, ERREZBRES:
EIE 4.1 ([6]). inset game (Py1;—) D SGEAEIIXTLHZ 65N 5:

Y- an_i(x® an(x) n=
SG(X)_{ZM () @an(x) n=N

i x ={x, 1, -+ ,T,} € Py 1.

T n=1,
22T, xD =x\{5} THYH, a, 1 Sato-Welter game ® SG B TH 3.
Bl 4.4. 1z, R x = {1,2,4,5) € Py D SG fHlZ,

ag1(x) = (-1|as(2,4,5)) ® (1] es(1,4,5))
@ (-1|as(1,2,5)) & (1] as(1,2,4)) ® au(1,2,4,5)
=(-1]0)@ (-1|7) & (-1|1) @ (-1]4) ®6 = 10.
Lo T, /i x FEFHH R TH 5. BRI 2Fi (Z0EE 7 —2720)
{1,2,4,5} - {0,1,4, 5}.

4.1 Case N =2
N =2 OEED inset F@mAL21TOY Y IR 5. IO ZliE)D 57D, BE [
P3,1 g P2 %
fla, ) ={z + 1,20 + 1}, f{}) =1{0, 2, + 1}
TEDIUT IV, T2, I ELNS:
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Rl 4.2. B8 [ 13 Py 2258 [(Po) NOF — AR Z 52 5. K2, Rl x € P,y D SG
X, s (x) = ay(f(x)) Zifi/d

BEE, EHEGTETHOUTO X S ITHERTE %:
g1 ({21, 1)) = (—1‘&1({5171})) @ (—1‘@1({%2})) ® ({21, 1))
= (—1‘171)@(—1‘:1:2)@1’1@&02@(@‘1;2)
=0ln+l)o0|ln+l)onone (u+1]n+1)
=(@m+1)e@m+1)®(n+1|n+1)
=a({m + 1,3+ 1}) = ao(f ({21, 12})),
042,1({%}) =n
=0o(n+1)o O‘xl—i-l
= as({0, 21 + 1}) = aa(f ({1})).

4.2 Case N =3

N =3 DEED inset $EA3ITOS 7 b YU IHBICKRZ. =2 LTI, BETW2d D
A D33 PLAH 1 VD turning turltes (272 5. T ZMEDD 272D, B5f [ : P31 > Poa &

f({xlv T2, $3}) = {Ih T2, I3}7 f({xl}) = {Il}

TEDIE IV, T2eX1MEH5N5:
ﬁ?&ﬁ 43 5{% f Li P3,1 Z’))‘)O{g% f(P371) A@b__bﬁﬁg%%‘ié %03, 013,1(X) = O[(f(X))
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