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Modeling of Agitation Method in Automatic Mahjong Table

using Multi-Agent Simulation

Hirovasu IDED'®  Takasar OKuDaZ2:P)

Abstract: Automatic mahjong table refers to mahjong table which automatically performs “the action of
stirring tiles and stacking them on the wall”. Since the agitation method of automatic mahjong table has
certain regularity, it is considered that there is a possibility that bias has occurred in the tile as a factor.
Therefore, in this research, we propose modeling of agitation method in automatic mahjong table using
Multi-Agent Simulation, and analyzed agitation rate of tiles. As a result, it was found that biasing of the
tiles occurred to a considerable extent by agitation method of automatic mahjong table. Moreover, agitation
rate was improved by adding idle rotation to the drum of automatic mahjong table, and it was found that

the whole tile was agitated sufficiently when applying idle rotation more than three rotations.
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Fig. 1 Modeling Based on Difference in Agitation Method
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Fig. 2 Octant Drum Space Model
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