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Abstract
This paper discusses four-person reversi called Yonin. Reversi is a game also called Othello that is played by two
players on 8x8 board using 64 pieces of two-color (Black and White) disks. Yonin is an extension of the
two-person reversi to four-person reversi that can be played by four players. Point in the extension is the
restriction of possible moves and the judge for the winner. The design concept of Yonin is quite simple and may
be applicable to other domains. In this study we outline the design concept and consider the characteristics of the

game Yonin.
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3.2

1 6%x6 Yonin 1000
8 9 10 11 12 13
0.35 0.469 0.384 0.41 0.597 0.707
0.099 0.03 0.052 0.106 0.128 0.014
0.552 0.502 0.565 0.485 0.276 0.28
-3.252 -2.118 -2.993 -1.547 0.3516 4.671
15.9 155 144 13.2 11.0 8.470
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X 2

2 vs Yonin
8x8 8x8 6Xx6 6Xx6
Reversi | Yonin | Reversi | Yonin
8.47 6.26 5.2 3.87
15.6 10.7 6.12 4.34
3.95 3.28 2.47 2.08
60.40 61.60
20000 20000 100000 | 100000
2 Yonin
4 3
Yonin
3.3
Yonin
3 Yonin 1000
1st 2nd 3rd 4th
5 2.369 2.393 2.472 2.192
6 2.444 2.489 2.086 2.282
7 2.538 2.076 2.267 2.337
8 2.107 2.268 2.2 2.483
9 2.264 2.244 2.313 1.958
10 2.128 2.496 1.788 1.988
11 2.294 1.777 1.904 1.916
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5 6 7 8 10 11
4 Yonin
3.4
Yonin
4 5 5 6 1
4 1 Yonin
1st 2nd 3rd 4th 1st 2nd 3rd 4th
5 2.542 2.468 2.710 2.396 2.502 2.282 2.469 2.424
6 2.492 2.564 2.186 2.416 2.132 2.355 2.399 2.499
7 2.618 2.161 2.314 2.479 2.232 2.236 2.537 1.889
8 2.214 2.230 2.296 2.509 2.046 2.288 1.721 1.964
9 2.228 2.200 2.287 1.975 1.932 1.618 1.685 1.875
10 2.026 2.327 1.734 1.838 1.306 1.409 1.516 1.654
11 2.041 1.605 1.588 1.738 1.241 1.363 1.376 1.167
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