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Perfect Analysis in miniature Othello

YUKI TAKESHITA™" SATOSHI IKEDAT!
MAKOTO SAKAMOTO'!  TAKAO ITO?

More than 20 years has passed since J. Feinstein (1993) found that a perfect play on 6x6 board of Othello gives a 16-20 win for
the second player. A computer Othello surpasses a much more human now. However, standard 8x8 board remain unsolved. In
this paper, we show the perfect play in miniature Othello (4x4, 4x6, 4x8, 4x10 and 6x6 boards). From these results, we discuss
the feature of the Othello larger than or equal to 8x8 board. In addition, in the 6x6 board, we confirm the result of Feinstein.

OWEDOHIL 4 < AZWEN 2 DT LB TEHE L THES

Aerid, ZAFEMAREEESERT — Lo
N5, ZO77AZHEENDL T —2OWHEIE, 4T, %
T, %RTLH, SlEoToMNI/ieB]2].

1993 42, HpE 7 74 > 2% A4 (Joel Feinstein) 7%,
Hi/MVEE 6x6 Ao OB TLEE, RO, RX—T7=7 v 7L
A THE16 H20) #FR LB 20X, #Hiis—74—
Vo TERWET VT 7« XR=HIEIZX D, 400 [ED
JRm%E, BLE2HEMTHELZERBLTND. 72720
CORRIFAX ) AL e =2 — XL ¥ — L THE
SNTT2®, FwE LT - Tz,

TNNH 20 ELU ERRBEL, v Ea—2FkaiL, 4
2, Az @ErcES I ootz LnL, EEETH
% 8x8 MEAE IR, LT, BFME, BlEST
DT H DD Do TRV, ZOFERAIE, HRIRZER]
DR ERY, BIEORFOHEKEZ AL LTH, &
BRI RARER T2 TH D.

F 722007 4, BHIRKFOBEHRIND, 4x4 A4 213
T, Ax6 AT X ETHUBTHD 2 L%, FERTIZ
BWTRR L TWA4], FIHIE, BORE E% 2mx2n T
—AL Lo &, m & n OFR, TR OIEETLE, B
B b X% FuEeE THEL TV,

AR TIE, 4x4 8%, 4x6 %, 4x8 %, 4x10#%, 6%6
Ao OREMITERNS, AEOTEOEGLEHEID
5z, @A, FNL EOBED S — AOMWEIZ
DNTHEET D, £72, 6x6 A DRBEMITIZONT
TrA vy ad A DBREFETTS.

2. A+0

AfaTlE, Ao, =77 T A%
Wy EF5. £72, a3z A= cHk T 55 —4T
bV, TEaERASIHOBEEIETHD. U A=, %
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Miyazaki University.
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DITH L, A 2 IIAHBES R E > T D (K 2-1 BH).
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L ] L ]
() AEwi (b) U —g
(a) Othello board. (b) Reversi board.

B 2-1 FIHIELIE
Fig. 2-1 Starting position.

T2, AMTIIEELE, ] EWIAHTHR—LT
WH. 72720, YIMEENK 2-1 () OLd kGEE A4t
g, X 2-1 (b) OLIBRGFHEEV AN—HEETD.

21 AtEOmiL—IL

FerDA—[5iE, ATO LTk D.

F—hEBIIET AN, 1 ARNERER, ) 1 ARAGEE®E
WL, TNETNOLE, SXSHEOFR A< AKX 2-1 DX D
BT S, BREFETHD. F—2NBBT 5L, WiE
IR ANZZEDVA~BBEOAEZBEBN TN, AFETDHE
1L, BEIZHDIHBOHE EEWZAT, HTEAOHLZHE -
B - #ldFmoMin T2 ETH D, F, SR
BTHTEAHN, AXETDI AN DILEAITRD L
V. A= AFETOS RO R T, NFEBET S
T ANEL e o lh, KT T 5. B, F—LARKT
L& xil, AZZ<MALTNDLHFTHD.

2.2 ST

SERMNT 1L, HAVIRENOKRBETCOHHW LT
EHRHBEY, BT HE BN, BRI EITO L, %
DT — AR EFUEE, BFULE, 51000 MhTd s
EROTDHZENTED.

23 18— xH FFLA (Perfect Play)

P BDNRX—=T 7 T A 1L, HEOISCED S

7, FIREZRTR Y O OFERA~D2R0 5 B o170k
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KThd. Thbb, FEallBWTINFNKRED 1 F
2RI LK - DOFIEE FORKEEDZ L&),

3. avEFa—4#4+n

ART7a 7T AT, HERL—TA—FY 728D,
RSB RICI DR~V I A - TN T 7 « XR=HED
PEREZ M EXE T 5.

31 H—LK

F7, BED R CHEFAIRLFE2 2 TINET H. KIS,
ENHDOFED 1 2&§TH, TORBECTETREETEET
W%T 5. F0%, Rz 1 SDEL, BICHOFE2iTH,
FEEIZFIZET D, ZO—HEOEELEETOTIZONTITI
L, X 3-1 OEDRAEEILRD. ZTORODZ EET— A
ALY, ZOHF TRETFZRSEE BR) 2L T0L

No

——

|N1s|
4

-1 6
B 3-1 7F—AaK
Fig. 3-1 Game Tree.

NolZa v Ea—4DOFEFETHILIBEDORKEZ%E L, NI, N2
ZEFICEAROBETH . ROMWEIXRiE OB L%
LD THY, FHIEE VY. F72, KHFZRICE
TIHRSERERZ A, K 3-1 DA, No, Ni, N3, N7, Ns,
N4, No, Nio, No, D X D (THERT 5.

32 =2=<T v ¥ RiE (MiniMax algorithm)

R=owv I RIELE, VAR OREFERLET
DOTNITY ALTHD., i, HEREICEDICE -
TOREFEIOLRELEBEOREFTH S, HAEW
REMEIILLTO X 5127 5.

*  Playerd ( )

sessssssb Player 2 (Minimize)

-1 4 -6
M 32 I=<wvr Rk
Fig. 3-2 MiniMax algorithm.

K 32 1%, =~y 7 REEZEALZEEORKE R
ALTWSD. 22T, iMiEITEENRRKETWZEE, Lo
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Y1 BEFTHDZ EEBEWRL, FEROKE, RO K]
1, THENT LAY —112¢ o, kbBRFETIRT S
B, b AR TEBIRT HUIL L 70D, T, RESE
FRFRIZE D, No~Nes, KLU N OFEAMAE X N3, Na, Ni, Nig,
Ns, N, N2, No DJEIZIRET S, Hil 21X, N3 OFMGE 2 7
T 5 L&, Ny OFMEIL -6, Ns DFHIEIL 2 &3> T
5. ZOLEEOFFIT LAY —1ThHDHIED, LA —
LIZES>THAMTH S e DFHEARIRT H. ZD L5 7k
EEWHFITONT T TV &, Bl No 2B 2 ikETIL
NI THDELND.

DXL, T2y I AEOATHRETEZROLN
DA, ZIUTIHEEMR DN TEDLLWNWIHIRERH .

33 FILT7 - R—4Ai% (Alpha-Beta Pruning)

Ry I REOREYWET L FRIELLT, bR
M THDLIONRTIVT 7 « X=KIETHD. TINVT7 « X—
BT IR SN D Z ENWFEEZRU EFEER D
T & TR 21T, BRERZEM A RIBICHIRT 2 2 &8 T
X5, 72, TAT 7 « XR=FEFHEMARI =~ v 7 Rk
LRUERERZ G2 5720, Zhbld%< e T
Anbins. 3-3 ZATIELVY. 2N 3-2 oflicT
NT 7 e R=FiEEEA LIS ORKHEREEZELTRY.
X 3-3 HO/NYVEHNE, MY T EFTER L TV D.

e Player 1 (Maximize)

z

LRl 3 Player 2 (Minimize)

-1
3-3 TNAT 5 e N—FiE
Fig. 3-3  Alpha-Beta Pruning.

F9, NuL FOFIZHER LTAD. N A TOTFEBEET
LHIFET, NI OFHMIfEIZ 2L FTH B Z &3 5ho T A,
Nae OFHMEZ 2 LV KREL 2D E, NaBNEBIIND Z &3
V. L7e3 o T, NalZ No DFHIE 4 23K - T X 72 p A Tk
XY BTN s.

WIZ, N lZiEH LTIELV. N L TOF 2RI 5
ST No DFEIL 2 THD. N OFHEEN 2 LLFTH 5D
LRFSTRFNET, NnUTFTiE&REFLE L GEEND Z LT
20, L7228 T Nip b Nis OFEAME -1 23 - C & 72 B
THA Y BT d.

34 RHT VY RiE (NegaMax algorithm)

Ry AEEEE LTHA Y FEEEETDL L, &
FLH%FCTHESTE LR LA EZa—T 7 T5 2
LT d. INERETDTER, XA~y 7 AETHD.

XM~ 7 AEE, TFAL — RsBZ TR -l 0% 5
FRERL, KT D] EWVIEBIEEZITV, A E DI
WMODFETHD. BRNZEMEZILLTOX 1225,
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m——p  Player 1 (Maximize)

sessesesp Player 2 (Maximize)

2 -,o'°.§."._. 0
1 4 6
B 34 I~y A%
Fig. 3-4 NegaMax algorithm.

X 3-4 1%, X 32 OBlOFRH~ v 7 AR THD. FEAE
X, BEAREWVIZE, ZOREEERRLIZS LA vY—0
FRITHDHZLHaEERTH. K34 #RDE, 7, 2o
FENRKIIC, =~y 7 AELEROEREZ 5 2T
LT ENHERTE S, RIS, BT OFMIMEICI T 5555,
BB SN TWAZ N5, ZOBRECE-
T, BMEHITHRKEEIT O Lo Rl T 0 s T sEk#EL
TLNTES.

35 L—J#F—4%1 >4 (Move Ordering)

TNT 7« R—=ZiEE, BWFENLERL TN &, &
MO NFELRLTWWEERDH D, FOkd, FELFEEZEN
MARNOEZRMEN 2175 2 & T, BRRZEMAHIHT 5
ENTED. ZOLSRIBLFOEFMTEL—TF—4
U7 lnd., AT, K 3-5 0oL Rk BEFR
fFFEEHA LTV 5.

2 (3 3|2
2 (3 3|2
4 (5|33 |54

1|4 (2|2 (4]1

B 3-5 6x6 BRITISIT HEFOMIENENL
Fig. 3-5 Priority of the moves in 6x6 board.

3.6 MFEIZOT

MFEORF T Ao, V=i, EiJS5~ A4
& 208, BMEOXNMEEZEZRETHE, ETOEFICTO
WTHERRT BT, LI - T, Ak a1 &,
U N— T 2 ERTO A DRBEEAT S .
3.7 WRESEA

SERMRNTIE, SERFtA L MRS NND . BRmS
IEHE R ORI & A ZE TITV, MBI R O N2 B,
A, BIETO 3 @Y TITH. RN—=T = T LA D
Hicideesmsr ez Hn R T nE R o 2unn, 747y - X
— ZIEILFHIE OB N S WIE E, %< ORI 2584
SR D720, [F UMb Mt s O ) N EE < #&
5D, Lo TAMIZE T, MEHEAZEICET L L
T, BEHLEITOTND.
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3.8 ABEICHIT B FFEE

AW TIE, SERBAEFEITT D720, i O
JATOIZITOINDG. LI T, AL I1T 53,
AR O BA DN, AAOEES W, Az b.
72720, TR L Rm T, BRILES
\CZE X <= A A INET HUFENINZ Hib.

3.9 FROEEIE

R— K7 —LOZEEMIICBNT, 7r s 7 LAKROE
RMETEE R T 7 7 X —ThDH. ABFETIE, 2 >0T K
Zh LTV B,

FT, BEDOZERAEEMNTEHHAMY A N EFEAT D
TEICEY, BB S IR A RIS Z LA
Fl-., ZhICKY, BRFENLFION—T 3 o OF 2 %
\Zhpot=. WIS, MELEAORRER A DB ERT L
TWER, ZhEHIBRLEZ. Rbvic, SERcaiersk
WM AEHAEBML, K- EuoBICig L. Zo%)
BT 1.5 572 7.

UEo%BIZEY, KT w727 A% 1 BRI, BX
Z 150 FEFEMND 200 FFmlel ENTED LT o T
£/, TSI 05HEE CESHBEHCTEY, HHL
7= CPU ¥ intel Corei7-4770 7' ut v Th 5H.

4. XEBX

ARIFETIL, 4x4 8%, 4x6HE, 4x8HE, 4Ax10HE, 6x6#EDA
o, UV AA—UREZEAENICKT S, =Tz N T
A, RO, meffiERErd. £, AZEICBTD, K
o BIXEA (BF), WidEA (BT %, ThENEK
T 5.

4.1 4x4 18
411 A0

Ax4 e BIIBTUEE 2D, R—=T =7 LA Dk
WAEBIZ TR 3 [ 11 Thotz. M 4-1 IZZFDOFEZRT.
£/, ABIZBWT, SR ThbehoT.

213 |4)|7
1 (W|[B
6 | B|W
9 (8|10 5

B 4-1 N—=T =7 b T LA OFIE (4x4 4 i)
Fig. 4-1 A sequence of the perfect play (4x4 Othello board).

4.12 1) N— 88

Ax4 Y R—IUMIIBRFMBE R, N—=T =27 N LA D
BRERIZITBR6H 9 Tho2. M 42 ICFDOFIEZ T
F72, ARITBWNT, SRFT10 FH Tt

2|6 1
3| B|W|[9
4 | B|W|S8
T |11 |12 5§

42 N—T7 7 N T VLA DFIE (4x4 J _N—4%)
Fig. 4-2 A sequence of the perfect play (4x4 Reversi board).
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4.2 4x6 &
421 0O

Ax6 A IF LT E D, R—T7 =27 T LA DE
BRERIZITERE2084) L2072 M 43 ICZFDOFIEAETRT.
F70, ARITBWT, RX X188 FH Tirbhz.

3| 2|1]]10)6 |11

16| 5| W|B |8 |19

17|14 B |W | 9 |20

15121 4 |13 7 |12

43 N=T =27 NTLADOFE (4x6 A& i)
Fig. 4-3 A sequence of the perfect play (4x6 Othello board).

422 JIN— &

Ax6 Y N—IUMTIETFUB LR, N—=T =2 N LA D
BRERIL TB21 A3) Thotz. 4-4 12 DOFNEEZ R
T, F£77, AREICBWT, 20320 FH b,

15|16 | 5 | 4 | 1 |17

19| 6 | B | W |12 |21

14| 2| B |W| 8 |10

13|11 3|7 |18 9

44 R—=T = b T LA DFIE (4x6 V N— %)
Fig. 4-4 A sequence of the perfect play (4x6 Reversi board).

43 4x8 &
431 0

Ax8 A BEITEF UL, =T =7 T LA D
BRERIZITERE2B0) Tholz. M 4-51CFDOFIEAETT.
F7m, RBIZBWNT, NAX 12 FH, 24 FH, 26 FAT,
ENEIATOIT.

1s| 3 (2|1 4

h

19

20|14 (10| W | B | 8 (2227

2511713 | B | W

21 (16| 9 | 6 |11 | 7 | 18|23

4-5 N—T7=7 h T LA DOFNE (4x8 A& i)
Fig. 4-5 A sequence of the perfect play (4x8 Othello board).

432 )IN— 88

Ax8 Y N—IMIETFU E 2D, N—=T =27 N LA D
BRI T 285 0] Tholz. 4-6 |\ZF DFNEZ R
I E T, ABICBWT, S21X20 FH, 22 FH, 26 F
BT, #nEhirbini.

52|13 |4|1]|10]11

25|24 |12 | B (W | 9 |16 |18

23| B | W |15 (17|27

21| 6 (13| 8| 7 (14|19

4-6 N—T7 =7 N VLA DOFIE (4x8 U \— k)
Fig. 4-6 A sequence of the perfect play (4x8 Reversi board).
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4.4 4x10 82
441 A0

4x10 A XTSI E 2D, N—T =7 N TLAD
ERAERIT THR39 7 0) Thot-. 4-7 IZFDOFEE R
I F£7z, ABICBWT, 2SRI% 19 FH, 28 FH, 34 F
H, 36 FH, 38 FH, 40 FH T, #hEhiTbhi-.

21(20( 3 2|1 | 4|5 (13]30)]31

24 (17 (16 {14 |W | B [ 10 | 22 | 29 | 32

25|26 (23|15 | B | W |18|39 35|33

27137 8 | 7|6 11| 9 |12)41

47 N—T7 =7 h LA DOFIE (4x10 A& i)
Fig. 4-7 A sequence of the perfect play (4x10 Othello board).

4.42 JIN—BE

4x10 U NN—IMIIETFMB LR, R—T7 =7 F T LA
DOAEFERIT TE32A0] THoTz. 4-8 | F D FIEA
Y. F, ABICHEWT, SRIE 24 FH, 26 FH, 28
THT, FnEftbhi.

5123412021

29|15 (23| B | W [25(17 27

31|30|16 | 14| B | W | 8 [10[18 |22

136 (11| 7 |12 9 19

48 N=T =7 NTLADTFIR (4x10 U 3 — )
Fig. 4-8 A sequence of the perfect play (4x10 Reversi board).

4.5 6%6 88
451 A 0O

6x6 AL MIXBFLME R, =T VLA D
WAEBIITE 16 A 201 THh o7z K 4-9 ([ DOFNEZRT.
F70, ARIZBWNT, SR TR0 T,

MZT, ZORKRERT, FLolcdiiz7rya1rva
B A DIATHRER[B]E —BLT-.

23 9| 8| 7 |27|25

24|14 1 | 4 |17|16

20|13(W|B |6 |15
B

19| 2 Wi[s |12

2130 3 |10)|31 |29

22 | 18(26 | 11|28 |32

49 NR=T =7 T LA DTFIE (6x6 A& i)
Fig. 4-9 A sequence of the perfect play (6x6 Othello board).

452 JN—fE

6x6 U N—IMIIHBFMB LR, X—T7 =27 N LA D
AR 117 % 19) TH o7z, 4-10 IZZ DFIEZ R
T ETm, AEIZBWT, SRIThRR T
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31| 9| 8|5 |15|25

27116 |12 | 2 (24| 26

14(13 | B (W | 1| 4

19(11| B |W | 3 |17

29128 |10 6 (1823

3032|120 7 (2122

B 4-10 N—=7 =7 F T LA DFIE (6x6 U \—)
Fig. 4-10 A sequence of the perfect play (6x6 Reversi board).

4.6 EITT—4

F 4-112, 4x4H%, 4x6HE, 4x8 %, 4x104%, 6x6HED A
ErlENENICHT D, BEMITREREZRLTND. #£
4-1 OffEIEOREZ S TH Y, HfhiI/E2 5, [Position]
DI RS, [Timel 2AFATHRER, Result] 23/3—7 =2
LA OREEREZNENRL TS, B, 6x6
DA, BEBEEITK 8844 8, FATHRNIL 5 AL 12
B 16 3 CTH Y, RN—T7 =7 NTULAIXETRAT G4
7%) T, fakiex TR 16 B 20) LHAEULS.

F 41 KA BRI DTSR
Table 4-1 Execution results in Othello board.

Position Time Result

4x4 218 0.001s LOSS (-8)
B:3, W: 11

4x6 139,803 0.1s WIN (+16)
B:20,W: 4

4x8 294,430,331 2ml5s WIN (+32)
B: 28, W: 0

4x10 | 1,195,804,922,641 6d6h22m WIN (+40)
B:39,W: 0

6x6 884,392,099,420 5d12h16m LOSS (-4)
B: 16, W: 20

Fm, R 421V N—UIEOEEMITERERL TN,
ZZTC, & 420 Result] filiz 7oL, VA= BITA
ok FEEOBEMND D Z L AR TED.

%42 AU SRS BRI R

Table 4-2 Execution results in Reversi board.

Position Time Result

4x4 524 0.001s LOSS (-3)
B:6,W:9

4x6 274,549 0.15s WIN (+18)
B:21,W:3

4x8 299,987,758 2ml2s WIN (+32)
B:28, W: 0

4x10 | 842,204,125,277 4d12h22m WIN (+40)
B:32, W: 0

6x6 1,628,664,185,199 8d12h42m LOSS (-2)
B: 17, W: 19

5. E®

5-1 £[X 5213 4-1 L% 4-2 @ [Result) #ih % LI fE
L7757 ThY, LFOBEBAHOENEGHBEFELT
W5o. Mo RE S THY, Mz S—7=2 T
MBI DERMEFEROGF AT DT OEEL D
BEEEZLTWD. LER-T, HEEHTHNT, 50%&L0
BWEAITEFMBEERD, ZREVIERWEGEEIF% TS
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L%, F£72, K| 51 £ 52 FOERIZHOWVWTE, HE
DOEENA O, “AROBEENY =L, ThE
NERLTWD.

T, K 5-1 XV, 4x4 ML ox6 BT E DL L LTS
THHN, TOHB T, LFOBELTHOEENHML T
WAONRGND. WIZK 52 ko, EFEAEeTH, #
OHERS T, FARRICEIM L TWDDONHERTE S, LEX Y,
A v, BOEICEED, BFEFL o T HE
BHbHEEZD. T, TNOLORERND, 88N T
L IZE X RVWETH, BIETFOBEAHOEIEHEL
e B AREENENE S R B,

50%
47.2%
44.4%
0% —-H——————— L
30% b———————— —
@-Othello board
20%
-&-Reversi board
10%
4x4 6x6

B 5-1 SEFOEGABOEEHESE (ESHE)

Fig. 5-1 Acquisition rate of first move (Square).

100% Py
100.0% 100.0%
0% b LS __
@-Othello board
83.3% -4-Reversi board
80%
4x6 4x8 4x10

M 52 SEFOEBABOEIGHRE (RGK)
Fig. 5-2  Acquisition rate of first move (Rectangle).

7, 5-3 133 4-1 @ [Position] B SIEHK L7Z27 T
7ThY, AeuBicki) s REmBoEEERL T
5. BENIBOKREZ X THY, Mk Rmmiz BT
#ZLTW5. K 53 FoEFRIL, MEOBERIZEFE, =
AIEOBERIIE T BE, ThENERT 5.

9, K 53 10, BEFBICBWT, <2 BoK R
B3 4x10 OB BB OB LZ 1045 TH 5 LR TX
5. 20T kL, ax10BOFEITRHDZKI 6 HTH D (£ 4-1
ZH) Z b, 4x12BOFETRMIE, BXE6HH (K
164 4) EHERITHZ N TED.

WIZ, EFFBRIZBUNT, 4x4 B0 5 6x6 E~OHENNNE
100 THDHZ ENnD, SSMOKKFEEL, KV TH, B
LZF102THD LHMNTESL. 22T, K717 T L0, 6%6
MEDSERIEHTICBNT, K 102 ORHEAERT HDITK 5
HEDhole (R 4-1 ) 2L a2ZBETH L, BRI
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BT 5 8x8 EDOFELMMTIIRFRETH D Z W00 D.

]0]1 _______________ -

T L e

10— —— e

106 - —— —

=8-Square board
=d—Rectangle board

10 - ————

10?

4X4

4X6 4%xX8 4X10 6X6

B 5-3 Aok 2 REREEOHER
Fig. 5-3 Transition of the final position in Othello board.

51 —fgdb L=z 1+2EHD T

Uo7z X 912, AEOTRETIE, 4x8 4t
BT, 4x10 M [ ZETFMBE > TND. LinL
RRNE, AREFFET 4x8 AT | IEFMB L R oT-720,
ZOTRITEEIND.

F7, KHIRICEY, FRaNBOWRICHONTEFEAR
Fl 72BN DZ ENIMhoTe. Lici> T, Mot
ARXNRFnREL 72D L, WTHIL, LFLBICRDLEE
265, Mz T, EHFEFEaOZRMTRERES, =2
FTRT, EFUBTHoT-2 L &, 88t unBZEH
<, BPRENCHER L A Z L2 EEBICAND L, oD
BEROLIIC—ILLT, Y—2OWEEZFHETLZL
NTED.

m,n DNEET, mn>2 ODLE, IR D
REZE2mx2n &35, ZOELEE mnlIkLT,
Tm#Fn
‘m=n D m,n>5

DEL BT EN I, BFLBTRD.

ZOFRE, BEHEAEae0T M, RO, B3 10 B
LOEFEA T NETFUBER D EERLTND.

6. F&OH

ARFZETIL, Ha/MEA 0 OB 21T o712, O
HE LT, 4x4 %, 6x6 BITHTFMBETHY, 4x6 M, 4x8
B, 410 BT E D Z ENghole. T T, 4x8
RTS8 T, ABEOTPREBREIE-> TWVD
TEMNHB LT, Fe, SEENENICKLA—=T 7 b
A FEET S L, BOWRIZONTETHER & 72 H1H
MAR OGN, i, VA= HBICHOWTHLFEETH S.

PkXv, Erf EE UV AA—UBRICEDST, &
ERIITEOY A AN+ RELRD E, WTHITEFSL
WL e BN H D EEBEZDND. LTzh - T, 4x4 %, 6x6
ENGETFLHETH-Th, Sx8WBARFLHETH D LITIRS
7, LA 10x10 ML EORE XD L, ETMEEOF
REtERN @ /e D LHERICX 5.

T, ARTIE, 6x6 EOERMITICLY, 77/ v
ZALOHE (BTOLEE, K, =77 N LA Dk
HAER) DIELWZ L 2R THZ LN TET.
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7. SHROFE

ARWFFEClE, IEFMRIL 6x6 %, FIHRIT 4x10 8 E T/ 3—
T2 hTLABRODBZENTE . ZNEILEL, 4x12
M, Ax14 8%, 6x8 MEDSERMANTICELY filA, LFHANE
IMBEMEND D ZENEHBOMETH D, =12, BIE,
4x10 #E, 6x6 BEOFATIZERB > TN D72, /A —
F TN 52 L2 BET D L, ROBE~DOHkE
TEEL VN, 72, 2l 2 3T Ei R Rt ET L
LLThH, ZOEMY BRITEERETHDIZD, HEN
TR COREMBITIIAFEETH D, LN ->T, BED
ROELTREXEL, EREMOHIRE THS.
7.1 FREROHIE

TINT 7« XR=FIE L BT — A RO Z 5 —T7F
—Z ) T OREITRFELTWS (3.5 #isWR). BE, =
DREEMENTZD, BB TIMNERSD. TD=Hl, X
& — NS < FHMBEB DRSS R R & R AF T 5~
YaT—T7NEEEL TN,

F7o, Ny vaT—TNVORECLY, REOEGEEN
STFRENERTE S, L, T—7~D7T 7 & A
WCEVIBRBREENEL D20, FFEROREAT 5.
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