
0, 1, 2, 3, 1, 4, 3, 2, 1, 4, 2, 6, 4, 1, 2, 7, 1, 4, 3, 2, 1, 4, 6, 7, 4, 1, 2, 8, 5, 4, 7, 2, 1, 8, 6, 7

.       K0 {} *0

x K1 {.} = {*0} *1

xx K2 {.., x., .x} = {*0, *1, *1} *2

xxx K3 {.xx, x.x, ..x} = {*2, (*1 xor*1) = *0, *1} *3

xxxx K4 {.xxx, x.xx, ..xx, x..x} = {*3, *(1 xor 2) = *3, *2, *(1 xor 1) = *0} *1

xxxxx K5 {.xxxx, x.xxx, xx.xx, ..xxx, x..xx} = {*1, *(1 xor 3) = *2, *(2 xor 2)=*0, *3, *(1 xor 2)=*3} *4

Using Sprague-Grundy
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Sprague-Grundy
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Nim-sum
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Finite Combinatorial Games
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