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YONKOMA

by Mark Steere

INTRODUCTION

Yonkomais played on an even sided, square checkerboard, oriented with adark squarein
the bottom left corner. The two players, Red and Blue, each have two checkers. Red's
checkers start on dark squaresin two diagonally opposite corners. Blue's checkers start on
light squares in the other two corners. Figure 1 shows the starting position on the 6x6
board used in the figures. The players take turns moving their checkers, one checker per
turn, starting with Red. Passing is not allowed, but if you don't have an available move,
your turn is skipped. Cycles and deadlocks cannot occur in Yonkoma. Mark Steere, in
collaboration with Claude, an Al model made by Anthropic, designed Y onkomain October
2026.

PLAY
On your turn, move one of your checkers any number of squares along adiagonal, asa
bishop movesin chess. A checker cannot pass through or land on another checker.

LEGAL MOVES

The distance between two squares is the number of king moves between them. That is, it's
the larger of the number of rows apart and the number of columns apart. Y our move must
do one of two things: 1) bring your moved checker closer to the two enemy checkers, so
that the sum of its distances to them decreases, or 2) leave that sum unchanged and move
your checker farther from your other checker.

In Figure 2, Red's checker on b2 is at distances 2 and 4 from the blue checkers, a sum of 6,
and at distance 1 from the red checker on al. Red may move his b2 checker to c3 or d4,
wherethe sumis4, or to cl or €5, where the sum is still 6 but the distance from al growsto
2 or 4. Red may not move it to a3, where the sumis 7, or to f6, where the sumis 8.

OBJECT OF THE GAME

A crosscut isa 2x2 block of squares holding al four checkers, with the two red checkers on
one diagonal of the block and the two blue checkers on the other. Whoever completes a
Crosscut loses.

In Figure 3, Red has just moved to €3, completing a crosscut, and losing the game. Blue
has won.

DESIGN NOTES

| saw asceneinamovielong ago. An Asian village. Two old guys were playing a board
game with asmall number of checkerson it. Probably they were at the end of a game that
started with many more checkers, but the image stayed with me, and I've always wanted a
game played with a small number of checkers. Working with Claude, | wasfinally ableto
accomplish this. | suggested the goal of forming a crosscut. The move mechanism was
Claude'sidea. But there was aflaw: a degenerate mirroring strategy. | fixed that by
changing the goal to not form a crosscui.

AUTHOR'SNOTE

Feel freeto publish this rule sheet and to program the game of Y onkoma. No licensing fee
or royalties are expected. However, please don't change the name or the rules, and please
attribute the game to me, Mark Steere. My other games can be found at
marksteeregames.com.
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