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~ The game of Sylver Coinage. An invention of J.H., Conway
( which gives rise to some interesting sequences. Two players name
positive integers ernatelv. no integer being allowed if it is

a positive infegral combination of previously named integers.
Object: mnot to mname 1. 2 is easily seen to be an answer to 3 and
vice versa. Similarly with 4 and 6. There is a theorem of Hutch-
ings (luckily non-constructive!) which says any prime greater than
3 is a winning first move. Perhaps we don't know enough about this
game to formulate any very clear cut sequences, but there are sev-
eral of pairs of numbers, much as in Wythoffs' game. E.G. if the
first player plays 4, then pairs of numbers which are "good" re-

plies to one another (if the second player doesn't avail himself a/
of a win bv_plaving 6) are (5.11). (7.13). (9.19). (15.33). (17. 43).'

/ 4
(21,51), (23,57), (25,67), (27,69), ... . All odd numbers greater
than 3 occur. This defines a sequence of second (or first) members.
Similarly for 5, you get 3 sets of pairs, called o-pairs, B-pairs,t
and y-pairs by Conway. hd

pvcny B The Archémedeans Problems Drive. 3?1:&§§;;&iy contains a
T e few sequences, not always of a very mathema I just /
e ¥ L quote a few spec1mensf leaving® “you to hunt them up in Eureka if you
= are interested. <y
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