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Blogs

Misc

References

Home * Games

John von Neumann classified Chess as two-player zero-sum abstract strategy board game with perfect
information. This page gives a brief overview on chess variants and other games, which are interesting for
chess programmers due to new and innovative approaches and algorithms in search, evaluation and 
learning.

Board Games

Chess Variants

Antichess (Losing Chess)
Atomic Chess
Capablanca Chess
Chess960 or Fischer Random Chess (FRC)
Chinese Chess (Xiangqi)
Crazyhouse
Gothic Chess
Kinglet
Knightmate Chess
Losing Chess
Nightrider Chess
Seirawan Chess [1]

Shatranj
Shogi (Japanese Chess)
Shuffle Chess
Suicide Chess (Losing Chess)
Xiangqi (Chinese Chess)

Abstract Board Games

Abalone
Amazons
Arimaa
Breakthrough
Checkers
Clobber

                                             page 3 / 20

/Home
/John%20von%20Neumann
/Chess
https://en.wikipedia.org/wiki/Two-player_game
https://en.wikipedia.org/wiki/Zero-sum_(game_theory)
https://en.wikipedia.org/wiki/Abstract_strategy
https://en.wikipedia.org/wiki/Board_game
https://en.wikipedia.org/wiki/Perfect_information
https://en.wikipedia.org/wiki/Perfect_information
/Algorithms
/Search
/Evaluation
/Learning
/Losing%20Chess
/Atomic%20Chess
/Capablanca%20Chess
/Chess960
/Chinese%20Chess
/Crazyhouse
/Gothic%20Chess
/Kinglet
/Knightmate%20Chess
/Losing%20Chess
/Nightrider%20Chess
/Seirawan%20Chess
/Shatranj
/Shogi
/Shuffle%20Chess
/Losing%20Chess
/Chinese%20Chess
/Abalone
/Amazons
/Arimaa
/Breakthrough%20%28Game%29
/Checkers
/Clobber


chessprogramming
 

Connect Four
Connect6
Draughts
Go
Gomoku
Havannah
Hex
Lines of Action
Nine Men’s Morris
Othello
Renju

Mancala Games

Awari
Bao
Kalah

Games of Chance

Backgammon
EinStein würfelt nicht!

Without perfect information

Chinese Dark Chess
KriegSpiel
Phantom Go

Card Games

Bridge
Poker

Single-player

Sokoban
Nonogram

Misc

General Game Playing
Game Description Language
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Zillions Rules Language

See also

Chess Game
Portable Game Notation
Robots
Tournaments

Publications

1913

Ernst Zermelo (1913). Über eine Anwendung der Mengenlehre auf die Theorie des Schachspiels.
Proc. Fifth Congress Mathematicians, (Cambridge 1912), Cambridge Univ. Press 1913, 501–504.
Translation: On an Application of Set Theory to the Theory of the Game of Chess. [2]

1920 ...

Émile Borel (1921). La théorie du jeu et les équations intégrales à noyau symétrique. Comptes
Rendus de Académie des Sciences, Vol. 173, pp. 1304-1308, English translation by Leonard J.
Savage (1953). The Theory of Play and Integral Equations with Skew Symmetric Kernels.
Dénes Kőnig (1927). Über eine Schlussweise aus dem Endlichen ins Unendliche. Acta Scientiarum
Mathematicarum (University of Szeged)
John von Neumann (1928). Zur Theorie der Gesellschaftsspiele, Berlin [3]

1930 ...

Émile Borel, Jean Ville (1939). Applications de la théorie des probabilités aux jeux de hasard. 
Gauthier-Villars (Applications of probability theory to gambling)

1940 ...

Émile Borel, André Chéron (1940,1954). Théorie mathématique du bridge à la portée de tous. 
Gauthier-Villars Translated by Alec Traub as The Mathematical Theory of Bridge. amazon
John von Neumann, Oskar Morgenstern (1944). Theory of Games and Economic Behavior. 
Princeton University Press
Merrill M. Flood, Leonard J. Savage (1948). A Game Theoretic Study of the Tactics of Area
Defense. RAND Corporation
Claude Shannon (1949). Programming a Computer for Playing Chess. pdf

1950 ...
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Harold W. Kuhn, Albert W. Tucker (eds) (1950). Contributions to the Theory of Games I. 
Princeton University Press

Hermann Weyl (1950). Elementary Proof of a Minimax Theorem due to von Neumann.
David Gale, S. Sherman (1950). Solutions of Finite Two-persons Games.
George W. Brown, John von Neumann (1950). Solutions of Games by Differential
Equations.
David Gale, Harold W. Kuhn, Albert W. Tucker (1950). On Symmetric Games.
David Gale, Harold W. Kuhn, Albert W. Tucker (1950). Reduction of Game Matrices.

John Nash (1950). Non-Cooperative Games. dissertation
John Nash (1952). Some Games and Machines for Playing Them. Technical Report D-1164, Rand
Corp.
Harold W. Kuhn, Albert W. Tucker (eds) (1953). Contributions to the Theory of Games II. 
Princeton University Press

John von Neumann (1953). A Certain Zero-sum Two-person Game Equivalent to the Optimal
Assignment Problem.
Donald B. Gillies, John P. Mayberry, John von Neumann (1953). Two Variants of Poker.
David Gale and Frank Stewart (1953). Infinite Games with Perfect Information.
Lloyd Shapley (1953). A Value for n-person Games.

Claude E. Shannon (1953). Computers and Automata. Proceedings of the Institute of Radio
Engineers Vol. 41, No. 10 [4]

Émile Borel, Maurice R. Fréchet, John von Neumann (1953). Discussion of the Early History of the
Theory of Games, with Special Reference to the Minimax Theorem. Econometrica, Vol. 21, 97-127
Alan Turing (1953). Digital Computers Applied to Games, in Bertram Vivian Bowden (editor), 
Faster Than Thought, a symposium on digital computing machines, from oldcomputerbooks.com
Richard E. Bellman (1954). On a new Iterative Algorithm for Finding the Solutions of Games and
Linear Programming Problems. Technical Report P-473, RAND Corporation, U. S. Air Force
Project RAND, Santa Monica, CA
Richard E. Bellman (1957). The Theory of Games. Technical Report P-1062, RAND Corporation, 
Santa Monica, CA
Harold W. Kuhn, Albert W. Tucker (1958). John von Neumann's work in the theory of games and
mathematical economics. Bulletin American Mathematical Sociaty Vol. 64, No. 3, pdf
Allen Newell, Cliff Shaw, Herbert Simon (1959). Report on a general problem-solving program.
Proceedings of the International Conference on Information Processing, pp. 256-264

1960 ...

Robert Charles Bell (1960). Board and Table Games from Many Civilisations. Oxford University
Press
Melvin Dresher (1961). Games of Strategy: Theory and Applications. Prentice Hall, RAND paper
as pdf
John Maynard Smith, Donald Michie (1961). Machines that play games. New Scientist, Vol. 12
Ewald Burger (1963). Introduction to the Theory of Games. Prentice Hall
Richard E. Bellman (1965). On the Application of Dynamic Programming to the Determination of
Optimal Play in Chess and Checkers. Proceedings of the National Academy of Sciences of the
United States of America
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Donald Michie (1966). Game Playing and Game Learning Automata. Advances in Programming
and Non-Numerical Computation, Leslie Fox (ed), pp. 183-200. Oxford, Pergamon. » Includes
Appendix: Rules of SOMAC by John Maynard Smith, introduces Expectiminimax tree [5]

Robert Charles Bell (1969). Board and Table Games 2 from Many Civilisations, Oxford University
Press, Oxford.

1970 ...

Alex Bell (1972). Games Playing with Computers. Allen & Unwin, ISBN-13: 978-0080212227, 
index
Marc Eisenstadt, Yaakov Kareev (1973). Toward a Model of Human Game Playing. IJCAI 1973, 
pdf
John H. Conway (1976). On Numbers and Games. Academic Press [6]

Hans Berliner, Richard Greenblatt, Jacques Pitrat, Arthur Samuel, David Slate (1977). Panel on
Computer Game Playing. IJCAI 1977, pdf
Aviezri Fraenkel, Michael R. Garey, David S. Johnson, Thomas J. Schaefer, Yaacov Yesha (1978).
The Complexity of Checkers on an N * N Board. FOCS 1978 » Checkers
Robert Charles Bell (1979). Board and Table Games from Many Civilisations, Oxford University
Press, Oxford, ISBN 0-486-23855-5.

1980 ...

Melvin Dresher (1981). The Mathematics of Games of Strategy: Theory and Applications. Dover
Publications, amazon.com
Aviezri Fraenkel, David Lichtenstein (1981). Computing a Perfect Strategy for n x n Chess
Requires Time Exponential in N. Journal of Combinatorial Theory, Ser. A, Vol. 31, No. 2
Elwyn Berlekamp, John H. Conway, Richard K. Guy (1982). Winning Ways for your Mathematical
Plays. Vol. 1, 1st edition, Academic Press,
Elwyn Berlekamp, John H. Conway, Richard K. Guy (1982). Winning Ways for your Mathematical
Plays. Vol. 2, 1st edition, Academic Press
John Maynard Smith (1982). Evolution and the Theory of Games. Cambridge; New York,
Cambridge University Press.
Robert Axelrod (1984). The Evolution of Cooperation, pdf
Georgy Adelson-Velsky, Vladimir Arlazarov, Mikhail Donskoy (1988). Algorithms for Games.
Springer-Verlag, New York, NY. ISBN 3-540-96629-3.
John Maynard Smith (1988). Games, Sex, and Evolution. New York, Harvester-Wheatsheaf.
Kenneth A. De Jong, Alan C. Schultz (1988). Using Experience-Based Learning in Game Playing.
Proceedings of the Fifth International Machine Learning Conference, CiteSeerX » Learning, 
Othello

1990 ...

Mikhail Donskoy, Jaap van den Herik, Bob Herschberg (1990). Finessing in Games. ICCA Journal,
Vol. 13, No. 4
Richard K. Guy, John H. Conway, Elwyn Berlekamp, Vera Pless, Aviezri Fraenkel, Richard J.
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Nowakowski (1991). Combinatorial Games. Proceedings of Symposia in Applied Mathematics,
No. 43
Alan Frank (1991). Brute Force Search in Games of Imperfect Information. Heuristic Programming
in AI 2
Frank Thuijsman (1992). An Introduction to the Theory of Games. Heuristic Programming in AI 3
Victor Allis (1994). Searching for Solutions in Games and Artificial Intelligence. Ph.D. Thesis, 
University of Limburg, pdf
Warren D. Smith, Kevin J. Lang (1994). Values of the merging function and algorithm design as a
game. NEC Research Institute, ps

1995 ...

Richard J. Nowakowski (ed) (1996). Games of No Chance. MSRI Publications Volume 29
Barney Pell, Susan L. Epstein, Robert Levinson (1996). Introduction to the special issue on games:
Structure and Learning. Computational Intelligence, Vol. 12, No. 1, pdf
Yoav Freund, Robert Schapire (1996). Game Theory, On-line Prediction and Boosting. COLT 1996,
pdf
Eric B. Baum, Warren D. Smith (1997). A Bayesian Approach to Relevance in Game Playing. 
Artificial Intelligence, Vol. 97, CiteSeerX
Aviezri Fraenkel, Dmitri Zusman (1998). A New Heap Game. CG 1998
Aviezri Fraenkel, Ofer Rahat (1998). Infinite Cyclic Impartial Games. CG 1998
Uri Blass, Aviezri Fraenkel, Romina Guelman (1998). How Far Can Nim in Disguise be Stretched? 
pdf
Jacques Pitrat (1998). Games: The Next Challenge. ICCA Journal, Vol. 21, No. 3
Ronald S. Burt (1999). Private Games are too Dangerous. pdf
Susan L. Epstein (1999). Game Playing: The Next Moves. AAAI-99 Proceedings, pdf

2000 ...

Aviezri Fraenkel (2000). Virus Versus Mankind. CG 2000
Alexander Nareyek (2000). Review: Intelligent Agents for Computer Games. CG 2000

2001

Richard K. Guy (2001). Aviezri Fraenkel and Combinatorial Games. Electronic Journal of
Combinatorics 8 (2). pdf
John H. Conway (2001). On Numbers and Games. 2nd edition, A K Peters Ltd.
Elwyn Berlekamp, John H. Conway, Richard K. Guy (2001). Winning Ways for your Mathematical
Plays. Vol. 1, 2nd edition, A K Peters Ltd.

2002

Richard J. Nowakowski (ed) (2002). More Games of No Chance. Cambridge University Press
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Jaap van den Herik, Jos Uiterwijk, Jack van Rijswijck (2002). Games Solved: Now and in the
Future. Artificial Intelligence, Vol. 134, Nos.1-2, pp. 277-311. ISSN 0304-3975, zipped ps
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