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1 What are Combinatorial Games?

Roughly speaking, the family of combinatorial games consists of two-player games with
perfect information (no hidden information as in some card games), no chance moves (no
dice) and outcome restricted to (lose, win), (tie, tie) and (draw, draw) for the two players
who move alternately. Tie is an end position such as in tic-tac-toe, where no player wins,
whereas draw is a dynamic tie: any position from which a player has a nonlosing move,
but cannot force a win. Both the easy game of Nim and the seemingly difficult chess are
examples of combinatorial games. And so is go. The shorter terminology game, games is
used below to designate combinatorial games.

2 Why are Games Intriguing and Tempting?

Amusing oneself with games may sound like a frivolous occupation. But the fact is that
the bulk of interesting and natural mathematical problems that are hardest in complexity
classes beyond NP , such as Pspace, Exptime and Expspace, are two-player games; oc-
casionally even one-player games (puzzles) or even zero-player games (Conway’s “Life”).
Some of the reasons for the high complexity of two-player games are outlined in the next
section. Before that we note that in addition to a natural appeal of the subject, there
are applications or connections to various areas, including complexity, logic, graph and
matroid theory, networks, error-correcting codes, surreal numbers, on-line algorithms,
biology — and analysis and design of mathematical and commercial games!
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But when the chips are down, it is this “natural appeal” that lures both amateurs and
professionals to become addicted to the subject. What is the essence of this appeal? Per-
haps the urge to play games is rooted in our primal beastly instincts; the desire to corner,
torture, or at least dominate our peers. A common expression of these vile cravings is
found in the passions roused by local, national and international tournaments. An intel-
lectually refined version of these dark desires, well hidden beneath the façade of scientific
research, is the consuming drive “to beat them all”, to be more clever than the most
clever, in short — to create the tools to Mathter them all in hot combinatorial combat!
Reaching this goal is particularly satisfying and sweet in the context of combinatorial
games, in view of their inherent high complexity.

With a slant towards artificial intelligence, Pearl wrote that games “offer a perfect
laboratory for studying complex problem-solving methodologies. With a few parsimo-
nious rules, one can create complex situations that require no less insight, creativity, and
expertise than problems actually encountered in areas such as business, government, sci-
entific, legal, and others. Moreover, unlike these applied areas, games offer an arena in
which computerized decisions can be evaluated by absolute standards of performance and
in which proven human experts are both available and willing to work towards the goal of
seeing their expertise emulated by a machine. Last, but not least, games possess addictive
entertaining qualities of a very general appeal. That helps maintain a steady influx of
research talents into the field and renders games a convenient media for communicating
powerful ideas about general methods of strategic planning.”

To further explore the nature of games, we consider, informally, two subclasses.

(i) Games People Play (playgames): games that are challenging to the point that people
will purchase them and play them.

(ii) Games Mathematicians Play (mathgames): games that are challenging to mathe-
maticians or other scientists to play with and ponder about, but not necessarily to
“the man in the street”.

Examples of playgames are chess, go, hex, reversi; of mathgames: Nim-type games,
Wythoff games, annihilation games, octal games.

Some “rule of thumb” properties, which seem to hold for the majority of playgames
and mathgames are listed below.

I. Complexity. Both playgames and mathgames tend to be computationally intractable.
There are a few tractable mathgames, such as Nim, but most games still live in
Wonderland : we are wondering about their as yet unknown complexity. Roughly
speaking, however, NP-hardness is a necessary but not a sufficient condition for
being a playgame! (Some games on Boolean formulas are Exptime-complete, yet
none of them seems to have the potential of commercial marketability.)

II. Boardfeel. None of us may know an exact strategy from a midgame position of chess,
but even a novice, merely by looking at the board, gets some feel who of the two
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players is in a stronger position – even what a strong or weak next move is. This is
what we loosely call boardfeel. Our informal definition of playgames and mathgames
suggests that the former do have a boardfeel, whereas the latter don’t. For many
mathgames, such as Nim, a player without prior knowledge of the strategy has no
inkling whether any given position is “strong” or “weak” for a player. Even when
defeat is imminent, only one or two moves away, the player sustaining it may be in
the dark about the outcome, which will stump him. The player has no boardfeel.
(Even many mathgames, including Nim-type games, can be played, equivalently, on
a board.)

Thus, in the boardfeel sense, simple games are complex and complex games are
simple! This paradoxical property also doesn’t seem to have an analog in the realm
of decision problems. The boardfeel is the main ingredient which makes PlayGames
interesting to play.

III. Math Appeal. Playgames, in addition to being interesting to play, also have consider-
able mathematical appeal. This has been exposed recently by the theory of partizan
games established by Conway and applied to endgames of go by Berlekamp, students
and associates. On the other hand, mathgames have their own special combinatorial
appeal, of a somewhat different flavor. They appeal to and are created by mathe-
maticians of various disciplines, who find special intellectual challenges in analyzing
them. As Peter Winkler called a subset of them: “games people don’t play”. We
might also call them, in a more positive vein, “games mathematicians play”. Both
classes of games have applications to areas outside game theory. Examples: surreal
numbers (playgames), error correcting codes (mathgames). Both provide enlighten-
ment through bewilderment, as David Wolfe and Tom Rodgers put it.

IV. Existence. There are relatively few successful playgames around. It seems to be
hard to invent a playgame that catches the masses. In contrast, mathgames abound.
They appeal to a large subclass of mathematicians and other scientists, who cherish
producing them and pondering about them. The large proportion of mathgames-
papers in the games bibliography below reflects this phenomenon.

We conclude, inter alia, that for playgames, high complexity is desirable. Whereas
in all respectable walks of life we strive towards solutions or at least approximate solu-
tions which are polynomial, there are two less respectable human activities in which high
complexity is appreciated. These are cryptography (covert warfare) and games (overt war-
fare). The desirability of high complexity in cryptography — at least for the encryptor!
— is clear. We claim that it is also desirable for playgames.

It’s no accident that games and cryptography team up: in both there are adversaries,
who pit their wits against each other! But games are, in general, considerably harder
than cryptography. For the latter, the problem whether the designer of a cryptosystem
has a safe system can be expressed with two quantifiers only: ∃ a cryptosystem such that
∀ attacks on it, the cryptosystem remains unbroken? In contrast, the decision problem
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whether White can win if White moves first in a chess game, has the form: “∃∀∃∀ · · ·
move: White wins?”, expressing the question whether White has an opening winning
move — with an unbounded number of alternating quantifiers. This makes games the
more challenging and fascinating of the two, besides being fun! See also the next section.

Thus, it’s no surprise that the skill of playing games, such as checkers, chess, or go
has long been regarded as a distinctive mark of human intelligence.

3 Why are Combinatorial Games Hard?

Existential decision problems, such as graph hamiltonicity and Traveling Salesperson (Is
there a round tour through specified cities of cost ≤ C?), involve a single existential
quantifier (“Is there. . . ?”). In mathematical terms an existential problem boils down to
finding a path—sometimes even just verifying its existence—in a large “decision-tree”
of all possibilities, that satisfies specified properties. The above two problems, as well
as thousands of other interesting and important combinatorial-type problems are NP-
complete. This means that they are conditionally intractable, i.e., the best way to solve
them seems to require traversal of most if not all of the decision tree, whose size is
exponential in the input size of the problem. No essentially better method is known to
date at any rate, and, roughly speaking, if an efficient solution will ever be found for any
NP-complete problem, then all NP-complete problems will be solvable efficiently.

The decision problem whether White can win if White moves first in a chess game, on
the other hand, has the form: Is there a move of White such that for every move of Black
there is a move of White such that for every move of Black there is a move of White . . .
such that White can win? Here we have a large number of alternating existential and
universal quantifiers rather than a single existential one. We are looking for an entire
subtree rather than just a path in the decision tree. Because of this, most nonpolynomial
games are at least Pspace-hard. The problem for generalized chess on an n × n board,
and even for a number of seemingly simpler mathgames, is, in fact, Exptime-complete,
which is a provable intractability.

Put in simple language, in analyzing an instance of Traveling Salesperson, the problem
itself is passive: it does not resist your attempt to attack it, yet it is difficult. In a game,
in contrast, there is your opponent, who, at every step, attempts to foil your effort to win.
It’s similar to the difference between an autopsy and surgery. Einstein, contemplating
the nature of physics said, “Der Allmächtige ist nicht boshaft; Er ist raffiniert” (The
Almighty is not mean; He is sophisticated). NP-complete existential problems are perhaps
sophisticated. But your opponent in a game can be very mean!

Another manifestation of the high complexity of games is associated with a most basic
tool of a game : its game-graph. It is a directed graph G whose vertices are the positions of
the game, and (u, v) is an edge if and only if there is a move from position u to position v.
Since every combination of tokens in the given game is a single vertex in G, the latter has
normally exponential size. This holds, in particular, for both Nim and chess. Analyzing
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a game means reasoning about its game-graph. We are thus faced with a problem that is
a priori exponential, quite unlike many present-day interesting existential problems.

A fundamental notion is the sum (disjunctive compound) of games. A sum is a finite
collection of disjoint games; often very basic, simple games. Each of the two players, at
every turn, selects one of the games and makes a move in it. If the outcome is not a draw,
the sum-game ends when there is no move left in any of the component games. If the
outcome is not a tie either, then in normal play, the player first unable to move loses and
the opponent wins. The outcome is reversed in misère play.

If a game decomposes into a disjoint sum of its components, either from the beginning
(Nim) or after a while (domineering), the potential for its tractability increases despite the
exponential size of the game graph. As Elwyn Berlekamp remarked, the situation is similar
to that in other scientific endeavors, where we often attempt to decompose a given system
into its functional components. This approach may yield improved insights into hardware,
software or biological systems, human organizations, and abstract mathematical objects
such as groups.

If a game doesn’t decompose into a sum of disjoint components, it is more likely
to be intractable (Geography or Poset Games). Intermediate cases happen when the
components are not quite fixed (which explains why misère play of sums of games is much
harder than normal play) or not quite disjoint (Welter). Thane Plambeck has recently
made progress with misère play, and we will be hearing more about this shortly.

The hardness of games is eased somewhat by the efficient freeware package “Combi-
natorial Game Suite”, courtesy of Aaron Siegel.

4 Breaking the Rules

As the experts know, some of the most exciting games are obtained by breaking some
of the rules for combinatorial games, such as permitting a player to pass a bounded or
unbounded number of times, i.e., relaxing the requirement that players play alternately;
or permitting a number of players other than two.

But permitting a payoff function other than (0,1) for the outcome (lose, win) and a
payoff of (1

2
, 1

2
) for either (tie, tie) or (draw, draw) usually, but not always, leads to games

that are not considered to be combinatorial games; or to borderline cases.

5 Why Is the Bibliography Vast?

In the realm of existential problems, such as sorting or Traveling Salesperson, most
present-day interesting decision problems can be classified into tractable, conditionally
intractable, and provably intractable ones. There are exceptions, to be sure, such as
graph isomorphism, whose complexity is still unknown. But the exceptions are few. In
contrast, most games are still in Wonderland, as pointed out in §2(I) above. Only a few
games have been classified into the complexity classes they belong to. Despite recent
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impressive progress, the tools for reducing Wonderland are still few and inadequate.

To give an example, many interesting games have a very succinct input size, so a
polynomial strategy is often more difficult to come by (Richard Guy and Cedric Smith’s
octal games; Grundy’s game). Succinctness and non-disjointness of games in a sum may
be present simultaneously (Poset games). In general, the alternating quantifiers, and, to
a smaller measure, “breaking the rules”, add to the volume of Wonderland. We suspect
that the large size of Wonderland, a fact of independent interest, is the main contributing
factor to the bulk of the bibliography on games.

6 Why Isn’t it Larger?

The bibliography below is a partial list of books and articles on combinatorial games and
related material. It is partial not only because I constantly learn of additional relevant
material I did not know about previously, but also because of certain self-imposed restric-
tions. The most important of these is that only papers with some original and nontrivial
mathematical content are considered. This excludes most historical reviews of games and
most, but not all, of the work on heuristic or artificial intelligence approaches to games,
especially the large literature concerning computer chess. I have, however, included the
compendium Levy [1988], which, with its 50 articles and extensive bibliography, can serve
as a first guide to this world. Also some papers on chess-endgames and clever exhaustive
computer searches of some games have been included.

On the other hand, papers on games that break some of the rules of combinatorial
games are included liberally, as long as they are interesting and retain a combinatorial
flavor. These are vague and hard to define criteria, yet combinatorialists usually recognize
a combinatorial game when they see it. Besides, it is interesting to break also this rule
sometimes! We have included some references to one-player games, e.g., towers of Hanoi,
n-queen problems, 15-puzzle and peg-solitaire, but only few zero-player games (such as
Life and games on “sand piles”). We have also included papers on various applications
of games, especially when the connection to games is substantial or the application is
interesting or important.

High-class meetings on combinatorial games, such as in Columbus, OH (1990), at
MSRI (1994, 2000), at BIRS (2005) resulted in books, or a special issue of a journal
– for the Dagstuhl seminar (2002). During 1990–2001, Theoretical Computer Science
ran a special Mathematical Games Section whose main purpose was to publish papers
on combinatorial games. TCS still solicits papers on games. In 2002, INTEGERS—
Electronic J. of Combinatorial Number Theory began publishing a Combinatorial Games
Section. The combinatorial games community is growing in quantity and quality!

7 The Dynamics of the Literature

The game bibliography below is very dynamic in nature. Previous versions have been
circulated to colleagues, intermittently, since the early 1980’s. Prior to every mailing
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updates were prepared, and usually also afterwards, as a result of the comments received
from several correspondents. The listing can never be “complete”. Thus also the present
form of the bibliography is by no means complete.

Because of its dynamic nature, it is natural that the bibliography became a “Dynamic
Survey” in the Dynamic Surveys (DS) section of the Electronic Journal of Combinatorics
(ElJC) and The World Combinatorics Exchange (WCE). The ElJC and WCE are on the
World Wide Web (WWW), and the DS can be accessed at
http://www.combinatorics.org/
(click on “Surveys”). The ElJC has mirrors at various locations. Furthermore, the Eu-
ropean Mathematical Information Service (EMIS) mirrors this Journal, as do all of its
mirror sites (currently over forty of them). See
http://www.emis.de/tech/mirrors.html

8 An Appeal

I ask readers to continue sending to me corrections and comments; and inform me of
significant omissions, remembering, however, that it is a selected bibliography. I prefer to
get reprints, preprints or URLs, rather than only titles — whenever possible.

Material on games is mushrooming on the Web. The URLs can be located using a
standard search engine, such as Google.

9 Idiosyncrasies

Most of the bibliographic entries refer to items written in English, though there is a
sprinkling of Danish, Dutch, French, German, Japanese, Slovakian and Russian, as well
as some English translations from Russian. The predominance of English may be due to
certain prejudices, but it also reflects the fact that nowadays the lingua franca of science is
English. In any case, I’m soliciting also papers in languages other than English, especially
if accompanied by an abstract in English.

On the administrative side, Technical Reports, submitted papers and unpublished
theses have normally been excluded; but some exceptions have been made. Abbreviations
of book series and journal names usually follow the Math Reviews conventions. Another
convention is that de Bruijn appears under D, not B; von Neumann under V, not N,
McIntyre under M not I, etc.

Earlier versions of this bibliography have appeared, under the title “Selected bibliog-
raphy on combinatorial games and some related material”, as the master bibliography for
the book Combinatorial Games, AMS Short Course Lecture Notes, Summer 1990, Ohio
State University, Columbus, OH, Proc. Symp. Appl. Math. 43 (R. K. Guy, ed.), AMS
1991, pp. 191–226 with 400 items, and in the Dynamic Surveys section of the Electronic
J. of Combinatorics in November 1994 with 542 items (updated there at odd times). It
also appeared as the master bibliography in Games of No Chance, Proc. MSRI Workshop

the electronic journal of combinatorics 14 (2007), #DS2 7



on Combinatorial Games, July, 1994, Berkeley, CA (R. J. Nowakowski, ed.), MSRI Publ.
Vol. 29, Cambridge University Press, Cambridge, 1996, pp. 493–537, under the present
title, containing 666 items. The version published in the palindromic year 2002 contained
the palindromic number 919 of references. It constituted a growth of 38%. It appeared in
ElJC and as the master bibliography in More Games of No Chance, Proc. MSRI Work-
shop on Combinatorial Games, July, 2000, Berkeley, CA (R. J. Nowakowski, ed.), MSRI
Publ. Vol. 42, Cambridge University Press, Cambridge, pp. 475-535. The current update
(mid-2003), in ElJC, contains 1001 items, another palindrome.
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163. L. Blanc, E. Duchêne and S. Gravier [2006], A deletion game on graphs: le pic

the electronic journal of combinatorics 14 (2007), #DS2 17



arête, INTEGERS, Electr. J. of Combinat. Number Theory 6, #G02, 10pp., Comb.
Games Sect., MR2215359. There will be no review of this item.
http://www.integers-ejcnt.org/vol5.html

164. U. Blass and A. S. Fraenkel [1990], The Sprague–Grundy function for Wythoff’s
game, Theoret. Comput. Sci. (Math Games) 75, 311–333.

165. U. Blass, A. S. Fraenkel and R. Guelman [1998], How far can Nim in disguise be
stretched?, J. Combin. Theory (Ser. A) 84, 145–156, MR1652900 (2000d:91029).

166. M. Blidia [1986], A parity digraph has a kernel, Combinatorica 6, 23–27.

167. M. Blidia, P. Duchet, H. Jacob, F. Maffray and H. Meyniel [1999], Some operations
preserving the existence of kernels, Discrete Math. 205, 211–216.

168. M. Blidia, P. Duchet and F. Maffray [1993], On kernels in perfect graphs, Combi-
natorica 13, 231–233.

169. J.-P. Bode and H. Harborth [1998], Achievement games on Platonic solids, Bull.
Inst. Combin. Appl. 23, 23–32, MR1621748 (99d:05020).

170. J.-P. Bode and H. Harborth [2000], Hexagonal polyomino achievement, Discrete
Math. 212, 5–18, MR1748669 (2000k:05082).

171. J.-P. Bode and H. Harborth [2000], Independent chess pieces on Euclidean boards,
J. Combin. Math. Combin. Comput. 33, 209–223, MR1772763 (2001c:05105).

172. J.-P. Bode and H. Harborth [2000], Triangular mosaic polyomino achievement,
Congr. Numer. 144, 143–152, Proc. 31st Southeastern Internat. Conf. on Com-
binatorics, Graph Theory and Computing (Boca Raton, FL, 2000), MR1817929
(2001m:05082).

173. J.-P. Bode and H. Harborth [2001], Triangle polyomino set achievement, Congr.
Numer. 148, 97–101, Proc.32nd Southeastern Internat. Conf. on Combinatorics,
Graph Theory and Computing (Boca Raton, FL, 2002), MR1887377 (2002k:05057).

174. J.-P. Bode and H. Harborth [2002], Triangle and hexagon gameboard Ramsey num-
bers, Congr. Numer. 158, 93–98, Proc.33rd Southeastern Internat. Conf. on Com-
binatorics, Graph Theory and Computing (Boca Raton, FL, 2002), MR1985149
(2004d:05129).

175. J.-P. Bode and H. Harborth [2003], Independence for knights on hexagon and tri-
angle boards, Discrete Math. 272, 27–35, MR2019197 (2004i:05115).

176. J.-P. Bode, H. Harborth and M. Harborth [2003], King independence on trian-
gle boards, Discrete Math. 266, 101–107, Presented at 18th British Combinatorial
Conference (Brighton, 2001), MR1991709 (2004f:05129).

177. J.-P. Bode, H. Harborth and M. Harborth [2004], King graph Ramsey numbers, J.
Combin. Math. Combin. Comput. 50, 47–55, MR2075855. There will be no review
of this item.

178. J.-P. Bode, H. Harborth and H. Weiss [1999], Independent knights on hexagon
boards, Congr. Numer. 141, 31–35, Proc. 30th Southeastern Internat. Conf.
on Combinatorics, Graph Theory, and Computing (Boca Raton, FL, 1999),
MR1745222 (2000k:05201).

179. J.-P. Bode and A. M. Hinz [1999], Results and open problems on the Tower of

the electronic journal of combinatorics 14 (2007), #DS2 18



Hanoi, Congr. Numer. 139, 113–122, Proc.30th Southeastern Internat. Conf. on
Combinatorics, Graph Theory, and Computing (Boca Raton, FL, 1999).

180. H. L. Bodlaender [1991], On the complexity of some coloring games, Internat. J.
Found. Comput. Sci. 2, 133–147, MR1143920 (92j:68042).

181. H. L. Bodlaender [1993], Complexity of path forming games, Theoret. Comput. Sci.
(Math Games) 110, 215–245.

182. H. L. Bodlaender [1993], Kayles on special classes of graphs—an application
of Sprague-Grundy theory, in: Graph-Theoretic Concepts in Computer Science
(Wiesbaden-Naurod, 1992), Lecture Notes in Comput. Sci., Vol. 657, Springer,
Berlin, pp. 90–102, MR1244129 (94i:90189).

183. H. L. Bodlaender and D. Kratsch [1992], The complexity of coloring games on
perfect graphs, Theoret. Comput. Sci. (Math Games) 106, 309–326.

184. H. L. Bodlaender and D. Kratsch [2002], Kayles and nimbers, J. Algorithms 43,
106–119, MR1900711 (2003d:05201).

185. T. Bohman, R. Holzman and D. Kleitman [2001], Six Lonely Runners, Electr. J.
Combin. 8(2), #R3, 49pp., Volume in honor of Aviezri S. Fraenkel, MR1853254
(2002g:11095).
http://www.combinatorics.org/

186. K. D. Boklan [1984], The n-number game, Fibonacci Quart. 22, 152–155.

187. B. Bollobás and I. Leader [2005], The devil and the angel in three dimensions, J.
Combin. Theory (Ser. A) to appear.
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394. P. Erdős and J. L. Selfridge [1973], On a combinatorial game, J. Combin. Theory
(Ser. A) 14, 298–301.

395. J. Erickson [1996], New toads and frogs results, in: Games of No Chance, Proc.
MSRI Workshop on Combinatorial Games, July, 1994, Berkeley, CA, MSRI Publ.
(R. J. Nowakowski, ed.), Vol. 29, Cambridge University Press, Cambridge, pp. 299–
310.

396. J. Erickson [1996], Sowing games, in: Games of No Chance, Proc. MSRI Workshop
on Combinatorial Games, July, 1994, Berkeley, CA, MSRI Publ. (R. J. Nowakowski,
ed.), Vol. 29, Cambridge University Press, Cambridge, pp. 287–297.

397. M. Erickson and F. Harary [1983], Picasso animal achievement games, Bull.
Malaysian Math. Soc. 6, 37–44.

398. N. Eriksen, H. Eriksson and K. Eriksson [2000], Diagonal checker-jumping and
Eulerian numbers for color-signed permutations, Electr. J. Combin. 7, #R3, 11 pp.
http://www.combinatorics.org/

399. H. Eriksson [1995], Pebblings, Electr. J. Combin. 2, #R7, 18pp.
http://www.combinatorics.org/

400. H. Eriksson, K. Eriksson, J. Karlander, L. Svensson and J. Wästlund [2001], Sorting
a bridge hand, Discrete Math. 241, 289–300, Selected papers in honor of Helge
Tverberg.

401. H. Eriksson and B. Lindström [1995], Twin jumping checkers in Z
d, European J.

Combin. 16, 153–157.

402. K. Eriksson [1991], No polynomial bound for the chip firing game on directed
graphs, Proc. Amer. Math. Soc. 112, 1203–1205.

403. K. Eriksson [1992], Convergence of Mozes’ game of numbers, Linear Algebra Appl.
166, 151–165.

404. K. Eriksson [1994], Node firing games on graphs, Contemp. Math. 178, 117–127.

405. K. Eriksson [1994], Reachability is decidable in the numbers game, Theoret. Com-
put. Sci. (Math Games) 131, 431–439.

406. K. Eriksson [1995], The numbers game and Coxeter groups, Discrete Math. 139,
155–166.

407. K. Eriksson [1996], Chip-firing games on mutating graphs, SIAM J. Discrete Math.
9, 118–128.

408. K. Eriksson [1996], Strong convergence and a game of numbers, European J. Com-
bin. 17, 379–390.

409. K. Eriksson [1996], Strong convergence and the polygon property of 1-player games,
Discrete Math. 153, 105–122, Proc. 5th Conf. on Formal Power Series and Algebraic
Combinatorics (Florence 1993).

410. G. Etienne [1991], Tableaux de Young et solitaire bulgare, J. Combin. Theory (Ser.
A) 58, 181–197, MR1129115 (93a:05134).

411. J. M. Ettinger [2000], A metric for positional games, Theoret. Comput. Sci. (Math
Games) 230, 207–219, MR1725638 (2001g:91041).

the electronic journal of combinatorics 14 (2007), #DS2 31



412. M. Euwe [1929], Mengentheoretische Betrachtungen über das Schachspiel, Proc.
Konin. Akad. Wetenschappen 32, 633–642.

413. R. J. Evans [1974], A winning opening in reverse Hex, J. Recr. Math. 7, 189–192.

414. R. J. Evans [1975–76], Some variants of Hex, J. Recr. Math. 8, 120–122.

415. R. J. Evans [1979], Silverman’s game on intervals, Amer. Math. Monthly 86, 277–
281.

416. R. J. Evans and G. A. Heuer [1992], Silverman’s game on discrete sets, Linear
Algebra Appl. 166, 217–235.

417. S. Even and R. E. Tarjan [1976], A combinatorial problem which is complete in
polynomial space, J. Assoc. Comput. Mach. 23, 710–719, also appeared in Proc.
7th Ann. ACM Symp. Theory of Computing (Albuquerque, NM, 1975), Assoc.
Comput. Mach., New York, NY, 1975, pp. 66–71.

418. G. Exoo [1980-81], A new way to play Ramsey games, J. Recr. Math. 13(2), 111–
113.

419. U. Faigle, W. Kern, H. Kierstead and W. T. Trotter [1993], On the game chromatic
number of some classes of graphs, Ars Combin. 35, 143–150.

420. U. Faigle, W. Kern and J. Kuipers [1998], Computing the nucleolus of min-cost
spanning tree games is NP-hard, Internat. J. Game Theory 27, 443–450.

421. E. Falkener [1961], Games Ancient and Oriental and How to Play Them, Dover,
New York, NY. (Published previously by Longmans Green, 1892.).

422. B.-J. Falkowski and L. Schmitz [1986], A note on the queens’ problem, Inform.
Process. Lett. 23, 39–46.

423. G. E. Farr [2003], The Go polynomials of a graph, Theoret. Comp. Sci. 306, 1–18,
MR2000162 (2004e:05074).

424. J. Farrell, M. Gardner and T. Rodgers [2005], Configuration games, in: Tribute
to a Mathemagician, honoring Martin Gardner (B. Cipra, E. D. Demaine, M. L.
Demaine and T. Rodgers, eds.), A K Peters, Wellesley, MA, pp. 93-99.

425. T. Feder [1990], Toetjes, Amer. Math. Monthly 97, 785–794.

426. T. Feder and C. Subi [2005], Disks on a tree: analysis of a combinatorial game,
SIAM J. Discrete Math. 19, 543–552 (electronic), MR2191279 (2006i:05022).

427. S. P. Fekete, R. Fleischer, A. S. Fraenkel and M. Schmitt [2004], Traveling sales-
men in the presence of competition, Theoret. Comp. Sci. 313, 377–392, special
issue of Dagstuhl Seminar “Algorithmic Combinatorial Game Theory”, Feb. 2002,
MR2056934 (2005a:90168).

428. T. S. Ferguson [1974], On sums of graph games with last player losing, Internat. J.
Game Theory 3, 159–167.

429. T. S. Ferguson [1984], Misère annihilation games, J. Combin. Theory (Ser. A) 37,
205–230.

430. T. S. Ferguson [1989], Who solved the secretary problem?, Statistical Science 4,
282–296.

431. T. S. Ferguson [1992], Mate with bishop and knight in kriegspiel, Theoret. Comput.
Sci. (Math Games) 96, 389–403.

the electronic journal of combinatorics 14 (2007), #DS2 32



432. T. S. Ferguson [1998], Some chip transfer games, Theoret. Comp. Sci. (Math
Games) 191, 157–171.

433. T. S. Ferguson [2001], Another form of matrix Nim, Electr. J. Combin. 8(2), #R9,
9pp., Volume in honor of Aviezri S. Fraenkel, MR1853260 (2002g:91046).
http://www.combinatorics.org/

434. A. S. Finbow and B. L. Hartnell [1983], A game related to covering by stars, Ars
Combinatoria 16-A, 189–198.

435. M. J. Fischer and R. N. Wright [1993], An application of game-theoretic techniques
to cryptography, Advances in Computational Complexity Theory (New Brunswick,
NJ, 1990), DIMACS Ser. Discrete Math. Theoret. Comput. Sci., Vol. 13, pp. 99–118.

436. P. C. Fishburn and N. J. A. Sloane [1989], The solution to Berlekamp’s switching
game, Discrete Math. 74, 263–290.

437. D. C. Fisher and J. Ryan [1992], Optimal strategies for a generalized “scissors,
paper, and stone” game, Amer. Math. Monthly 99, 935–942.

438. D. C. Fisher and J. Ryan [1995], Probabilities within optimal strategies for tour-
nament games, Discrete Appl. Math. 56, 87–91.

439. D. C. Fisher and J. Ryan [1995], Tournament games and positive tournaments, J.
Graph Theory 19, 217–236.

440. S. L. Fitzpatrick and R. J. Nowakowski [2001], Copnumber of graphs with strong
isometric dimension two, Ars Combin. 59, 65–73, MR1832198 (2002b:05053).

441. G. W. Flake and E. B. Baum [2002], Rush Hour is PSPACE-complete, or ”Why
you should generously tip parking lot attendants”, Theoret. Comput. Sci. (Math
Games) 270, 895–911, MR1871102 (2002h:68068).

442. A. Flammenkamp [1996], Lange Perioden in Subtraktions-Spielen, Ph.D. Thesis,
University of Bielefeld.

443. A. Flammenkamp, A. Holshouser and H. Reiter [2003], Dynamic one-pile blocking
Nim, Electr. J. Combinatorics 10, #N4, 6pp., MR1975777 (2004b:05027).
http://www.combinatorics.org/

444. J. A. Flanigan [1978], Generalized two-pile Fibonacci nim, Fibonacci Quart. 16,
459–469.

445. J. A. Flanigan [1981], On the distribution of winning moves in random game trees,
Bull. Austr. Math. Soc. 24, 227–237.

446. J. A. Flanigan [1981], Selective sums of loopy partizan graph games, Internat. J.
Game Theory 10, 1–10.

447. J. A. Flanigan [1982], A complete analysis of black-white Hackendot, Internat. J.
Game Theory 11, 21–25.

448. J. A. Flanigan [1982], One-pile time and size dependent take-away games, Fibonacci
Quart. 20, 51–59.

449. J. A. Flanigan [1983], Slow joins of loopy games, J. Combin. Theory (Ser. A) 34,
46–59.

450. R. Fleischer and G. Trippen [2006], Kayles on the way to the stars, Proc. 4th Intern.
Conference on Computers and Games CG’2004 (H. J. van den Herik, Y. Björnsson

the electronic journal of combinatorics 14 (2007), #DS2 33



and N. S. Netanyahu, eds.), Bar-Ilan University, Ramat-Gan, Israel, July 2004,
Lecture Notes in Computer Science Vol. 3846, Springer, pp. 232–245.

451. J. O. Flynn [1973], Lion and man: the boundary constraint, SIAM J. Control 11,
397–411.

452. J. O. Flynn [1974], Lion and man: the general case, SIAM J. Control 12, 581–597.

453. J. O. Flynn [1974], Some results on max-min pursuit, SIAM J. Control 12, 53–69.

454. F. V. Fomin [1998], Helicopter search problems, bandwidth and pathwidth, Discrete
Appl. Math. 85, 59–70.

455. F. V. Fomin [1999], Note on a helicopter search problem on graphs, Discrete Appl.
Math. 95, 241–249, Proc. Conf. on Optimal Discrete Structures and Algorithms —
ODSA ’97 (Rostock).

456. F. V. Fomin and N. N. Petrov [1996], Pursuit-evasion and search problems on
graphs, Congr. Numer. 122, 47–58, Proc. 27-th Southeastern Intern. Conf. on Com-
binatorics, Graph Theory and Computing (Baton Rouge, LA, 1996).

457. L. R. Foulds and D. G. Johnson [1984], An application of graph theory and integer
programming: chessboard non-attacking puzzles, Math. Mag. 57, 95–104.

458. A. S. Fraenkel [1974], Combinatorial games with an annihilation rule, in: The Influ-
ence of Computing on Mathematical Research and Education, Missoula MT, August
1973, Proc. Symp. Appl. Math., (J. P. LaSalle, ed.), Vol. 20, Amer. Math. Soc.,
Providence, RI, pp. 87–91.

459. A. S. Fraenkel [1977], The particles and antiparticles game, Comput. Math. Appl.
3, 327–328.

460. A. S. Fraenkel [1980], From Nim to Go, Ann. Discrete Math. 6, 137–156, Proc.
Symp. on Combinatorial Mathematics, Combinatorial Designs and Their Applica-
tions (J. Srivastava, ed.), Colorado State Univ., Fort Collins, CO, June 1978.

461. A. S. Fraenkel [1981], Planar kernel and Grundy with d ≤ 3, dout ≤ 2, din ≤ 2 are
NP-complete, Discrete Appl. Math. 3, 257–262.

462. A. S. Fraenkel [1982], How to beat your Wythoff games’ opponent on three fronts,
Amer. Math. Monthly 89, 353–361.

463. A. S. Fraenkel [1983], 15 Research problems on games, Discrete Math. in ”Research
Problems” section, Vols. 43-46.

464. A. S. Fraenkel [1984], Wythoff games, continued fractions, cedar trees and Fibonacci
searches, Theoret. Comput. Sci. 29, 49–73, an earlier version appeared in Proc. 10th
Internat. Colloq. on Automata, Languages and Programming (J. Diaz, ed.), Vol.
154, Barcelona, July 1983, Lecture Notes in Computer Science, Springer Verlag,
Berlin, 1983, pp. 203–225.

465. A. S. Fraenkel [1988], The complexity of chess, Letter to the Editor, J. Recr. Math.
20, 13–14.

466. A. S. Fraenkel [1991], Complexity of games, in: Combinatorial Games, Proc. Symp.
Appl. Math. (R. K. Guy, ed.), Vol. 43, Amer. Math. Soc., Providence, RI, pp.
111–153.

the electronic journal of combinatorics 14 (2007), #DS2 34



467. A. S. Fraenkel [1994], Even kernels, Electr. J. Combinatorics 1, #R5, 13pp.
http://www.combinatorics.org/

468. A. S. Fraenkel [1994], Recreation and depth in combinatorial games, in: The Lighter
Side of Mathematics, Proc. E. Strens Memorial Conf. on Recr. Math. and its His-
tory, Calgary, 1986, Spectrum Series (R. K. Guy and R. E. Woodrow, eds.), Math.
Assoc. of America, Washington, DC, pp. 176–194.

469. A. S. Fraenkel [1996], Error-correcting codes derived from combinatorial games, in:
Games of No Chance, Proc. MSRI Workshop on Combinatorial Games, July, 1994,
Berkeley, CA, MSRI Publ. (R. J. Nowakowski, ed.), Vol. 29, Cambridge University
Press, Cambridge, pp. 417–431.

470. A. S. Fraenkel [1996], Scenic trails ascending from sea-level Nim to alpine chess, in:
Games of No Chance, Proc. MSRI Workshop on Combinatorial Games, July, 1994,
Berkeley, CA, MSRI Publ. (R. J. Nowakowski, ed.), Vol. 29, Cambridge University
Press, Cambridge, pp. 13–42.

471. A. S. Fraenkel [1997], Combinatorial game theory foundations applied to digraph
kernels, Electr. J. Combinatorics 4(2), #R10, 17pp., Volume in honor of Herbert
Wilf.
http://www.combinatorics.org/

472. A. S. Fraenkel [1998], Heap games, numeration systems and sequences, Ann. Comb.
2, 197–210, an earlier version appeared in: Fun With Algorithms, Vol. 4 of Proceed-
ings in Informatics (E. Lodi, L. Pagli and N. Santoro, eds.), Carleton Scientific,
University of Waterloo, Waterloo, Ont., pp. 99–113, 1999. Conference took place
on the island of Elba, June 1998., MR1681514 (2000b:91001).

473. A. S. Fraenkel [1998], Multivision: an intractable impartial game with a linear
winning strategy, Amer. Math. Monthly 105, 923–928.

474. A. S. Fraenkel [2000], Recent results and questions in combinatorial game complex-
ities, Theoret. Comput. Sci. 249, 265–288, Conference version in: Proc. AWOCA98
— Ninth Australasian Workshop on Combinatorial Algorithms, C.S. Iliopoulos, ed.,
Perth, Western Australia, 27–30 July, 1998, special AWOCA98 issue, pp. 124-146,
MR1798313 (2001j:91033).

475. A. S. Fraenkel [2001], Virus versus mankind, Proc. 2nd Intern. Conference on Com-
puters and Games CG’2000 (T. Marsland and I. Frank, eds.), Vol. 2063, Hama-
matsu, Japan, Oct. 2000, Lecture Notes in Computer Science, Springer, pp. 204–
213.

476. A. S. Fraenkel [2002], Mathematical chats between two physicists, in: Puzzler’s
Tribute: a Feast for the Mind, honoring Martin Gardner (D. Wolfe and T. Rodgers,
eds.), A K Peters, Natick, MA, pp. 383-386.

477. A. S. Fraenkel [2002], Arrays, numeration systems and Frankenstein games, Theo-
ret. Comput. Sci. 282, 271–284, special“ Fun With Algorithms” issue, MR1909052
(2003h:91036).

478. A. S. Fraenkel [2002], Two-player games on cellular automata, in: More Games of
No Chance, Proc. MSRI Workshop on Combinatorial Games, July, 2000, Berkeley,

the electronic journal of combinatorics 14 (2007), #DS2 35



CA, MSRI Publ. (R. J. Nowakowski, ed.), Vol. 42, Cambridge University Press,
Cambridge, pp. 279–306, MR1973018 (2004b:91004).

479. A. S. Fraenkel [2004], Complexity, appeal and challenges of combinatorial games,
Theoret. Comp. Sci. 313, 393–415, Expanded version of a keynote address at
Dagstuhl Seminar “Algorithmic Combinatorial Game Theory”, Feb. 2002, special
issue on Algorithmic Combinatorial Game Theory, MR2056935. There will be no
review of this item.

480. A. S. Fraenkel [2004], New games related to old and new sequences, INTEGERS,
Electr. J of Combinat. Number Theory 4, #G6, 18pp., Comb. Games Sect., 1st
version in Proc.10-th Advances in Computer Games (ACG-10 Conf.), H. J. van
den Herik, H. Iida and E. A. Heinz eds., Graz, Austria, Nov. 2003, Kluwer, pp.
367-382, MR2042724.
http://www.integers-ejcnt.org/vol4.html

481. A. S. Fraenkel [2005], Euclid and Wythoff games, Discrete Math. 304, 65–68,
MR2184445 (2006f:91006).

482. A. S. Fraenkel [2006], Games played by Boole and Galois, Discrete Appl. Math. to
appear in special issue honoring Peter Hammer.

483. A. S. Fraenkel [2006], Nim is easy, chess is hard — but why??, J. Internat. Computer
Games Assoc. to appear; earlier version appeared in Plus Mag. (electronic), pluschat
section,
http://plus.maths.org/issue40/editorial/index.html.

484. A. S. Fraenkel [2007], The Raleigh game, INTEGERS, Electr. J. of Combinat.
Number Theory 7, special volume in honor of Ron Graham, to appear.

485. A. S. Fraenkel [2007], Why are games exciting and stimulating?, Math Horizons to
appear in a special issue focusing on mathematics and games.

486. A. S. Fraenkel and I. Borosh [1973], A generalization of Wythoff’s game, J. Combin.
Theory (Ser. A) 15, 175–191.

487. A. S. Fraenkel, M. R. Garey, D. S. Johnson, T. Schaefer and Y. Yesha [1978],
The complexity of checkers on an n × n board — preliminary report, Proc. 19th
Ann. Symp. Foundations of Computer Science (Ann Arbor, MI, Oct. 1978), IEEE
Computer Soc., Long Beach, CA, pp. 55–64.

488. A. S. Fraenkel and E. Goldschmidt [1987], Pspace-hardness of some combinatorial
games, J. Combin. Theory (Ser. A) 46, 21–38.

489. A. S. Fraenkel and F. Harary [1989], Geodetic contraction games on graphs, Inter-
nat. J. Game Theory 18, 327–338.

490. A. S. Fraenkel and H. Herda [1980], Never rush to be first in playing Nimbi, Math.
Mag. 53, 21–26.

491. A. S. Fraenkel, A. Jaffray, A. Kotzig and G. Sabidussi [1995], Modular Nim, Theoret.
Comput. Sci. (Math Games) 143, 319–333.

492. A. S. Fraenkel and C. Kimberling [1994], Generalized Wythoff arrays, shuffles and
interspersions, Discrete Math. 126, 137–149, MR1264482 (95c:11028).

493. A. S. Fraenkel and A. Kontorovich [2007], The Sierpiński sieve of Nim-varieties
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