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Abstract 
The aim of this project was to create an abstract game 

suitable for three players. Once I had chosen a game to 

develop, I characterized the type of play (i.e. strategy, 

and interaction) that occurs in existing three player 

abstract games and conducted some experiments in 

order to make my game engaging, fair, balanced, 

challenging while adhering to the principles of what 

makes a game truly abstract. 

 

1. Introduction 
Abstract games have been around for many 

centuries, usually in the form of classical board games 

with popular examples such as chess, draughts and Go. 

 Abstract strategy games are probably the oldest and 

most widespread form of entertainment known to 

humankind. An abstract game is generally a strategic 

game consisting of two players or teams taking a finite 

number of alternating turns. The game minimizes luck 

by containing no hidden information, no non-

deterministic elements (such as shuffled cards or dice 

rolls), and does not rely on a theme.
[1][2]

 Although board 

and abstract games have been around since ancient 

times (Senet references were found in Ancient Egyptian 

tombs dating back to 3500BC-3100BC approximately), 

almost all are one or two player games.
[3]

 Platforms for 

abstract games remain with websites such as Zillions of 

Games “allowing you to play nearly any abstract board 

game or puzzle in the world” while allowing user’s 

access to development tools. The popularity of old 

abstract games remains in modern versions of games 

like chess but new creations are finding it increasingly 

difficult to attract an audience. As a result, the field of 

three-player abstract games remains underdeveloped 

and largely untested. Attempts have been made to 

create three player abstract games, or to modify existing 

ones (variants) but many remain flawed or unfinished 

and there appears to be no clear guidelines in place in 

order to construct such a game. 

 

2. Objectives 
I aim to construct a pure abstract strategy game 

suitable for three players which adheres by the 

definition of an abstract game i.e. minimizes luck, has 

perfect information and does not contain/rely on a 

theme. In setting out to do so I hope to create a game 

which is well balanced (not too complex yet not too 

simple), exciting and will be fair to all players giving 

them a chance to win with good strategy and/or skill 

rather than through politics. This hopefully avoids 

“promoting personality clashes or extra-game 

arguments.”
[3] 

In addition to this, I hope to set out a 

clear, defined and well structured way of designing 

three player abstract games that abide by the above 

criteria.  
 

3. TicTacToe for Three 
“TicTacToe is a zero sum game. If both players are 

playing with an optimal strategy, every game will end 

in a tie.”
[4]

 No one wants to play a game they can’t 

possibly win but adding different levels of opponents 

can make the game more approachable and more 

exciting. Testing out my TicTacToe game on a 9x9 

board has allowed me to add various local and global 

game conditions which have lead to some interesting 

results for competitive and co-operative interaction 

between players. 

 
4. Review 

As my project is to design an abstract game, suitable 

for three players, it was important to determine the 

process in building an interesting abstract game, as well 

as researching past examples and innovations of what 

has been achieved in the area of three player abstract 

games or variants of existing abstract games. 

 

5. Conclusions 
Designing and creating a game, whilst fun, is an 

arduous task. Detailed planning and consideration are 

required in order to successfully create a well balanced 

game and also to fully maximize the potential of that 

game. A developer guide is highly recommended not 

just for future ventures but also as a place where the 

developer can plan and gather his thoughts in order to 

construct a game efficiently. 
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