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The Study and Implementation of Abalone

Computer Strategy Board Game

Yung-Chwan Yin, Chil-Zen Yu, Shien-Chung Tsai
and Kai-Shuan Shen

Department of Animation Design and Game Programming, TOKO University

Abstract

Abalone is a popular board game in America and Europe. Its simplicity in
rule and versatility in process make it the ideal subject of developing the
computer strategy board game. This paper introduces the rules and layouts of
Abalone, studies several inference strategies, and implements a computer game
platform by C++ language. This computer game platform contains three kinds
of execution modes: computer versus people, people versus people, and
computer versus computer. It would be very efficient to verify the feasibility of
different game strategies by harnessing the computer versus computer mode.
Utilizing proper game strategies, this computer game platform can serve as a
contest version for the next Computer Olympiad tournament, a test platform for

artificial intelligence, and a teaching tool kit for game programming course.

Keywords: Computer Strategy Game ~ Artificial Intelligence ~ Inference
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