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Overview

P
entagame is a game with a simple structure, very little
material and easy rules. But behind its simplicity lurks
complexity: there are more possible games than stars in the

sky. And while the image of the board is a simple geometric shape,
it nevertheless has a rich history. This book deals with all this, and
with more. It grew in parallel to the development of the game and
hence is testament to it.

The fist part explains the game as it is today, an extensive form of
the rule sheets, if you like.

The second part explains how the idea was born and how we (re-)cre-
ated Pentagame.

The third part shows that there might have been a pentagram
shaped board before, and investigates why it was presumably
lost.

The forth part is an in-depth analysis of the game at hand, starting
from general observations, and moving from the opening theory
via strategy and tactics all the way to end game theory.

The fifth part deals with multi player setups and possible exten-
sions.

The sixth part deals with tournaments, and how to score and com-
pare games in general.

The seventh part dives into topics of advanced game theory and
complexity theory. This part serves to proof some important
qualities: complextiy, but also drama, of the game.

Part eight is nothing else than a conclusion: we have a game that
has all it takes to become a classic, and probably the recon-
struction of an ancient game.
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The book ends with an Annex: A bibliography, a list of figures, a
list of tables, and index, and a detailed list of content.
What this book cannot possibly convey is how and how much

we enjoy playing this game. Having played hundreds of times,
Pentagame continues to puzzle. Every single match was, is, and will
be a rich, unique, and personal experience.
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1. Summary

We can sum up the results from all prior parts and and conclude:

1. With Pentagame we have found a proper candidate for the missing
pentagonal classic, q.e.f:

a) We have created a pentagram shaped game board;

b) We have found simple rules for complex and decisive play;

2. We have sought potential ancestors:

a) We can explain its absence;

b) We find it probable that such a game has existed before
Pente grammai (or even Petteia);

3. We have analysed Pentagame;

a) We have given advice on strategy;

b) We have clarified the rules such as scoring etc.,

c) We have proven that Pentagame has complexity, clarity,
drama and decisiveness.

We thus conclude:

Pentagame is

❼ probably a resuscitated antique board game;

❼ certainly a game that has what it takes to be a classic.

q.e.d.
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2. Outlook

2. Outlook

The analysis of the game has shown some interesting properties, but
it was a theoretical exercise. What is missing and what should be
further challenges is the following:

1. A computer implementation of Pentagame to allow spatially
independent play and data collection:

a) A data structure to record moves, and states of the board,

b) An interface to exchange such moves,

c) A graphical representation.

2. The collection of data (through such a computer implementation)
to allow statistical analyses, such as:

a) The duration of play: average, variance etc.,

b) The statistical quality of (opening) moves,

c) The exact values of the game’s qualities such as ABF, drama
etc. over the course of play.

3. The development of artificial intelligence or heuristic methods to
solve the game, with questions such as:

a) The evaluation of positions and moves,

b) The evaluation of (opponent’s) strategies,

c) The best move given a situation and an estimation of the
opponent’s actions.

4. Study of the psychology of players, such as

a) The steepness of player’s learning curves,

b) Coalition behaviour in multi-player settings.

But most of all: the game must be played! For whenever we play
it, we fathom a cornucopia of possibilities, combinations, and ideas.
It is, after all, and ought to be, a game.
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[42] R. Hübner. Der Begriff ἄζυξ beim Brettspiel. In ...vor dem
Papyrus sind alle gleich!, pages 80–92. S. P. R. Eberhard H.
Kockelmann and M. Schentuleit. Papyrologische Beiträge zu
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