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The introduction of reliable and relatively inexpensive electrical relays in the 1940s, aided by improvements in electronic
circuitry in the course of the twentieth century, made it possible to build a wide array of game-playing machines. Some
devices played only a specific games. Others were general purpose computers. The latter were far too expensive to be
used solely for playing games. However, interest in intelligence and machine learning, combined with a need to offer
public demonstrations of computers, encouraged a range of games. Machine versions of two games, Nim and tic-tac-toe,
illustrate this new approach to mathematical recreations. (Received August 06, 2013)



