BORED GHAMLS

#

You can draw the playing grids out on a piece of paper - they’re all simple.
Many of the games can be played with more squares, more players,
even different rules (so long as everyone agrees them).



Tic-tac-toe
Rebooted

Start with three counters each (eg coins). Players take it
In turns to place a counter.

When all six are all in play, they move one at a time into
a neighbouring vacant square (not diagonal), trying to
get three in a row.

(No returns within one move).



TWOS ACROSS

Oﬂ)osmg counkers are placed as showm.
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Lagmtaketwrnsbonwwe.Acountormo\y ,.
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Fust yLa.yzr to move both c_:f s counbers =

ACrOSS amdg}ﬂwjeboard;, wins,

Jnwestigate Wu;y Strategies. /. gate the games
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NINES

Players take tumns, playmg one tw, or three coumbers
ke @ row or column, on the board [ not a duagonal].

The last person able to play, wins.

//Westeglu‘:e A _game where only Aduagonal P[acu_i;sm allowred,
Investigats #he game of remouchy counters fvm, a_full boant.
Investigate the game of SIXTEENS [4X4 board ] and
TWENTY-FIVES [6X 5 board]

/nvestrgate winneng strateqres er- all 3‘ these games.



Arrest! ek

The player with two black cownters tries T trap the white counter.
Moves may be ne space in any direction (orthgonal or diagonal).
The white counter is wrrested if the black counters are beside
& ow opposizbz sides. White has first move.

Versifm 2: Each player has two counters, amd tries to trap
fust one, then the other, opposmg coumter.
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LAST ACROSS
Emlayer has fwe counters of his own colour,

m the arrows. Moves are altermate, and there
wrz no wras. Whwle one player moves hus counters
a.crvss the bowrd, the othev moves s down the board.

Last across loses. Versin 1 @ Forward moves ondy.

Versiow 2 : Forward and sideways moves are
Version 3 : 1t 15 also fun to adow jumpung avexsmgw
cownbers, althoudh no captures are made.



BOTTOMS UP/ B
Each player wi tuwrn plazzs A cownter of hus or hey
own colowr onto the lowest awadlable space w
ary colwmn. The furst player to achieve an
unproken lime of four {orthogonally or
digonally], wins. In Version 2 a Ezyer

use lus move 1o remove one gf
cwunters from the bottom row and all the
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NINE MENS MORR/S

Each player has nine counters of his own colour:

Turns are taken to place a counter When all counters are placed,

a turn consists of moving a cownter to an adjacent vacant pont,
tryung to make a mill’ [Three counters v a ling]. |

On making a mud, a player removes one of hus opporwnts counters.
When a player is reduced to two counters, or annot move, he (oses,




SHUNT A Puiﬂfjorone

Arrange counters as shown.
Change over the black and whike
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the tracdkand by using the
simg.  Record your moves, and,
trjtotakea.sfzvza.s ossible. 2000

Only ome counter ma occupy each
sguare.
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