CONNECT FOUR (8 WEXLER & STRONG\N, 1974

6 RoWS x 7 CorumMiNS

PLAYvER.1' X
PLAYER 2L O

I
[GeaL] connNeCT & oF YvouR PIECES N A RowW, CoLuMN; oR

PIlA G ONAL
A TIE = POSSIBLE |

(o)
X X

PLACEMENT]. "DRoOoPY o=
CHOOSE A CouMN WHISH 1S NoOoT FILLeED,
PLACE YOUR PIECE N THE LOWEST EMPTY

cELL . IN THAT CeoLUMN,

0
L

| A

E)(AMPLE (oN smau,ag BOARD)

L ‘U*AJA 11- S

]oPTioNAL\ RECORD THE GAME BY WRITING
THE TURN NUMBER N EACA CELL.

FOR  INSTANCE, THE ARBoVE EXAMPLE IS
RECORDED AS

|
Xz
1X1|O% L




TWO -DIMENSIONAL NIM

Sx5 [PIECES]
\ PLAYER 1 X
RAYER 2 O

YOU WIN IF You FEILL THE BoARD
(IF You TAKE THE LAST EMPTY CELL)

[PLAcEMENT| CHOOSE A ROW OR COLUMN WHIUA IS
NOT FILLED, TAKE AT LEAST ONE
CELL 1IN THAT Row 6R (oLUMN  AND
UP To Al OF THE CELLS i THAT
RewW ©OR  COLUMN, (or any number in between)

. TAKE 1 TAKE 2 : TAKE ALL-
) T | i
o:<<xo THEN oo)¥0o| ploi|¥N%ol ., ., &S o[
CHocsE Z| |0 4 Bl wlE
— . 3 4 E X X
Sy 1 j
YEXAMPLE) (o SMALLER BOARD)
L3 2. BplE . \o‘o o 4. o9 > (o G elplel .
e \ X O o0l P2 wins
|| X PAMES o

[OPTIoNAL] WRITE TURN NUMBER INSTEAD oF 'X'oR 'O
E . THE ABOVE EXAMPLE \S RECORDPED A<

2|2\
blil 4
=

A ——

M PLAY ON A CRAZY




HIPPOS & CROCODILES (ev NESTOR AND\QéS, 7.&0‘\)

iBoARD l 10 Rews x 20 CoLuMNS

[PIECES] EACH PLAYER HAS ONE AnNIMAL {reu Can agree
= swi
PLAYER 1! CRBOCODILES 1 PLAYER 2. RHIPPOS anma\s , or
] = emphi cell hav_e Yhe pla.&.u-
X} = empty cell going secemd
]_x « mlx] x] 'r*t — _ pidk +he ammals
3 )
|« x x| = x ES
< x| X} <[]
: *
X % | x' q "q 2
.3 S T4% X X
& 5 ¥\ x [ j?
Praw a crocedile -
Draw one complete animal/turn ﬁ%‘e cf)lm pﬁﬁﬁf: i?n eum
\ Draw  a 1, Daw a 33 an
2 i 2. Mdd e heod ~
Be. ] A P=N 3, Add | ]
(nca,:;?‘s{-oﬁ\e @ \ JQ~ Ceptional) B ?_)
A round end than i
he po‘m*a end)

]’P'LAu:MENT} ON YourR TUuRN, FIND ResM oN THE
BOARD TO DRAW YourR ANIMAL IN ANY oE

THE 4 oRIENTATIONS TF You CANN 0T,

(Thegel phiamerts)

You \ osE .,
(Lepl placements)

(BN
1

HH=
;Ydan, og»b“"‘"‘ l

[oPTionAL

+o vecerd Hagem,e

Writ +the turn number 10 the anmal
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]
/

9 il




SLIMETRAIL (BY BIL-TAYLOR, 1993)
11x11, TWo ‘BASES' AT THE NE AND $W CoRNERS

BOARD
i ; BAS
. ~ NEE PIECES
NUMBERS 42,3 .. .
(THE TurN NUMBER
RASE SN =

INITIAL PLAcEMENT (Tuen 1)

i PLAYER 41 PLACES PiECE 1 ANYWHERE
: PLAYER, 9 CHeosES To AIM EITHER
(213 THE NE oR SW BRASE,

PLAYER. 4 GETS THE OTHER BASE

L ; PLACEMENT (TUuRN 2%)
2{3>4 WRITE THE TurRN NUMBER
IN A CELL. ADJACENT To THE

0 PR€\/\OQ$ NUMBERO (notdia‘g’clnal)
TE.THIS 18 NoT PossiBiEE = TLTR

|GoAL | You WIN |F EITHER PLAYER
WRITES A NUMBER IN YouR. BASE,

{PLACEMENT |

[EXAMPLE)] (oN SMALLER ROARD)
4
\

4 F2 chooses 2. i, - S s b
! ! o 3|2
NE Bage e 7l
4 — )
ol [

5=g - o o 13-18

My | u-ﬂ uf :

B 2 [lig] P2 WINS
2 1\12]i5
U] — [ " sl
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CROSSWAY (MARK STEERE ,’zo/o’-rh
[BoARD] Orig 19  FEEHH  Peeces
\BOARD (&} %,nauﬁ.. 1919 w . ARER A -

q :
Try i PLAYER -
s Op'hor\a\: Wy ike ‘hwnﬁ:w\w tn cell
[GOAL| FORM A PATH CoNNECTING TWDO

EDGES ©F THE ROARD, PL wiNS RBYy

CoNNECTING N AnD € EDPGES USING

Pl's pieces. P2 wnNs BY CoNNEGE NG

W AND E EPGES USING P2's PIecES.
CONNECTED PATH

A PATH FRoM ONE EDGE —To THE OTHER
CONSISTING OF ONE PLAYER'S PIECES
WHICH ARE CoNNECTED RY uP/PowN/LEFY /
RIGHT/DIAGONAL  ADJACENCOES

. :
=5 *%J '%i?:g Cc::f—u — ;(D_— P&v\"hs Can
> — o? g p:’ wiech ed X 4 —-zo.%

X[ 10\
/F T Pa:H) '

[PLACEMENT) THE ONLY ReSTRICTION 'S THAT
You CANROT FoRM THESE 2 PATTERNS

TLLEGAL 1 TULEGAL )

%o S ~an
Ol X X0 J
\i].E RU:E] (op‘Hor\qD
Jjee Before deedina whe Jocs
WINS
_, ficck,  one ppmdar can
|G W e e
© - plaidﬂl'i, "The otha le%}/v-

\ DA\ m o{uitalas whe ig agsw&vwl
\ S 0 h
St e ke ld lmu&Jr Fhah




YAVALATH (€ cameron BRowNE'S GAME DESIGNING PROGRAWM, 2007) .

80ARD | (smaller than standard) Drow it lare
@ HEXAGON IN (i) SuBDWIDE AGAIN
L PI\ECES TRIANGLES

AVAV/

(iv.) Optijonal--to get the official board, add one
layer of triangles to the border.

[PLACEMEML-] PLACE

TFE You

ON

oN EPHE

A

RULES

MAKE A LINE  OF

| =

PLAYER 1 : %

PLAYER 2 .

Optienal’. Label w/
+ut‘n numLLr\

|
g ? f \

INTERSECTIONIS oF RBoARD

3 ADJAKENT

PIECES ALL OWNED BY Youy, You L—OSEJ
GUNLESS: N THAT MovE You MAKE A

LINE

CoNNECTED PIECES ; IN THAT

Ve

eE 4 oFE Youl ADSACENTLY

CASE , You WIN

=

P2 CANNOCT
% BLOUA

. H;EREJ S¢
P41 wiLL
WIN,

PIE RULE (optional): Before deciding who goes first, one player
proposes a first move for player 1. The other player then decides
who goes first. Whomever goes first must then make the proposed

move.



